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Eecaan’s
Transmission

Greetings Earthlings.

Welcome to a special
transmission of Gamer in
which
winners of the 1985 Game
of the Year Awards.

The response to the
awards has been incredible
with the first votes arriving
in the Gamer office the day
the magazine appeared in
the streets!

All the votes have nNow
been counted and we have
the full results inside.

We also present the
Assault Expansion EKit
which extends last months
free poster game by adding
two new alien races a terri
fying fungus and the
ultimate killing machine
the Cybertron.

Lord of the Rings and
Gyroscope are two
marvellous programs from
Melbourne House and we
feature them both 1in-
cluding a first look at the
Amstrad, C84 and BBC ver-
sions of Gyroscope.

Graeme Devine passes on
his tips on his own game
¥Xcel and on the excellent
Ballblazer (which he 18 con-
verting for the Spectrum) in
a bumper hints section.

Plus we have the latest
games news, screenshot
reviews of the latest games,
fantastic competitions, the
latest from the arcades in
Coin-op Connection and The
Trolls Tavern incorporating
another ‘‘Heroic Warroir'
paper and pencill adven-
ture

Have a happy gaming
New year
Transmission ends.

we announce the §

How to become
Elite

Spectrum owners can get a
head start in Firebird's
Elite by getting the Elite
Ship Builder from AGS.

Knight Tyme

The sequel to Mastertronics
excellent Spellbound is to
be called Knight Tyme and
will be released sS00N as
part of the MAD games
range.

This time our hapless
hero, the Magic Knight, is
stuck onboard the UBSS
Pisces in the 25th Century.
Your job is to get him safely
back to his own time.

Enight Tyme will use an
expanded version of the
‘“‘windimation'' system of
window menu commands
used in Spellbound but will
add more options (such as
steer ship) and twice as
many characters into the

game.
Knight Tyme, like the
rest of the MAD rarnge, will

only cost £2.958 and will in-
itially be available for the
Spectrum.

Mastertronic have also
released ‘‘Master of Magic™'
for the C684 which is review-
ed in this transmission of
Gamer and plans to convert
the entire MAD range into
Spectrum, C64 and
Amestrad formats. The first
conversion planned is an
Amstrad version of Spell-
bound.

Prese
Hyper
Fuel:
Cash: =
Legal B
Rating:

EQUIPMENT :
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The program allows you
to either improve- an ex-
isting Elite character oOr
build one from scratch. So
now you can give yourself a
fighting chance of surviy-
ing in the galaxy by adding
a few military lasers or
missiles or go totally over-

L)

The ACS Elite Shipbuilder

board and arm yourself to
the limits.

You can then save your
character to ta to load
into a game of te.

The Elite Ship Builder is
available from ACS8 and
costs £1.956.
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NEWS NEWS ¢

Elektraglide Plus

English Software, after the
succes of Elektraglide are
launching two new games,
Mediator for the Atari
range, and an exXtended
Elektraglide for the Com-
modore 64.

Mediator is a new arcade
game with a mixture of
mediaeval and science-
fiction themes. Bo you will
find hyno beams, time
erystals, tractor beams,
and robots mixed with the
tree of knowledge, dream
monsters, skeletal horses,
and green slime creatures.

3 effects, great
graphical backgrounds,
and English Software's
usual excellent sounds and
musgic will make this a
game to look out for, £8.85
tape and £12.893 disk.

Elektraglide on the Com-
modore 64 is set to be even
better than the Atari ver-
gsion. The extra memory of
the Commodore along with
the increased soun and
graphics capability is used
to the full with improved
tunnel graphics, longer and
better music sequences and
more roadside detall. The
ultimate in computer driv-
ing experiences should be
out whan this issue hits the
shelves,

As Unaccustomed
toasIam...

BBEC owners can now in-
clude speech into their own
rograms with no extra
ardware using a new
package from Superior
Software called ‘Speeach!’.

Speech! is a 7.5K pro-
gram that can be relocated
in memory or into sideways
RAM/ROM. The program is
OSCLI driven with
numerocus star commands
with full text to speech con-
version or phoneme
drivers.

There are also programs
to speak out text (ie Word-
wise or View) files and
create your own words for
the inbuilt diction :

Speech! is available for
the BBC micro on tape or
disk at £8.95 or £11.

Elite — Game of
the Year

Firebird’'s Elite has won the
top award in the 1988
Game of Year Awards. It
fought off strong
challenges from Melbourne
House's Way of the Ex-
EIIDEU_IIE Fist and US Gold’s
inter Games.

Elite wag originally
written for the BBC and
Electron by Acornsoft but
it was Firebird’s Egentrum
and C64 versions that pull-
ed in the votes.

Elite is now available for
the BBC, 8pectrum,
Amstrad, C64, Electron,
MSB8X and Einstein c¢om-
putars.

For the full report and
the results of the other
Tg&rds turn now to page
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Max Headroom

The game based on the film
of the birth of the first com-
puter generated TV
presenter will soon appear
on a computer screen near
you,

The game is from Quick-
silva and plots the history
and creation of the one and
only Max Headroom and
wiil be available in Spee-
trum and C64 formats.

Amstrad
Gremlins

Gremlin Graphics have an-
nounced conversions of
three of their best games
that will have Amstrad
owners rading their piggy
banks.

The Amstrad version of
Bounder will be available
shortly with conversions of
Thing on a B8pring and
Gumphrey BSupersleuth
gsoon after that in
February.

Gremlin also plan to con-
tinue their range of C16
games with Kung-Fu Kid
and Reach for the Sky.

Deus ex Machina

Dues ex Machina was surse-
ly one of the atra n%est Spec-
trum programs of 1984 and
Eﬁmn_uw available for the




It is described as a com-
puter entertainment in
which you star along with
Ian Dury, Frankie Howard
and Jon Pertwee.

The package consistsof a
computer and audio
cassette which you listen to
ags you play the games.
Deus ex Machina was
ﬂriginallg written by
Automata but is distributed
for the C84 by Electric
Dreams.

Electric Dreams are cur-
rently working on the com-

uter version of Back to the
uture which will be
distributed by Activision.

Theatre Europe

PSS have released the
Amstrad version of the con-
troversial wargame Theatre
BEurope.

The game that simulates
a third world war complete
with nuclear and chemical
warfare attracted a lot of
hostile publicity when it
was released for the C64 in
June.

PS8’'s naext wargame for
the C64 will be Sink the
Bismark and is described
as a strategic, tactical and
arcade level game.

G VEWY NEWY

AND MEL CROUCHER
PRESENTS
YOURSELF
IAN DURY

JON PERTWEL
MEL CROUCHER

DONNA BAILEY
and FRANKIE HOWERD in

DEVS EX MACHINA

. You play the leading
character in this Tally animated tele-
vised fantasy, controlled by your home
computer and synchronised 1o its own
steren soundtrack. It is a union of
computer game, film, book and L.FP.
record. 1t is the first of a new era of
experiences, and il s unigue. Enjoy it.

DEVS EX MACHINA

Bugbyte bites
back

The new style Bugbyte
relaunched as a budget
label by Argus Press Soft-
ware has released its first
titles Mr Mephisto for the
C64 and Spectrum Flyer

Fox.

Mr Mephisto was
originally re d in 1983
by Eurcobyte but failed to
get the recognition for the
game it was. It features
your attempts to battle
your way up the stairway
to heaven past demons and
ghouls that appear to block

your path.

Flyer Fox is a conver-
sion of the original Tymac
and
eatures fast dogfight ac-
tion and speech as you pro-
vide a fighter escort for an

ame for the C84

airline.

Other BugByte £2.95
games soon to be released
include a C16 and Electron
version of the intriguing
adventurer Twin Kingdom
va.lle]%, a Spectrum, BBC

lectron game featur-
in 81 screens called
Roboto and Bkyhawk, aCl6

and

Deferider game.
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The Computer Gamer
Readers Club is a

FREE club open to all
readers of Computer
Gamer. All you have to

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.
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B sVouswooroowntorame . SKYFOX'is the most realistic awe-inspiring combat simulation you've

OUT SOME TANKS ever seen on your computer. ‘SKYFOX' special features include —

Spectrum Screen - AIRTO AIR & AIRTO GROUND COMBAT
e > 3D SCROLLING FLIGHT SIMULATION
» 15 SCENARIOS (from training mission to massive invasion)
5 SKILL LEVELS (from cadet to ace of the base)
> AUTOPILOTFEATUREFORLAUNCH & ENEMY SEARCHES
> ONBOARD & BASETACTICAL-COMBAT COMPUTERS
TR el + oA : CDHTISHUEUS LASEH" Egg:ﬂsﬂs '
eSS > HEAT-SEEKING & GU. ISSILES
T » JOYSTICK & KEYBOARD CONTROLS

YFOXNOW e

Amstrad Screen

| -‘:_'-ﬁ'ﬁ@&é’ﬁ;ﬁ‘aﬂ{fwﬁn S e
e out to Ariolasoft U.K. Ltd., including your own name ﬂl'"llﬂ
PRASRRYS Seun Relace Stieet, London SWIE 5HS. |
sKYFO, rad Cassette£9.95 ~~  HIGH PERFORMANCE PROGRAMS
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Your driving skills will be driven to
the limit in this simulation of the
| hitT.V.series. Justyouand a car
| numed “KITT” — the ultimate
= driving team!

Warrior robots in disguise.

Earth has been invaded by
powerful robots from the

planet Cybertron.

Transform into the role of the

heroic autobots (Jazz, Hound,
Mirage and Optimus Prime) in

their deadly battle with the evil
decepticons.

TRANSFORMERS - More

than meets SPEIR!
the eye!

COMMDC
AMIR/

NOT AVAILABLE OM THE AMSTRAD

Ocean House - 6 Central Street - Manchester - N 5N
Ocean Software is available from selected branches uf—.a@ WHSMITH " £ WOOLWORTHASK




Become the hunter and
the hunted in this
breathtaking simulation

of the famous film and

TV series with

Hyperthrust feature,

helicopter attacks and

il daring rescue attempts
that only the man and

machine combination of

PE(TRUM Street Hawk can survive.
Don’t miss it -

burn tread on

the streets!

IMCDORE 64
AMTRAD

r - M SNS - Telephone 061-832 6633 - Telex 669977
RTH _ASKYS, Rumbelows.Greens, Spectrum Shops and all good software dealers. Trade enquiries welcome.
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The response to out {first
evar Game of the Year
Awards has been tremen
dous with the first votes ar-
riving in the office the day
the magazine was due in
the shops!

bome categories have
been exXceptionally close
whereas others have had
clear leaders from the start
Now the suspense ig over
and all the votes have been
counted and here are the

results starting of course
with the 1985 Game of the
18ar

GHME

OF THE

EAR
AWHRDS

1st — Elite (Firebird)

and Way of the Ex-
ploding PFist (Melbourne
House)
ard Winter Games (U5
Gold)

With over 45 games

nominated this was always
going to be a close contest,
the

Until last week of

Game
the Year

FircEsirg

) §

voting when Spectrum Elite
owners joined their C64
counterparts to makae it the
game of the year

Elite was originally writ-
ten for the BBC and Elec
tron by Acornsoft in 1984

and was licensed to
Firebird who have since
made this superb game

available to C64, Spectrum,
Amstrad, MSX and Eins
tein users.

Elite is a space trading
game set in a cruel galaxy
where the galactic police
are slightly worse than the
pirates.

It is probably the mix-
ture of space exploration,
galactic trading and arcade,
action space battles that
has made Elite the game of
the year.

18t Shadowfire (Beyond)
2nd — The Fourth Protocol
(Century/Hutchinson)

ord Hed Moon (Level 9)

Shadowfire was the first
icon driven adventure in
which wou controlled the
five members of a galactic
A-team known as Enigma.
Your mission was to rescue
an Ambassador held on-
board the ship of the evil
General Zoff.

The entire adventure in-
cluding - exploration and
combat was joystick con-
rolled which helped to in-
troduce more people to the
wonderful world of adven-
turing.

The Fourth Protocol con-
tinued the icon theme in a
fascinating adventure bas-
ed on Frederick Forsyth's
thriller,

Any Level 9 adventure
would do well in a readers
poll and Red Moon is un-
doubtedly one of their best.

Finally I was surprised
by the number of votes cast
for the disk only adven-
tures Exodus Ultima III
and Hitchhikers Guide to
the Galaxy which shows a
healthy increase in disk
owners or perhaps people
who would like disks to
\ play these excellent games.
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l1st — Knight Lore
(Ultimate)
2nd Frankie Goes to

Hollywood (Ocean)
3rd — Wizardry (The Edge)

Gy

aF THE

EAR

1st Elite (Firebird)
2nd — Gyroscope
(Melbourne House)
ard Tau Ceti (CRL)

Elite took (and held) an
early lead in this category

but Gyroscope made a
strong challenge but it
wasn't enough to catch
Elite.

Tau Ceti did remarkably
well considering it had only
just appeared in the shops

Superior's Death G5tar
was close behind.

14

Arcade adventures have
become a class of game in
their own right in 1985
with the introduction of
games that have both the
problemn solving of adven-
tures as well as the arcade
action.

It is therefore (fitting
that EKnight Lore should
win this award since it was
the first true arcade adven-
ture.

Frankie Goes Lo
Hollywood, a close second,
18 probably also the best
licensed game based on a
filme, book or in this case
rock band. Finally Wizar
dry shows the way ahead
with the introduction of
Dungeons and Dragons
type spells into an arcade
adventure,

Best
Arcade

15t — Way of the Exploding
Fist (Melbourne House)
2nd — Winter Games (U8
Gold)

ard — Hacing Destruction
Set (Ariolasoft)

This was without doubt
the closest contest of them
all between Exploding Fist
and Winter (Games.

1st — Impossible Mission
(U8 Gold)

snd — Monty on the Run
(Gremlin Graphics)

ard — Wizard (Ariolasoft)

This category was the
first to be decided with Im-
possible Mission sweeping
all aside. Monty made a
comeback at the end but it
was never going to be
enough.

The lead changed Dbet-
weern these two a total of 14
times and for most of the
voting period they were
never more than a handful
of votes apart. In the end it
was probably the fact that

Exploding Fist was
available for more
machines (C64, Amstrad,

Spectrum and BBC) that
won the award for
Melbourne House.

Way of the Exploding
Fist was the first and
arguably the best karate
game to appear in 1985.

In third place Racing
Destruction Set is a little
different from the standard
racing game as its players
design custom cars to race
on custom tracks to
destruction.

The original C64 version
of Impossible Mission 18
best remembered for it's
digitized speech, evil
laughter and blood curdl-
ing screams as you plum-
meted to another game
over. The Spectrum version
lacks this facility but still
remains an excellent game
of fiendish puzzles, superb
animation and evil killer
robots,

Wizard, in third place, is
an interesting game that
adds a different spell to
each level and a construc-
tion kit to prolong the
games life.

COMPUTER GAMER FEBRUARY 1986
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1st Archon (Ariolasoft)
2nd — Theatre Europe
(PS8)

ard Crusade in Europe
(U8 Gold)

Best
Strategy
Game

dif-
ferent strategy games had a

Three completely
very close battle for this
award with Archon winn-
ing in the end.

Archon is a curious mix

of strategy and arcade
ame skills that mix to
orm a magical chess

variant in which each piece
is a creature with different
strengths and weaknesses
and you have to literally
fight for every square

Crusade in Europe is a
more orthodox computer
wargame and Theatre
Furope still attracts out-
gide publicity over its
simulation of a nuclear
War.

lst — Winter Games (US
Gold)

and — Elite (Firebird)

rd — Way of the Ex-
ploding Fist (Melbourne
House)

Winter Games skied,
skated and bobsled to this
award by featuring 8

SPEED

gruelling events backed up
by superb graphics.

This iz the latest and
best in the Epyx series of
Olympic style games that
started with Summer
IIT_irTe.n':es and Summer Games

Such 1s the following
that this game has achieved
that it managed to keep
Hilte at bay.

SHOTS PLULSE[
&n (=1

CONTESTANT
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1st — US Gold

Best
Software

AWARDS B} (VT

=and — Melbourne House

ard — Ultimate

JoIHhy

OF THE
EAR

There is
prigse in this result with
these three producing some
fantastic games in 1985
(Winter Games, Impossible
Mission, Exodus TUltima
ITTI, Way of the Exploding
F'ist) but there were a few
51.111:“:}1*!555 further down the
list.

The first was the
number of votes received
for American software
houses Epyx and Infocom
who came 6th and 11th in
the final order.

A few wvoters misunder-
stood the term software

no great sur-

house and wrote on the
voting form W H S8miths
and Menzies. We even had
one from Belguim that had
‘English computer shop' as
the best software house!

. wely) Machine

lat Commando
~nd — Paperboy
ard — Marble Madness
Three superb arcade
machines that you should
try whenever you get the
chance. Two have already
been converted (or in
spired) ecomputer wversions
but we are still waiting for
A computer version of
Paperboy.
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1st — Elite ((Firebird)

and -— Way of the Ex-
ploding Fist (Melbourne
House)

ard Tau Ceti (CRL)

Another award for Elite
as drones of Spectrum
owners set up galactic
trading companies.
However some found the
time to punch and kick
some opponents in Way of
the Exploding Fist and
then suddenly in the last
few days of voting enough
people bought and enjoyed
Tau Ceti to push it into
third place.

rirREsIRd

Best
Amstrad

lst — Way of the Exploding
Fist (Melbourne House)
and — sorcery (Virgin)
ard — Doppleganger
(Alligata)

Amstrad owners are ob
viously a violent bunch
with Hxploding Fist
beating (up) the opposition
to first place. Sorcery was
only an average game in its
C84 version but became an
excellent arcade adventure
when convertad for the
Amstrad

Another arcade adven
ture took third place which
features 3D rooms and two
characters to play simul-
taneously.

Best BBC
Game

1at Repton 2 (Superior)
end — Revs (Acornsoft)
ard — Knight Lore
(Ultimate)

Superior's Repton sequel
swept the BBC field with
Hlite out of the running
(released in 1984) Revs won
the race for second place nd
the long awaited conver-
gion of Knight Lore took
third.

1st — Mercenar
2nd — Bounty
Back (U8 Gold)
ard — Rescue on Fractulas
(Activision)

(Novagen)
ob Strikes

High speed arcade action
captured the votes in this
category with the re-
released (at an affordable
price) Bounty Bob taking
second place. Third place
was a keenly fought contest
between the classic
Lucasfilm Hescue on Frac-
tulas and English
Software's Elektraglide.

Next Month — See if you
won the draw for either a
fabulous Commodore &4
pack inecluding a C84,
Datasgette and monitor or a
Amstrad PCWB2586.
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SPECTRUM SCREEN SHOTS

YOU KICK A CONVERSION BUT
HAVE YOU COMPENSATED
! ENOUGH FOR THE WIND?
INTERNATIONAL RUGBY WORLD CUP FOOTBALL
Another excellent sports AdaLulOUS SR Uaton ol
simulation. You play as a real soccer with complete
home international team, multi-colour graphics —
battling forthe TripleCrown  your aim is to become the
or even the Grand Slam. holder of the most coveted
The game includes all the trophy — “The World Cup”.
features that you would Play against a friend or
SRR oo s e?tpect ’_frnm tr]ls sup_erb the computer. WORLD CUP 48K SPECTRUM
FOR A DROP GOAL" simulation — including an
international league table.
SOON TOBERELEASED NOW AVAILABLE FOR
FOR THE AMSTRAD COMMODORE C16
AND COMMODORE 64 AND AMSTRAD 464

SCORE—
OR TRY?

INTERNATIONAL RUGBY WORLD CUP FOOTBALL
AVAILABLE FOR: ;’H'-.--__ 'J SFECT,EHGJBLJIAELE FOR:
SPECTRUM
(48K) £7.95 /. Jt éf P £6.95
Wil :_;.% C16 £6.95
N AMSTRAD
H“%Q!ﬁ"r 560 £7.95
AND WORLD CUP Ii

&DMMGDGHE £7. 9 5

Artic Software is available from all good retail stores or direct from:
ARTIC COMPUTING, MAIN STREET, BRANDSBURTON, DRIFFIELD, YO258RL. Tel: (0401) 43553
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GYROSC

Will Gyroscope have the success of
Marble Madness? Mike Roberts has
an in-depth look at both games.

In the beginning was the
void, and Atari looked upon
this void and said ‘let there
be the game’', and the game
was created. And tari
looked upon the game and
saw that it was good, and
the name of the game was
Marble Madness. . .

Marble Madness took
the arcade world by storm
in the early part of 1985
with its incredible music,
amazing graphics and total-
ly original gameplay -—
something exceedingly rare
in this day of the millionth
variation of Pac Man.

Control was by the Atari
pioneered Trakball, which
left many a player with
aching shoulders after an
afternoons play (yours
truly included). Two

layers could play at once,
which in itself is as rare as
it is welcome.

The computer operating
the game is based on the
latest 16 bit technology and
has a graphics, sound, and
processing power up to that
of the new Amiga (watch
out for an official Marble
Madness on the Amiga in a
few months time).

The concept behind the
game is controlling a mar-
ble, by sepinning the
trakball in the direction
you want the ball to go. By
doing this you can control
it rolling down a conceptual
3D landscape of walkways,
cliffs, drop tubes, jumps
and targets, monsters, and
many more obstacles to
avoid. Everything is
against the clock and
bonuses are awarded for
the time left on the clock at
the end of your run.

The computer games
‘Gyroscope definitely have
their roots in the Atari

ame, and only differ in
atail.
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C64 Gyroscope — smooth scrolling and thirty screens

In all versions of
'Ggmﬂmpa' your character
is based on a gyroscope-like
top, which has a time limit
on it as to when it runs
down. The la.ndsca.pa is
gimilar to ‘Madness’, but
the actual set up and route
is different. The monsters
are simpler, and there are a
lot of things missing, like
tunnels, anaa, moving
ramps, and conveyer belts.
Gyroscope has new pro-
blems to overcome like
magnets to draw you off
course, ice to slip on, and
little pac-men running
around.

The difference between
the Commodore and the

other versions is mainly one
of quality. As explained

earlier, the arble
Madness machine has quite
a high level of hardware. A
Spectrum just cannot cope,
s0 the Spectrum user will

have to make do with
guiding his (or her)
gyroscope down the hill
without the benefit of a
smooth scrolling screen.

Each Spectrum section is
made up of four screens,
this introduces problems as
it gets a bit tricky to charge
off the bottom of the screen
onto the next without being
able to see what's happen-
ing. Due to resolution dif-
ficulties the Spectrum game
has slightly simpler and
cruder screens, but all is
well on the Commodore ver-
sion.

On the Commodore
game, you get full smooth
scrolling over the thirty
screens (only twenty on the
Spectrum and twelve on the
BBC), much harder pro-
blems, and a musical back-
ground in the spirit of the
original gamae.

Unfortunately the
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Commodore 64 version has
a few inconsistencies.
When you die, you should
be put back onto the track,
or back in the same posi-
tion on the track if death
was caused by an alien.

Sometimes you are not
put back onto the track
properly and you can die
before you even Imove,
Sometimes you can die an
extra two times before you
get put back onto the track
successfully.

The same happens with
the aliens, when you die the
alien diEEpé)Bﬂ.I‘E, but fyﬂu
procede to die again before
¥you can even move &
muscle.

I think I have worked
out the edge bug. If you can
zip off the track the game
will put you back on the
edge of the track, the very
edge, that is. As no com-
puter can produce true
straight lines, they have to
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step pixel by pixel instead,
if your gyroscope gets put
on one of these edge pixels
then there is only one pixel
or couple of pixels that it
can move onto. 8o the up-
ghot of all this is that you
can only move in one direc-
tion, and the game seems to
store your joystick move-
ment as you ¢rash and uses
that as your first move-
ment when you restart. As
your last movement was
the one that killed you, you
die again.

Collision detection (bet-
ween moving objects) is not
all that hot on the Spec-
trum, so avoid all aliens as
much as possible, as even
going near them will lose
you a life.

For Commodore owners
who find their version a bit
tricky around the edges,
iry travelling along the
right side of the track. The
ame seems to be a bit more
enient on the right of a
track and a bit finicky on
the left. -

If Commodore people get
a bit confused halfway
through level three here's

wh%.'.

he data for the levels
seems to be stored in a com-
pressed format. Only a cer-
taln amount can be held
‘current’ in memory at one
time. Level three is twice as
long as levels one and two
50 halfway through level
three, it stops, decodes the
rest of the level and starts
again. How do you get onto
the next bit? Well you take
the LEFT path and keep go-
ing off the screen along that
remembering to
avoid the magnets so that

| you don't get thrown off

|

the edge!

Spectrum Gyroscope — a little ragged around the edges

With luck that section
should end as if you had
finished the level, clocking
up bonuses etc. However,
the level continues as if
nothing had happened.

On the S8pectrum and
Amstrad versions you
have to watch out for
these are particularly
significant in a couple of
the levels where the only
possible route is quite close
to an edge. This is because
if you touch the side of a
screen you will bounce off
with some force, usually
over the edge that you were
trying to avoid.

!
%

The Amstrad version is a
straight copy of the Speec-
trum game although it is
easier to play because the
graphies and collision
routines are better defined.
This allows you the luxury
of being able to skirt along
narrow edges and know ex-
a-::iz%;!rw1 where you are.

& same is sadly not
true of the BBC and Elec-
tron versions which offer
only a paltry 12 screens.
They also suffer from ir-
ritating bugs that allow you
to actually pass through
the games obstacles!

Despite this annoying
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Amstrad Gyroscope — a copy of the Spectrum version but

easier to play
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feature it is so addictive
that you will keep on play-
Lngruntﬂ you finish it.
here are now five dif-
ferent versions of
Gyroscope available cover-
ing the popular machines
(8pectrum, Amstrad, C64
tape, C684 disk and BBC/
Electron) and each offers
it's players a different
challenge.
Elsewhere in this
transmission we have
featured Melbourne
House's blockbuster, Lord
of the Rings. Lord of the
Hings might be the game
everyone’'s talking about
but Gyroscope is the one
that everyone's playing.




CBM064/128

The cunning Desert Fox, the wily Rommel, is on the rampage. sweeping  face conflict with his ground and air attacks. Be as wise and as cauli
across the desert sands, laying low the allied forces and swarming the most battle hardened general in planning your strategy and cald

through allied territory. It is on your shoulders Lone Wolf, to halt the your tactics to rescue your supply depots. In short Lone Wolf, if you
progress of this awesome foe and rescue the North Africa campaign from your destiny as the complete warrior, the final conflict — a head toh
his grasp. Step forward with the courage of a fearless leader in lace to tank duel with the mighty Desert Fox himself — will be your last.

REALISTIC VOICE SIMULATION
Listen in on enemy radio messages, plan your tactics to combat their manoeuvres.

Ml P wise i your canipaign AmbushiThe valley is

Stuka altack: Keep a close ¢ye Convoay: Frotcct your Conviys
on your radar, an carly warning [roam aerlal hombardiment af all strategy, protect fhose depeols in inlested with enemy lorces
will give you some chance against covsls, witkosut their supplics vou danger Irom cnemy forces, rally bt nao matter reach the other
thie chemy stuka attachs cleprots will Fall, Bl in your yinrr firepower fo i s imost shde you miust, Good luck and
eagerness watch out Tor the allled destruoctive elhedcl happy shooling
Spitfires.

U.S. Gold Limited, Unit 10, Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 B881
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DON’'T MISS OUT! “
Now that you have read this issue of
Computer Gamer and you know how
interesting and invaluable it is, wouldn’t it be

a crime to run the risk of missing a single
thrilling issue?

Well, you don’t have to!

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

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

Subscription Order Form
Cut out and send to:
Computer Gamer

Infonet Ltd.,

Times House,

179 The Marlowes,
Hemel Hempstead,

Herts. HP1 1BB.

F---------------ﬂ--------------------------------------'

Please commence my subscription with the
very next issue.

Subsecription Rates
(tick [J as appropriate)

£16.60 for 12 issues UK L]
£21.50 for 12 issues overseas surface post [
£8R8.00 for 18 issues USA surface post L)
£57.00 for 12 issues airmail B

'
N
§
[ |
¥
]
'
!
]
i
I
'
)
|
" I am enclosing my (delete as necessry)
4 cheque /Postal Order / International Money
I ko 0 ot o Y M T e S T SR AL e £ AR
s (made payable to ASP Ltd)
: OR
i Debit my Access[] Barclaycard [J
]
[ |
[ |
]
]
[ ]
(]

 as caubio
v and calc
olf, if vou |
head to he
rlast,

Please TUse Block Capitals and include post
code

AN ENCT RN [RPLSEY: it ishees . e e BT
ADDRRESE . ;i
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In the following pages you
will find all the rules and
instructions required to
play Assault on Aargon
with two new aliens attack
ing the domase.

New Alien — The
Fungus

The standard rules of
Assault on Aargon (as
printed last month) apply
axcept where altered below.

The Fungus is an alien
intelligent lifeform that
seeks to dominate planets
by spreading over its sur-
face, suffocating all in its
path. Once &a planet i=s
covered glant spores are
produced which are flung
across space to the next
planet where the conguest
continues.

Just as Eecaan and the
other Aargonians enter the
dome, the first spores
arrive. . .

-T'o begin the game the
Aargonians are setup as
before and the five spore
counters land on the map
anywhere further from the
dome than the remote
tower positions. Throw one
dice for each spore if the
result is a 4 then it stays in
that position anything else
and it drifte in the direction
as indicated by the Sirus
wind chart by between 2-12
squares (throw two dice). If

this takes it off the map the
gpore is lost.

Each spore that has sue-
cessfully landed then ger-
minates producing 1 to 6
fungi which are placed in a
square that is either adja-
cent to the spore or the
fungl counter in the same
group.

Movement

The Fungus doesn't move
as such but instead spreads
across the planet attacking
all in its path.

Attack and
Defence

Each fungi can attack an
gnemy in an adjacent
square with an attack
strength of 1 dice and has a
defense strength of 10. A
spore attacks with 4 dice

ASMAULT
OVAARGOY
HPINSION AIT

This month we expand the fantastic
free poster game given away with last
month’s Gamer by adding two new
alien races — a deadly fungus and
Zaroc’s ultimate weapon the Cybertron.

Game Heth

and has a defr&nsé strength
of 25,

Spreading

Each turn the fungus
spreads by adding the
number of extra fungi pro-
duced by each spore to any
square already containing
a fungi or one adjacent to
the fungi or the spore.

The number of fungl
created depends on the size
of the colony (this is the
total number of fungi
counters produced by one
gpore) and is determined by
throwing a dice on the
Spread Table.

Each may produce each
turn (depending on the
result) and so there may be
up to five different col-
onies. If two or more col-
onles join then they form a

Fungi in colony

1-5
6-10
11-15
16-20
21-30
31-40

Fungus Spread Table

New fungi available

a
4

8
10
15
20

bigder colony which, accor-
ding to the table, will
spread even faster.

Note — if a fungus
spreads so much that the
fungus counters are ex-
hausted then the fungus
player has the option of
reusing existing counters
(ie part of the fungus dies to
allow another part of the
game fungus to grow).

How to win

As in the original game the
object of the alisns is to
destroy the dome by
beating its defence strength
of 40 by amassing enough
force around it. The Aargo-
nians again must explore
the caverns to activate the
defences to stop the inva-
sion.

The Aargonians can

defeat the Fungus by
destoying the spores by
ralling the defences of
defence droids, lavasnakes,
megasloths and remotes.

Defeating 1individual
fungi in combat will slow
down the spread but to win
the spores must be
destroyed. Indeed if the
Aargonians manage to form
a gap between some fungi
and its spore then those
fungi are lost.
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1) Fungus spreads.
<) Fungus attacks.
3) Cavern Critters.

8) 8irus wind moves.

The Fungus — Turn Sequence

4) Aargonians explore caverns.

8) Aargonian defences move.

6) Aargonian defences attack.

7} Aargonians activate new defences.

Sirus Wind

The 8irus Wind has its
usual deadly effect on both
the Aargonians and the
Fungus.

Game sequence

As in the original Assault
on Aargon the game is
Sla.:.rad in a series of turns.

bviously adding a dif-
ferent alien which poses a
different threat to Aargon
requires a slightly different
turn sequence.

Good luck, but
remember, even if the
Aargonians defeat the

Fungus more spores are on
the way . . .

New Alien — The
Cybertron

Zaroc having been
thwarted in his first at-
tempts to capture Aargon
now sends in his ultimate
killing machine — the
Cybertron.

Setting up

Since the Aargonians have
already destroyed Zaroc

they begin the game with
all defences activated but
with no droids on the
board.

In the first turn droid
production can begin and
the Aargonian also throws
for the number of sloths
and snakes that answer the
call for help.

The Cybertron is placed
on the desert foothills. Note
— a8 an alternative the
Aargonians can set up ex-
actly as they finished a
previous game of Assault
on Aargorn.

The Cybertron

The Cybertron is a massive
machine of destruction
armed with missiles, lasers
and photon cannons that is
almost impossible to stop.

Before the game begins
the Zaroc player arms the
Cybertron with the eguip-
ment he thinks 18
necessary to reach and
destroy the dome.

Each unit of equipment
has a points value which
reflects its value and you
have a total of 200 points to
spend.

The types of equipment,
their cost and use are
detailed below.
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Missiles — Cost
30 maximum 5

High power long range
miseiles can be fired once
per game but attack a
target with 6 attack dice
and also create a crater.
Missile attacks cannot be
combined.

Laser Turrets —
Cost 40
maximum 4

These deadly turrets can at-
tack a target with 3 dice up
to four squares away. They
can combine to attack a
single target.

Photon Cannons
— Cost 10
maximum 8

These are primarily used to
clear obstacles in the
Cybertrons way such as

enemy troops, infantry and -

droids. They attack with 1
dice any target adjacent to
the Cybertron. They are
divided into left and right
turrets which shows which
side of the Cybertron they
are fitted, Consequently on-
1y like types can combine in
attack.

Power units —
Cost 20
maximum 7

These are essential to
power the Cybertron and
its weapons. A minimum of
1 unit is required to keep
the weapons active and the
rest add one to the number
of squares the Cybertron
can move each turn. For ex-
ample 4 power units will
allow the Cybertron to
move 3 squares each turn.
Once you have decided to
which equipment you
should place the ap-
Empriam counters should
e placed face down on the
Cybertron cutout. Note —
the blank counters are pro-
vided so that the Aargonian

doesn’t realise the threat he
faces until perhaps it's too
late.

During the game the
Zaroc should only reveal
the required counters as
necessary. For example
when a laser turret fires
the appropriate counter
should be turned over.

Cybertron
movement

As mentioned earlier the
Cybertron's movement is
determined by the number
of power units it has on-
board (minus one to power
the weapons). When the
Cybertron moves the re-
guired number of power
unit counters should be
turned over on the cutout.
It 18 useful to remember
that only the exact number
of units need be revealed
and that the Cybertron can
move at any speed up to
power unit limit. This
means that if you had 7
units the player could move
the Cybertron up to a max-
imum of 6 squares a turn.
However he may decide to
move at only & (revealing 4
counters) saving the extra
speed for a crucial moment
in the game,

The Cybertron can use
it movement as a weapon
as it can ecrush any droid,
lavasnake or sloth in its
path but it must end its
move to do this.

Cybertron Attack

During the attack phase in
each turn the Cybertron
may use any of its weapons
revealing the counters as
NEeCcessary.




Cybertiron
Defence

KEach unit onboard the
Cybertron has a defence
rating which is printed on
the counter alongside the
attack dice where ap-
propriate. For example a
IEELE?EP turret has a defence of

Winning the
Game

The Cybertron wins the
game simply by reaching
the dome where it crushes
it. The Aargonians must
stop it.

Attacking the
Cybertron

The Aargonians don't at-
tack the Cybertron itself in-
stead they must attack the
individual weapon and
power units. This they do
through normal combat. If
they win the appropriate
counter is removed.

An explosion caused by
the detonation of an ex-
plosive droid results in an
attack of 8 dice against any
Cybertron units that would
be covered by the crater.

Sirus Wind

The Sirus Wind has ite nor-
mal deadly effect on Aargo-
nian droides, snakes and
sloths but has no effect on
the Cybertron.

Game turns

As in The Fungus a new

turn sequence is reguired
to cater for the Cybertrons
special abilities. There is no
cavern phase since all
weapon systems have been
activated.

Finally this month we
have a table of all the units
in Assault on Aargon and
their attack, defence and
movement factors.

1) Cybertron moves.
2) Cybertron attacks.

5) Birus wind moves.

The Cybertron — Turn Sequence

&) Aargonian defences move.
4) Aargonian defences attack.

Type

Eecaan

Aargonians

Cavern Critter
Lava-snake
Mega-sloth

Defence Droid
Explosive Droid
The Dome

Remotes

Droid Towers

M-1 Asszault Hobots
M-2 Assault Robots
M-3 Assault Hobots
M-4 Assault Hobots
M-5 Assault Robots
Fungus Spores
Fungi

Cybertron Missiles

Cybertron Laser Turrets
Cyvbertron Photon Cannons

Attack dice

AN I | | M2

Defence

Movement
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C16 CLASSICS
The ysars finest compllation sf C18

-~ g coflection of game hEVE mate
‘thelr mark on thelr swn burt 23 8 collectbsn provide
unbeatabie value for money.

C16/Plus4 m.“:#u:i,

Atari —
£9.95 / £6.95 |

~ YOUR MICRO
EDS GREMLIN!T

KUNG FU KID c18

Action
spectacular the Hice of which
Eas yot to be seen on the
Commodere 18.

martisl arts

KING OF THE RING Atard

Not marsly & boxing game, &

his
contest. Instrect him in tactics
Be his mentor in carefully selecting
B8 naxt epponent — match yoar
man carefully. Finally the big
chance — the world championship.

Gremlin Graphics Software Limited Alpha House, 10 Carver Street, Sheffield S1 4F5. Tel: (0742) 75342 1

SWORD OF DESTINY Cig

Armesd only with the magical
wwand, the et soul of Kslok must
overcome the harmors of the eerle
Abyms of Death and reciaim the
beart of this brave warrior stoles

1 the battiefield by Xorphas the
vl warlscih.

s c18

AR i A 8 iy IR
your airspace the walls are
taiking sver. You've got to be fast
“I"h-'n quick to the fire

o dodge this serial assault
ansd blast them to bits before t
svemtuslly svertahs you. g
HMeal hovva bovval

MARGON'S REVENGE AR ’

Defarted and broken the warriom
-"III'F:.III and

thism of your harrific plan for their
htllll-tl'ltﬂl-nl!u'

by the knowletgasad |

of taitifyling defeat
they ls I wslt b tals thalr
revengs on your invading srmisd,
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MAGICIANS

CURSE

Welcome to-another Hercic 4. The passage
Warrior adventure. ‘You south here
will need paper, pencil and PO -0 ia 16
dice to_ play. Follow the To go W ]
numbered paragraphs as

directed. Combat is based You  are lost in
On two numbers. a strength thick woods
rating and some life points To #o N - 36
These are represented in I'o )
the text as SR/LP. You roll To go B K1
one die and add the total to To go W 55

your SH. Now do the same

tarns

on

go 8L 0

This month we follow up our
‘series on roleplaying games
with a roundup of available

for
Whoever has
scores loses that particular
round and subtracts two

oints from their LP total.

ombat ends when some-
one's LP total reaches zero
Y ou start off with an S8R/LP
of 8/20.

your cpponent. 6.
the lower

You give him 1-6
marks. Upon this. he
gives a signal and a
gcore of beggars pour
out of dimly lit
alleyways. They are all
bearing clubs and
cudgels so you decide
that you had better ap

games.

You may have wondered
why we have devoted so
much space in recent issues

role playi

an on the fi

have little o
nothing to do with com-
puters. But that is wrong.
It's not stretching things
too far r that in the
gvolution of games, com-
puter adventures are
directly descended from
RPGs. If it wasn't for D+ D,
you would not be sitting in
of your miero most

, wondering how

games like Exodus
18 I11 are beginning to
appear. They may lack the

A d

ample, in Ultima IV, (not
due for release in the UK

until player's

against
are pret-
cial and not at all
the it i i ain-
ment if y
round on a
But RPGs are!
guarentee that if yvou
challenge of adven
38, then you will lo
3. 00 what

solo games, you will need
one person to run the game
and then some players — 3
to 6 is an ideal number.

Then you need a copy of

that particular game’'s
rules, lots of dice (possibly
ineluding polyhedral ones)
paper and pencils and a
scenario to follow. This will
be one of two types. Either
a commercially bought one
or one written by the
referee.

The idea of refereeing a
game (the person is usually
Enown 'as the Dungeon
Master DM or Games
L E r — GM) fills a lot of
pe € with horror but it
shouldn't. A good DM
should have more fun than
the players! Not only do
you get the satisfaction of
3eeing the player’'s fall into
your carefully laid traps,
obut you also have to play
many roles yourself. Whilst
the players only have to
look after their own
characters, you have to
take the part everybody
else that appears in the
game. So oment you
could be a saucy serving
wench in a tavern, the next
8 vicious orc chieftain or a
kind if somewhat eccentric
old wizard. What you must
have, is a good working
knowledge of the rules. The
players don't need to know
very much at alll They find
out as they go along. You
will also have to know the

You will also need to
keep a total of your gold
marks. This is because this
month's adventure is con
tinued next month and the
total will become important
then. You ean still solve
this month's game on its 7
own though. Goto 54

pease them. You throw
30-80 (one die and add
two) marks into the
gutter and let them
scramble aiter it.

To go 47

The food is cooked in
some vile manner and
you feel sick.

Lose 2 life points

to 10

1. You are at a crossroads
in the passage Go
Togo N — 11

To go 8 - 44 8. The room opens out in
ToO =4} K — 3 to a cave. in which

To go W — 49

m. Nursing a kingsized
hangover, you make
your way to the
wizard's house. You
knock on the door
which is answered by
the wizard's appren
tice. ‘‘Sorry we're clos-
ed. The wizard doesn't
like you to want to see
you. Wedon't wantany
today. Come back next
week.'' So saying, he
slams the door in your
face. It is obvious that
the only way that you
will get to see the
wizard is by bribing
this man handsomely
50 you knock again and
100-600 marks change
hands
Go to 18

revolting

there -is a
troll.

If you wish to attack it
normally — 33

Il you wish to attack it
magically — 13

&.  The man explains that
he is a hermit and has
not spoken to anyone
for years. He listens to
your story 8YIT
pathetically and gives
you a slave should you
get injured. It will heal

on! story that you are running

The first th Ing you need is very well so you don't I-I:_F:r_-}p
8 friends to play with. the players waiting too long
Jugh there are some whilst you look things up.

 COMPUTER GAMER FEBRUARY 1986

1-& life points and
there are enough for
two doses.
Goto 12



MAGICIANS

URSE

The thief has an 58R/LP
of 7/6.

If you win — 2

If you lose — &

). The stairs end-in a
large chamber with
passages off in all
directions.

To go N — 39
To go S — 46
To go E — 49
To go W — 41

. This is the guardroom
to the dungeon. There
is no treasure here but
you do find the acti-
vating mechanism for
the trap and im-
mobilise it. You also
pick up your weaporn
again. You head south
to the crossroads.
Goto — 1

Your path forks hers.
To the south, a small
winding trail leadsupa
low hill. The main path
continues eastward

To go 8 — B2

To go E — 50

You read the fireball
spell off the scroll and a
huge red ball of flame
strikes your adversary
in - the c¢hest and
frazzles him to a crisp.
Did yvou take a potion
before. releasing the
spell?
Yes — 16
No — 22

4. “‘Give me some good
reason why I should
not kill you immediate-
Iy wyou bellow. The
man falls to his knees
at vour feet. ''Forgive
me'" he walils. ‘I have
been cursed to steal at
gvery possible oppor-
tunity and had come to
the country to try and
escape my misfortune.
Please spare me and I
will give you this
amulet of protection’'.
He opens a secret com-
partment in the heel of
his boot and offers it to
you. Do you accept it
and spare him or at-
tack him anyway?
Accept — 45
Attack — 30

. The passage opens into
a chamber with a door
off to the south. The
whole place reeks of
troll.

Togos —8
TogoW — 4

3. You survive the searing
blast with only your
eyebrows being singed.

One final thing about be- '. - g

ing a DM. It helps if you can |

think very quickly on your
feet. No matter how much
vou plan in advance, it's a
sure bet that the players
will do something totally
unpredictable (and usually
stupid — in our last game,
we inadvertantly summon-
ed a demon and ended up
killing ourselves when we
couldn't cope with it. This
ended the game somewhat
prematurely!). If (when)
guch a situation arises, you
must decide what chance
the action has of Bsue-
ceeding and what the out-
come will be.

If some of this has cap-
tured vour imagination and
you decide that you want to
have a go, you mest your
next problem. What to get.
Small toyshops might only
have a few lteme in stock
but they won't necessarily
be what you want and they
might not be able to advise
you. 8o you go to a
specialist games shop in-
stead and now just the op-
posite happens. You arse
confronted with a few
dozen different systems,
modules, supplements,
tables, extra mile books,
maps, playing aids,
figures...the list Iis
endless. Where do you
begin? How do you learn it
all? Do you need it all? Can
you afford it all?

As to what type of game
yvou choose, it depends en-
tirely on your OWIL DAr-
ticular tastes. If you enjoy

geience fietion or fantasy 1n
general, then there are lots
of systems available to you.
If you identify more with a
particular hero or period of
history, then there are
games dealing with these
subjects as well,

Which game you get is a
bit like which computer
rou get. Some are much
%z—;ther‘ supported than
others. For example, it may
not matter too much if
there aren't many written
modules for your system.
You may enjoy the
challenge of writing all
your own scenarios. There
again, you may not be very
good at inventing new
monsters all the time and
would appreciate a book
detailing 300 different
types. As a rule of thumb,
the more bits and pileces
there are for a game, the
more popular it is.

What’s Available

Fantasy Games

I suppose if you asked
people off the street to
name and RPG, the chances
are they would answer
Dungeons and Dragons.
D +D is the daddy of them
all, the one that started
everything. It has
undergone many changss
and is now available in two
distinet forms — Dungeons

COMPUTER GAMER FEBRUARY 1986

and Dragons and Advanced

Dungeons and Dragons.
Don’'t be put off by the ‘'ad-
vanced' label. AD+D i8 a
geparate game from D+ D.
It is not something only to
be tackled when you have
mastered D + D. 1t is merely
a more complete and detail-
ed version of the game.

D+ D comes in four box-
ed sets, Bagic, Expert, Com-
panion and Masters. Each
set expands on the previous
get 80 you can take things
as far as you want to. Basic
D+D representz an ex-
cellent introduction to
RPGs.

If vyou are a keen adven-
turer though, you might
find that you prefer a bit
more substance to your
games and consider AD + D,
There are more character
types, spells and magic
terms to uge and
everything is much more
detailed than in D+ D,
There are currently eight
books of rules for AD+D
but the only three that you
really need are the Player's
Handbook, the Dungeon
Magsters Guide and the
Monster Manual. These

. three will keep you guiet

for years.

Both D+D and AD+D
have considerable support
in the form of modules and
playing aids and they are
guite likely to be the only
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| RPGs stocked by yvour local
toyshop.
There are however many
fother fantasy systems.
PRunequest set in the
mediaeval world of Gloran-
tha has a large following
| and many players prefer its
reombat and magic systems
pio those in D+ D. Tunnels
tand Trolls is very much a
hack and slash, thud and
blunder type of game. It is
about to be re-released by
Corgi books and features a
large number of solo adven
tures. Also from Corgi is a
tthree volume set called
tDragon Warriors. This is
one of the cheapest games
raround at £1.75 per volume
tand has been getting some
good reviews.

For Tolkien devotees,
there is the Middle Earth
Role Playing game. This is a
relatively new arrival but it
jalready has a fanatical
Mollowing and has a lot of
beautifully produced
modules available for it.
Also well packaged is
another newcomer,
Dragonroar which comes
gomplete with a solo game
on cassette. Thieves World
!Eives ¥ou a chance to play a
Wwaddy for a change. A sup-
plement included in the
0x lets you convert
Etactrislzics to nine other

5

Science Fiction

If you prefer spaceships to
flying carpets and lasers to
morning stars, then here is
a list of games for yvou to
consider.

One of the original SF
games was Traveller and it
18 still going strong today
with plenty of scenarios
and supplements to back it
up. Other early games
(though I haven't seen
them in my local games
shop recently) are Gamma
World and Metamorphosis
Alpha. If you have watched
the repeats so many times
that you are word perfect
or have a secret desire to be
a Vulean, then Star Trek.
the role playing game may
be just the thing for you.
There is also a game
Hingworld based on the
popular novels by Larry
Niven. Other titles you may
come across are Star Fron-
tiers and Space Master.

Other Games

If the idea of playing a par-
ticular hero appeals to you,
then the following are cur-
rently available: Doctor
Who, Conan (there are also
Conan modules available
for AD+ D), James Bond,
Michael Moorcock's Elric

Y 1986 COMPUTER GAMER FEBRUARY 1986
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in Stormbringer, and In-
diana Jones. I feel that
these games are a bit
limiting though and you
might be better advised to
try a more general system
and introduce your heros
into specially written
scenarios. Pendragon takes
ou back to the days of
ing Arthur's Britain
whilst Bushido has a set-
ting in feudal Japan where
you play a Samural war-
rior, just right for fans of
Shogun. Top Secret is a spy
ame, more for budding
onds than 8miley’s. Final-
ly, a game based on the
gothic horror stories of HP
Lovecraft which has a huge
cult (or should that be oc-
cult?) following. The game
is Call of Cthulhu and
whilst it is an excellent
game, it helps considerably
if you have read the books.

What do you get
and what does it
cost?

With the exception of
AD + D, all the above games
come in a boxed set. Typical
contents might be two or
three rule books (one for
the players, one for the DM)
an introductory scenario, a
few reference sheets and
erhaps some cardboard
igures or floorplans.
Fackaging is becoming
more and more important
in a competitive market
and manufacturers are
constantly bringing out
more attractive looking

The troll's hairy body
lies charred and smok-
ing in front of yvou, but
fortunately, its teeth
are undamaged.

g . n P
0 O — :31

quickly a
town guard whe
and what's
o1 ]
gars
you?'' one of them asks
with that, they
you outside the

nis experiment
eventually calms do
though and li:
your story. 'Y ]
do what you but
the cost will be high.In
order to perform the
spell, 1 need six troll's
teeth and as for myself,
l will charge you only

you
for the

ch the bodies
1d find a total of 23
mMarks

- 10

You sit down in the cop-

wonder what

ires you will have
i you spend

pur days in
nd-forsaken 11

. Your last thoughts in

this life is that you
hope your little green
friend finds a nice pond
to live in. You die a
slow extremely painful
death.

Although you
destroyed the  troll.
your body also takes
more damage from the
blast than it can stand

Foto— 2




MAGICIANS

CURSE

23. As you put your hand
into the pool, there is a
loud snapping noise as
a giant crab .attacks
you. It has a SR/LP of
8710.

If you win — &5
If yvou lose — 21

24. You search the body
thoroughly but the on-
ly thing of use is a set
of very professional
looking tur;u]a and lock
picking equipment.
You decide to  take
them anyway.

Goto — 12

28. You are lost in the
thick woods but this
Arlea Se8ms I1mperne-
trable.

Go to a6

26. You are outside the
town gate.. Dusk, nas
just fallen and the gate
is shut. You go and
knock onthe gateand a
red-faced sergeant of
the guard opens a small
hatch. “*Who are you
and what do you want?
We don't like strangers
here’' he grunts. You
axplain your predica-
ment and for the small
sum of 10-60 marks
iroll one die) he agrees
to let you in. He direets
vou towards the local
nostelry where he is
sure you would love to
spend the night,
especially as it is own-
ed by his brother
Go to — 31

2% You are lost in  the
thick woods.
To go N — B
To go 5 — 83
To go E — 36
To g0 W — B3

28. There is a hollow open
ing on '[.hL far side of
the tree with some
steps leading down
If you want to go down
— 10 =
If not — 3&

29 You chop the body of
the troll into small
pieces to stop it
regenerating. Prising
open its jaw, you are
delighted to notice that
it has six decent teeth
in its foul, rotting jaws.
Go to 37

30. The thief hurls the ring
into some long Er'ass
before you have a

chance to strike  and
you know that you
won't see it again.
Goto 9

boxes and
Check to see
will need any f4pu~ . :
these are not often included
as it I’ll-‘.:l.Il... that VAT has to
f‘ed on the 'rurhr..-ll-*
p-.j_.-::}c.. Supplements and
playing aids can be left well
alone until you have a good
grasp of the basic game and
know what would be
useful,
Prices wvary wildly of
gourse but expect to pay
7-15 if a game is produced
in the UK or £15-88 if it is
imported frc the State:
NB, AD+D requires three
large books at about £10
gach. Ready designed
modules 11--|1'i]1"i,-" cost £5-10
depending on complexity.
So there you are then.
a '..'Tl:lr with your

f1Jr~11|:L. and y what type
things they are Iin
agted in. There must l'-r-
1ething in the above lis
r.ll:ll.rt:'-:i,_' .:. "-u 'Jurj
t..h F.‘I'[']. RPGs good
fun!

Mindshadow

’rh:—‘- l}l‘llb'F"I"'l
5.1'E| :11'11‘1 whe

'ii lable o 1".

c:dh_.e’rtc' t‘n1
Amstrad, and C64 c
for only £8.95.
The original
vaersion co
featured
ficult adventure
cellent graphics.

T'UITI

Ct4 disk

J‘

s flendishly dif
and ex-

’r nearly £20 but

Mickey’s Space
Adventure

The l:l.fl_-st in US
[ geries of 3
features I'.'Tln'rrl-'"

and Fluto in t 1*-'1I'

find the pieces ©
Fandary I

mands are
menu whi
superb graphi
our her

Mi
ture is
and c r1EL':
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If a picture of a green door,
a round window and a
yellow chest or being told
that Thorin is singing of
gold brings back fond
memories; if you spent
sleepless nights trying to
gscape from the pale
bulbous eyes or working
out how to get out of the
goblin’s dungeon, then you
are obviously a devoted fan
of Melbourne House's
superb adventure game,
The Hobbit. Almost as soon
as it was released, people
wanted to know if MH were

oing to do Lord of the
gh.nga and when it would be
i"ﬂﬂ. y. Well, they did and it
B.

Or rather, the first part
of it is. Such is the complex-
ity of Tolkien's master-
piece, there is no way that
it could be compressed into
one program. So, as the
book is in three volumes, 80
will the @ be and part
one of LOTR follows the plot
of book one — The Fellow-
ahi%lnf the Ring.

e package (which is
the thickest that I have
come across at just under
2% inches) contains a copy
of the book, a 32 page in-
struction book and two
cassettes. The game is split
into two parts which can be
played independantl
although it is recommend-
ed that you complete part
one first as there are cer-
tain objects and characters

that could prove useful to
you. There is also a begin-
nere version included so
that you can introduce
our little brother or sister
or mum and dad!) to the
joys of adventuring.

You play the part of
Frodo — a hobbit. You have
been given a magic ring by
Bilbo afginﬂ (the one that
he found in the book/game
The Hobbit), You must
destroy it by taking it to
Mordor, home of the evil
S8auron. It is the master
ring of the twenty magic
rings fashioned in ancient
times. ‘‘One ring to rule
them all, one ring to find
them, one ring to bring
them all and in the

Adventurers everywhere
have been waiting for the
game based on Tolkiens
classic the Lord of the
Rings. Gordon Hamlett
takes an in depth look at
Melbourne Houses sequel
to the Hobbit and decides

its worth the wait.
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darkness bind them’’ as the
poem from Elven lore
reads. The ring can only be
destroyed in the Cr of
Doom (although you won't
reach there until gams
three). It has considerable
owers, such as making the
garer invisible when worn
but be warned, the more
you usge it, the rmore you
will fall under its evil spell.
gauron has discovered that
you have the ring and
desperately wants it back.
You are not expected to
perform this momentous §&
task alone. Three of your &8
friends agree to help you.
S8am and Pippin are present
at the start and you should
meet Merry later on. You

Fewre ok &
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will also meet many other
characters int he course of
the story but at all times,
avoid the Black Riders (also
known as the Nazgul or
Ring Wraiths) who are
gauron's evil minions.
sam, Pippin and Merry are
controlled either by the
computer, yourself or your
friends. At the start of the
game, you are asked which
gharacters you want to
play. If you choose to play
the other characters as well
as Frodo, you can swop bet-
ween them using the
BECOME XXXX command.
I would strongly recom-
mend letting the computer
play these characteras until

you have a very good idea of
what's going on.

Part one
starts with you in your
burrow. A message I[rom
Gandalf the Wizard says
‘‘See you in Rivendell.
Matter is urgent. Watch out
for the Black Riders.’’ You
have t0 make your way to
the town of Bree meeting
perhaps en route Farmer
Maggot, Merry, Tom
Bombadil and 8trider

of the game

whilst avoiding a malicious
willow tree and a barrow
Wight-. There is no
guarantee that you will
meet all of the above for
you can wander where you
want — there is no set path
to follow. Once at Bree, you
will need to find someone to
guide you through the mar-
shes. The game contains
gome fiendish mazes but
most of these can be avoid-
ed if you know how.

Part two sees you for-
ding the river with the
Black Riders trying to stop
you as you head towards
Elrond in Rivendell, There,
you gain some travelling
companions as you make
your way through Moria in
the Misty ountains
towards Lothlorien,
fighting water monsters
and vicious tribes of orcs.

There are two main pro-
blems in translating
Tolkien from book to com-
puter. The first is to main-
tain the spirit of the
original story but create
sufficient new problems so
that it is not an exact copy
of the book'’s plot. The se-
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cond problem is that not a
great deal of action hap-
pens in the first book in the
way of problems that need
to be solved.

As far as the first pro-
blem is8 concerned, the
game creates a good at-
mosphere but there are one
or two exceptions. Consider
this location description.
“You are in a dimly lit
rodiIm crammed with
various bEiﬂEE drinkin%
and danecing to the music
an incredibly loud heavy
metal orc band.'' I dread to
think what Professor
Tolkien would have
thought of that which is
more suitable to the parody
Bored of the Hings than the
real thing.

The first adventure does
not contain many difficult
problems to be solved but
there are a large number of
locations to be explored.
Mapping must be done very
carefully. At the time of
writing, I have eleven
sheets of foolscap covered
with assorted bits of maps
and redrawn maps. I
started off feeling that it all
lacked substance but it
builds to a fine climax and
the midnight oil was soon

etting low. Part two suf-
ers from none of this. You
are straight into the action
and everything moves at a
great pace.

You spend a lot of time
in the adventure interac-
ting with other characters.
A quick hello will usually
start the conversation go-
ing or you can ask specific
people to do a given task
such as ‘‘Say to Sam ‘Take
the rope' ''. SB8am may or
may not do this depending
on the nature of the request
and how he feels at the
time. Everybody needs to
gat regularly and you will
always be on the lookout
for your next meal. How
characters behave depends
on how well fed they are.
Things tend to go quite
slowly on screen especiall
if you have 8 or
characters present and the
gcomputer is trying to sort
out what everyone is doing.

The game supports an
gxcellent vocabulary of
some 800 words but some
of the wverbs that the in-
struction book says are
understood do not appear
to be so. For example, you
have no idea of how well
you are doing because the
computer does not

o0

recognise the word ‘‘score’’
as is claimed. Similarly, in
the beginner's game, you
can ask for help but must
do this by typing ‘‘hint' in-
stead of “‘help’” a8 in-
structed.

There are several bugs in
the game, as i only to be
expected in a program of
this complexity. They do
not however crop up every
time you play. Most of them
are minor but some are
more annoying. On one oc-
casion, I picked up a short
saword which subsequently
appeared on my inventory
but when I tried to give it to

became more and more
engrossed in the game, 1
couldn't care less. This at-
titude continued
throughout the game. I
started off thinking that it
was not as good as the Hob-
bit and was too easy. Then I
realised that this was
because of the nature of the
book rather than any fault
with the game. Certainly,
there are bits of it that I
found extremely annoying
and which will irritate fans
of the book enormously but
by then I was hooked and
could forgivé it almost
anything.

Pippin, the computer
replied that 1 did not

ossess it. Of course, when

tried to verify the bug in
the next game, it did not
happen! 1 suspect that was
with the Hobbit, people will
be writing in for a long time
to come saying that this or
that is wrong.

Some of the locations are
illustrated, but it is hard to
imagine why as the piec-
tures are few and far bet-
ween and of a much poorer
quality than those in the
Hobbit and they add
nothing to the atmosphere.
There are quite a few pic-
tures in the beginners

ame, which is fair enough.

ost of these disappear in
part one, and I have not yet
come across any in part
two.

The beginners game is
an excellent idea to give
you a gentle introduction to
the noble art of adventur-
ing. All you have to do is to
get Frodo and his friends
safely to the town of Bree.
All the problems have been
simplified or omitted and
you can get a hint if you are
really stuck. It has also
been written so that when
you solve the easy version,
itwon't ruin the main game
for you.

Both parts of the pro-
gram are so complex, that
yvou must reload the game
whenever you die or quit
because you are stuck. At
first, I found this extreme-
ly annoying, but as I

SOkl are atl the entrance Lo a dark
LUl 9oing east under ahngh
h':--t.i 'E- ‘-'-hth w"""‘""hibtt*}t} ht -

e Frodo.

Lord of the Rings is a
worthy successor to the
Hobbit and is, in my opi-
nion, Melbourne House's
best adventure to date. A
classic. A flawed classic
maybe but a classic never-
theless.

The Lord of the Rings is
available for the Spectrum
for £15.95 and will also be
published in C64, Amstrad
and BBC formats.

Storyline 5/6 — but they
had a head start.
Atmosphere 4/5 — a good
feeling of being in Middle
Farth

Difficulty 4/6 — reading
the book helps

Value for money 45 —
well worth raiding the
piggy bank for.

10 e
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10 levels of fun make this torture excellent value
ir money. Nova rating. Definitely one of those

st another go games. Game of the month
goruary’’ — Computer Gamer

o he most compulsive game ['ve ever
ayed. If you don't buy it you'll never
ow what you ve missed.  says Gary

inn, Zzap! 64. Gold Medal Award. @
| % overall.
; 9.95 £12.95
_c' assette disc £

ree with Bounder Metabolis.
dsitaman, is it a bird?
Commodore 64/128 version only)
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- IDungeon
Dressing

Gordon Hamlett follows up last
month’s 100 million adventure plots
with tables to generate an adventure

dungeon.

P

Last month, I gave you a
few ideas for plots (100
million or thereabouts).
Here as a follow up, are
some methods of creating a
dungeon to set your story
in.

The tables are mostly
self explanatory, but there
are a couple of ground
rules. The most important
of these is to use your com-
mon sense! If you ﬂm% have
room for a 20x20 ft
chamber and the tables
generate one of 40 x50,
then obviously you should
ignore the table. Also, start
your map in the centre of
the paper. If you dont,
Sod's Law says that the
passages will double back
on themselves and go off
the edge! Finally, you will
find it easier if you start off
in a large room. Remember
to include a staircase up to
ground level.

These tables are not in-
tended to do everything for
you. You will have some
ideas of your own that you
will want to incorporate
and you should set these
out first. To help you flesh
out location descriptions,
refer to previous and future
Dungeon Dressing articles.

()
‘310,

iy

TABLE 1: PASSAGES
1-4 Continues straight (10-80 ft)

8 Turns left (10-30 ft)

(5] Turns right (10-30 ft)
T-14 Door — see table 3

16 Dead end

16 Side passage left

17 Side passage right

18 Cross roads

19 T-junction

w0 Special — see table 2
TABLE 2: PASSAGES — SPECIAL
1-6 Cave

7 Pit

8 Other trap — see table 20
2] Stairs up

10 Stairs down

TABLE 3: LOCATION OF DOORS IN PASSAGES

1-3 Left hand wall

4-6 Right hand wall

T-9 In front

10 Special — see table 4

TABLE 4: LOCATION OF DOORS — SPECIAL

Double doors
Concealed door

secret door

One way door

Locked door
Magically locked door

TABLE 5: SPACE BEHIND DOQORS

O Cn W CA 20 =

1 Passage left

2 Passage right

o Pasgsage front

4 Passage left and right

5 Passage left and front

s Passage I‘iﬁht and front

T Passage left, right and front

8-11 Square shaped room — see table 8
Rectangular room — see table 7

20 Unusual shaped room — see table 8

TABLE 6: SQUARE SHAPED ROOMS

1-8 10x10 ft
3-7 20 % 20 ft

8 30 x 30 ft
B 40 x 40 ft
10 90 x B0 ft

COMPUTER GAMER FEBRUARY 1988
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| TABLE 7: RECTANGULAR SHAPED ROOMS 4 ” ,/":T &T ,"'.'IT T l ."T R E
d A / ;

1-2 10 x 20 ft
3 10 %30 ft
4.5 20 %30 ft
20 x40 ft
=20 » B0 ft
30 x40 ft
&S0 x50 1t
0 40 = 60 ft

TABLE 8: UNUSUAL SHAPED ROOMS

= 0 0o =2 (N

T

I' polygon

L-s apecF

Room has a gallery

Room has alcoves

Hoom has lots of corners. Draw anything
that fits

TABLE 9: NUMBER OF EXITS IN ROOM — APART FROM
ONE ENTERED BY

OO s G B

1 None

23 One

4 Two

5 Three

6 Special — see table 10

TABLE 10: NUMBER OF EXITS — SPECIAL

1 One concealed
o One + one concealed
) Two + one concealed
4 One secret
S One + one secret
B Two + one secret
TABLE 16: PLACES OF WORSHIP
TABLE 11: LOCATION OF DOORS IN A ROOM
1 Altar
1 Same wall 2 Chapel
& Left hand wall 5] Temple
3 Right hand wall 4 Catacombs
4 Opposite wall 5 Crypt
& Oracle

TABLE 12: CONTENTS OF ROOM
1-4 Human living quarters — see table 13

TABLE 17: WHETHER A ROOM CONTAINS TREASURE

5-7 Human working quarters — see table 14 1-5 Yes
?-21%5 I];'Iﬂnst.ﬁr’s lair — see table 15 4-10 No
- lace of worship — table 16
14-18 Empty et L TABLE 18: TYFE OF TREASURE
19 Pool/fountain/river
SAGHES L Storeroom 1 Gold etc with no practical use

& Magic
] Weapon
% G f'ﬂﬂ-d:‘f drink

TABLE 13: LIVING QUARTERS T R e Rl

1 Kitchen/dining area TABL - g
- 3 il e b Y. ABLE 19: TREASURE PROTECTED BY
3-5 Living/recreation areas i) Locked container
] Washroom 2 Trap
o] Magic spell
TABLE 14: WORKING QUARTERS 4-5 Eaiﬁg dipsguisacl.f hidden
t e E o %cﬂrpll:m etc inside container
2 Alchemist : e
3 Shopkeeper TABLE 20: TRAPS
&4 Magic user
3] Thieves guild 1 Arrow/spear trap
B Torture chamber 2 Falling blocks of stone
T Guardroom 3 Shifting wall/portcullis
E E?g:ﬁ;%tﬂry 4 Poison gas
10 Healer g EEI?E; et
TABLE 15: MONSTER'S LAIR g E;[igéc;‘?ﬁgedlas
e 6 : 9 Trapdoor/chute
/ The type of monster depends entirely on what sort of 10 Teleport
ble 8 problems you have set in your adventure. There might

be tribes of monsters such as ores and goblins whic
have colonised part of the dungeon. Creatures may be in
the pay of human masters eg Several bugbears guarding
§ a wizard. There is the normal dungeon detritus of rats
and spiders. The undead may be recruiting for an evil
cleric. An ogre may be trying to earn his own living as a
ferryman or there might just be ferocious dragons that
no-one else dares go near.

w:
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From the black and white pages
of a dusty book emerges the
colourful and gripping

idVenture of
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Save the world of “Fantasia” in this thrilling adventure. Cast as the hero Atreyu and aided by
Falcor, the Luck Dragon, you face the trials and terrors of the ever consuming **Nothing”,
Enter the quest in this richly illustrated and highly imaginative computer movie.
61 AMSTRAD  C61 AMSTR :
19:‘31{5 ﬁ_ﬁg . W m. ™ © Neue Constantin
SPECTRUMASK DISK | _ - | Filmproduktion GmbH 1984

Ocean Software Limited g ll Telephone: 061-832 6633

LD

& Central Street, Manchester M2 5NS Y - i T ' Telex: 669977 Oceans G

Ocean Software is available from

selected branches of .-‘:IEE" JAWHSMITH 'm,m. LASEYS. Rumbelows. Groars . SEECTrUIm :h_-p: and all pood software dealers. Trade ENquiries welcome
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ADVENTURE

ADVENTURE

ReBoVI-EW+§

Title:
Computer:
Supplier:
Price:

Cé4
CRL

Billed as the first multi-
player adventure for the
64, Causes of Chaos sees
you trying to recover the
gix pieces of the crown
jewels that have been stolen
from King Arnid of Ix by
the evil Count Vladimir.
You can play the adven-
ture singly in which case it
18 just a straightfiorward
text adventure or you can
play with up to five other
people. You are asked how
many moves each player

can make (up to 9) before

his turn ends. A player
does not have to use all of
his moves, but can wait in-
stead which has the effect
of increasing his stamina.
One annoying feature is
that incorrect inputs,

Causes of Chaos

£7.95

misspelt words or using
words not understood by
the computer counts as one
of your turns.

You can attack other
players if you want to.
Combat is resolved by
waiting for a '‘Strike now"’
message to appear on the
screen and then pressing a
designated key before your
opponents hits his. This
continues until one
character is dead or with-
draws.

The atmosphere created
by the game is minimal. In
the multiplayer game, ex-
tra exits from locations ap-
pear which is totally 1l-
logical. You can get hints
but these tend to be of the
“Don’t swim in the lake"”

COMPUTER GAMER FEBRUARY 1986

(which is full of pirhana)
variety. The parser only
checks the first three let-
ters of a word and so the
vocabulary is quite limited.

The game will stand and
fall on whether or not the
multiplayer aspect appeals.
Personally, I find it awful.
The idea of being sent out of
the room whilst five other
people make nine moves
each holds little attraction.
Sorry CRL, I didn't like this
one at all.

PLANET RATINGS

Storyline
Atmosphere
Difficulty

Value for money
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MAGICIANS
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are walking
street to the

AS you
adown the

inn. you are accosted
by a beggar who

demands ‘‘alms for the
poor'’. You
that he tries the
nearest second hand
shop  but he merely
spits on your boots and
repeats his demands in
a louder vboice. Do yvou
give him any money*
1es 6

s L

sSUuggast

18 woods thin oul
here and you see &
small clearing with a
large tree in the centre
Hearing a noise. you
hide in the under
Erowth and see an oo
dragging the carcass of

deer up to the tree
They then seem Lo
vanish
To investigate the tree
s
To go N 55
To g0 8 =
1 g0 K
To go W — 36

The troll has an SHLP

ri71b 'ralls
however regenerate
and from the fourth
combat round on

wards., 1t will
one LP/round
1 win — 29

"E2ELT

[f you lose a1
1ou are lost ir the

pene

woods but
seems  im

thick
area
trable.
G0 to — 53

Amongst the bones of
the crabs previous vic

tims, you find a scroll
case " conialning - 4a
fireball spell and a

beautifully ecrafted

sword giving yvou + |
o1l your die rolls

o Lo |

You are los AT
thick woods

To go N a7

To go o B

To go E 535

To go |
You prise oul its teeth.
pleagsed in the kKnow
ledge that your little
green friend is hallway
to being returned to
normal. All vou've hot
o do now is find the
ring. Don't' miss next
months issue of Gamer




MAGICIANS

CURSE

Al
i [ 8

esistance
— 10

Lthe private

of - an orc
His eyes burn
red as he grabs
- aeimitar. He

LPof 9712

Title:
Computer:

The Worm in Paradise
Cé4, Amstrad, Atari, BBC,

Spectrum, MSX

Supplier:
Price:

You begin the concluding
part of the Silicon Dream
trilogy in paradise. A
beautiful garden full of
beautiful plants but soon
yvou look for a way out. You
bite into an apple revealing
a worm that grows and
grows until it smashes
through the garden wall,
Although this is just one of
the many dreams available
to you in the Dream
Paradise wyou realise its
meaning — you want to get
out of the “"paradise’’ that
is Enoch.

e e
e

i e

Level 9
£9.95

It is 100 years since
Return to Eden (part 2 of
the trilogy. Snowball is part
1) and man lives in cities

gscattered all over the
planet. Enoch is the
amallest

It’s a city where all the
work is done by robots and
man is left to leisure. After
reading the cassette inlay
you realise that the robots
don’'t serve man — man has
been reduced to a robots
pet. Above in space the
robots are busy colonising
Falaxy after galaxy.

It is supposed to be im-
possible to break the
systern but nobody has
tried — why should they?
After all it is paradise. You,
the worm in paradise, try.

Your attempts ta
discover the secrets of the
city and indeed save the
planet are played using one
of the most advanced
adventure systems.

The game features a
vocabulary of over 1000
words that can be strung
together to form impressive
sentences such as '‘South,

ET hub wall.

= ‘o e ':-\_.' ‘ h '
y are SOUth 00 thEtF;§t of the
Eden Transpor’t ck
our coded: “h?ac

1ack black
Lo

floor is col
black black
speeds quick

Lhreaten him
outrignty
Threaten

5 ¥ 2 Y '
ALK =

Clilmsinegss

With mueh

vou release the springs
in the 1 . Giving the
elf tir 0 get his cir
culation back.
hateh your plan. When
+ guard next comes
Lthe elf jumps him
yvou attack him. He
has an SR/LP of 66
Remember, you are
weaponless so subtract
2 from all flice
rolls
If you win 48
If you lcse

Yo

vour
:

4. There iz a large pool
which appears to be us
ed for dmnk rA
The water it
there a
al the
pool.

If you wish to examines
the bones — 23

If not — 1

fuzbot appears 3

walks ON.
Hhat now?

Title:
Computer:
Supplier:
Price:

Acornsoft’'s range of adven-
tures are pretty much the
creme de la creme of adven
tures for BBC B owners.
They are text only, with
some of the most flendish
puzzles ever set in adven-
tures.

The first thing
satrikes you

42

that
about

Philosophers Quest
BBC B

Acornsoft

£9.98

Fhilosophers @Quest is that
you are in at the deep end
right from the word go.

Your starting location is
in a little shop, which con
tains four, somewhat in-
triguing objects. OK you
may think, let's just get
those objects and off we go

but hold on a minute.
You can only take three of
them from the shop. Which
three you take is up to you,
put later on in the game
yvou will realise that you
nead all four. I won't spoil
the game Dy giving any
thing away, but the answer
is very logical

Another problem that

will tax you to the limit is
the one you encounter
when you are at Picadilly
Circus. Suddenly you are
told that you are unsure
that you really exist, and
that you have therefore
ceased to exist. It is at
times like this that wyou
realise Philosophers Quest
is not the run-of-the-mill
type of adventure, and
quite a bit of lateral think-
ing must be employed if
you are to finish it. Oncs
again, the solution to the
existence problem is very
logicall

The Tavern has received
gquite a few pleas for help
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ave the
sing one

strung
pressive

“South,

imit is

Examine tree and climb it,
Take apple and bite it. "

The result is a bewilder-
ing adventure packed with
flendish puzzles set in loca-
tlons that are not only
described fully in text but
also fillustrated with
graphics,

Then as an added bonus
the game includes a multi-
tasking facility so that you
¢an continue adventuring
a8 the pictures are drawn!

You begin the game
totally broke and so your
first task is to get some

with this game, and I ex-
pect a whole lot more from
all the other BBC adven-
turers that are going to
rush out and get this pro-
gram

Don't be put off by t
somewhat stran h

without doubt
the finest adventu
Wi n for the BBEC,
h : highly

FLANET RATINGS

storyline
Graphics
Atmosphere
Value for money

ADVENTURE

cash. This can be obtained

S80Ine [_']f :;'-::ZII.J.E' Non-esser :
body parts. Although
gruesome this is essential
as you will soon run up
debts. Owe too much and
you'll be arrested and
recycled to pay off your
creditors. Everything in
Enoch is run at a profit in-
cluding the police conse-
guently yvou will prob
be fined quite frequently.
It took me hours to get
anywhere in the game and
that was with the free hint

Reveg
H. &
arg T %

vel 9 will send
to adventurers desparately
stuck. 1 have now
persevered and progressed
further but you'll have to
find your own way.
You'll find the challenge
well worth the effort.

PLANET RATINGS

Storyline
Atmosphere
Difficulty

Value for money

You are beside a
house an Tthe prai
east amd i1mn.

HWhat naw? M
You are on ¥

AST, lngth
ﬁha: naw?! M
You are at
af Death wh

i moored. L
SOUuTh . una

widw and <
Hhat nmﬂw
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The thief thanks you
profusely and decides
to head off in the op
posite direction. The
ring i8 indeed one of
protection. Subtract
one from all your op-
ponents dice rolls

Go to — 1=

This passage leads to
the quarters of two orc
guards. They are im-
mediately alert and you
must [ight them each
in turn. They have
SR/LP of 778 and 6/9
If you win 19

[f yvou lose — 21

You are in the Dancing
Kobold., the loecal inn
You book a room for
the night and spend the
evening gossiping and
chatting up the serving
wenches. Amongst the
rumours that you hear
is that there are some
strange goings on in
the Black Hills, but no-
one is prepared to say
more. As you get more
and more drunk. - so
you become freer with
your money and when
you leave the next mor
ning. you find that
vour purse is lighter by
some 150 marks

Go to 2

The elf thanks vou for
vour troubles and savs
o be sure to look him
up if you ever. in that
part ol the country
With that he slips away
into the dungeon.

3o to — 11

The passage continues
to the east. Something
gives under one of you!
feel. You hear a click as
the trap is sprung. A
huge net drops from
the ceiling and you are
totally entangled. Two
or¢ guards rush out

see what the commo
seeing  youn
predicament, they
gloatand cackle as they
drag yvou off to the
dungeon
(300 LDy

3 =
L1 15 .




MAGICIANS

e

=i 1 o o
w L Lnues e

T]'Ir

eves

" '.--...I".".'I!:"I..1 Lo [-hr!.

SR g

v You are lost in
thick woods
To go N CT
To EI__I g8 — 27
TogoE —5

To go W — &6

defeat t

now po

marks f

ble. On tl ithe

Yyou &also own 4
green frog! This use

be your comrade
arms until an unfor
tunate encounter witl

1 area 1E QI
town of Doriden.
there to seek out the
a hopefully
magic wl
your little green friend
in his hour of greatest
need.
Go to — 26

Title:
Computer:
Supplier:
Price:

U8 Gold continue their
series of All American
adventures with a detective
thriller called Masquerade.
In it you play a detective on
the trail of a Mr Big. Unfor-
tunately the trail goes dead.
Then suddenly your hopes
are fired by the discovery of
one of his hoods who you
trail to a seedy hotel. The
adventures begins with you
erouched over his erumpl-
ed body in his room.

Masquerade
C64 (disk)
US Gold

Searching the body gives
you a new face to evade
gerutiny from his col-
leagues, a mysterious
bleeping box, a telegram
contalning a puzzling
message and his ‘‘kill
anyone, anywhere''’
business card. In fact clues
that do nothing to solve the
mystery but just add more
to it.

Your problems develop
as yvou discover a ringing

IE THEﬂHH AT YOuU e
PLAY AGA[N> 'l
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phone, complete with
bomb, which 18 for
yooohooo, a zoo populated
by a violent guard and
psychotic popcorn sales-
man who shoots you if you
don't have the money for
his popcorn. This is unfor-
tunate since you don't have
any money as you gave
your last dollar to the
guard to let you in.

The game is illustrated
beautifully by some superb
graphics (similar in style to
those in Lucifers Realm)
that can be turned off
should you hear any text
only fanatics approaching.

Actually solving the
game will require some
time though. The all too
brief instruction Ileaflet
provides some clues in its
‘“‘some of the verbs and
nouns you might try'' sec-
tion. This will start you off
but beware as it will also
uide you to climb over a
ence that just happens to
be electric.

A good adventure which |
makes a pleasant change F
from monster bashing and
alien zapping.

PLANET RATINGS

Storyline 4/56
Atmosphere 3/5
Difficulty /5
Value for money 3/8
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R.R.P. £H.95 Entry Coupon

Cut out this coupon and send it
with a completed entry form
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Defend the spoils of the famous gold

rush, guard the riches hidden behind the

walls of the West Bank. Desperate characters
plan and scheme their way to the gold,
bloodthirsty gunmen try to blast their way to
instant fortune but watch out for the innocent
bystanders — a stray shot will harm your Vi _.
reputation for ever. Keep a keen eye on the
horizon and your trigger finger poised for action -
the law of the West is still the law of the gun.

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




If you've followed our Play
' by mail series from the

gtart or lj;ust started reading
- Gamer here's your chance
to try an exciting new hob-
" by for only a £1.

What are PBM
games?

PEM games are adventure
style games that are £15.1r9d
- hﬁl;we&n hur;fil_ég Eh u{
- ers spread ughou
- Eha country, if not the
- world.

Every month each
. player send their orders to
central Games Master (GM

who processes the turn an
sends out game reports to
all the players.
The games that are
possible using this system
are as varied as the com-
that run them and
- Tan from tribe based,
- fantasy adventures to
as full of aliens.
. Although extremsely en-
joyable, PBM games can be
- & little expensive with

- charges being made for the
- players initial setup in the
- game and a fee for each
rn after that.

| Special Offer

KJC games and Gamer have
teamed up to offer you the
chance to try a PBM game
for E‘ fraction of the normal
cost.

The game in gquestion is
galled It's a Crime and pits
- you as a gangland boss try-

Ing to get control of an
American city. Unfor-

about 500 other
ave the same plan

tunate
bosses
80 you'll soon find a need
for your gangs of hitmen.

It's a Crime will normal-
ly cost only &5 for 8 turns
making it one of the
cheapest games to play.
Now we are offering you
thglﬂha.nnﬂ to try it for only
a £l

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.

Important

Taking advantage of this of-
fer does not commit you to
lay a full game of It's a
me. If you haven't en-
joyed playing by the end of
your rng then you can
quite simply drop out of the

This £1 will cover the
costs of your setup fee plus
your first 2 turns. Plus it
you're one of the first 500
to take advantage of this
fantastic offer you’ll get an
extra 2 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 3ZAB.

Remember the first 500
get an extra 2 free turns so
send _I-,'nur coupon to us to-

. To miss out on such an
offer would be a crime!

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

r— s
| It'e a Crime, Computer

Gamer, No. 1 Golden
| 8quare, London W1R 3AB.

I I would like to play a game
of Its's a Crime at the
special Computer Gamer
rate.

% Ené:insa a cheque/postal order addressed to KJC Games
or X

-
=
h
L |
(1]
oo
1]
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More help for ailing
adventurers plus news of
the first British PBM

convention.

Dear T.T.

I have read your series of
articleson P games with
great interest and ap-
preciate how they can be
more complex and en-
joyable than computerised
adventure games. My pro-
blem is how do I choose
which game to join and do I
have to commit myself to a
game that could last
months?

Henry Gall, Brighton.

Answer: Your letter is
typical of many that we
have received since we
began PBM Update in June.

Choosing a PBM game is
much the same as choosin
an adventure, look aroun
until you find one that ap-
peals to you and there's
plenty to choose from.

For example you can
rule a whole tribe of war-
riors in Tribes of Crane, an
alien race in Starweb or
perhaps be a gangland
leader in KJC's new game
called It's a Crime.

It's a Crime has been
specially written as a game
for pm{Ple new to PBM gam-
ing and as such is less com-
plicated and cheaper to
play. We at Gamer have
made it even cheaper and
you should find a special
offer to join this game in
this issue.

Most PEM companies
will ask for money from

ou to cover the cost of a
ew turns. This is usually
about £10 and is mainly for
convenience only so you
don't have to send money
every time {t}u send in your
orders. It also caters for the
special reports (for exam-
ple the result of a battle)
tl;&téﬂ&n ocour without war-
ning.

When you join a game
you don't have to commit
yourself to playing it to its
conclusion and you can
-:irnI.:nuut- if you find you
don't like it. Obviously this
can effect the game for the
remaining players and so
should be avoided if possi-
ble. However I feel that
once you start playing a

ame you'll be hooked for

8.

Stop Press

We've just received infor-
mation about the first
British PBM convention
that is to be held on
February 15th at Isli n
Town Hall in London. The
ﬁ?&‘ﬁ%ﬂt tubg . :Ht-a.tiun is

Uury an ngton on
the ‘Fictgrria line.

This looks like the ideal
place to meet and talk to
PBM companies and
gamers and to sign up for a
game. Especially since the
companies will be offering
a free turn to anyone sign-
ing up for a game on the

day.

:{‘he convention will cost
£1.25 to get in and further
details are available from
the show or iser Mike
MeGarry, 2 David Court,
Lansdown Road, London
N17 9XW.

Dear TT,
Can you please help solve a
problem I have in Zork.
There iz a room in the
;nma th%t I cannot anttgr
ecause I am ou'rgng 0
much equipment. But if I
drop my lamp, I get eaten
by a grue. What do I do?
S8imon Trollope, Sheffield.

Answer: You must find.
another light source which

can then be lowered down
in the basket. Watch out for
explosions though.

Dear TT,

I know it came out ages ago
but I 'am still stuck in
Artic's Golden Apple. 1
can’t get past the ghost in
the cave.

Keith Slater, Epsom.

Answer: Turn your light
out, then the ghost can’t
Eﬂlﬂ-;'fﬂl.l. It's as simple as
that.

Dear TT,

How do I get past the Troll
in Infocom's Wishbringer?
It says to pay in gold but
when I ﬁ}l?e it the gold thatl
found the fountain, it
throws it back saying it's
no good.

Kim Hartfield, Leicester.

Answer: Open the can that
the old lady gave you. The
gold's for another purpose.

Mr A. Mackey of Plymouth
wants any help we can give
on Hutchinson's excellent
icon driven Fourth Fro-

tocol.
l. Look u the file
““Taelephone’’. This gives

you three numbers, the
most important of which in
the early stages is that of
the Blenheim office.

<. Phone Blenheim and
examine the files Nato 1-5,
MOD, Foreign and Cabinet.
This gives you a list of peo-
ple who had access to all
dnqument& and a hoto-
copier. Using this informa-

‘tion, you should now be

able to narrow down the
list of suspects.

&. Put the maximum
number of watchers on
Abbs and when asked what
to0 do, enter ‘‘turn
Stanistav'’.

That should keep you
quiet for a bit Mr Mackey.
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- i MADEIRA HOUSE (DEPT CG) Freepost (No Stamp Required
3 OSWALD STREET
GLASGOW G1 40RS Dagenham, Essex. RM8 1BR.
COMMODORE 64 SPECTRUM AMSTRAD
ANDERWUALDF — FRRELIGHT . 154 EXPLODING FEST..... — 1
j SARRE WL 158 EXPLODING FIST £70 10 STARSTRIKE T i i i '
/ T eon A T T We deal exclusively with the Einstein.
5 [ N ELITE diae T STARION 595  WORDONS OUEST._.__ 570 . '
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THE BRTIET A PROJECT FUTURE M : :
N dowr weAcH AT 150 WiGHTSaADE 150 AED MooH 529 list please write to the above address
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SPEEORMG T TTise remoTecou A70  CHOP SIET disk A Elite 14.85 10.80 | All U.S. Gold e e L e e s
Apple. I TRANG ON A SPRING____ S9%  CYLU A -~ — All U.S. Gold 705 S585|ANUS Gold 1495 1080 | Al Amsoft " Disk 1395 10.95
ghost in BN MBS BYS3 IS COREeMT n AN Sekiesies - All U.S. Gold 985 7.25| Al Ocean 995 7.25| Al Amsoft Disks 1295 10.00
THEATRE EURDPE TS0 WUPERT/TOYMAKER 589 WATO COMMANDER. 780 N o | on eyt T o o e A
[THT 1 750 Il Deaan o5 ¢ | Activision : ’ &1 Doean O OF e
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3 A T 150 RAOCKFORD’ Y a2 - &1l Beyond 948 895 | Al Uttimate a85 7.28| Hypersports 565 695
3 WOT Trs 1 armeow o _nm By Oy - . A s T
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elg— IS ECE LA 7 SeeS CRises — All Elite 685 500 | Monty on Aun 995 7.2 | Project Future 885 7.00
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MINGS 520 BOUETY BOB 1 162 o 3 4 - ok &
BPERTTOYHARERS 183 CHADGOWIiRE i 750 RED MOON ?z Monty on the run 685 5.325 | Zoids BA5 G.TA) foids H.45 6.5
SCNLDDFREBLA 150  HIGHENCOUNTER . 88%  ARCHON SR 158 Saboteur B8.55 600 | Mercenary 995 T.00| They sold milion 995 7.00
mur 1151'1;, RACE DESTRUCT SET s ... 1130 WONTY RN T ML S Zoids 785 590 | Bouncers 885 T.00| Elite [Jan) 14.95 11.00
R e e L G e e Winter Sports 995 7.25 | They sold million 9.95 7.00 | Exploding fist 0.95 7.28
; WUSK CONST SET Mse__ 1120  SPYWSSPY M. 750 RESIFRACTALUS 750 Starquake 185 530 | Eiis 4.55 1.00] Staron g
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WARDET e 158 BNCK BOGEMS._ 885 JOVCAMD._ . S8 I g 9.95 6890
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the Troll
EE%HEE{:E In EARTHWOOD, twenty-five players compete to
old that T be the ultimate ruler by controlling all the de-
ntain, it veloped cities, either singularly or with an alliance.
ving it's A typical game will last about 18 months with the
Satar first knockouts usually starting after six months.
Each player is either a king of a fantasy race or
powerful charismatic character. Your character or
king controls several groups each of which is totally
independent of each other. You can recruit trolls,
can that wildmen and others into your armies, and even
rou. The control powerful creatures such as dragons. Y our
purpose. characters will capture and control cities, upon
which you can spend gold to improve security, in-
l:.rmm_!th crease your workshop’ ducti build def
can give 2 your p’s production, build defences
xeellent and maintain and enlarge your army. With gold
th Pro- your wizards undertake magical research, learning
b : new spells. Spies search out enemy strongholds
he file
s gives and _ther_l attempt acts_ of sabntage,_theft a_nd
irs, the assasination. These are just a few options available to a
vhich in player in EARTHWOOD.
!that. of EARTHWOOD is computer moderated but the
4m and turn sheets and replies are written in plain English
ato 1-5, 50 that you can easily understand them. No need
Ei?lgg: to look thrnuqh complex charts and code books to
8 to all PTG thed peuse. To enrol in Earthwood send
hoto- £5.00 cheque /PO payable 1o
BOTINA- KJC Games. For this you re-
now be
wn the ceive the rulebook, setup
and first three turns. Future
LXimum turns are £1.50. Send to

8r's on KJC Games, P.O. Box 11,

5 | BAMES miem’ COMEIORS ey
‘turn Lancashire. FYS 2BD. - . .

Access & Barclaycard RS
€0 you Welcome on
ackey. 0253- 866345
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All entries to our on-going
hi-score competition
should be on the most re-
cent form and only one en-
try per person per form. All
entries should be witnessed
and forms must be filled in
correctly.

In the comments section
you can include any points
that you would like to make
about the a.ma how nu

Game
8l & & bini, pebhaps :
best hints lntn 'DllI‘ gg&:&f“‘“

main hints section.

All entries, as usual, to: Ghuckie Egg

Chuckie Egg
Chuckie Egg

e e Knight Lore

f}:. Specialist Duc.Ethlnn (Ocean)

) el ok Decathlon (Ocean)

1 Golden Square Decathlon (Ocean)

London I‘ﬁ SAB ﬂ;ﬂ;}ll‘:lnn (Microsoft)
Good luck . .. Confusio

Pole Pnsitinn
Pole Position
Pole Position
Pole Position
Elite

Elite
Ghostbusters
Cyclone

Seaside Special
Bruce Lee

Bruce Lee
Dropzone
Donkey Kong
Spy Hunter

Spy Hunter

Jet Pac

Pitfall II
Commando

Raid Over Moscow
Raid Over Moscow
BC's Quest for Tyres
Staff of Karnath
Defender
Impossible Mission
Xcel

Zalaga

Frak!

Frak!

Beach Head
Beach Head
Starquake
Super Pipeline II
Blue Max
Hopper

Laxxon

Zaxxon
Defender

Chop Suey

3D Starstrike
Sabre Wulf
Sabre Wulf
Exploding Fist
Exploding Fist
Exploding Fist
Jet Boot Jack

Send to: Hi-Score, Computer Gamer,
London W1R 3ARB

LT Dk R Lk R e LT

Telephone .

‘ Age .

ﬁ—---——--————-——---——ﬂ

1 Golden S8quare,

System Scorer Score

C64 Chris Wright 22496
BBC Mark Simon 172000
Spectrum Ian Harrison 3021010
Electron Mark Simon 457000
BBC Andrew Neck 265654960
Spectrum A Parkinson 98 %

Cé4 Stuart Pimblett 181786
Spectrum Denis Bicheron 839871
Amstrad Colin Adams 1034660
IBM PC Dave Rendle 8765
Spectrum Stuart Marston 113041
Amstrad Simon Green 47800
Atari Dominic Anderson 136650
Spectrum Denis Bicheron 63800
cé4 Noel Reynolds 121480
BBC Gerard Kearney 111450
BBC D Codrington 1343777T2Cr(Elite)
Electron Graig Burbridge BR24589(Elite)
C64 P Harkins $999900
Spectrum A Parkinson 62020
Cé4 Mark Watkins 2362000
Spectrum Sam Swift 6000000
C64 Keith Nicholson 1188680
Atari Stephen Lakey 11402830
Atari Mark Watkins 97260
Spectrum Alan Hopley 2720000
C64 Chris Beckett 202625
Spectrum Chris West 1231670
C64 Martin Dennett 177788
C64 Gary Moffat 665400
Cé4 Lee James 225900
Spectrum Mark Henley 2799850
C64 David Jolley 8485

Ce4 Kevin Mundow 7.88
Atari Michael Davies 527950
C64 P Harkins 31445
Spectrum Graeme Divine 88% (5 planets)
BBC Paul 0"Malley 18007810
BBC Paul O'Malle 20000200
cé4 Gary Hodgkiss 99500
Ce4 Noel Huinnlds 866000
BBC Glenn Chegwidden 295800
Spectrum Leif Findlay 2176T1(7T0%)
Cé4 Richard Haworth 138810
LT Chris Beckett 18000
Electron Mark Simon 14722
Atari Simon Jones 119130
Ce4 Jason Peterson 96980
Atari Stephen Lousey 142000
Atari Alan Wheatley 188760
Spectrum Ian Harrison 47237010
BEC Andrew Maskery 310480
Spectrum Matthew Barrick 99 %

Ce4 Simon Johanessen 214000
Spectrum Karl Winterbottom S3B200
Amstrad Sean Brady 32600
Atari Hakan Akbas 3660

Game .

R e L R e Ty g TR

HISCORE COMPETITION (CHART

__--------_----_--‘

o0 T R ik et St S S g

Machine..........
Comments

Signed

WIREEE . vl o s e i
Membership Number

(If not applicable, why not?)

firk
Caor

Elity
Tau
ral | F
For
Enmi
Ko

Bl
ad

| |
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46 THE MALTINGS, STANSTEAD ABBOTTS, WARE, HERTS.
SPECTRUM ARP OUR Rambo To5 580 Transformers R ]
PRICE Saboteur 885 675 Evil Grown 995 T.30
Loed of the Rings 1595 1350 Young Dnes 795 E90 Revs 1495 10.95 Fr'Dm the Iegendaw Cohcreﬂtﬂr {:}f
super Sleuth r85 580 Deathwake 795 5890 Yabba Dabba DooT7.89% 5.80
Teanslarmiirs 795 580 Spitfire ‘40 895 B.75 Merceniary Dos T.30 THE DUN H
3 Weehs in Scoaby Doo T895 580 Cuake minus one 995 730 DRAG ON S GAME
Paradisa 885 T.30 Sorderons Shaw, D95 7.30 EH..g ma Force 95 T.30
Sif Fred 885 T7.30 Roller coaster 6.95 B§.10 Critical Mass R
Sweswos Waorld 985 T.30 Panzadrome 785 580 Rambo BEOS &7%
Swords & Sorcery 885 7.3 Robol Messiah 7.95 E90 Bladerunmer ES5 6.75
o William Wobblar 7.95 580 Mikie 7.85 6580 Ark of Yesod B85 580
:_IE ArKumg Fu 7.95 590 Evil Crown .95 T.gg Gu::ng:s L85 T.30 ¥
Comanaywi B985 T30 Robin of Sherlock 7.95 2§, Litile People 85 T.30 d h d f
E::Enﬂl Yasod 885 675 MNow Games 2 BEOS B.785 Yie Ar Kung Fu 05 .75 an t E aSSGCIEtE prﬂ ucer ﬂ
e 755 5850 COMMODORE 64 RRF OUR Commando 395 7.30
Winter Sports =~ 705  5.90 PRICE Mow Games? 8095 6.75 TH E TRAN SFORMERS SER' ESTM
Elity 14.85 1088 |ord of the Rings 15.95 13.%0 FAock ‘N Wresile B85 6.75
Tau-eeli 985 T.30 |, of the mask 905 7.0 Winter Games oos T.30
Ziiz Ad 785 580 Desert Fox 1485 11.50 Starion G985 T.30
Forbidden Flanet 785 580 Forro 985 T30 Younmg Ones 7895 550 FLI NT DI LLE
Enigma Force B85 T30 COutlaws 995 7.30 Superman 695 7.30
Knighitricier 785 S.00 Ballbdazer 985 T7.80 Fight Night B9s 7.30
For up lo date news on availability and lal afters ring 0920 — BTOS68. *
All prices include free fast delivery and same day when applicable. Overseas orders c f I
&dd 50p per tape. 10% discount on all orders for seven or more tapes or fo & value aver £45, Omes a new Senes O SQ 0
B.F.P.0. Welcome. Cheques/ P.O."s/E.C’s payable lo ED40. g
FREE GAME WITH EVERY ORDER OVER £10 C.G. roie_pl ay-l ng ﬂdVel'ltUI'ES

BINDERS Himi P
FOR YOUR VALUABLE S GAR/D
COLLECTION OF Y

COMPUTER GAMER # £520%

MAGAZINES I inc 1

1 ’
“SMART ‘EASY TO USE o At
*TOP QUALITY

To ASP Readers Service, PO Box 35, Wolse M
House, Wolsey Road, Hemel Hempstead, GAMEBOOKT
Herts HP2 455 (0442-41221)

Please supply....Compuler Gamer Binderg £5.20 inc. PEP

Total £...... (Please make cheques payable to ASP Lid.)
Years Required - 1898.., 198. ., 198._ 198, .

M e

Address SRR s
Please allow 21 days lor dellvery

1ets) I
SKY FOX . : Gy 7.45
| SPFECTRUM WIZARDAY 9.65 r.as
i GAME S RACING DESTRUCTION SET. 14585 1120
] = MERCEMARY .. i 298 a0
MBCK FALGD, R T.45 CRATY COMET 885 T.50
] FRANKIE GOES TO HWOOD ., 985 7.85 WHO DARES WINS II 5 545
| STARICH e TA5 S FIGHTHIGHT . ..B.98 745
; HYPERSPORTS 795 595 SUPERMAN 995 740
n) § LALEY'S SUPERTEST 685 530 DRAGON SKULLE 695 740
|- SHADODWFIRE 95 T.48 LITTLE C'PUTER PECO®LE ic)..58.95 7.50
f FAANK BRUND BOXING 95 5 LITTLE C'PUTER PEOPLE (g} 1495  11.00
i DYHAMITE Db .85 5.0 STARION 545 T.40
E AAM TURBO INTERFACE ....22.95 11.04 CORM AR ] ....B88 7.50
' HEGHTSHADE | 895 745 FRIDAY 131h .5 .88 870
t‘ WAY OF THE EX. FIST B.85 6.50 REUS . . 1484 1130
| Pl BASKETHALL 5.85 4.45 BLADERUMMER .....BBE &7
3 BORED OF THE RINGS H Gy 5 30 WILD WEST B a5 745
E SVARQLUAKE P 7B § 95 SPACE DOUBRT B985 6.70
SHALOQW OF UMICORN 489 11.30 CALSE OF CHAOS vo...B.BS T80
f WORLD SERIES @raa) ) .05 520 WILD RIDE £.55 536
E CRITICAL MASE 895  &70 OUTLAWS eee...B88 T8
i IMFCLSIBLE MISSI0N Ta% 5895 DEE-BUG ......... 795 595
i MONTY ON THE RUMN 7 85 495 ECALEXTRIC i85 70
[ ﬂi:EgF‘:ﬁ”E : ¢ g;q 5.85 WIZARD s 885 7.5
= . : 7.80 ~EC -
INTERMATIONAL ALIGEY 795 5.8 UTTWICE - e o |
ARCH OF YESOOD . . BOS 630
TOMAHAWE % 55 ¥ a8 AMSTRAD
LWEEVODS WORD TEE 595 GAME — MRP  OUR
SUPER SLEUTH o5 T.95% FRICE
LORD OF THE AINGS 15 G5 11,58 DUN DARACH ... .. .55 T.4%
ALINESTOKE T G 505 FRANE BRLING 4 805 6.0
AASPLITIY 785 5 95 EXPLCHMMNG FIST ........ B85 T.45
SCHIZOPHREMA TG AT A YIEW TO A KILL 10.58 B.2%
FORBIDOEN PLAMET T £ g5 STARION R T.45
b 2112 AD THS &85 ROCCO .. i i B85 4899
A FRED . 9.9% 745 WIZARD'S LAIR .. 855 6.TD
‘ THAEE WEEKS IN PARADISE 905 7 45 THEATRE ELROFE...... 985 745
EMuGMA FORCE 8495 75 FIGHTING WAPRRIORS 705 L a5
THINK : 704 5 g5 TRIVIA 795 595
----- BLADE RLUNNER B a5 B.70 DEVILS CROWM 7a5 5.95
REALM OF THE IMFLITY Bag 870 MATCHOAY ... .. B85S ETD
SPITFIRE 40 G T .45 WS BASEBALL Ban E.TD
3 b ELITE . - e 14 95 10,85
CYBERUMN ... 9 a5 'r.g
BO8IN OF SHERWOOD ... ... 898 E.
COMMODORE M BATTLE OF BAITAIN .. 095 T
e : ARABIAN KNIGHTS A 95
BAME —_______MAP OuR ALL AND SOFT DISKS 12.85 5.5
= v . FRICE OBSIDIAN ........... 7.95 595
S . STRANGE LOOP ...... ver.. B85
FRANKIE GOES TO HWOOD 635 745 4Ry = b F t th S M b k t
y WAY OF THE EXPLODING FISTR.25  7.45 TAL-CETI........... LA IrS rEEGr"a I Ea ‘:}e{j S C}u n{:}w In
- ELITE ki 1485  11.20 QUICKSHOT Bl NOW ONLY £6.580 C g F:‘; D rbac k
SHADOWFIRE 495 T.45 ~
i by ALL PRICES INCLUDE PAP
FE & oo DALEY T. SUPERTEST ... ... .785 55 LISTS OWUT SHORTLY
FRANK BRUND -] 585 Goodoyie oHers soma af e moal compatibive s =
BATTLE OF BRITAIN . ... B85 TA5 prices for software available. |f you don s the
g EKY FOX. ., 1250 .70 game you regulre lisied. please for the mos up
P35l WARRIOR . E .85 499 fo-date news on releases and back caialogue
INTERMATIOMNAL KARATE ... 650 500 files on 01-731-4607,
. SABAE WULF 98 T.AE PLEASE MOTE IF ¥YOUR ORDER EXCEEDS 50
F MONTY ON THE RLIN T8 548 ¥OU GET 10% FURTHER DISCOUNT
i KHIGHTLORE .- B 745 SEND CHEQUER,O. TO
SO CAMES ¥l .. 885 870 GOODBYTE, UNIT 10-11 e
R LN - IMPERIAL STUDIDS, IMPERIAL S
0 MODN g9 5 ROAD LONDON SWE (TEL: 81-731 4607)
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We have 25 MAD games up for grabs
in our easy to enter competition.
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*{ Mastertronies marvellous HMHOW t0 Enter Then to help the judges,

it MAD range of budget games write your answers on the

| has dramatically improved All you have to do is study back of your envelope and

= the quality of budget the graphies of the send it to:

it games. Now here's your characters in Spellbound

| chance to win one along and decide which ones Computer Gamer MAD

| with a Mastertronic match the following Competition,

e T-shirt. character names. Then 1 Golden Square,

N The games on offer write your answers on the London W1H 3AB.

include Spellbound (8pec- entry form along with your

g trum, Amstrad) arcade name, address and detail of All entries should reach us

- adventure that we featured which game and T-shirt by March 24th.

lagt month, ite sequel size you'd like to win.

! Knight Tyme, a superb C64 For example if you 1) The Banshee

L game called the Last V8, the thought that character A 2) Magic Knight

r latest addition to the range, was the banshee then write ) Oric the Cleric

|| Master of Magic and finally 1 next to A on the entry 4) Lady Rosmar

‘. the Heroes of the Golden form. 8) Samsun the Strong

|| Talisman. 6) Thor

o 7) Gimel the Wizard

% ’ Computer Gamer MAD Competition, No.1 Golden Square, l’

London W1H 3AB ’

|; | ’ Character A Character B Character C__

fa f I would like a Spellbound (Spectrum/Amstrad) /Knight l' I
Tyme (Spectrum) /Last V8 (C64)/Master of Magic (C64)/

i ’ Heroes of the Golden Talisman (C64) MAD game ,'

X l and a small / medium / large / extra large T-shirt. l

I (delete as applicable).

1
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called ‘Nemesis’.
Eric Doyle investigate.

select button, will seled—

Nemesis is the most recent
game to be on general
release from games’
designers Konami. It is a
mix between Defender,
Scramble, Atlantis, and
gvery other horizontal
scrolling game you can ever
think of.

You merrily blast your
way through wave after
wave of nasty aliens, occa-
sionally a supply pod will
show up and you can pick it
up for an additional facility
for your ship.

hese extras, are
displayed on a list at the
bottom of the screen. As
you collect a pod, the
highlighted itemn on the list
increments. Pressing the

s —

Konami have been up to their old
tricks again with an excellent game¢
Mike Roberts and

that item for your ship. Th
highlight goes back to th
beginning of the list an
you start after more pod
again.

The facilities that yom|

can use are high speed — |
booster for you!

maneouvering Bﬂ?ines. thi: |
time

can be selected five
for really fast moving
Missiles —
missile button. Double — i
non-laser mode,

useful for the
on the roof o

gun

lager, incredibly useful

slices through aliens like:

hot knife through butter,
Multiple —

our,
selected,

through butter.

Shields — give you for
ward shielding againsl
everything, lulls you into:
false sense of security as at
tacks from the rear still can
get you.

A T.rarf,r good game, ant
despite its high purchass
price for the operator |

think that there will be a lo |

of interest in this games.

Another game thalz

struck me as being rather

ood is called Tan

as a novel joystick to con
trol it, there ig a knob on
top of it to control the tur
ret, so0 when you move the
stick the tank will face the
direction you are driving
the stick, but the main gun
will always remain in ths
direction that the knob i
pointing.

You have two fire but
tons, one for the machin:
guns, which point in the
direction of travel. And ths
main gun, explained
earlier.

What you have to do, is
to make your way from
your landing craft and
across various scenarios o

the end of the game. A map L

enable the|

thi:|
enables you to shoot up

wards a well as forwards |
n batteris |
the tunnel |
Laser — this changes you: |
into a rapid firini|

this give: |
ou an extra gun, up k|
every time it I |
slices through|
aliens like many knive: |

. Tank ™=
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is displayed at the end of
every life, and it locks pret-
ty huge.

Trying to stop you are
soldiers and other tanks,
the machine guns and your
tracks take care of the
soldiers, and your main
gun should take care of the
other tanks. One gruesomse
point is that when you
drive over the enemy
soldiers they splat and
spread red smears on the
screen until they magically
diE&.ﬁpE&I’-

The whole thing remind-
ed me of Commando after a
while, and it is certainly ap-
Erﬂching that sort of quali-

Timber, by Bally Mid-
way, is a highly original
game based on (surprise,
surprise) chnppin% down
trees. You play a lumber-
jack (and I'm OK, I work all
night, and I sleep all
day...) that has to chop
down trees that magicall
gsprout from the ground.

arious things try to stop
you like a bear that throws
beehives at you, and trees
that fall on you.

In the two player game
you have to chop more trees
than your opponent. Bonus
points are awarded for fell-
ing a tree onto you opposite
numbear,

Everything is against
the clock and there is8 a
bonus for time remainin
and an angry foreman 1
not. In the two player mode
(both play at the same time)
the losing player gets
beaten up by a different
method every level!

There is a bonus screen
between levels where the
player trys to stay on a roll-

ing log. A highly enjoyable
game.

Violent Run from
Fastern Corp, is a 8py

Hunter-ish type of game
where you have to smash all
the baddies off the track
and collect up the lettered
cars to make the password
to get into the military zone
to rescue the princessas!
Got all that? Good. The
ame itself iz straight-
orward with all the things
that this type of racing-
destruction game has, Mad
Max rides again.

Next month we DbDring
ou an exclusive report
rom the ATE show at

Olympia, the biggest
manufacturers and sellers
show in Britain.

Once again much thanks
to Dieth Leisure for lettin
us disrupt their pastora
existence.

sl
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A bumper hints this month as we explain
about those christmas presents. Let Mike
Roberts and Graeme Devine tell the story.

O()

The Last V8

The Last V8 is an incredibly
difficult game to start to
play, and to begin with you
can't help thinking that the
time limit is too short.
However, after practice you
can actually complete sec-
tion one before the warning
siren goes off.

When you start the
distance odometer says
4 BEm to go. This seems
like an incredibly long way,
however, the bunker is on-
5{1 2 5Km away, so it isn't

at bad.

The initial straight you
start on should be taken at
full speed. Take the speed
up to the maximum
450kph wait a second and
pull the joystick down to
start to turn the car left to
prepare to turn the first
bend. Remember you
should start to turn before
you even see the corner!
The corner can then be
taken at full speed likewise
the gecond corner, then you
are in the last high speed
straight. Luckily the pro-
grammers decided to
change the road markings
at just the position that you
need to start your max-
imum braking to take the
twisty bits that come next.
There iz a medium left
hander and then a short
straight. These can be used
to slow the car down to the
usual operating speed for
the rest of the track.

The instructions relating
to the steering look Ilike
t-hreg have been translated

nglish from Sanskrit or
something. What they
mean is that the joystick
direction Iincreases the
acelleration component in
that direction, the longer
the stick is pointed in that
direction, the greater the
change. So for the zig-

m.:i'H‘r ¢

:""‘“’L“‘,I 1-4

zagging sections of the
track 1E.'-nu have to be very
careful and sort of stir your
stick around to swing your
Ccar around.

Corners can be cut quite
eagily, you can’t hit any of
the objects or hedges, but
the grass is fair game:
There are some chicanes
that can be treated as pure
straights, just by lopping
off some corners.

The most important ap-
plication of this is when
you get to the last bend
alongside the river and just
before the bunker, you
can chop off most of that
last area of grass.

Drive into the bunker
and you go onto section
two. BRemember that you
can hit the  sides of the

bunker ag you drive in,
because the surprise of
finishing the course for the
first couple of times that I
did it, caused me to drive
into one of the walls!

The next level is the real-
ly difficult one. You are in
the bunker and have fto
return to your base.
However, certain areas in
the base are radicactive. So
in this level you have to
watch your fuel level and
your shields. There is no
time limit, except that
caused by your running
out of fuel.

Therefore, the aim of
this section is to get to the
base in the shortest dis-
tance, and going through
the least number of
radioactive zones. When
vou hit an irradiated area

an audible signal is heard.
Going through these areas
at a higher speed will
reduce the amount of radia-
tion received.

In one or two places
there is a choice of routes,
plan carefully, because the
shortest route may be the
most radiocactive.

This section needs a lot
of map making, and the
route to travel is NOT the
one that the demo pgoes
through. This is just a sun-
burnt herring! The correct
route is through the follow-
ing zones: A,G,F.J and on-
wards. I'll leave the details
up to you!

Nemesis

Nemesis, reviewed in the
Coin-Op section of the
magazine, is an arcade
game, but, we thought that
vou might like a few
pointers on how to start the
game.

As far as I can see the
first two sections follow a
get pattern. Learn the pat-
tern, and you're set up for
the rest of the game.

To start with you are out
in space, this iz before you
get into the cavern. Saucers
come at you in waves, if a
wave is destroyed, you will

et an accessory pod. The
irst wave starts at the top
right of the sereen. Move
yourself to about one third
of a screen length from the
right of the sereen and line
yvourself up with the bright
white star/dot that travels
along the screen right to
left. F'ire like crazy and you
should knock out the
saucers. When the last ons
ig destroyed, move forward
and pick up the pod, press
‘select’ to increase your
manosuvering speed, and
drop down to about the
same distance from the bot-
tom and right hand side of
the screen. You should
then be able to despatch the
string of saucers that ap-
pear thers.

The next set of saucers
tha,t at]l:;pear should coms
from the same position as
wave one, wave four from
where two came from and
so on, alternating posi-
tions, wuntil you have
cleared all the waves. Next
come the [ighters, two
waves of three. These are
very slow and can be
eliminated with =single
shots. Next comes another
wave of saucers, knock out
these (ignoring everything

COMPUTER GAMER FEBRUARY 1986

else |
%ﬁmmc
g pC
This &
rapid
the be
bread
wheth
ed Or I
At t
be nes
SCTeen
Keepf
to the
the bc
EIEE.i
Vvou ﬂ
S0T8eN
clearal
and h
four r
comin;
you've
thing!
that is

By
will be
ing ur
YOur v
laser a
Aro
CAVErmn
grounc
and
robots
robots
adge ¢
botton
or two
Plick 1
selact
double
your |l
Imissec
Dou
credib:
is lik:
with a
averyt.
Afte
get m
the AA
the sal
one at
Often i
you he
to pick
can ge
Whilst
is wor

can fly
Afte

come t
the gar
betwee
esg
ep, J
volean
blast f
right
boulde
tra poi
gets to
vertica
O 8
are is
the b
you.
Soor
sides,
8Imerge
O,
lasts
anels
ront o
you pr
section
this ug

COMP1



is heard.
1a5e areas
eed will
t of radia-

yo places
of routes,
cause the
ay be the

peds a lot

and the
, NOT the
amo goes
18t & sun-
1e correct
he follow-
J and on-
he details

id in the

of the
1 arcade
ught that
2 a few
) start the

n see the
 follow a
1 the pat-
set up for
ne.
N are out
efore you
1. Saucers
aves, if a
, you will
pod. The
at the top
en. Move
one third
from the
1and line
he bright
at travels
right to
yand you
out the
g last one
g forward
od, press
Age  your
eed, and
bout the
T the bot-
1d side of
1 should
patch the
that ap-

{f saucers
1ld come
¥sition as
our from
from and
ng posi
i have

ves, Next
Brs, two
[hese ara

can ba
1 single
g another
tnock out
rerything

glse that is appearing
around you) and pick up
the pod and press select.
This arms you with the
rapid firing lasers, this is
the best thing since sliced
bread (depending on
whether you like bread slic-
B8d or not!).

At this point you should
be near the bottom of the
screen and towards the left.
Keep fire pressed and move
to the top and then back to
the bottom of the screen
again, ignore all pods while
you do this until all on
screen objects have been
cleared. When all is quiet go
and harvest the three or
four pods that should be
poming towards you (if
you've knocked out every-
thing before it has got away
that is).

By this stage the screen
will be filling up again, sw-
ing up and down seything
iiaﬂur way through with the

ser and picking up pods.

Around this time, the
cavern should appear with
ground batteries to deter you
and small R2DZ2-like
robots. A cluster of these
robots will appear on the
gdge of the cavern at the
bottom. Blast these and one
or two pods should appear.
Fick these up and press
geélect and you should get
double lasers, but check
your list first in case you
missed a pod

Double lasers are in-
eredible, playing with these
I8 like charging through
with a combine harvester,
everything just disappears.

After this the patterns

|tg§t more random though

g AA guns seem to follow
the same routes. Watch the
one at the top of the screen.
Often it will yield a pod, but
you have to go so far back
0 pick it up, that a baddie
gan get you from the rear.
Whilst attacking robots, it
18 worth knowing that you
gan fly underground!

After the cavern you will
gome to a pair of volcanoes,
the game will stop with you
between the two peaks. And

g8s what happens next?

ep, you guessed it, the
volecanoes erupt. Initially
blast the boulders to the
right and avoid the
boulders to the left, for ex-
ira points, but eventually it
geis too cluttered so move
wertically upwards until

ou are just under the roof,

gre is a ‘dead spot’ whers
the boulders cannot get
you.

Soon the eruption sub-
sides, and the mothership
emerges, firing a barrage at
gnu. You must avoid these
lasts and knock out the

nels in the centre of the
ront of the ship. From this
¥you progress onto the next
gection — but, I will leave
this up to you. . .
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Amongst three-hundred
planets lie thirty Sentinel
Bases, your object iz to
locate and destroy all thir-
ty. To help you, you have
an alisn computer, which
tracks a sentinel planet, the
only problem being that it
talks to the player in alien.
To get the meaning, the
player has to play the game
more or less blind, until
he/she stumbles upon a
Sentinel Base, and
recognises some change.
When attacking the
planet surface, remember
that the object is not to
blast everything in sight,
but to just complete the
maze, being very accurate
about your shots. Your
score is based on a hit/miss
ratio system, so the more
accurate you are, the
higher your score. If you
have a low percentage, a




good idea is to shoot ac-
curately as many of the
easy targets as possible.

here are four kinds of
network defences, the tri-
syncs (magenta) are the
gasiest, the best idea is to
line up just left of centre,
and blast as ma a8 possi-
ble as they come down. You
need to blast twenty before
you can exit to the next
level,

The bit-fighters (green)
are slightly harder, these
sometimes appear on non-
Sentinel planets, normally
indicating a highsar
technology area. The best
bet with these is to pick
them off a few at a time.
You have to shoot thirty to
pass through to the next
level.

The Mirobs (yellow) are
nasties, these continually
dive down, thus making
them very difficult targets.
However, when they first
appear, they hang around
for longer than usual, take
advantage of this and get as

many as possible before
they dive. You need to ter-
minate thirty of these

before starting on the next
level. Note, these only ap-
pear on Sentinel Basgse
planets.

The Iratas are the Sen-
tinel Bases’ final line of
defense, after this you've
made it, unfortunatel
these robots have very ad-
vanced intelligence
gystems, and can track you
anywhere, they are also
very fast, this makes them
nigh on impossible to get
through, and with thirty
five to shoot, 1t's no wonder
no-one ever lives to tell the
tale of seeing them. Your
only hope lies in keeping to
the centre of the screen,
never go to the sides, this is
where the attackers can Kkill
you easglest. When one 1s
above you, fire constantly,
forget hit/miss ratios, just
fire constantly, and if you
are very lucky, you can kill
One,

Computer Two, the map
option, can give away some
clues as to the positions of
Sentinel Bases, remember
that the first system is
meant for practice, so there
are no Bases around there,
in fact the closest Base to
the start is in system nine-
ty eight, planet two. This is
also a fairly easy map set-
up, 80 there are no naviga-

tion problems.

3 [

Although the storyline
to Xcel is8 fairly strong, the
game does not hold the key
to the problems of humani-
ty, this is yet to come, the
final barrier between
humans and humanity is
not contained in one merse
episode.

The alien language in
Xcel is also real, from the
numbers to the ‘‘word
characters’', everything

has a meaning, some of the
characters are ex-V, some
are just made up, but the
majority are based on the
old  Inca writing system,
but brought right up to
date, the number-base has
also been changed to base
ten, so as to avoid player
confusion.

One point to Xkeep in
mind is that your ships’
shields are based on the
clock, when the clock trips
over, back to zero, your
game ends, this is not men-
tioned in the instruections,
but it does mean that
players have to be qguick
about their task.

=

Another point not in the
instructions, is that you
can only save a game six
times, after that, you areon
yvour own. This feature has
been added, because many
players re-save the games,
over and over, taking away
much of the skill involved.
you - should, ' by
gchance, lose a shuttle, you
may have noticed that the
communication sguare
starts to flash. This in-
dicates that a final sub-etha
transmission to your ship
from the shuttle has been
made in order to stop the
same mistake happening
again. These hints may be
useful for future missions.
The guest is da.ngemus
and lonely, the odds aré
against yvou, but the war
continues.
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Ballblazer

Ballblazer, the simplest,
fastest and most com-
petitive sport in the known
universe. Ite origins date
back to the Great Madness,
when there was still war.
Today it is the game for
gvery lifeform within the
reception area of the
ethernet.

The rules are simple,
iree minutes, two players,
one victor. !

To help you on your way
io the esteemed position of
Masterblazer, lets look at
the set-up of the game
itself.

The Ballblazer grid is a
pattern of squares. Each
square is five metres long.
The grid is fifty-five
squares long by twenty-one
BQuares wide (two hundred
and seventy five metres by
oné hundred and five
metres). The grid is on an
artificial spherical
asteroid. This curvature
allows an object two metres
high to be seem at a
distance of up to sixteen
meters).
%rid is walled by an in-
visible inertia — reversing
glectro-boundary.

Hach grid contains two
rotofoils. These are design-
&d to be either piloted by a
human or a droid player.

The rotofoils skim the grid
surface. Each has two-axis
thrusters and can cruise
along an axis at a velocity
of ten squares (fifty metres)
per second. They are
capable of facing one of
four directions, and can
perform ‘‘rotosnaps’'’, a
high speed ninety degree
turn. otofoils maintain
their orientation by
rotating the circular foot-
pad to counteract the forces
on the cab, thus conserving
angular momentum. Roto-
gnap 18 initiated auto-
matically by an on-board
computer to keep the
rotofoil facing the ball.

Each rotofoil has a
““bumpfield’’ that auto-
matically reflects all ob-
Jects at a distance of two
squares (ten metres) on a
side,

The pullfield will ac-
tivate when the ball is one-
half square (two and a half
metres) away from the
bumpfield. he pullfield
will pull the ball to a
distance of one ball
diameter away from the
bumpfield, on the opposing
players goal side. The
rotofoil with rotosnap to
face the ball. The pullfield
requires energy to work,
and so the rotofoils
thrusters are reduced to
twenty-five percent.

The pushfield will push
the ball away from the
player.

he game can be divided
into two halves, offense and
defense.
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Offense

At the face-off always have
your stick pushed forward,
move out, and capture the
ball. Don't blast the second
that you get the ball, wait
until yout rotognap around
to face the goal, move
towards it remembering
that the goals will be mov-
ing in the direction that the
ball was first fired in.

When the ball is aimed at
the goals, blast. Remember
that the further back you
are the more points you get.
After a while try some
angle shots, by swinging
the rotofoil from side to
side, you can shoot the ball
at an angle at the goal, this
18§ handy for evading a
blocker.

If you want to get the
full three points, try this.
Pull back with the ball until
you can only just see the
top of the beams, then blow
the ball, the blast will bring
you back over the horizon,
and you will score three
points.

If you are really good,
you can dribble the ball,
this 1s done by keeping
your button down as you
approach the ball, this
means that you ecan go
much faster down the field,
when you want to score,
simply capture the ball,
line up and shoot.

When being pursued
from behind, if you are
clever you can knock your
opponent right off course
by letting him nudge your
backside forcefield and at
the same time fire your
ball, you will be pushed
back into the other rotofoil,

and, because all collisions
are elastic, after the colli-
sion, he will be going
backwards, and you will be
going full speed towards
the ball that your fired.
Droids are wvery good for
this tactic, since their in-
telligence can't handle the
sudden change.

Defense
Not even a Masterblazer
has the ball all the time, so
a good defense is essential
to any player.

If you are chasing the

other player, don't get
caught behind him, jam
him from the side, and

blast at the ball, when you
free it, race to capture the
ball, but remember the
other player will try to do
exactly the same, so you
have to be fast,

You can tell the best time
to blast by the buzzing
sound that the forcefields
cause, the louder the buzz,
the more interference your
blast can cause to the balls’
position.

Blocking is harder, the
trick is to cheat a bit and
look at your opponents
screen and see where he is
going to go and get in front
of him, keep him centred in
your view screen, and try
to keep in front of the
goalbeams that you can see
in the opponents display.

Movement

At first, rotosnapping may
cause some confusion, but
try to make everything
much more natural, don't
try to fight a rotosnap by
plunging backwards or
sideways, but use it to your
advantage.

When playing advanced
droids remember that they
never move until the face-
off music is over. 8o use
this to move to one side of
the centre, this may help
you gain that extra ground
towards the ball. As soon as
the ball appears move for-
ward, an to the side
towards the ball, this will
ensure that you get to it
first.

When you are up close to
the boundary, and you
have the ball, to get back to
the three point range, push
forward and blast, the
resulting backlash means
that you can capture the
ball on its rebound, this
also confuses the other
player, since he will
rotosnap twice, and will not
know where he is facing.

Let play commence. . .
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Ever wanted fame and fortune in one of Britain's
leading computer magazines?

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

We are looking for programs to publish for the
following machines: Commodore 64, VIC, C16, Plus/4,
Spectrum, Oric/Atmos, Atari 400, 600XL, 800, BOOXL,
B5XE, BBC, Electron, Amstrad and TI-89/4A (BASIC or
Extended).

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

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

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

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

We pay well for all listings published.

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

Computer Gamer Program Bubmissions
1 Golden Sguare, London W1R 3AB

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

Address: ........

Tolophon®: . ..... . sssssscecsnssmmnnssnnracssanh
CompubertyPe: . .-« . vt aeemranrarans s
Computermodel: ........ ..o nanrnssnn
FPrOgraif OAME! . .. - ccsss s sasadrsoanaasrrancyacs
Additional detallB: . . . . .« c -t ccs s a s i
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THE WAY OF THE TIGER

Coming soon on Spectrum 48K, Amstrad

@ & Commodore 64/128

emlin Graphics
ftware Limited,
pha House,

Carver Street,
effield S1 4FS.

1:(0742) 753423




Title:
Computer:
Supplier:
Price:

ol ® 4

You are John Rambo and
your mission is to obtain
evidence that American
soldiers are being held cap-
tive in the Vietnamese
jungle.
our are dropped to the
south of the suspected
camp and have to fight
your way through the
jungle B&Et enemy guards.
Your CO’s orders are quite
precise, don’'t engage the
enemy and don't attempt a
rescue., You disobey the
first of these orders when
yvou cut down your first vie-
tim. The second goes as well
when you find your old
buddy tied to a bamboo
cross in the POW camp.

You start your mission
with three weapons, a self-
repeating knife and normal
and explosive arrows. On
yvour route you will also
find a machine gun and a
box of grenades.

It’s best to start with one
of the silent weapons or
you'll be swamped and
yvour mission will end.

Your choice of weapons
is displayed at the bottom
of the screen which
overlays part of the jungle
SCEMne.

According to the packag-
iﬂgl the game includes a
million square feet of
jungle (to scale) but most of
the action takes place
around the POW camp.

Once you've found a way
into the camp, past the
barbed wire and gun
towers, you must cut your
buddy free then escape 0 a
helicopter north of the
camp then return as a hero
to rescue the others.

Unfortunately, up fto
now, sach time I've return-
ed to die like a hero. But
after a guick pause for a
dead hero another Hambo
lookalike is ready to take

his I—P :

aving plaged Who
Dares Wins and Commando
before reviewing this game
I was expecting just morse
of the same but the choice

Eecaans Star Guide

Black Hole — This should ;n; %vﬂﬂeﬂ] a.i:':l all ngﬁst%
as anything that ge oclose to 1
is unmadiatelg sucked into the
vacuurin. %Oma given this
descripttnn is totally void of any

interesting features.

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

Bright Star — Like your sun, games given this

description will be bright and in-
tareft.jn?g and will support intelli-
e
Red Giant — rightar than a bright star such a
. ame will have an outstanding
eature or game system.

e with a Nova
.;‘r'} you should immediately
iufgtll“nuhda.nd buy 1;1; H:':iva.a a.ifla

r and s r and can

fluence nmmmrmg planets.
This is the ultimate in stellar
systems for this ineredible explo-
sion of a star can effect entire
galaxies. If a supernova game
runs on a computer that you don't
have then buy the ine and

then buy the gamel
“., .&ithr;:-u at first nebulae look
t a,n:l intere they are in
= constructed totally from hot
sses. Beware of any game carry-
this symbol as you will pro-
ably find it disappointing.

Planet ratings Game symbols.

Planet ratings are marks __1hese symbols indicate

pecif which category the game
E?taufgfi‘fﬁi‘}%m 11?1:11;_?3: belongs in. It is however

Originality, graphics, use Possible for a game to be in

Nova — If you see a

Supernova —

Nebula —

mach more than one group in
Efnn , - sqhonad e which case more than one
Originality — How symbol will appear by the

original is the game? Is it a TeView.

completely new idea or is it
the 83rd version of Pac- Adventurse
ITIATL.
Action m
Graphice — Do the —
Graphiecs amaze your Simulation ﬁ,ﬂ
gégnda or send them t0 gtrategy =
p. ;-
Sports [ow
Use of machine — does Wat:
the game push the Wargdame.

machines hardware to the
limits or was it written in

L
Number of players
three lines of Basic.

minimum/maximum

Value for money — 1Is it Joysticks
daylight robbery or a steal? required/optional.
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of weapons and the
scenario of rescuing
Hgmﬂnara rather than just

hting through screens
makes Rambo the tough-
guy of this new type of

shoot em up games. T.H,
PLANET RATINGS

Originality iy
Graphics e
Use of machine Ll L
Value for money asse

STAR RATING
Red Giant

<]

Title:
Computer:
Supplier:
Price:

i #

In the game based on the
; toln-op Bank Panic g'cmr
r that is job is to take money from
y similar the hardworking people of
Soft City and protect it from
mlﬂliﬂ 3 theoutlaws. Such is the life
tand in- B o Hat E;mll: clﬂlél;lt:l? a Eri.}g

w WIL cau na go

g B banx n 1
an as twelve
mm ¥ doors of which three ap-
S [EAr on the screen at any

a Nova one time.

One of the games nine
characters will then come
0 each door and you have
0 take the money from a
gitizen or shoot an outlaw
before he shoots you. Shoot,
8 citizen and you lose one of
your three lives.

This continues with the
doors opening and closing
al an alarming rate presen-
dng you with split-second
decisions whether to take
their deposit or deposit
some lead in them.

. Once you've collected

West Bank
apectrum
Gremlin Graphics
£7.95

are in a straight gun fight
situation against three
killers who you must shoot
after they draw but before
they gun you down. A big
bonus score can be won in
these fights as can extra
lives but a mistake could
lose you a life.

Assuming wyou survive
it's back to the bank for
more customers. These in-
clude Daisy the jewellers
daughter (a real gem),
Alfred and Joe Dalton
(outlaws that you must
shoot on sight), Bowie a

dwarf who keeps a bomb
under his hat and a dandy
called Julius.

The outlaws and the law-
abiding citizens present no
real problems as they can
be dealt with quickly but
the real tricky ones are the
characters like Julius who
may give you some gold or
he may shoot you. The
temnptation is there to kill
him as soon as you see him
(remembering how he shot
you in the last game) only
to lose a life for shooting an
innocent man. The other
danger is if you ignore him
to deal with some other
doors you'll probably be

The game sounds almost

ers@@ [f money from all twelve
num |J @ doors you've completed the
first phase. Complete ©
8 phases and you're halfway
3l ‘ - thmugbh the game. gunned down.
e In between phases you
ARY 1€ COMPUTER GAMER FEBRUARY 1986

5 =
________

too simple but is
ridiculously addictive as
the combinations of the
characters that are thrown
at you will keep you on
Your toes an will
arantee that you will
ave ‘‘just one more
game'’. T™H

PLANET RATINGS

Originality [ ]
Graphics [ I T ]
Use of machine [ I T ]

Value for money

STAR RATING
Bright Star

Title:
Computer:
Supplier:
Price:

[ ]
[II! ‘-"—"‘j R
The latest game from
Lucasfilm. e FEidolon

takes advantage of the
brilliant fractal-like
graphiecs used in Fractulas
and Koronis Rift.

To those amongst you
who don't know what the
title means, that included
me until I looked it up, the
word eidolon (pronounced
i-do-lon) means ‘“‘an image
phantom' or idea, the word
applies to any game really,
and doesn't really suit the
idea of this game, but who

The Eidolon
Atari, C64
Activision
£9.95

cares?

The game is based on the
idea of tunnels undernsath
the earth, and of the
treasures to be found in
them, the idea is, that you
are in control of a machine, -

which looks like something
out of ““dJourney to the Cen-
tre of the Barth', and the

anal goes deeper than
that%und you are tun-
nels and caves, inhabited
by musical monsters, the
meanest of which is a
dragon. Your craft has a
temperature gauge to tell
you how close you are to
ﬂlﬂ dragon, more on this
r.



As you go through the
game you pick up crystals,
which ‘“‘float’’ just below
ceiling h t, pick up too
many, and you risk an
overload, too few, and you
put your life at risk.

The idea is to go around,
locate three special col-
oured crystals which you
require to get on to the next
level. However, you have to
kill the various monsters
protecting them with the
ordinary crystals before
you can get the coloured
ones, and then once you
have all three, confront the
dragon, and blast him until
he dies, this allows you to
proceed on further into the
game.

The phics are really
good, e caves look ver{
realistic, the joystic

response is good, and fin-
ding your way arcund will
be tricky without a map, r};r.:r

a8

doubt thousands w
published.

Title:
Coemputer:
Supplier:
Price:

il ¢ 4
This game forms the first of
the second lot of games
frorn Lucasfilm, the first
two being Ballblazer and
Fractulas, once again, the
graphies are stunning,
unreal comes to mind.

The game is really a se-
quel to Fractulas, only it
looks like a quick-plot
change has taken place.
You play the part of a
‘‘tachino-scavenger'’, hun-
ting around trying to find

machines that belonged to
““The Ancients’’, these seaIm
to be worth quite a bit
into ac-
count the Great Madness
and all that. However, after
malfunction on

you find
orbit around
the legendary Koronis Rift
(pronounced ‘‘ko-ro-nis’’),
home tO many a treasure,
and what makes it even bet-

nowadays, taking

a computer
your ship,
yourself in

Koronis Rift
Atari, C64
Activision
£9.95

This game also suffers
the same problems as Frac-
tulas, it does get a bit
tedious after a while,
however it is the best three-
dee maze game I have ever
geen. The animation of the

monsters is very good, and
in particular the dragon is
very menacing. For once,
the game also sounds Very
realistic ag well, your ears
are confronted with a deep
wl of a dragon who
oesn't look very happy.

rather than the usual laser
ZAD.
A good game, but per-

haps a little bit slow.
PLANET RATINGS

Originality L]
Graphics EX F T L]
Use of machine Y11
Value for money Gan
STAR RATING ' ]
Red Giant {:}_

ter is the fact that the place
is deserted, mega-bucks
lighting up on your cal-
culator as you go down for
a closer look.

Alas, the ancient defense
network does not Know
that times have changed,
and promptly attacks you.
This does not make your
task an easy one.

Your ship can hold six
cargoes, but your guns and
radar take up two compart-
ments, sell them at your
l:-arﬂ'. You also have a cute

ittle droid craft that does
all the looting for you, but

to gsend him out, you have
to land, and the coast has to
be clear.

The graphics have
become slightly more refin-
ed since Fractulas, there
aren’'t as many mountains,
an the whole landscape is
much more believable. The
shading on the ship is also
very good, and takes advan-
tage of the Atari’s graphics
to the full.

The aliens and hulls
have also become much bet-
ter, having a definite shape
about them now, this helps
give the game more pur-
pose. Joystick response is
sometimes confusing,
don't mean that it's awful,
it just isn't very good.

The section onboard
your own ship, when the
machines are analysed 1is
superb, a robot looks at
everything as it passes
along a conveyer belt, he
can even take the stuff to
bits for you, the animation
is well layed out, and
thoughtfully uenced.

The levels of difficulty
are changed when Yyou
return back to the main

ship, each level of dﬂicul:;f
is called & rift, the only dii-

Title:
Computer:
supplier:

Price: £7.95

Gargoyle Games latest ef-
fort is a departure from the
style established in their
earlier games such as the
Dun Darach and Marsport.
Gone are the immensely
complex series of problems
that those games presented
you with, and gone too is
the distinctive Gargoyle
style of graphics.

In their place we nNOwW
have a game that, in terms
of its graphics and the
nature of the problems to
be solved, owes much to
Alien 8-and Enight Lore,
but also has the exira
elements of imagination
and a truly warped sense of
humour which combine to
make Sweevo's World the
most enjoyable game I've
played for ages.

The aforementioned
dweevo is a Self Willed Ex-
treme Environmental Voca-
tional Organism, but not a

Fa.rticulﬂ.ﬂ;r ood one un-
ortunately. So, instead of -
going off to clean up

lanets like all the other
weevo'g, this one has been
given the task of ﬂleanms
up an artificial asterol
known as Knutz Folly
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ference that I could see 18
that the meanies geot
meaner.

After a while of playing
the game, you can't help
thinking that the game is
exactly the same as Frac-
tulas, with a different
storyline. If you liked Frac-
tulas, you will love this, if
you are about to buy Frac-
tulas, buy this instead, it's
much better. GD

PLANET RATINGS

Originality &
Graphics S808
Use of machine (1]
Value for money e
STAR RATING

Bright Star O

Sweevo's World
Spectrum (48K)
Gargoyle Games

(after the mad Baron Nutz
and his wife Hazel, who
created the place). ‘Clean-

ing up’ means getting rid of
the assorted weird beings
that the Baron filled the
place with.

The rooms in the
asgteroid, and the overall
raphic style of the game,

ear a striking
resemblance to those in
Knight Lore and Alien 8 as
I have already mentioned
— a slightly overhead view
of rooms filled with blocks
of stone and other obstacles
that have to be gotten
around. But, unlike
Sabreman and Alien B8,
Sweevo cannot jump over
obstacles and must instead
use the elevator pads that
rise up out of the ground
when he steps on them.
However, even then Sweavo
often isn’t high enough in
the air to get over obstacles
and so you have to figure
out how to use some of the
objects that are littersd
around the rooms to help
him out.

Where the weird sense of
humour comes in, is in the
type of obstacles and pro-
blems that SBweevo 1S con-
fronted with. Some of the

deadliest obstacles in the
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Title:

Computer:
Supplier:

Evil Crown
Cé4, Spectrum
Mind Games (Argus Press

Software)

Price:

K,

In days of old when knights
were bold and Barons
weren't elected, how their
days would end would all
depend on which icon
they'd selected? Yes, Ewil
(rown is an icon driven
sirategy game set in the
Middle Ages.

Starting off as a Baron,
the idea of the game is to
gelze any slightest chance
of power presented to you
and work your way slowly
up the social ladder until
you become king. This
generally involves being
nagtier than everybody
gise, but take care. One
false step and you could
find your head parting
tompany with your neck.

You must manage and
increase your estate, by
keeping your peasants in
order and also increasing
your fame (or infamy) by

Title:

Computer:
Supplier:
Price:

i =] #

The Allies are losing the
war. Not only that, but the
Enemy has almost com-
pleted its research into
developing the atomic
bomb. Aircraft raids and
commando raids have fail-
ed to take out the research
plant. It i8 just possaible
though that a sea attack
might, just might, get
through and it has fallen
on your shoulders as Cap-
fin of the Undaunted to
try. The plot is a mixture of
the films Herocoes of
Telemark, Guns of

doing well in the tour-
naments. You start off in
the year 1160 and must set
the t;ev?%ls for t?lx, tolls,
scutage (how much you pay
the King to stop him nick-
ing your militia etc). You
must also decide how much
to spend or pay for troops,
buying food for the
peasants and the forthcom-
ing tournament. You can
also select another menu of

EVIL - =
ROWN

1o
aBCuS PRESS BOFTHARELTE
:,"n:u"nn FLRRELTE

icons which show how well
you are doing in varying
agpects such as fame, trade
and loyalty.

The tournament is the
only action part of the game
where you try to unseat
your opponent as he does
likewise to you. How well
you do and what sort of
show you put on affects
many deecisions. After the
tourney, you may be called
to battle, or your peasant’s
may revolt. You then see
the results of the year’'s
harvest and get details of
the year's income and

Death Wake
Spectrum
Quicksilva
47.95

Navarone and the game
Beach-Head.

Before you start the ac-
tion sequences, you are
presented with a map
shnwin%_ the position of

our orces and the

nemy's and you e¢an
target your aircraft on
some of their installations.
In the early stages, it is best
to try and knock out their
airfields. When you have
selected your targets (by
moving a oursor) you
soramble your aircraft and
the results of the attack are
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hEVIEWS

losses.

The main problem with
this game is that there area
huge number of variables
to consider and you are
given no help at all as to
what initial strategy to
follow., The combat se-
quences are also rather un-
satisfactory. This is a pity
because I feel the deep
down, there is a very good
game trying to get out. As it
is, you will need an awful
lot of patience and trial and
arror to get into it.

PLANET RATINGS

Originality eSS
Graphics sEs
Use of machine (I 1]
Value for money a8 s
S8TAR RATING

Bright Star

displayed — a shaded

square and the base i8 out
for one phase and a black
square meaning two
phases.

The scene now switches
to an overhead view of the
Undaunted and two accom-
g&n}ring mine sweepers.

he first attack wave is
torpedo planes with subse-
gquent ones featuring
minefields, torpedoes,
patrol boats and destroyers
before vou're allowed a
crack at the factory.

When fighting the

lanes, if you keep your
inger on the button, you
can move your sights and
fire automatically. If you
take your finger off the but-
ton, you can move your
shipse and try and dodge the
torpedoes. This is quite an
art and takes some practis-
ing. Your mine sweepers
can only take one hit before
sinking whilst you can sur-
vive three — just (99%
damage).

The planes are
reasonably eagy to shoot
down with three ships, dif-
ficult with two and prac-
tically impossible with one.
I don't know how many

you have to shoot down to
get on to the next wave as
one the few occasions I
reached sixteen hits, the
game took me t into
the high score table. In-
cidentally, it i8 extremely
unrealistic to require a
specific number to be shot
own. An opposing force
would send in say 36
torpedo planes and when
they have all fired their
weapons, that would be it.
Overall, this is not one of
uickegilva's better games.
t lacks the excitement of
Beach-head and you can't
help but feel that you've

seen it all before. G.H.
FLANET RATINGS
Originality [ '}
Graphics sSes
Use of machine '8y
Value for money L 1
STAR RATING

Bright Star
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Title:
Computer:

Supplier:
Price:

i & &
It was your own fault for
entering the tunnel in the
first place. But then again,
how were you to know that
it was a warp tunnel and
that you would end up be-
ing sucked into Professor
Brainstorm's castle.
Brainstorm is the title of
a new budget arcade adven-
ture from Bubblebus. You
play Robin Banks and you
must try and escape from
the aforementioned castle.
As there are six hundred
and fifty screens of mazes,

Title:
Computer:
Supplier:
Price:

Olympic Decathlon is one of
those games which will ap-
peal to those who love
sports, but cannot find the
energy to go out and inflict
any of the sports depicted
in this game.

In fact, so realistic are
gsome of the games, that 1
ended up making the same
old mistakes in the game as
what I ended up doing at
school athletics.

Anyway, I must confess
that I am not really a lover
of athletics, and even less at
sports simulations, but this
game has got me hooked,
perhaps because the game

66

T S e e
o s B et
-\.'h\:_‘_. 5 _-\.?_;" % .--\.- &.?{;ﬁ\

Brainstorm
Spectrum
Bubblebus
£1.99

passages and locked doors,
this is8 going to be none to
easy, especially as you have
the clones to contend with.
These little nasties in the
shape of wheels, pterodac-
tyles and carniverous fish
are hell bent on stopping
you but you can blast them
to your heart's content.
The locked doors are col-
our coded and you need to
find the appropriate key
before ¥you can PpAass
through. You can only
carry three keys at a time
however and so you have to
work out which ones you
no longer need. A nilce
touch is that the keys, as

Olympic Decathlon
BBC B

Alligata Software
£ 7.95

is well written, with a
number of different sports
to play from, normally
ranging between running,
jumping and throwing
sports.

The graphics are very
good, and there is some
nice music, which, I am
afraid cannot be turned off,
it is also quite loud, so I
wouldn't recommend it for
midnight playing.

Probably the most
popular option will be to
practice individual games, I
still haven't been able to
break any world records,
bar the discus champion-
ship, which is, probably
the easiest game to start
with, as it involves throw-

ing.

gﬂ‘ you have a joystick,
then I would strongly
recommend that you use it,
as the keys come under
some hefty bashing. You
can always tell the
Decathlon games in the ar-
cade as the players are the
ones smashing the hell out
of the keypads, and none of
the bouncers seem to mind.

well as being different col-
ours, are also different
ghapes to further add to the
complication. Some careful
mapping will be needed if
you are to gert very far.

You have two indicators,
damage and energy.
Damage can be repaired,
but only at the expense of
energy. BExtra packs of
anergy can be found lying
about. There are also many
other items to be collected
8n route.

Brainstorm is eveything
a budget game should be,

bright, colourful and fun to
play. My only quibble is
that is too easy to get killed.
Another couple of lives or
less damage sustained on
collision with a clone would

have been better. G.H.
PLANET RATINGS
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STAR RATING
Bright Star
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The game boasts some
very smooth sideways
gerolling and some clever
advertisements, but the
game becomes even Imore
exciting, when it comes to
the 100 meter dash, as you
have to pit your wite bet-
ween both qualifying times
and the computer oppo-
nent.

The games are played by
a menu, and then loaded
from disc, which means
that the individual games
can afford to be detailed
“Running'’ is very difficult
but Shotput, Javelin and
Discusg, are by comparison
guite easy, Hurdles and
Long Jump are also quite
difficult, but, by far the
hardest are Pole Vault and
High Jump, which require
very precise action. . .still

- Pitle:
Computer:
Supplier:
Price:

i # 4
‘“This is the Captain's log of
the USS Omnibus travelling
in deep space to deliver food
supplies _
Niblondis. Unfortunately
we have a small problem,
meteors have pierced the
ship and the hideous ravag-
ing Bogloids have started to

to the planet -

eat the supplies — and the

bubble biss

=
-

I'1l get over the beams in
the end.

Olympic Decathlon is a
game I would recommend,
gimply because it 18 80
realistic at times. If you are
daunted by games that at
first seem impossible, then
don't go for it, but I'm
hoocked and I don't even
like competing sports,
anyway, must dash, I'm
competing in the 100 metar
race this afternoon.

PLANET RATINGS

Originality
Graphics

Use of machine
Value for money

STAR RATING
Red Giant

Space Doubt
Commodore 64
CRL

£7.95

crew. Already Col Skvid-
jibod (the token
Norwegian) and Maj Under-
pant have been digested so0
its up to me (Lt Cdr Sock) to
clear the ship.”

Such is the scenario of
Space Doubt. The instruc
tions are contained in an
extremely witty cartoon
strip, though you donf¥
notice that they are Iin
structions to begin with —
you're too interested in
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beams in

1lon is &

reading the cartoon!

To play the game you
need to collect a power
plock and go in search of
the Bogloids, these you can
ZAp to your heart's content.
You can also seal up the
holes that they make. The

ower block is very much

g a flame thrower, how it
tcan fix holes and fr;.r
Bogloids as well, I don't
now.

The game is played on a
gtreen to screen basis with
lote of numbered rooms.
Access to rooms is through

computer operated doors
that might (or might notl)
Open.

80, that's the crux of the
ame, simple, but effective.
he thread of humour that

runs through the game is
very good and the game
itself is quite good and col-
ourful.

For a further taste of
‘SBpace Doubt’, Computer
Gamer will be running the
continuing adventure of
the USS Omnibus in further
issues of the magazine (see
last issue and this issue

STAR RATING
Red Giant
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If you are e f:&ﬁ, By
5 that at S A S0 L o
ible, then ol i e
put I'm F%)
n't even §
sports, '
ash, I'm
|00 meter
1. CcG
q ing from left to right is ok, appreciate it.
but to travel further from To sum up, great
soee : and nearer to the moun- graphics. great concept,
Ll 1] Bk T YT T L] tains I‘E?LHI‘IEIS vou to go off ut disappointing due to a
aee S TIIIITILILII : : ; Efﬁ?ﬂjﬂﬂy:ﬁ:ﬁé}}faan, ‘btut éwith few small design errors. MR
sens £ % % ick pointing up
: SCORE w m TiE S g = or down as required — very PLANET RATINGS
' @ confusing. ..

Various nasties are out Originality YT
to get you, Including a Graphics oees
homing tortoise, a pre- Useof machine oS
historic kangarco, and Valuefor money ase

[€]

ol Skwvid-
token

Title:
Computer:

Supplier:
Price:

i) # &

Yabba Dabba Doo
Commodore 64
Quicksilva

£ 7.985

finding rocks to build your
house with and clearing up

yvour faithful dog-thing.

I thought that these
ereatures were far to
beligerent, and along with
the awkward movements,
contributed to spoil the
whole game. It looked like
the designer/programmer
couldn’'t be bothered to

STAR RATING
White Dwarf

faj Under- other (unsuitable for think up some better ways
igested sO building) rocks. of hindering the player, so
ir Sock) to Based around the popular Other parts of the game just made a few sprites
and timeless (literallyl) involve driving around in wander around the screen
cenario of@@ children’s cartoon, YDD your car, earning money at and give you no defence
e instruc- puts gml in the place of the quarry and hiring a against them. A club to
ned in an@ Fred Flintstone attempting dino to put the roof on. bash them over the head
r cartoon@ 0 build himself a house The animation and size with would be nice.
jou don't@ and lure Wilma into of the characters is very The game is not difficult
y are in-@ matrimony. ood though the transition — justhard. And this spoils
in with — This you do by marching rom screen to screen could it, especially for the
rested Iinj@ around the many screens be (an awful lot) better. Go- younger player who would

A\RY 1986
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Title:
Computer:
Supplier:
Price:

Transformers
C64/Spectrum
Ocean

£7.95

The Way of the Exploding Fist

Computer:
Supplier:
Price:

I.Iﬂh
per, you have come to learn
the way of the exploding

s0 young grass hop-

fist, it i8 a hard and
rigorous way, and those
who do not master the old
WAYS8 are shown no
mercy."

You still want to play?
Good, because ‘‘The Way of
the Exploding Fist' is an
excellent game full of sur-
prises and features.

Armed with my trusty
joystick I set out from
‘‘novice and many hours
later, competed my way up
the fifth dan (about half
way), now nonchalantly
humming the music (which
cannot be turned off once
in the game!) I was defeated
by an expert in Fist (why
does that remind me of a
Monty Python sketch?),
““‘ahhh sooo!'’, I screamed,
and prepared myself for
another good few hours of
play.

Fist 18 not exactly the
same as the arcade ver-
sions, but it has a good stab
at it, if you are familar with
this kind of game, then im-
agine no climbing over lad-
ders and walls and one op-
ponent at a time, and I

think you have a good idea
of what the game has to of-

6O

BBC B
Melbourne House
4£7.98

fer,

I-Eegbc-a.rd play is possi-
ble, but quite frankly I
don't recommend it, hun-
ched up in one corner of the
keyboard isn't my idea of
comfortable play, but it
does allow the option of one
or two players on keyboard
(yes you can inflict the
most horrible wounds on
your best friend without
even touching) or even one
player on joystick and
another on keyboard,
should you want the two
player option.

There are eight basic
moves in this game, all of
which are reversed
automatically, should you
jump behind your oppo-
nent to give him one of
those kidney-rupturing
jabs, the master, who
judges whether the moves
are well-executed or not
awards you either a half
point or a full point depeng-
ing on distance from your
opponent whilst punching
and also movements before
and after striking.

In all, Fist is a satisfying
game, the graphics are nice
and although the screen is
a little uninspiring (a few
more pagoda’s pleasel) and
the music accompaniment
gets really monotonous
with no sound on/off key.
It is8 a highly enjﬂyabﬂf
game, if you like the arcade
versions. CG

PLANET RATINGS

Originality [T 1]
Graphics sene
Use of machine [ X 1 1]
Value for money sSo8e

STAR RATING

The Earth has been invaded
by powerful robots called
the Decepticons and it's up
to Optimus Prime, Hound,
Jazz, Mirage and
Bumblebee to save the day.
They are the Autobots
which are better known as
the Transformers.

To defeat the Decepticons
the Transformers must col-
lect the four pileces of the
Autobot Energen cube and.
assemble it in the Autobot
centre before the Decep-
ticons destroy them and the
cube.

Luckily the Trans-
formerse c¢an hide and
regain their strength in the
Defensa pods that are scat-
tered around a maze like
structure of pipes that form
slopes, ramps and stairs.

Unfortunately you can
only use one Transformer
at a time so you have to
move around the maze as

Title:
Computer:
Supplier:
Price:

gquickly as possible. This is
achieved by transforming
from robot to earth vehicle
to suit the terrain. For ex-
ample Jazz as a robot can
navigate stairs and fly but
can move faster along the
straights and ramps as a
truck.

Soon the Decepticons
will find yvou and although
you can keep them at bay
with your blaster this will
soon drain your energy so
it's best to head for a defen-
sa pod to recover and con-
tinue the game with a dif-
ferent transformer.

PLANET RATINGS

Originality se8s
Graphics L 1 1)
Use of machine L 1]}
Value for money L1 ]

STAR RATING
Bright Star
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Their Finest Hour
Spectrum

Century Hutchinson
£10.99

{Fewtury com

]
]

Their Finest Hour puts you
in charge of fighter com-
mand just as the Battle of
Britain begins. Your job is
to turn back the might of

the Luftwaffe in either a
single day or over a com-
plete campaign lasting a
month from the 12th of
August.

t Your disposal you
have the squadrons of spit-
fires and hurricanes at ten
airfields with which you
must defend the ports and
cities of southern England.

As soon as the first
enemy are spotted over the
channel you must sound
the alarm and get your
planes in the air to intecept
them and the battle begins.

You control the action
through a series of icons
and a cursor that moves
over a map of southern
England which can be
magnified to show more

clearly the plane forma-
tions.

It takes a while to learn
how to use the icons and
the cursor together which
is essential if you are to win
the day. If you select the I
(information) icon whils
the cursor is over &
squadron it will give you a
breakdown of its contents.

Selecting the icon of a
plane moves a selected
squadron on a course to the
cursors present location. If
you judge this right then a
squadron will successfully
intercept the enemy and a
battle will begin but if you
misjudge it then the
squadron will circle at its
destination wuntil ordered
again. -

When a battle begins a
message is flashed up to
warn you and you are given
a full breakdown of the op-
posing forces. For example
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oe spitfires are lucky and
have found a squadron of
bombers without fighter
gscort (no Me-109's). You
order them to fight with the
maximum aggrassion level
(6) and soon the enemy are
retreating. You order the
spitfires to pursue them.
Meanwhile on the other
side of the map 20 hurri-
canes aren’'t so lucky and
are outnumbered by enemy
fighters so you pull them
out (aggression 0) and send
in some spitfires.
Unfortunately soon
other messages are flashed
onto the screen telling you
that the pilots are getting
tired and some are at the
end of their tether. You
have no alternative, you
have to order them bacl:: to
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their airfields as tired
pilots can rapidly become
dead pilots.

Memos from your
superiors start appearing
warning you to change
your strategy as the ports
are getting a pasting.

Finally the day is lost
and Churchill demands
your resignation.

Perhaps next time you'll
do better. There's enough
to think about in the one
day game but there's a lot
more in the campaign
game. Not only do you have
to find an answer to the
problems of when to send
upci.'::mr planes, how many,
and even what alert to put
them on (if they're in their
planes on the ground
they’ll react quicker but

Fight Night

Computer:
Supplier:
Price:

SIREIP S

Fight Night is the latest in a
long line of boxing simula-
tions which takes the best
parts from its forerunners
and builds around the
theme,
The fight sequences take
the more usual form of a
lateral view rather than the
behind-the-shoulder view-
oint of Frank Bruno's
oxing. Using the joystick
to select your punch you
enter a pitched battle
against a series of five op-
ponents. These can be

Cé4
US Gold
£9.98

chosen from a fixed selec-
tion of fighters or a series
of constructed boxers
which wyou have created
yourself.

Constructing boxers is

quite a challenge. You
select the combination of
legs, head and body which
you think most suitable
and then you can alter the
colours of the shorts,
gloves and skin. The final
decision ermits the at-
tributes of the constructed
fighter to be set. This con-
sists of a series of balances
such as jab to punch power
ratios, offensive to defen-

COMPUTER GAMER FEBRUARY 1986

REVIEWS

also tire easily) but you also
have to rest battle weary
pilots in BScotland, place
reinforcement planes and
flack guns and repair
damaged radar stations
and airfields!

Luckily there's also a
save game option to rest
tired players and a pause
facility.

If that's not enough you
can also alter the pace of
the game by changing the
clock speed to 255 to play it
a8 a board game to panic
level at around 50 and im-
possible at 1.

Their Finest Hour has
uite a pedigree behind it.
t is published by the com-

pany that brought you the
excellent Fourt rotocol

and is co-written by John
Wilson and Nicky Palmer
who has not only written
countless books and
magazine articles on
wargaming he was also a
stalwart of the sadly
defucnt National Games
Club.

An excellent game that
will be played for months to

come. T.H,
PLANET RATINGS
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sive moves for computer
controlled fighters, as well
as brains to action ratio
which determines the
number of correct and in-
correct moves the boxer
makes,

Like a computerised Dr
Frankenstein, your crea-
tions can turn out to be real
odd-ball, misshapen
monsters who can be mat-
ched against one another in
sparring sessions or taken
for training.

Sparring sessions allow
you to call up any two box-
ars for a practice bout so
that you can see how your
constructed players have
turned out before entering
them into a series of bouts.
On the other hand, training
will teach you important
sequences of punches and
allow you to practice them
at varying speeds.

The disk version of the
ame has an option which
o8 not appear on the

cassette version. This is the
ability to set up a two
player tournament in
which a series of knockout
championshop bouts can be
organised and fought until
a champion is decided
upon.

this

—r

' -I;!I'i':lli',-HE'i!ll!i!IIi‘:illﬁii[ll'll!l]lltﬁl

The fighters movements
are displayed in smooth
cartoon graphies and the
fixed set of boxers show lit-
tle concern for the rules by
wearing hats in the ring.
The Cuban contender, Kid
Kastro, even smokes a cigar
throughout his fights. As
far as the actual play is con-
cerned, Fight Night ap-
pears no better or no worse
than most of the currently
available games but does of-
fer one or two little extras
which may give it an edge
in what is rapidly becoming
an overcrowded market. JG
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Title:
Computer:

Supplier:
Price:

il # &

This is a conversion of the
popular game for the Spec-
trum that was launched
some time ago. However, it
has lost none of its appeal
in either time or conver-
sion.

The Amstrad’'s capa-
bilities have been used to
the full, and the colour
usage and animation 1is
very good. The pseudo-
overlapping menus look
Very nice.

The game is a 3D-plan
view game with you con-
trolling your plane over a
ggrolling wrap-around
landscape. You have a
number of targets to
destroy and a limited
amount of time in which to
knobble them. To do this
you have an amount of fuel
and 10 bombs, therse can
be replenished by landing
at your base.

The low level bit of the
game comes in when bomb-

Title:
Computer:
Supplier:
Price:

sl bl # 4
Elite with grass, is all that I
can say about this game, If
you have ever wondered
why Atari owners stopped
winging about the lack of
Elite for their old type 6502
Ataris a couple of months
ago, then Commodore 64
owners will soon be able to
find out. j

Mercenary — Egscape
from Targ is a 3D wvector
graphic game of epic pro-
portions. You are cast as a
Mercenary en route bet-
ween star systems that has
a blow out in his novadrive
(heh, heh), then follows a
lengthy, but entertaining
gequence where vou dive
towards a planet and end
up with your nose stuck in
the ground.

From there you must
progress to find the only
ship on the planet capable
of interplanetary travel. To
do this you must beg, bor-
row, and steal your way
around the planet — a few
jobs of work (remember the
title) may appear and there

Tornado Low Level (TLL)
Amstrad

Vortex

£7.95

in% the targets. The bombs
will only drop when you
are flying at your minimm
altitude. This means that
you are at the mercy of all
the trees, bulildings, and
telephone pylons that are
scattered about the land-
SCape.

Flying higher increases
yvour speed to breakneck,
and your wings swing back
in true Tornado fashion.
However even at high
altitude, there are a few
vary high bulildings to
crash into.

A good flying game, with
all the boring bits of flight
simulators taken out and
some good graphics thrown
in. MR

FLANET RATINGS
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STAR RATING
Red Giant

Mercenary
Commodore 64 /Atari
Novagen

£ 9.95

are lenty of other craft and
buildings for you to shoot
at (or not).

The 3D imagary is truly
brilliant and is up to Elite
standards, despite being
just a little bit jerky. The
game uses text input in an
adventure style as well as
the more usual graphical
sequences and there is a lot
of brain work needed. Your
main communication is
with your (t)rusty robot
friend Benson, who com-
municates with the outside
world on your behalf. 8o
vou can buy your first ship
through him, work out
how to fly the thing, and
your exploits continue
from there,

The Planet has two warr-
ing parties on it so their
should be plenty of work
for a mercenary like you.

An excellent game with
the quality of Elite, but
with a totally different
theme. Well worth buying,
in fact — excellent. MR
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Title:
Computer:
Supplier:

Scalextric
Commodore 64
Leisure Genius

£7.98

Racing games are getting
better and better, and like
this game, they are getting
more and more playable.
The game opens to a str-
ing of credits and copyright

messages, and Fleetwood

Title:
Computer:
Supplier:
Price;

i b= # &

If Microcosmica is Elite
without the graphics, then
battle of the planets is Elite
with just the graphics.

In a nutshell, you have a
ship that must defend five
planets against the baddie.
The baddie is Zoltar, and
you are G-Force, and as
this is the only connection
with Battle of the Planets,
apart from the title music, 1
shall review this game as if
it was a real game, and not
just another awful TV /Film
tie in. A

You can warp from
planet to planet by flyin
into a hyperspace gate an
selecting your destination.
FEach planet systemn has one
gate, one planet (generally
near each other) and what
seems to be one (or possibly
two) type(s) of enemy ship.
The enemy ships are dif-
ferent for each planet in
shape, speed, and
maneouverability.

Mac’'s theme from the
BBC's Formula 1 TV
coverage playing over the
top.

This is where the Scalex-
tric connection comes in.
You can select sections of
track from a range of stan-
dard Scalextric pleces. You
use these to build up a
track of yvour own. Bits in-

Battle of the Planets
spectrum

CRL

£7.98

After a time the landers
will drop down to a planet
and start a genocidal cam-
palgn against the populace,
if they get exterminated,
then you die, so it 18 in your
interests to KkKeep them
alive.

That's the plot (similar
to Defender/8targate 1is
some ways), quite simple?
Now comes the good bit. All
of this is played out in 3D
vector graphic battling, and
at such high spped and
smoothness of animation
that it makes (the rather
jerky) Spectrum Elite look
a bit tardy.

You are armed with
lagsers and missiles, and
have a range of in-
struments that are selected
with little icons that are in
a corner of the screen. The
left of the screen prints the
results of these icons, in ex-
tremely detailed barcharts
and pictographic represen-
tations.

Repairs, refueling, and
re-arming can be done at
planets (that you can ac-
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clude, not just straights
and different types of
curve, but chicanes, curved
chicanes, and banked sec-
tions.

The racing is not just
limited to two slots, a la
Racing Destruction Set, but
i3 more similar to wyour
standard racing game,
where yvou can drive
anywhere on the track.

0 players can play
each other on keyboard or
joystick, or against a com-
puter opponent with three
levels of competence,

tually land on! Very un-
Elite-like). On these
planets, you can fly to the
repair/refuel stations and
also shoot up any landers
that have found their way
to the surface.
Starting to play the game
is & bit odd, and it takes a
while to get used to the
‘navigational aid’ that tells
you where everything is ap-
roaching from. One pro-
lem that I found was that
the joystick is wupside-
down! Pulling the stick
back makes you dive and
pushing it forward makes
it climb! I remedied this on
& standard Atari joystick
by undoing the four screws
on the base, locating the
wires that are connected to
the circuit board inside and
unclip the blue and brown

The game is very well
put together and there are
some nice touches. The
speed of track drawing is a
bit slow, 80 ¢ycling through
the built in tracks can t.a.ﬁa
a long time. I would also
have liked to see a faciity
for modyfying an existing
track. You can also load
and save your own tracks
to build up a library of the
rather juicy ones.

The designer is very
good, and you knock up a
decent track wvery quickly.
Most of the main Grand

ones, swap these and all
should be well., This pro-
cess can be reversed as all
the wires are plugged
rather than soldered, so

normal service can be
resumed as soon as possi-
ble, though you'll be play-
ing this game for so long
that it is worth having a
doctored joystick especially
for it (I hawvel). A brilliant

game, well worth
having. MR
PLANET RATINGS
Originality 2888
(xraphics sess
Use of machine sene
Value for money L 7 7] )
STAR RATING
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Prix tracks are rep-
resented, though I would
like to have seen more
British tracks. Altogether a
very good game.

Title:
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Barry McGuigan World

b

Championship Boxing

Computer:
Supplier:
Price:

Converted from the C&4,
BMWCE is one of the better
boxing simulations cur-
rently on the market. As
usual, the aim is to work
your way up through the
rankings until you are in a
position to have a crack at
the World Championship
itself.

You start off by creating
a boxer, choosing his style
of boxing (from dancer to
slugger) etc. You then get a
profile of your boxer show-
ing his strengths and
weaknesses. Selecting an
opponent must be done
from those near you in the
rankings. You can opt to
gstart at number 19
amongst the ‘‘new pros'’ or
at number 10 as a con-
tender, which is con-
siderably more difficult.
Having studied your oppo-
nent’'s profile, you can ac-
cept or refuse the fight.

Next you must train
your man..There are bet-
ween 6 and 12 weeks before
the fight and these can be
devoted to five different
types of training — road
work, light bag, heavy bag,
weights and sparring. What
training you do affects
your stamina, strength, en-
durance and agility. It
would have been nice to see
a revised profile at the end
of training.

Then it's on to the bi
fight. Although schedule
for 10 or 12 three minute
rounds, most tend to finish
well inside the distance.
Both characters’ endurance

Spectrum
Activision
£7.99

levels are portrayed
throughout the course of
the bout and you will need
to keep a close eye on these.
One annoying feature is
that if you knock your op-

ponent down, his en-
durance leaps right up
whilst yours remains

static. That can’t be right!

Punches thrown depend
on how close you are to
your rival. If you are inside
(close to him) you need to
préss the fire button and
select one of four types of
punch. If you are outside,
you have one defensive
manoeuvre and three pun-
ches available to you by
way of keeping your finger
off the button. Movement of
both men is controlled by
the computer.

This is a very playable
game complemented by
nice graphics. The fact that
Barry McGuigan has just
won the sports personality
of the year award won't do
it any harm either,

PLANET RATINGS

Originality s
Graphics (1 1)
Use of machine LI 2T
Value for money L 12 1)

STAR RATING
Red Giant
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Title: Mikie
Computer: Spectrum
Supplier: Imagine
Price:

i ¢ L

Based on the arcade game
of the same name, Mikie
seas our hero trying to get a
message to his girlfriend.
The action takes place in an
American high achool and
to succeed, he must outwit
various school officials
such as the teacher, janitor
and chef.

In order to send the
message, Mikie must col-
lect the hearts which are ly-
ing around as each one he
gets represents a letter in
the message. On the first
screen, the action takes
place in the classroom with
the hearts being under the
other pupils' desks. To col-
lect them, Mikie must shift
the pupils using a
manoeuvre known as the
hip zap. This involves stan-
ding next to someone and
pressing the fire button
and the appropriate direc-
tion simultaneously. All
the time that this is hap-
pening, you are being chas-
ed round the classroom by
the teacher. Take too long
or get caught and you have
to start again.

When all the hearts have
been collected, a bell rings
and a sign above one of the
doors flashes '‘out'’.

Once outside, you have
to make your way along the
corridor to the next door.
This is the locker room.
Here, the hearts are in
threes and you collect them
by facing them and press-
ing the fire button. You can
also collect chickens and
basketballs which can be
used to hinder your
chasers. And so it con-
tinues through the canteen,
gym and schoolyard until
you eventually catch up
with your girlfriend.

The game is nice and col-
ourful with some good
graphics, the only pro-
blems coming when several
of the characters (all in

£7.95

black) are near each other.
There is also some excellent
musgic (for the Spectrum)
including A Hard Day's
Night by the Beatles.
Mikie is a pleasant
enough game to play but 1
doubt it has lasting appeal.

Title:
Computer:

Supplier:
Price:

laxl #
One of the most popular
types of game over the past
yvear has been the platform
game but it is becoming
very hackneyed these days
so it takes something pretty

special to make you sit up
and take notice, such as

PLANET RATINGS

Originality L]
Graphics (I 1 1]
Use of machine T X T
Value for money (1 1]
STAR RATING

Bright Star

Raiders of the Lost Ring
Spectrum

Arcade Systems
£5.95

stunning graphics, catchy
tunes and novel ideas.
Raiders of the Lost Ring
has none of these and what
it does have is extremely
poorly implemented.

I suppose 1 should have
got suspicious when the
game gives you 25 lives to
start off with! There is only
one way through each
screen which is depicted in

large
these are poor in the ex-
treme with some horren-
dous attribute problems.
Most of the screens have
the same sort of problems
to be solved involving jum-
ping onto ropes whilst
avolding arrows, rocks, ap-
ples and fireballs hurled by
animated garden gnomes
and statues,

There are keys to collect
and the odd banana to
boost your energy. There
are also two rather naff lit-
tle tunes, one before you
start and one every time
you die.
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Title:
Computer:

Supplier:
Price:

il # £

The town of Black Rock was
a nice peaceful town. Then,
one day, a telegram arrives.
‘““Whole loda baddies a
whoopin' and a wailin'
heading straight for town.
Lock up yer houses, bar up
ver shops and wait for the
Sheriff to clear out the
mobs. Ends."” As Sheriff

mone from all the
rewards.

Gunfight is depicted in
black and white cartoon-
like 3D graphics. As you
wander round the town,
any building that would be
in front of you disappears
g0 that you get a clear view
of the street, leaving only a
solid line to show you
where the wall is. Onece you
get used to the idea of walls
vanishing, the method
works well and the anima-
tion of your character is
well done although the
other people just slide

I would feel rather ag-
rieved if I had paid £1.99
or this rubbish. At its ac-
tual asking price of £5.95,

you would have more fun if
yvou bought six magazines
and typed in the listings.
Don't waste your mnneyﬂ
H

PLANET RATINGS

Originality
Graphics

Use of machine
Value for money

STAR RATING
Black Hole

[o]

Gunfight
spectrum
Ultimate
£9.95

Quickdraw, now is the time
to start earning your salary
and who knows, you might
even make yourself a bit of
around.

There are two types of
baddy for you to fight. The
ordinary bandit can be shot
on sight but wanted
eriminals insist on a

quickdraw shoot out. Here
the action shifts to a head
to head situation with
l;hing? moving so quickly

REVIEWS

gold. This can go up by col-

that wou are usually
blasted out of one of your
lives before you even have
time to think about pulling
the trigger. Some baddies
will be on horseback and
vou have to given chase
providing you c¢an find
your own horse first.
Scoring in the game
revolves around money.
You get the chance to build
your initial bank balance at
the start of the game by
shooting falling bags of

lecting your salary and
reward money but can also
go down wvery quickly as
well. Not only do you have
to pay for your bullets and
horses at the going rate, but
vou also get fined if inno-
cent bystanders get shot
either by you or a bandit.
In practice, your money
tends to disappear quite
quickly. Your score disap-
pears at the end of the game
and as you tend to be look-
ing at what just killed you,
you have no idea of how
well you did.

You can lose a life either
by colliding with one of the
townsfolk, bandits or cac-
tus bush or by being shot in
a head to head.

I did not find Gunfight
particularly playable. En-
counters with wanted
criminals were very few
and far between and when
they did occur, you tended
to get killed straight awa%r.
Its a pity because it could
easily have been a very
good game 1if only the
balance was a bit better

G.H.
PLANET RATINGS
Originality (I ] ]
Graphics sessy
Use of machine soes
Value for money (11

STAR RATING
Bright Star




Title:
Computer:

Supplier:
Price:

i # &
You are a NOMA.D. (a
Nemesig Organisation
Mobile Attack Droid) and
Yyou are armed with two
magnum B7 calibre
blasters, gmtecbed by a
titanium body shell and
powered by anti gravity
pods and twin thrusters.
You're also untested but
you only have to kill one
man. Unfortunately he is
Cyrus T. Gross who is the
head of the Intergalactic
Criminal network and lives
in his own heavily guarded
city

To get him you will have
to fight your way through a
series of heavily guarded
passageways.

You will have to either
avoid or take out gun
emplacements set in the
walls, deadly magnetrons
that lurk in corridors,
suicidal robothugs that
hurl themselves at you and
avoid magnetic walls that
can slow you down and
even drag you into the path
of the guns.

It takes a while to learn
how to control the
N.OOM.AD. as it seems to
have more than its fair
share of inertia and it takes
some effort to get it moving
but then the danger is that
you will then fly off, totally
out of control, straight into
the range of a gun emplace-
ment.

However you're soon
over this stage and stalking
guns to seek revenge for
countless N.O.M.A . D.g that
have gone before.

This is definitely a game
that you will play again
and again,

PLANET RATINGS

Originality L Y X ]
Graphics L2 T ]
Use of machine .o
Value for money T T
STAR RATING c:)

Red Giant

N.O.M.A.D.
Spectrum
Ocean
£7.95

Title:
Computer:
Supplier:
Price:

i #

All the life support com-
puters have failed and the
remote stock robots have
gone into memory overload
in Myla di’Kaich, the
world's largest and most
strangely named space sta-
tion. This is something of a
pity since your craft has
broken down and you need
twelve assorted bits to
repalr it not to mention
some oxXygen. So, there's
only one thing for it. You'll
have to go and look for
them yourself.

Myla Di’Kaich
Spectrum
Global Software
£7.95

Myla di'Kaich is one of
many platform games cur
rently being churned out.
It is not particularly heavy
on things and nasties to be
leapt over, but is more con-
cerned with shifting bar-
riars, lifts and moving plat-
forms all of which are
designed to crush you hor-
ribly if you get the timing
wrong.

The graphics are fairly
crude with bright garish
colours and a fair bit of
flickering. The sound is a
sort of electrical type of
buzz but can be toggled off
if it begins to annoy you.
You have a continually
decreasing oxygen supply
but this can be replaced at
various parts of the game.
The playing area is large
and you can explore freely.

There are some quite
nice ideas in this game
working out how to use
gsome of the sliding and
moving platforms to best
effect but the screens just
look too bright and messy
and the overall feeling is
one of confusion. There are
better platform games
around than this. GH

PLANET RATINGS

Originality
Graphics
Use of machine

Value for money

STAR RATING
White Dwarf
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Title: Cosmic Wartoad
Computer: Spectrum
Supplier: Ocean
Price: £7.98

il # &
The queen of the Cosmic
Wartoads has been cap-
tured by the Rygellian
slime beasts, turned into
the ultimate horror, a
human female, and is about
to be cut in half by a chain-
saw. You as the Cosmic
Wartoad must save her.

However, before you get
anywhere near her you will
have to battle the slime
master, sludge slugs and
frenzied flys to get across
the time grid.

As you complete a battle
against one of these foes
you are given a glimpse of
your gueen and the saws
decent.

If you are to release her
yvou will also have to find
the eight pieces of your
toolkit that is spread
around the grid and con-
sists of a zippo lighter, axe,
figsh, stanley knife, 3
million megawatt light
bulb, intergalactic whisk,
X-ray binoculars and a
death ray smutt gun.

If you lose your three
lives you begin again with
another three lives but the
saw 18 nearer to your
queern.

A fun game which will

T probably be remembered
' for its name rather than the
e game itself.

1}

PLANET RATINGS

a Originality see
Graphics T 1 ]
Use of machine see

Value for money

STAR RATING
White Dwarf
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Title: Wild Ride
Computer: T
Supplier: Interceptor
Price: £7.95

L # &
It ought to be a really plea-
sant job, dressed up as a
clown and in charge of the
roller coaster in your local
pleasure park. And so it is
until a mad bomber ap-
pears on the scene, deter-
mined to blow the roller
coaster to smithereens.

You must chase up and
down the track detonating
the bombs before they ex-
plode. To help you, there is
a small radar screen show-
ing the relative positions of
you, the bomber and any
bombs he may have left.
You ean gain extra points
by collecting junk food and
jumping up to burst
balloons that are littered
around the track.

There are thirty-two
tracks to clear, each one
becoming progressively
harder. Empty roller
coaster cars whiz round
and have to be leapt over
and there are various
nasties called Shox, Flap-
pers and Boppers which try

to get in your way. These
can be controlled by throw-
ing rubber coconuts at
thermn but be warned, the
Shox are only stunned, not
killed.

You can choose to start
at any level up to number
nine so that you don't have
to waste time on any of the
easier screens’ when you
become proficient.

Wild Ride is a jolly, ad-
dictive little game, with
reasonable graphics and
sound. There is even a
bonus game that you can
play whilst the game is
loading — a first for In-
terceptor and a nice touch,
even if it is nothing special.
Worth congidering.

PLANET RATINGS

Originality aes
Graphics see
Use of machine sSee
Value for money aee
STAR RATING

Bright Star
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Title: Winter Sports
Computer:

Supplier:
Price:

& 20 &L
Winter Sports is a collection
of 8 new events to challenge
joystick athletes and con-
sists of three skiing events,
downhill, slalom and giant
slalom, ice hockey, ski jum-
ping, speed skating, bob-
gled and biathlon.

The game first loads in a
menu from which these
others are loaded and since
each is loaded in from tape
it's advisable to play them
in order.

The three skiing events
actually load in together as
they are basically varia-
tions on the same theme.

All events are played on
a split screen display with

TEAM A
@1

PERIOD

this generally being a view
frorn behind our com-
petitor and a plan view of
the course, It's quite safe to
ignore the players aye view
and concentrate on the plan
view as you guide your
skier in and out combina-
tions of gates and posts in
an attempt to reach the
finishing line in the fastest
time.

However the opposite is
true of the biathlon where
you are supposed to be able
to track your progress on a
map of the course. This I
found almost impossible
and quite successfully ig-
nored it.

The aim of the biathlon
is quite simply to bash the
left/right keys (if your
Spectrum can take it) as
quickly as possible to com-
plete the 20km cross coun-
try course, pausing four
times to shoot four almost
impossible to miss, targets.

The ice hockey is pro-
bably the best event, par-
ticularly if played with two

Spectrum, also Amstrad
Electric Dreams
£7.98

..........
- e T iy

DOUMNHILL

-'I'] i1 I-I".I _-l.lid_-
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players since the computer
always seems to get the face
offs and scores a lot of
points!

The game is played over
three, five minute periods
on a scrolling ice rink with
a plan view of the whole
rink, at the top of the
screen, should wyou have
time to look at it.

At times the action is a
little slow and the players
do smudge into a blob of
green which makes things
especially difficult for the
player with the red team it
is still a good competitive
game to play.

Finally you can also
hurtle down a bobsled run,
plummet off a mountain in
the ski jump and skate
gircles round your oppo-
nent in the speed skating.

I can’t really fault the
games value for money
gince it will take you about
2 hours to get through all
the events, or its graphics,
but you're still left with the
feeling that overall the

ames ‘“‘alright’'’ but 1
oubt wvou'll load it in
again,

PLANET RATINGS

Originality a8
Graphics ssse
Use of machine [ 1 1]
Value for money ses
STAR RATING

White Dwarf
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Title:
Computer:

Supplier:
Price:

il ¢ &
Robin Hood, once a hero of
TV and cinema, has sud-
denly found himself a star
of several computer games,
one adventure, one spoof
adventure and now Hobin
of the Wood, an arcade
adventure from ©din.

Enowing that he would
be unable to resist atten-
ding an archery contest,
the wicked Sheriff of Not-
tingham has devised a plan
to capture Robin. Using a
gilver arrow as bait — a
symbol of freedom to the
oppressed Saxons — he in-
tends filling the castle and
surrounding woods with
Norman guards who have
one simple instruction —
shoot to kill.

Robin must make his
way through the woods,
finding bags of gold. These

Robin of the Wood
Spectrum, C64
0din

£9.98

he can take to the Forest
Ent (presumably on loan
from Lord of the Rings)
who will exchange them for
more weapons — a sword, a
bow and three magic ar-
rows. There are however
more characters in the
wood. A hermit may cure
your wounds, but not if
you are carrying a weapon.
Witches materialise and
will send you to the
dungeons unless you bribe
them with herbs and plants
that you find. If you are

aspecially nice to them,
they may even transport

ou somewhere useful.

hen of course there are the
Norman patrols. If they see
you, they will try and shoot
you but you can fight back
and bop them on the back
of the head with your
quarterstaff. Your current
health is represented by a
row of hearts across the
bottom of the screen. As
you suffer damage, so the
line decreases until it
reaches zero when you lose
one of your three lives. Ex-
tra lives can be gained by
findin% the appropriate
iterns. Une other creature is
a cute little hedgehog who,
if you tread on him, inflicts
much greater damage than
the Norman arrows!

The graphics are ex-
cellent, reminiscent of
Ultimate's Babre Wulf
although this is a much bet-
ter game. The animation is
also well done, especially in
the combat seguences. A
jolly little tune keeps you
running along.

Robin of the Wood is an
excellent arcade adventure,
If you like chasing through
huge mazes and mapping
them whilst performing
various mini-quests, then
this is the game for you.

PLANET RATINGS

Originality L 7 7}
Graphics L 1 1 7]
Use of machine sess
Value for money sess

STAR RATING
Nova
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longest of games.
Co N I Ro L GUARANTEED for Twelve Months.
Awvailable for Spectrum 48K and

Plus Commodore 64, 128 and Vic 20
IS WI I H I N Atari, Electron, Amstrad, BBC and

Dragon machines.

Awvailable in left and right
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KONIX

=SPEEDKING
A Major Breakthrough

in Joystick Design

ONLY £12.99

Trade and export enquiries
contact Keith or Wayne
on (04925) 5913

Konix Computer Products is a trading name of
Creative Devices Research Led

Please send me . . . . .. Speedking(s) at £12.99 each

Right handers please order . . . . . . . . . . right handed model

Computer make . . s et left handed
| enclose cheque/postal order payable to KONIX

Please charge my Access/Visa
Card holders can call (0495) 711988 wo order.

Signature
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Jane Naylor presents her
selection of this month’s

games books.

Title: Adventure Games for the
Amstrad CPC 464

Author: A.J. Bradbury

Price: £7.98

Publisher: Collins

Another book about how to
write games for the
Amstrad, but this time it's
sticking to adventure
games and to the CPC 484
micro. This is a hefty tome,
<o4 pages in all, by an
author who manages to
keep up his enthusiasm
right to the last page.

Like the last book, it is
aimed at people who have
already got a certain
knowledge of BASIC and
who want to get on to more
ambitious programming
writing their own games.

Along lines which are no
doubt now becoming
familiar to readers of these
pages, the author takes you
through all the stages of
designing and writing a
good adventure game on
your micro.

He starts off breaking
down the average game into
its essential ingredients of
communieation, COIT-
mands, room descriptions,
a plot and the problems.
This might seem rather ob-

vious, but it's actually im
portant to spend time look-
ing at the basics before
plunging straight in with
the coding.

The book discusses the
importance of developing a
good plot and how to sketch
out a skeleton which will be
the basis of your game,
before going on to how to

build if up in modules.
Chapter 3 contains several
handy routines in

Locomotive BASBIC to il-
lustrate the commands that
will come in most useful for
this purpose, eg AND,
CHR$, DATA etc.

Other subjects covered
are colour, the layout of
rooms, placing objects and
s0 on. FEach chapter con
tains at least one module
demonstrating the points
discussed and providing
useful routines for you to
use within your own pro-
grams. There are also some
line diagrams to illustrate
more complicated things
like octagon maps.

Finally, a complete pro-
gram is provided at the

.......

back for you to start off
with. It is not given with a
great deal of detail, but, as
the author says, you
should know enough by
then not to need your hand
holding too much.

I like the tone of this
book, it is light and
humorous without being
empty and waffly. There is
plenty to get your teeth into
and at £7.895 it's not a bad
buy.

Title: Atari 130 XE Games Book
Author: Richard Woolcock and Graeme

- Stretton :
Price: £6.95
Publisher: Melbourne House

It's nice to see a book for a
micro other than the eter-
nal Spectrum/Amstrad/
BBC collection, so I first
looked at this book feeling
quite positive about it.

It follows the usual pat-
tern of a collection of games
listings for typing in,
together with instructions
and hints and tips. There
are &0 games here, which
should be enough to keep
even the most keyboard en-
thusiast busy for as long as
he or she has got feeling left
in their fingertips.

Originality is not one of
the strengths of this book:
we've all seen a million and
one versions of Othello,

Battleship, O0X0, 2D maze
and so on before. However,
as there are not many
books around for this
machine (in fact this is the
first I've seen), I don't sup
pose it will matter too much
to anyone.

Screen shots are includ-
ed, which I always find are
a great guide to what sort of
effect you are actually aim-
ing for, and also some pro-
gramming suggestions. Ac-
tually, these seemn more
like an afterthought,
because they are not really
much practical help and
are the sort of thing your
mother might come out
with loocking over your
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shoulder, like ‘Make the
maze bigger’', ‘Make it
faster’ and ‘Put music with
the introduction page’.

The print is not as clear
as it should be, either in the
main text or the listings, in
fact the text looks strange-
ly as if it has been bashed
out on someone’s typewiter
and then photographed.
Not very high tech. ..

With the last Melbourne
House book I reviewed I
raved about the checksum
tables which they included
with each program so that
you could check the ac-
curacy of your keying in
before you tried to run the
game. They have used the
same idea here and I must
say I think it will be a great
help to readers as its almost
impossible to key in a pro-
gram several pages long
and get it absolutely right
first time.

Each game is classified,

which is guite useful. So if
you feel like an arcade
game yvou flick through the
pages and pick out one of
those labelled so. There is
gquite a good range of dif-
ferent types: evasion,
strategy, skill, logic and so
On.

I have to admit I was
rather surprised to find so
many spelling mistakes.
Finding any at all is bad
enough, but the book is lit-
tered with them from the

first page onwards. .. "'If
your ship tounches the
mountains. . ."" Ouch!

This is quite a good book
to start with, and as the
choice for owners of this
machine is not exactly wide
it will probably be quite
useful. here are lots of
good old classics here, with
enough help and advice to
make the hard work a bit
easier. I'd recommend it.

- Author: Steve Colwill
Publisher: Micro Press

This book is aimed at all the
Amstrad owners who have
worked their way through
several books like the one
just described, and who
want to try something a bit
more ambitious in the way
of games programming.
he author is a Jour-
nalist who writes for com-
puter magazines and his
experience has enabled him
to produce a very practical,
readable book.
The aim is to introduce
and describe the graphics
facilities available on these

Amstrad machines, and
then show how they can be
applied to games program-
ming to produce good
visual effects.

The author begins by
considering the essentials
of good BASIC programm-
ing and showing how to
gtructure your program
well so that you don't just
understand it the moment
after you have written it,
but also when you come
back to it next week or next
month. The second chapter
looks at the screen display

COMPUTER GAMER FEBRUARY 1986

and goes through the dif-
ferent modes available,
selecting colours, position-
ing characters and using
windows.

Then he moves on to
discuss user-defined
characters, how to achieve
animation effects and con-
trolling characters using
gither the keyboard or a
joystick. The explanation
of the graphiecs screen and
?ixe‘ls is one of the clearest

've read and is typical of

the down-to-earth style
that goes all through the
book.

The next chapter covers
high-resolution graphics
and some quite advanced
topies such as rotating
figures, 3D effects and mix-
ing text and graphics on
the screen. Each explana-
tion 1is accompanied all
through the book by short
listings that you can key in
to demonstrate the effects
described. In addition, each
chapter contains ‘part’' of a
full games program (listed

GAMES A

fully at the back) which can
be keyed in and checked
section by section. This is a
good way of learning-as-
you-go, and as it means you
end up with a full working
program it makes the book
particularly good value for
money.

The remaining chapters,
all along the same lines,
cover interrupts, sound ef-
fects, control characters
and programming hints
and tips. There are a couple
of appendices giving, as
well as the full game
listing, the INEKEY ke
numbers and the BASI
error messages.

I like this book. It is well
written and well produced,
clearly laid out with helpful
diagrams and distinct
listings that don't make
keying in more o0f a
headache that it need be. If
you want to take your
BASIC a bit further, you
should find this well worth
the money.

ND GRAPHICS

PROGRAMMING ON THE

AMSTRA
CPC 464, 665 My ATERS

Steve Colwil
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Time is slipping away. The
Quest — &a race against
time. Time that brings
changes — renewal, growth
and rebirth. Even We, The
Guardians take heart in
our own regeneration — a
new generation of Guar-
dians even now has come to
life. But meanwhile, lost in
space, you are summoned
to the presence of Borrgot
the Magnificent. . . .
“"“Welcome traveller

will you rest awhile in my
Halls?'"’ At last — a
welcoming voice could it
be that for once there will
be no tests to sap your

strength, no trials of wit or
wisdom to drain your will,
You take your seat.

“‘And what is it that br-
ings you to this remote
region — for you are of Ear-
th, if I am not mistaken.”

His woice is calm and

soothing...and
yet.. . Your purpose is to
seek, to discover — can the

Quest be helped by telling
all you know to a powerful
stranger?

“Iam...JTamlost.' Itis
no lie.

““Then you are indeed
fortunate; for I can help
you — put you on your

way, reiresh you, and aid
you in your Quest.”

“‘Then you know of the
Quest?'’

“Indeed stranger — even
in these far halls; who is
there who has not heard of
the great Quest. Few they
are who have embarked
upon it. Fewer still will
return. But you are far
from your objective. Yet
that is of small import, for
time is on your side. Tarry
here a while — why not -
refresh yourself and regain
your strength.’’

How could you refuse?
Your ship is depleted - in

FRAGMENTS OF LORE FROM THE
HALLS OF BORRGOT

MUCH that you were shown was of ancient origin, partly missing — on parchment,
paper, tape or laser. No further information was offered — this was all you saw . . .

. .which hand. . .either? right? Even sol
. .MAany years. . .
.. .must only name. . .eternal youth. . .
. .make answer start the eventual resolution. . . .
. . .crisis report. . . inquiry, explanation,
demand. . ..
.. .trust him exclusively. . .
. . .8hort lived . . .absolute. . . vertical
enlightenment . . .
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43: Devious enem
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every way; and besides — into reach of the sun you down — after all, he knows catalyst.
you may learn here. will find what you sseek. the importance of your 44: Requirement of a
: Fostscript: of all the things Quest. As he bids you really fine edition.
During your weeks in the that Borrgotshowed one ‘of farewall he offers this ad- 3
halls of Borrgot you learn such importance’ was not vice: GLIJEE DOWN
much — riddles and hints, meant for your eyes, and ‘I, borrgot the Magnificent . Bound of the fiddle at,
puzzles and quizzes. incurred his great wrath ask you to remember an Wimbledon
Nothing is ever easy or wupon the servant who per- identity that lies six steps 2. Same again — it's a
straightforward. Your host mitted you to see it. Can back. Look behind and you dead duck. '
could not have been kinder. you divine which of these it might know! This number 3 - Is it a chop — or a
And yet? Below we show a was, and why? that I give you will assist nut?
sample of the things you Next time — of course you if you return or if we B About sheets of
were permitted to see, for the sunl meet again beyond the veils paper, like 44.
before Borrgot put you on of Time." o Partly Bible work.
our new course — Borrgot, outraged that you Come closer, watch and { Animal punishment.
eading, surprisingly had seen things that no listen. Until next time, We Bet he is an amateur
enough, straight for the mortal was ever supposed the Guardians wish you . Wrong shaped ball
sun. Your host assures you to see eventually calms well. used here.

that long before you come «: Top class artist goes

ELUES ACROSS 14: 0Odd F 1 word for
Box with a pole. A
Knave — a liberal OdEINE
animal. V.
Nothing in the beer a. W ]"I-l'-' to keep the

Atomised, beyond the skies the scales of Earth weigh
the balance?

makes it bitter. Ashes — an old city
Science of the lad in | 10rt) ]
brown. 3 Le
Sounds like a to be capital.
negative tie. ~e. How Peter met a
5: Wrong route? No, restrained type.
88 99 66 1 63 864553 1079 love, right! 24: Row found on board
[ - r 1 B:  Airs a new dress. =0:  Journey to market
L } Dr Curt a PM — upset by mum's

could be on to a a hEenr‘n-
5 Ls o i

e _r -
winner.
l a0  (Gather information

— it could be to do

with kidneys. ault perp
Can it no hold this? cricketer,
A brief notice but S Car, about a pound
not mine.

Oddly enough called

cider,

Make-up experts

like me.

35:  Billy young goats

B slip.

. 26: Employe r's employs D0 "Ll]LI of OT socie
- S AT dirty tI 34: Hydrant ke \
And t-here shall be an encounter; 1830133868 — 27:  [Until pukqu,p on the sight of money
i 033014386 roof o8: Bit of news fr
, 59:  Quietly indicate you sumnmit — Er
like more. Arri
We are shortly in the ): Sma
And if you should fail: past. ; No, dear, eggs,
!
|
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Your beeb has taken cap-
tive the beautiful princess
Esmerelda and 8 in-
carceated her at theend of a
long wall. You, crunchy are
the local bell ringer and has
just heard at this dreadful
deed so signs a contract to
ring bells on the same cas-
tle wall. Your aim is to keep
this job and rescue the
rincess. There are ten
ells which have to be rung
{1 for each screen) before
Esmerelda is reached.
Certain objects have to
be negotiated in order to
ring the awaiting bells.
These include turrets, ram-
garts and swinging ropes.
0 make the task even more
difficult bouncing annon
balls, chopping axes, ar-
rows and rolling rocks are
thrown from left or right.
Crunchback loads in two
parts, the first is called
“*CRUNCHY ' which
dlsglay the Iinstructions
an defines all the
envelopes and characters.
This listing should be saved
before the main program
called “"Crunch’'.

0 REMERERERFEEREEEREEEEES
| REM####2CHRUNCHBACK #4%%
2 REM#BY PETER AIIDPARDI#
J REM#SAVE AS "CRUNCHY*#3
4 REM#e#2#LISTING l#ssses
S REMES#Resd st 6880884
10 PROCENVELOPE
20 MODE1
30 VDU23;8202;0;0;:0;
40 vDu23,2ss,15,31,15,3t,0,0,0,0
30 B$="CRUNCHBACK":VDUS
&0 SOUNDO,-15,3,255
70 FOR ¥=0 1O &
BO H=d:X%=0:K=4:W=|
90 FOR B=1 TO LEN B$
100 C$=M1D$(B$,B,1)
110 C=2((ASCIC$)=32) #B+LCO00+Y)
120 FOR X=7 T0 0 STEP-|
130 W=W+1:1FW=4 W=|
140 IF (C AND(2*X))=2*X VDU1B,0,W,25,4

yKA%163990-Ye ] b+H; 255

150 XA=1%+1
160 NEXT:H=H+K:K==(K+B):SOUND1,0, (Yed)

+IXT/8) , 1:NEXT,

170 SOUND&10,0,0,0

180 A$="12345467"

190 PROCDOWN( "CONTROLS",1024)

200 PROCRIGHT (" Leauaa +LEFT *,8)
210 PROCRIGHT(" | PR RIGHT *,10

220 PROCRIGHT(" SHIFT..JUMR “,12)
230 PROCDOWN{"MISSION",748)
240 PROCRIGHT (*Rescue Esmerelda by rea

ching the end ", 14}

230 PROCRIBGHT("of each screen and ring

ing the bell. *,17)

260 PROCDOWM ("ENEMIES",408)

210 PROCRIGHT(" Rolling rocks,Choppin |

g axes, ",21}

280 PROCRIGHT(" Arrows and Bouncing (|

annon balls. ",22)

290 PROCDOWN (“DBSTACLES", 448)

300 PROCRIGHT(® Swinging Topes,walls
and turrets. ",24)

310 PROCRIBHT (*< > >3O OO OOGOO |

FOOOO00, 28)

320 PROCCHAR

330 vDu28,13,31,38,29

J40 CHAIN"Crunch®

330 END

360 DEFPROCRIGHT (W$,V) COLOUR RND(3):V
Du4

4,1:50UND&00,1,7, 1
380 #F119
390 PRINTTAB(S,V);LEFT$(W$,39-5)
400 IFS/5=INT(5/5) PROCCOLOUR
410 NEXT
420 ENDPROC
430 DEFPROCDOMN(CS,K) VDUS
440 GCOL3,1:MOVEA32,K:PRINTCS
450 FORT=1TOLENCS
40 SOUNDL0O,1,4,5
470 D3=NID$(C$,T,1):0=K
480 FORH=1T06:HOVET+#32+400,Q:PRINTDS:

=0-32: MOVET#32+400,0: PRINTDS: IFH/S=INT (H |,

/5)PROCCOLOUR
490 NEXT,
500 ENDPROC
510 DEFPROCCOLOUR
520 A$=RIGHT$(AS$,4) +LEFTS (A%, 1)
530 FORL=1703
540 VDUL9,L,VAL(MIDS(A$,L,1)) ;05

370 FORS=3BTDISTEP-1:50UND11,0,255-5¢
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550 NEXT

560 ENDPROC

570 DEFPROCCHAR

580 VDU23,224,15,54,55+¢64,118,124,44,3
5,17

590 VDU23,225,6,12,15,14,4,16,24,15

600 VDU23,226,0,0,0,0,0,65,99,34

610 VDU23,227,28,24,28,12,54,119,99,34

620 VDU23,228,0,22,55,118,124,34,44,12

630 VDU23,229,6,12,15,14,4,24,14,16

640 VDU23,230,16,16,0,0,0,0,56,56

650 VDU23,231,12,8,24,56,48,48,56,56

640 VDU23,232,8,108,238,110,62,52,34,1
34

470 VDU23,233,94,48,240,112,32,8,24,24
0

bBO VDU23,234,0,0,0,0,0,130,198,48

690 VDU23,235,56,24,56,48,108,238,198,
58

700 VDU23,236,0,104,236,110,62,36,52,4
4

710 VDU23,237,94,48,240,112,32,24,8,8

720 VDU23,238,8,8,0,0,0,0,28,28

730 VDU23,239,48,16,24,28,12,12,28,28

740 VDU23,240,24,20,4,4,2,30,29,124

750 VDU23,241,0,24,56,24,8,28, 20,140

760 VDU23,242,0,0,0,0,0,0,15,48

770 VDU23,243,40,50,126,126,126,255,0,
0

780 VDU23,244,130,254,16,16,58,56,56, 1
24

790 VDU23,245,124,124,124,254,198,130,
58,56

BOO VDU23,246,24,124,127,223,186,238,1
20,0

B10 VDU23,247,56,110,118,95,127,44,40,
12

B20 VDU23,248,0,0,0,130,255,130,0,0

B30 VDU23,249,28,54,111,125,127,125,46
128

B40 VDU23,250,0,0,32,48,248,108,38,3

B50 vDu23,251,8,13,15,13,9,1,1,1

B0 VDU23,252,0,254,254,254,254,254,25
4,254 |

870 VDU23,253,0,239,239,239,239,239,23
9,239

B8O VDU23,254,0,127,127,127,0,247,247,
47

B90 VDU23,255,0,0,0,24,60,126,255,60

900 ENDPROC

910 DEFPROCENVELOPE

920 ENVELOPE!,1,0,0,0,1,1,1,60,-4,-1,-
1,120,90

930 ENVELOPE2,1,5,-5,-5,50,25,25,126,0
0,-3,80,0

940 ENVELOPES,1,0,0,0,0,0,0,0,-1,-5,-6
126,100

950 ENVELOPES,130,0,-2,0,8,25,20,0,-5,
-5,-4,126,0

960 ENVELOPES,2,-1,-1,-1,255,255,255,1
20,0,0,-120,100,50

970 ENDPROC

Program &

| REM###8#LISTING 2%%%ass
2 REM#BY PETER AIIOPARDI#
J REM##SAVE AS "Crunch®s#
10 #FX10,4
20 #FX9,4
30 PROCDEF INE
40 REPEAT
S0 MODE7
60 VDU23;8202;0;050;
70 PROCINSTR
B0 MODE2
90 VDU23;8202;0;0;0;
100 REPEAT
110 PROCSCREEN
120 REPEAT
130 PROCMAN: PROCBON
140 ON STXG0SUB1280,1310,1340,1400,140
0,1430,1440,1520,1550,1550
150 PROCDELAY (50/LEY)
160 UNTIL A%<
170 IF Al=1 PROCLIVES ELSE PROCNEXTSC
180 UNTILLIZ=0
190 UNTILFALSE
200 DEFPROCMAN
210 IF INKEY-1 PROCJUMP:ENDPROC
220 IF INKEY-47 PROCRIGHT:ENDPROC
230 IF INKEY-98 PROCLEFT:ENDPROC
Z40 PROCDELAY(100):ENDPROC
230 DEFPROCRIGHT SOUNDO,S,7,1:SOUNDL,0
y 100, 1
260 PROCPRINT:XX=XY+32:B1=-B1:IFBY=]1 O
$=A$ ELSE 0$=BS$
270 PROCCHECK: IFXX=1216 AY=2
280 ENDPROC
290 DEFPROCLEFT:IFXX=0 ENDPROC ELSESDU
NDO,5,7,1:50UNDL,0,150,1
300 PROCPRINT: XX=XY-32:Bi=-B1:IFBX=1 D
$=C§ ELSE D$=D$
310 PROCCHECK:ENDPROC
320 DEFPROCCHECK PROCPRINT
330 IF POINT(XX,YX-44)=0 AND POINT(X%+
36, Y1-64)=0 A%=1:IFST%{ »IANDSTY( >7SOUND3
3, 160,10
40 ENDPROC
330 DEFPROCJUMP SOUND2,2,250,15
360 PROCPRINT: IFINKEY-98 RESTORE440:0$
=C$ ELSEIF INKEY-A7 RESTORE470:0$=A% ELS
E RESTORE4B0
370 PROCPRINT:FORA=1T05:READC,D: PROCPR
INT: IFXX+C>=0 XX=XU+C:IFX%=1200 X%=1216
380 IFD$=A$ 0$=B$ ELSE IFD$=B$ 0%=A$
390 1FD$=C$ 0%=D$ ELSE [FO$=D$ 0$=C$
400 YX=YL+D:PROCPRINT
410 TFX¥=1216 A=3:AY%=2:NEXT:ENDPROC
420 ON STX 6OSUB1280,1310,1340,1400,14
00,1430, 1460, 1520, 1550, 1550
430 PROCDELAY (60/LEY)
440 PROCBON:NEXT:PROCCHECK:PROCCHECK
450 ENDPROC

460 DATA-16,32,-32,32,-32,0,-32,-32,-1
b,~32

470 DATA1s,32,32,32,32,0,32,-32,15,-32

480 DATAO,32,0,32,0,0,0,-32,0,-32

490 DEFPROCPRINT IF 5TX<>2 AND STX(>S
AND STX%{>9 BOTOS10

300 IFPOINT(X%#32,YX-24)=1 OR POINT(XY
+24,Y1-24)=1 Al=1

210 MOVEXX,YL:PRINTO$: ENDPROC

220 DEFPROCDELAY (MM) : FORL=1TOMM:NEXT:E
NDPROC

530 DEFPROCNEXTSC SOUND1,1,149,20

240 STE=5T1+1:IFSTA=11 ST%=1:PROCESMER
ELDA:LEX=LEYX+]

950 FORL=BONXTOOSTEP-5: IFBONY)0SCY=5CX
#5:VDU4: PRINTTAB(11,1) ;8CX; TAB(14,23);L;
" *:]FSCL=1000 LI%=L1%+1:500ND2,1,149,20

560 IFL/2=INT(L/2) SOUNDO,-10,4,1

570 NEXT:VDUS:ENDPROC

380 DEFPROCESMERELDA:FORI=1TO!14:PROCPR
INT: IFO$=A$0$=BSELSED$=A$

390 Yi=YX+16:PROCPRINT:PROCDELAY (200):
NEXT:PROCPRINT: X%=1152:Y1=B40: D$=A%:PROC
PRINT:ENDPROC

&00 DEFPROCLIVES RESTORE710:1=0:J=0:50
UNDO,-15,7,255

610 VDU24,0;512;1272;%00;16,26,19,7,15
;0;19,1,9;04

620 IFSTX=30R §T%=7 BCOLJ,3:MOVESX,900
s DRAWCY , S40+32

630 COLDOUR12B:COLOURY: IFSTA=20R ST¥%=50
R5T%=9 VDU4:PRINTTAB(0,14);STRINGS(&,"
"+CHR$235) : COLOUR135: PRINTTAB(0,15) ;STRI
NG$(&,CHR$F+CHR$T+CHR$254) : YDUS

440 PROCPRINT: IFSTX=10 VDU4:PROCTOMER:
VDUS

630 LI%=L1%=1:FORN=10TD1STEP-1:50UND],
-8,N#16,1: PROCPRINT: BX=-B1: IFB%=1 0%=A$
ELSE D$=C$

660 PROCPRINT:PROCDELAY (300) :NEXT:SOUN
D%10,0,0,0: SOUNDL30,D,0,0:VDULY,7,7:0;19
A HE

670 PROCPRINT: IFLIX{3>) ENDPROC

680 SOUNDO,6,6,45

690 FORV=1T09: READM$:6COLO,RND(4) : MOVE
Vibd+332, 544 PRINTMS: PROCDELAY (400) : NEXT

70O ENDPROC

F‘l'} EF‘ITH'E",'H','H'.'E'.' .|.D.|I|\'-!lE
n IH-I

1

720 DEFPROCBON BONY=BONX-5: IFBONL»=0 C
OLOURG: VDU4:PRINTTAB(14,23) ; BONY;* *:VDU
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730 ENDPROC

740 DEFPROCDEFINE RESTOREB00

750 FORI=1T017:READX:A$=A$+CHR$X:NEXT

760 FORZ=1T017:READX: B$=BS$+CHRSX :NEXT

770 FORI=1T017:READX:C$=CH+CHREXINEXT

780 FORI=1T017:READX: D$=D$+CHRSX:NEXT

790 FORI=1T017:READX:E$=E$+CHR$X: NEXT

800 DATA18,3,2,224,8,18,3,3,225,8,10,2
26,8,18,3,4,227

810 DATA18,3,2,228,8,18,3,3,229,8,10,2
30,9,18,3,4,231

820 DATA18,3,2,232,8,18,3,3,233,8, 10,2
34,8,18,3,4,235

830 DATA18,3,2,236,8,18,3,3,237,8,10,2
38,8,18,3,4,239

BAO DATA18,3,5,241,8,18,3,3,240,8,10,2
42,18,3,4,8,243

850 F$=CHR$B+CHR$10

B60 1$=CHR$LBHCHRES+CHRS14CHRS246

B70 J$=CHR$18+CHR$3+CHRS14CHRS247

BB0 K$=CHR$1B+CHRS3+CHRSI+CHRS248

B90 L$=CHRS1B+CHRS3+CHRS6+CHRS 20

900 B$=CHR$1B+CHR$3+CHRS4+CHR$2S]

910 N$=CHR$1B+CHRSI+CHRS4+CHRS24S

920 V$=CHR$17+CHRS 128+5TRINGS (15," "+F
$) +CHR$174CHRS 1 354CHRS 1 74CHRS L 4STRINGS (7
(CHR$2524F $4CHRS2534F$)

930 WS=CHR$17+CHR$128+STRINGS (17," "+F
$) +CHR$17+CHRS 1 354CHRS 1 74CHRS 1 +STRINGS (6
CHR$252+F $4CHRS253+F $)

940 X$=CHR$17+CHR$128+STRINGS (13," "+F
il+EHH$1T+EHﬂ$i+EHH$E§5+EHH!1?*EHH!135+F
$+CHR$254+F $45TRINGS (7, CHR$2524F $4CHR$2S
s+F$)

730 @%="00000000000000000000"

950 R¥="00001111100111110000"

970 S$="00110001100011000110"

980 T#="00200200200200200200"

990 DIMNAMES (B) ,SCORE(8) ,1%(4):FORL=2T
07:NAME$ (L)="BELL RINGER NO."+STR$(L-1):
SCORE(L}=(8-L)#100: NEXT: 5CY%=0: ENDPROC

1000 DEFPROCSCREEN VDU4

1010 TIFAY=160T01100

1020 IFST%=1 DR S§TX=4 U$=0% ELSEIF 5TX=
3 OR STX=7 U$=R$ ELSEIF STX=2 DR ST%=50R

STE=9 U$=T§ ELSE US=5%

1030 W=-1:FORL=0TDBO STEP.S5:#FX19

1040 VDUZ3,0,13,L;0;0;0;

1050 IFL= IH?[L}ﬁHHLH4-IHT[LF#}ﬂHDL{T?

ROCSCROLL

1060 NEXT

1070 PRINTTAB(19,1);V8$; TAB(D,30) ;STRING
$(20,CHR$252) ; CHR$B

1080 IFST%=10 PROCTOWER

1090 IFSTX=JORSTX=7 CX=640:5%=440:E=32;
BCOL3, 3: MOVESY,900: DRANSY , 540+32

1100 COLOURLZB:PRINTTAB(O,L);"
0,21 - "3TABLD, 31" °

L1110 TFSTRCX10 VDULT7,128,17,3,31,19,5,2
44,31,19,6,245

1120 BCOL3,5:MOVE1240,576: DRAW1 240,808

1130 COLOUR4:PRINTTAB(S,1);"SCORE *;SCY
;TABU16,1);:COLOURS: PRINT; "LE=";LEY

1140 COLOUR3I:PRINTTAB(13,22); "BONUS"

1150 PRINTTABI13,23);" g

1160 X¥%=0:Y1=572:0%=B%:A1=0: BONY=500:B1
=1:Pi=0:A=b11=0:0=0:X=5

1170 VDUS:MOVEXY,YL:PRINTOS

1180 IFST%=40RSTX=5 DR STi=b L%=1216:M}
=636:N%=48:0%=32: NOVELY, ML: PRINTNS

1190 TFLIZ>IMOVEOD,9B0:PRINTSTRINGS (L1L-
1,A$+CHR$11)

1200 ENDPROC

1210 DEFPROCSCROLL:W=W+1:IFL=0ENDPROC

1220 P$=NID$ (U$ N,1):PRINTTABIL/4,1);CH
R¥8;: [FP$="0"PRINTVSELSEIFP$="1"PRINTWSE
LSEPRINTIS

1230 ENDPROC

1240 DEFPROCTOWER:COLDUR]3IS: COLOURL: PRI

"+ TAB

NTTAB(16,4) jSTRINGS (4, CHR$254+F$) ;

1230 PRINTTAB(1b,3) ;STRINGS (4,CHR$254);
TﬂBtlé.EJ;ETRIHEiI#.EHH!EE#J;THEII&,E];:
COLOUR128: PRINTSTRINGS (4,CHR$255)

1260 GCOL3,5:MOVE1240,736: DRAN1240,808:
VDUS:MOVE1216,B40: PRINTES

1270 VDU4:COLOUR128: ENDPROC

1280 REMSREEEN!1

1290 PROCENENYRT (1)

1300 RETURN

1310 REMSREEENZ

1320 PROCENEMYRT (3]

1330 RETURN

1340 REMSCREEN3

1350 PROCROPE

1360 RETURN

1370 REMSCREEN4

1380 PROCBALL:PROCENEMYRT(3)

1390 RETURN

1400 REMSCREENS

1410 PROCBALL:PROCENEMYRT (0}

1420 RETURN

1430 REMSCREENG

1440 PROCBALL

1450 RETURN

1450 REMSCREEN7

1470 IFX=5 X=RND(2)

1480 IFX=1PROCENEMYLT(0) ELSE IFX=2PROC
ENEMYRT (0)

1490 IFX=2PROCENEMYRT(0)

1500 PROCROPE

1510 RETURN

1520 REMSCREENS

1530 PROCENEMYLT(0):PROCENENYRT (1)

1540 RETURN

1550 REMSCREEN9+10 -

1540 PROCENEMYRT(1): PROCENENYLT(2)

1570 RETURN

1580 DEFPROCROPE

1590 IFP%=360T01420

1600 IFACX6PY=0:60T01620

1610 TIFPOINT(X%+24,Y%)=3 OR POINT(X%+32
,Y4)=3 P%=1:50UND1,1,101,10:REPEAT

1620 GCOL3,3:MOVESY,900:DRANCY, 540432

1630 IFC%896 E=-32

1640 IFCAC384 E=32

1650 Ch=CA+E:5%=5%+(E/2)

1660 MOVESY,900: DRANCY, 540432

1670 1FSTY=7 AND X=5 Y=RND(2)

1680 IF5TX=7 AND X=1 PROCENEMYLT(D} ELS
E IFX=2PROCENEMYRT (0)

1690 IFPY¢)1 ENDPROC

1700 1FE=32 PROCRIGHT ELSE PROCLEFT

1710 SOUND00,0,0,0:SOUNDX11,0,0,0:PROC
BON

CRUNCHBACH

1720 UNTIL INKEY-1
1730 P%=3:PROCJUMP:PY=0: IF POINTIXY,YX-
64)=0 AND POINT(XX+56,Y%-48)=0 A%=1 ELSE
AL=0

1740 ENDPROC

1750 DEFPROCENEMYRT(R) IFI=0 GOTO1830
1760 MOVEF%,61:PRINTI$(V)

1770 1FV=1 V=2 ELSE V=1

1780 Fi=FL-HY

1790 MOVEFY,B%:PRINTI$(V)

1800 IFXXCFY+48 AND XY1)F1-4B AND BY(=Y}
AND B%)=Y1-5b2A%=11A=5:S0UND3,S, 160,10
1810 IFF%{=0 1=0:X=5:MOVEFY,61:PRINTZS!(
V)

1820 ENDPROC

1830 IF@=0 GY=b04 ELSEIF @=1 BY=540 ELS
E B=RND(2)-1:60T01830

1840 IF RNDI2)=1 1$(1)=L$:1%(2)=6% ELSE
1$(1)=18:1$(2) =04

1850 HX=RND(2):HX=(HX+2) #1bsV=1;1=1:F1=
1216 MOVEFY, BY:PRINTIS$ (V)

1840 SOUNDY0O0,4,4,5

1870 ENDPROC

1880 DEFPROCBALL

1890 IFL%<=0 OR L1)=12146 N1=-NY
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: %t MOVELY ,Mi:PRINTNS

L=

i

1900 IFMi=b636 DR MX=340 0%=-0i
1910 MOVELY ,NX:PRINTNS: LX=LX+NL: Ni=H%+0

1920 TFXXCLA+48 AND XAMLX-48 AND Mic=YL
AND Mi)=YE-36 AX=1:1R=3

1930 ENDPROC

1940 DEFPROCENEMYLT (F)

1950 IFJ=0 BOTO2030

1960 MOVEDX,EX:PRINTI$(6)

1970 1F6=3 B=4 ELSE 6=3

1980 DY=DY+KY

1990 MOVEDX,EX:PRINTI$(G)

2000 IFXX{DL+48 AND X1)>DX-48 AND EX{(=YX
AND EX)>=Yi-56 AYX=1:A=5:50UND3,5,160,10
2010 TFDY»=1216 J=0:X=5:MDVEDY,EX:PRINT
15(6)

2020 ENDPROC

2030 IF F=0 EX=b04 ELSE IF F=1 EX=540 E
LSE IF F=2 EX=572 ELSE F=RND(3)-1:B0T020
30

2040 IFBONX>400 EX=504

2050 I$(3)=K$:1%(4)=K$

2060 KX=RND(3):KX=(KX+2)#1626=3:J=1:D1=
0: IFEX=372 Ki=4§

2070 MOVEDX,EX:PRINTI$(E)

2080 SOUNDY0O0,4,3,5

2090 ENDPROC

2100 DEFPROCINSTR

2110 PRINTCHR$141;CHR$129;CHR$157; CHR$1
J13TAB(15) ; "CRUNCHBACK"

2120 PRINTCHR$141,CHR$12%;CHR$157; CHR$1
303 TAB(15) ; "CRUNCHBACK"

2130 PRINT

2140 PRINTCHR$141;CHR$133; TAB(S) "KEYS: "
2130 PRINTCHR$141;CHR$134; TAB(3) "KEYS: "
2160 PRINTTRB(10,3) ;CHR$132; "SHIFT...Ju
ap®*; TAB(10,4) ;CHR$133; "SHIFT...Juap"
2170 PRINTTAB(9,5) ;CHR$141;CHR$1303 "1, ,
vesssL@FL"3TAB(9,6) ;CHRE1 41 CHRE13L; L.,
coavel@ft®

2180 PRINTTAB(9,7);CHRS$141;CHR$129;")..

2190 #FX15

2200 IFSCL{>0 PRINTTAB(0,10);CHR$141;CH
R$134; "Score="SCL TAB(0,11);CHR$141; CHRS
132; "Score="SCL: #FX15

2210 IFSCY(SCDRE(7)6OTO2270

2220 PRINTTAB(12,10) ;CHR$141;CHR$132; "C

ONGRATULATIONS®; TAB(12,11);CHRS$141; CARS1
34; "CONGRATULAT [ONS™

2230 VDU28,0,13,39,13,134, 157, 132: INPUT
s "ENTER YOUR NAME®;NS$

2240 IFLENNS$>19THEN 2230 ELSE VDU12,26
2250 S=7:REPEAT:5=5-11UNTIL SCY(=SCORE(
5) OR S=1

2260 FORT=BT0S+2STEP-1:SCORE (T)=GCORE(T
-1) :NAME$ () =NANES$ [T-1) :NEXT:SCORE (§41) =
SC%:NANES (5+1)=NS$

2270 BX$=STRINGS$(31,"#") :BY$=STRING$ (8,
*#*+[HR§10+CHR$8) tPRINTTAB(S, 13) 3 BXS; TAB
(5,14); BY$; TAB (35, 14) ; BY$; TAB(S, 22) ; BX$
2280 FORL=2T07:PRINTTAB(B,L+13);CHR$ (L+
128 e ":TAB(b,L+13);CHRS (128+L);5C
ORE(L);TABI14,L+13) ;CHRS (135-L) ; NANES (L)
: CHR$135: NEXT

2290 PRINTTAB(12,10) ;CHR$141; CHR$132;"
TODAY'S BEST*;TAB(12,11);CHR$141;CHRS 134
+* TODAY'S BEST®

2300 VDU28,0,24,39,24,134, 136 INPUT; “EN
TER STARTING STABE(1 TO 10)*3STX:IF STX(
10RSTY)1060T02300 ELSE VDU12,26

2310 PRINTTAB(5,24) ; CHR$1363 CHR$129; *PR
ESS SPACE TO START";

2320 REPEAT UNTIL INKEY-99

2330 SCY=00:L1%=3:LEY=1:AL=0

2340 ENDPROC
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EXLISTO1
L IST
1® REM Moon Byggy
20 REM By MWilliam Frew
Z@ REM October (C) 19B5
4@ :
o@ MODEY
&0 VDU2I;B8202:;0;0;0;
780 PROCdefine
B0 FPROCinstruct
0 MODEZ
100 VDU2Z23:B202;0;0:0;
118 PROCcharacters
1280 MODE7
130 CHAIN"MOONZ2"
148 :
15808 DEFFROCinstruct
160 PRINTTAB(11,1)CHR#141CHR#¥1.51 "Moon

Buggy"
170 PRINTTAB(11,2)CHR#141CHR#131 "Moon

Buggy"
180 FRINT CHR#130"Stranded on
n after an aborted"”
190 PRINTCHR#13@"space mission, you JoO
urney through the"
2080 PRINTCHR#13@"hazardous
yvour buggy. Your™
210 PRINTCHR#13@"aim 1s to find food."
220 PRINTCHR#1Z3A@"There are 20 ditferen
t sheets, on each"”
230 PRINTCHR#130"sheet
nsters which are"
240 PRINTCHR#1Z0"combing the moon for
precious metals."
250 PRINTCHR#13@"From the +fifth
onwards there i1s"
Z6@ PRINTCHR#138"another
h is out to kill"™
278 FRINTCHR#1Z08"vou. I+ you run
any of the six"”
280 FRINTCHRE#130"monsters, vou will
lose one of your "
290 PRINTCHR#1Z0"three buggies."
08 FROCspace
=18 CLS
320 FRINT® 'CHR#13@"1+ wou start to ru
n out of fuel, you"
3380 PRINTCHR#1:28@"can gain maore
ning over a fuel”
340 PRINTCHR#13@"can. I+ you
all the sheets,”
3598 FRINTCHR#13@0"vou get
ggy, and then go"
260 PRINTCHR#130"back to sheet one."

the moo

terrain 1in

there are S mo

sheet
monster whic

Lnto

by run
complete

an extra bu

In Moon Buggy, you have
to move around the surface
of the moon collecting food
and fusel cannisters before
you get caught by mean
monsters or lose all of your
fuel. From level five on-
wards another monster
called the Seeker will join
in on the hunt and he can
g0 anywhere on the screan!

There are 25 different
sheets in all, and if you
complete them all you will
racelve an extra moon

By William Prew

buggy, and then Tprﬂnead to
sheet one again. There 1s an
option of joysticks, and you
are able to freeze the game,
and turn the sound on and
off. If ﬁﬂul‘ score is in the
top eight you will be asked
to enter your name in the
roll of honour for posterity!

To use the game, type in
listing one and save it as
*MOON1", then the second
listin and save it as
“MOONZ2'".

/80 PRINTCHR#¥1380"In order to complete

a sheet, you must"

3B PRINTCHR#13X@"collect all of the fa

od cannisters on"

270 PRINTCHR#1308"the screen

the exit in the"

and go to

490 FPRINTCHR#13@"right hand wall."

418 FRDCspace
4208 CLS
4380 PRINT "’

448 PROCcentre(CHR#131+"To move your b

uggy use")

458 FRINT:PFPROCcentre(CHR#129+"A ... Le

tt 8 ... Right")

4568 FRINT:FRULcentre (CHR£129+"#% ... Do

wn L[ ... Up")

478 PRINT:PROCcentre(CHR#131+"Dther Co

ntrals™)

488 FRINT:FPROCcentre(CHR#129+"Q2 ... So
und OFF W ... Sound On")
498 PRINT:PROCcentre(CHR#129+"CTRL ..

Freeze

SHIFT .. Continue")

0@ PRINT:PROCcentre(CHR#129+"J .. Key
s to joystick toggle")

918 PRINT:PROCcentre(CHR#129+"K .. Jay
stick to keys toggle")

<8 FROCspace
w48 ENDFROC
o4@ =

o DEFFROCcharacters
268 COLOURG:FRINTTAE(B,4) "CHARACTERS"
2780 COLOURY:PRINTTAB(B,7)CHR$230" WALL

o980 COLOUR1:FRINTTAEB(@O,7)CHR$2256" BUGGE

"'b'fll

278 COLOURZ:FRINTTAB(D,11)CHR$228" FOO

D CANNISTER"

&80 COLOURZ:FPRINTTAB(B,13)CHR#$#233" SEE

KER"
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610 COLOUR1:PRINTTAB(D,15)CHR$231" MON
STER"
620 COLOUR7:FRINTTAB(@,17)CHR$229" FUE
L CANNISTER™
&30 COLOURG:PRINT  * "“"PRESS SFACE TO LO
nDll
440 REPEAT UNTIL GET=32
6458 ENDPROC
L6@ :
&7@ DEFFROCspace
480 FRINT  'CHR#134CHR$13&"
SFACEBAR to continue":
498 REPEAT UNTIL GET=3Z
70@ ENDFROC
710 =
720 DEFPROCcentre(A#$)
730 PRINTTAB(19-(LENA$)DIVZ2) A%
74@ ENDFRODC
750 :
760 DEFFROCdefine
77@ VDU23,224,%99,4E7 ,%BD, %24 ,%3C,&BD,
&FF ,%BD
78@ VDU23,225,%BD,%FF ,&BD,%3C,%24,%BD,
RE7 , %99
79@ VDU23,226,%E7 ,%42 ,%FE ,&F5S ,%F5 ,&FE,
%42 ,%E7
B@@ VDU23,227 ,%E7,%42 ,%7F ,%AF , %AF ,&7F,
242, LE7
B1®@ VDU23,228,%0,%18,%FF 42,542,842 %
7E , %0
820 VDU23,229,%18,424 ,%7E,%24 ,4FF , %42,
%42, 4FF
B3@ VDU23,230,%FB,&%FB,%FB,%0,%DF , %DF , %
DF , %0
84@ vDU23,231,%E7,%3C,%7E,%DE, %99, &FF,
%E7 ,%3C
858 vDuU23,232,%3C,%5A,%5A,%24,45A, &5A,
%242 ,%C3
86@ VDU23,233,%66,%18,%E7 A5, %E7, %18,
%bb , %30
87@ ENVELOFE1,4,902,-15,-15,10,20,20,12
&,8,0,-126,126,126
BB@ ENVELOPE2,2,12,-8,15,5,8,8,8,.0,0,—
90,126,0
B89@ ENVELOPE3,1,70,6,0,31,10,0,124,0,0
y—126,124,126
?0@ ENVELDPE4,1,346,-34,0,20,20,0,126,0
,B,-126,1246,124
218 ENDFROC

Fress the

R

1 FROCassemble

280 MODE7

X0 PROCread

4@ 1IF FNask THEN PROCload

o8 REPEAT

6@ MODES:VDUZ23;8202:0:0; 03

70 *TV255

80 PROCdefine

90 REPEAT CLS
122 VDU19,1,col (sheet);0;
118 IF NOT done fuel=120 ELSE fuel=80
120 PROCscreen
1520 PROCcoords
148 PROCsheet
150 REFPEAT
168 FROCmove
170 FROCmonsters
180 IF sheet>=5 OR done THEN FROCseeke

190 UNTIL dead OR next
200 IF dead THEN FROCdead ELSE FPROCnex

<1@ IF buggy=0 THEN over=TRUE

220 UNTIL over

230 COLOURZ

248 FOR A=1 TO 18

250 FRINTTAB(1+A,1BYMID$("G A M E o v

E R",A,1)
231 PROCwait (220)
260 NEXT
278 PROCwait (S000)
280 MODE7:FROCtable
2980 UNTIL FALSE
208 :

310 DEFFROCmove

220 mxL=x¥:myl=y%L

33@ CALLkeys
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340 IF INEEY-2 THEN REFEAT UNTIL INKEY
=3

350 IF INKEY-7@8 AND key THEN key=FALSE

60 IF key THEN FROCkeyboard ELSE FROC
Jjoystick

370 IF mx¥=x% AND my¥=y¥X THEN ENDFROC

280 fuel=tuel-1

3980 IF fuel<1® THEN SOUND3,1.,58,1

4080 IF fuel=0 THEN dead=TRUE: ENDFROC

410 COLOURY

420 IF area(xi,y%)=2 THEN SOUND3,3,55,
Irscore=score+l@:npl=npl+1

430 IF areatx¥,y%)=3 THEN SOUND3,4,10,
Zifuel=fuel +10

440 IF areal(xi,y%) >@ FROCcheck

450 arealz¥,yh)=0

460 FRINTTAB (mx¥ ,my®L) "™ "

4780 COLOURS

480 FRINTTAB(&,2)sscore; TAB(15,2) ; fuel
£

498 COLOURG

SA0 PRINTTAB(xXL,yLlway$

S1@ IF x%<18 ENDPROC ELSE IF area(x¥,y
“1=0 AND npl=5 sheet=sheet+l:next=TRUE E
LSE IF areal(xi,y%)=0 AND npl<5S dead=TRUE

520 ENDFROC

S350 =

548 DEFFROCcheck

55@ FOR A=8 TO 5

560 IF x¥%=mon(B,A) AND y¥%=moni(l,A) dea
d=TRUE : ENDFROC

o978 NEXT

S80 IF sheet>4 AND x¥Y=mon(@,5&) AND yi=
mon(1,4) dead=TRUE ELSE IF done AND x¥i=m
on{@,4) AND y¥i=moni(l,46) dead=TRUE

59@ ENDFROC

&0

41@ DEFFROCkeyboard

420 IF INKEY—646 AND area(x%—1,y4)<>1 T
HEN x¥%=x%—1:way¥=CHR$227: ENDFROC

&30 IF INEKEY-BZ AND area(x¥%+l ,yA)<>1 T
HEN x¥i=x¥i+1:way¥=CHR$#22&6: ENDPROLC

&40 IF INKEY-S57 AND areal(x¥,y4A<—1)<>1 T
HEN yi=v¥—1:way¥=CHR¥224: ENDFROC

650 IF INKEY-73X AND area(xf,yA+1)<>1 T
HEN y¥%=v%+1l:way¥=CHR#$225: ENDFROC

&680 ENDFROC

&70

&80 DEFFROC joystick

&90 AL=ADVAL (1)DIV2Z5&

700 BYA=ADVAL (2)DIV25é6

710 IF AZ<100 AND area(xi+l,y4)<>1 THE
N x¥i=xi+1:wayF=CHRFZZ4&: ENDFROC

728 IF A¥>250 AND area(x¥%—1,y%4)<>1 THE
N xi=x¥k—1:way$=CHR$227: ENDFROC

730 IF B%<10@ AND arealix¥it,y#4A+1)<>1 THE
M y¥=y%+1:way$=CHR$225: ENDPROC

740 IF BYL>250 AND areal(xi,yi—-1)<>1 THE
N yi=vi—1:way$F=CHR$224: ENDFROC
7980 ENDFROC
760 :
778 DEFPROCdefine
780 done=FALSE
790 way¥F=CHR#$224
BO® sheet=1:key=TRUE
B81@ buggy=3:score=@
820 ENDFROC
B3Q :
84@ DEFFROCmonsters
BS@ dir%=RND(4)
B&@ MUE=RND (5)
870 gm¥=mon (@,M%) :gn¥%=mon (1 ,ML)

880 mon (B, ML)=mon (B,ML)+{diri=1 AND ar
eaigmi—1,gni)<>1)—-(dir¥k=2 AND area(gmi+1
sgni)<>1)

B850 mon(1,M¥L)=mon (1 ML)+ ({dir¥X=3 AND ar
eal{gmi,gni-1)<>1)—(diri=4 AND areai{gmi,g
ni+1Y<>1)

700 FRINTTAB(gmi,gni¥) :

218 IF areafgmi,gni)=2 THEN VDU17,2,22
8 ELSE IF areal(gmi,gni)=3 THEN VDU17,1,2
29 ELSE VDU32

2280 FROCcheck

3@ VDU17,3,31,mon(@,M%) ,mon (1 ,M%Z) ,231

4@ ENDFROC

950 :

7680 DEFFROCseeker

780 pi=RND(18)

780 sxi=mon(B,6) :syd=mon(l,5)

798 1IF pi<di+iL THEN ENDFROC

18008 IF ABS(mon(@,46)—x%) >ABS (mon (1 ,&6) -y
%) THEN FROClateral ELSE PROCvertical

1810 FRINTTAB(sx¥L,svL) 3

1020 IF areal(sx¥%,sy%)=1 THEN VDU17,1,17
y231,230,17,128 ELSE IF areal(sxi,syil)=2
THEN VDU17,2,228 ELSE IF arealisxi,syi)l=3
THEN VDU17,1,229 ELSE VDU32

1838 VDU17,2,31 ,mon{@,46) ,mon(l,48) ,233

1848 IF mon(B,&48)=x% AND mon(l,&6)=y% THE
N dead=TRUE

1850 ENDFROC

10580 :

18780 DEFFROClateral

1080 SOUNDS3,2,40,2

1098 mon(@,&8)=mon (@,4) +56N (xX-mon (B,56))

1188 ENDFROC

1118 :

11280 DEFPROCvertical

1138 S0UND3,2,50,2

1148 mon(l,48)=mon (1l ,4)+56N(y%X—-mon(1,&6))

1158 ENDFROC

11468 :

1178 DEFPROCdead

1180 buggy=buggy-1

11980 FOR sound=75 TO 55 STEP-1

1200 SOUNDZE,4,s0und, 1

121@ NEXT

1220 PROCwait (S000)

12380 IF npl=5 AND x%=1B THEN FROCnext
12480 ENDPROC

1238 :

12680 DEFFROCnext

12780 score=scaore+fuel

1280 COLOURZ2:PRINTTAB(1,4) "SHEET "j;shee

t-1;" COMPLETED"

1298 FOR sound=35 TO 75
1308 SOUNDZ,4,sound, 1

1318 NEXT

13280 FPROCwait (S000)

1330 GCOLO,Dd

1340 FOR C%=8B0 TO @ STEP-1
1350 7%FFEB=13:?LFE@1=C%
1368 S¥=C¥%#*1565:MOVESL,D
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153780 DRAWSL,1023: MOVESY+8,0 280B@ FOR wvertical=T TO B
12B@ DRAWSY+B8,1023 209@ VDU3Z1l,lateral ,vertical ,230
13980 NEXT 21008 area(lateral ,vertical)=1
1408 IF sheet=2&6 THEN FROCcomplete 21108 NEXT,
1418 ENDFROC 2128 ENDFROC
14280 = 21380 :
14580 DEFFROCwait (delay) 2149 DEFPROCsheet
1448 FOR T=1 TO delay 2158 noline=3220+20%sheet
1450 NEXT 2160 RESTOREnoline
14468 ENDFROC 2178 READ number
1470 : 2180 line=3230+20*sheet
1480 DEFFROCcomplete 2198 RESTOREline
1498 COLOURZ <208 FOR A=1 TO number
1508 PRINTTAB(2,8) "CONGRATULATIONS! » i 2210 READ xx,yy,tt,bb,ww
1518 PRINTTAEB(2,10) "SOMEHOW, YOU HAVE" 2220 PRDCFill (xx,yy,tt ,bb,ww)
1520 FRINTTAB(2,12) "MANAGED TO REACH" 2230 NEXT
1538 PRINTTAB(2,14)"THE CENTRE OF THE" 2240 VvDU17,128
1540 FRINTTAB(2,14)"MODN. NOW TRY AND" 2208 FOR cans=1 TD 5
1558 PRINTTAB(Z2,18)"D0O IT AGAIN ! - 2260 REPEAT
1560 PROCwait (10000) 2270 xco=RND(16)+1:vyco=RND(22)+&
1578 sheet=1:done=TRUE 2280 xcox=RND(14)+1:ycoy=RND(22)+5&
158@ buggy=buggy+1 <298 UNTIL area(xco,ycol=0 AND arealxco
159@ ENDFROC ¥, yCOVY)=0
1500 : 2308 mon (@,cans)=xcox:mon (1,cans)=ycoy
1618 DEFFROCcoords 2318 UDUIT,E,El,xEu,y:D,EEE
1420 FOR A=2 TD 17 2320 VDU17,3,31,xcox ,ycoy ,231
1638 FOR B=7 TO 28 2330 areal(xco,yco)=2
1640 area(A,B)=0 2340 NEXT
1650 NEXT, 23080 mon(B,68)=17:mon(1.,46)=4
1678 x¥i=1:y¥=P+2 2360 FOR fudr=1 TD 5
1688 IF NOT done THEN dif%=10.25-,25#%*sh 378 REFPEAT
eet ELSE difi=6 23B@ rx=RND(1&)+1:ry=RND(22)+4&
169@ IF sheet=20 THEN dif¥%=4 L2378 UNTIL arealrx,ry)=0
170@ IF dif¥%<5S THEN dif¥%=5 |
1718 next=FALSE:dead=FALSE
1720 over=FALSE:npl=0

1730
1740
17460
1778
1780
1798
1860@A
181@
1820

) "BUGGIES" ;buggy; TAB(11,2) "FUEL"; fuel ; TA
B{11,3) "SHEET"; sheet

183580
1840
1850
1860
1870
1888
1870
17900
17180
1720
1938
1940
1950
1760
1970
1980
1998
2000
2010
Z2@0zZ@
2030
2040
2050
<50
2870

way¥=CHR$226&

VDU17,2,31,x%, y%, 226

ENDFROC

DEFFROCscreen

COLOUR1

FRINTTAEB(S,@) "MOON BUGGY™

COLDURZ
FRINTTAB(1,2)"SCORE";score; TAB(1,3

vDU17,1,17,131
FORA=& TD 28
area(@,A)=1
area(l19,A)=1
NEXT

FOR A=1 TOD 1B
vbUu31,A,5,230,31,A,29,230
arealfA,d)=1:area(A,29)=1
NEXT

FOR B=5 TO 28
UDUEI,I,B,ESE,EI,lE,H,EEE
area(l,Bl=1l:area(18,B)=1
NEXT

vDU17,128

F=RND (18) +4: @=RND (18B) +&
FOR C=P TO P+4

FOR D=0 TO O+4

PRINTTAB(1,C)" “:area(l1,C)=0
PRINTTAB(1B,D)" ":area(1B,D)=0
NEXT,

ENDFROC

DEFPROCFill (X,Y,T,B,W)
VDUS31 ,X,Y,17,1,17,131
FOR lateral=X TO X+W




2400 VDUL7,1,31,rx,ry,229
2410 arealrx,ry)=3
24280 NEXT

2470 ENDFROC

2448 :

2450 DEFFROCtable

2440 FROCammend

24780 CLS

2480 PRINTTAB{(7,1)CHR#141CHR#134"Roll o
+ Honour."

24980 PRINTTAB(7,2)CHR#141CHR#134"Roll o
f Honour." '’

2500 FOR R=8 TO 7

2510 VDUZE2,32,138,R+49,46:PRINTTAR(3)CH
R¥135:sc(R)TAB(1&) ; F#F(name+R#*15) °

29280 NEXT

25320 PRINTTAB(Z,22)CHR#134"Do vou wish
to save the roll (Y/N) "3

25480 REFEAT

2550 ans=INSTR{"YyvNn" ,GET#)

2968 UNTILans

2578 1IF ans<{® THEN FROCsave

2580 PRINTTAB(Z2,22)CHR#134"FPress the 5P
ACE BAR to replay. "s TABI(33,22) 3
2990 REPEATUNTILGET=32

2600 ENDFROC

2618 =

2620 DEFFROCsave

2630 c=0FENOUT {"ROLL"™)

2640 FRINTHc,7

26590 FOR S5=80 T0 7

2650 PRINT#c,sc(S) ,#(name+5#135)

26780 NEXT

2480 CLOSE#c

269@ ENDFROC

27808 :

2718 DEFPROCload

2720 c=0PENUF (“"ROLL")

2730 IF c=0 PRINTTAB(4,22)"Hall of +ame
file not present.":CLOSE#@: FROCwait (500
@) : ENDFROC

27480 FOR E=@ TO 7

2750 sc(kK)=0:% (name+K#*15)=""

2768 NEXT

27780 INPUTHC,K

2780 FOR I=@8 TO 7

2790 INFUT#c,sc(l) . $#iname+l#*15}

2800 NEXT

28180 CLOSE#c

28280 ENDFROC

2830 :

2840 DEFPROCammend

2850 IF score<=sc(7) THEN ENDFROC

2860 FOR I=7 T0 @ STEF-1

2878 IF scarer»scl(l) THEN scl{lI+l)=sc(I):
Finame+(I+1)#15)=%(name+I#15):¥fix=1

2880 NEXTI

2890 sci{fix)=score

2900 FRINTTAB(1@,2)CHR#134"WELL DONE '"“
2910 PRINTTAB(Z,.9)"YOUR SCORE IS LARGE
ENOUGH"™

2928 PRINTTAB(O,7)"TO QUALIFY FOR THE R

OLL OF HONOUR®'™

29580 FRINTTAB(4,108)CHR#131"PLEASE ENTER
YOUR NAME"™
2948 vDU31,5,12,132,157,135,31,246,12,.15
5,31,9,12: #FX15,1
2950 'LF00=name+fix#*15
29680 7AF02=14
2978 7R703=32
2980 7TL04=127
2998 Xi=0:Yi=L9:A)=0
000 TLPA4=127:XX=0:Yi=LT: AX=0
30180 CALLYEFFF1
S0280 ENDFROC
a3 :

ZP4@ DEFFNask
Z050 PRINTTAB(A,S)CHR#134"Load A Roll O
f Honour 7 ":

040 REFEAT A=INSTR("YyNn" ,GET#)

@78 UNTIL A
P80 IF A<3 THEN =TRUE ELSE =FALSE
=090 :

21082 DEFFROCread
%118 DIM areal(l?,29) ,mon{l,6) ,sc (B) ;nam
e 158,col (25)

2111 RESTOREX211
=120 FOR +111=@ 70 7
3121 READ namen#

3130 ¥ (name+fill*15)=namen#$
2140 sci(fil1l)=2000-20@=fi11
3158 NEXT 111l
3160 FOR C=1 TO 25

=178 READ W
31880 col (C)=N
3190 NEXT
2200 ENDFROC
3210 DATA 4,2.,1.,5,4,2,1,5,4,2,1,9,4,2,1
gaghe sl gayils Byl o8

3211 DATA Speedy Sidney,Bert the Bug,Un
heimlich Gut,Willie Worm,Mr. Horrid,Napp
v Fappy.,Hideous Hid! ,Charlie Chin

Ll =

3230 REM Data for screens.

2240 DATA 1

3250 DATA 1,5,5,5,0

I260 DATA 1

3270 DATA 4,13,13,21,11

280 DATA =

3298 DATA 7,15,15,19,5,7,8,8,11,5,7,23,
23, 26,0
3308 DATA 2 .

3310 DATA 7,17,13,22,5,4,146,16,19,11
IZ20 DATA 4

33X@ DATA 4,9,9,12,4,11,9,9,12,4,4,22,2
2.25,4,11,22,22,25,4

3340 DATA 4

3358 DATA 3,9,9,9.13,3,14,14,14,13,35,1%
' 19,19,13,3,24,24,24,13

I360 DATA &

X370 DATA 4,8,8,26,8,15,8,B,26,0,8,14,1
4,20,0,11,14,14,20,8,5,17,17,17,2,12,1/7,
17,172

3380 DATA 9

3390 DATA 8,7.7.7.3.7,.8,8,8,5,4,9,9,27,
7,5,10,10,10,9,5,24,24,24,9,4,8,68,12,0,1
5,8,8,12,0,15,22,22,26,0,4,22,22,24,0

400 DATA S

z41@8 DATA 4,11,11,14,3,12,11,11,14,35,8,
15,15,20,3,4,21,21,24,3,12,21,21,24,3

420 DATA 9

343@ DATA 4,8,8,8,4,11,8,8,8,4,3,10,10,
16,0,3,18,18,24,0,146,10,10,146,0,146,18,1B
,24,0,4,26,26,26,4,11,26,26,26,4,8,15,15
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440 DATA 4

3450 DATA 4,10,10,10,11,4,10,10,24,0,15
L10,18.24.0,7,11,11,15,1

3460 DATA &

3470 DATA 4,10,10,10,11,4,24,24,24,11,4
e11411,18,0,15,11,11;16,0,4,18,18,Z3,d,1
s,18,18,23,0

348@ DATA &

s

(L. -
.. _‘

o

!

d

LN

L

'Ef‘" f
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4992 DATA 4,10,10,10,11,4,24,24,24,11,4
J11,11,14,8,15,11,11,14,0,4,18,18,23,0,1
2,18,18,235,0

000 DATA 3

3518 DATA 4,10,10,10,11,4,10,10,24,80,15
,180,10,24,0

So28 DATA 7

3538 DATA 4,10,180,10,7,6,17,17,17,9,4,2
4.24,74,11,11,10,10,146,0,4,12,12,25,8,15
,18,18,19,8,15,271 ,21,.25,8

S04@0 DATA 3

008 DATA 4,10,10,23,0,15,10,10,23,0,4,

4.24.24,11

S06@ DATA S

=278 DATA 4,10,10,23,0,15,17,17,23,0,4,
24 .24 .24,11,4,10,10,10,11,12,17,17,17,3

30B@ DATA S

998 DATA 4,10,10,25,80,15,1/7,1/7,25,8,4,
24 .24 .24,11,4,10,10,1880,11,12,17,17,17,3

6000 DATA 4

3618 DATA 4,10,10,17,0,15,10,10,17,0,4,
17,17,17,11,9,1B8,18,24,1

2620 DATA 11

3630 DATA B,9,9,9.,2,7,108,10,10,4,56,11,1
1,12,6,04,135,135,14,8,4,15,15,17,10,4,1%,1
7.21,18,5,22,22,23,8,6,24,24 .24 6,7 ,2
Ty 208, F,20,26,26,0,10,27 ,27,27 ;4

2640 DATA 17

3658 DATA 4,%9.,9,17,1.,8,8,8,8,3,79,8,B,11
v1,15,8,8,8,2,15,%,9,16,80,15,18,18,25,08,
14,.9,9,12,0,6,12,12,13,7, 6,114,184 19,17,
£3,294,29,46,4,8,8,8,2,8,17,17,21,0,%,18,1
B8,22,0,10,19,1%,25,8,11,20,20,24,0,12,21
y21,25,1,14,23,23,24,0

660 DATA 13

3670 DATA 3,8,8,16,0,3,1B,18,246,0,5,10,
18,16,0,5,18,18,24,8,7,12,12,146,0,7,18,1
H,22,0,9,11,11,25,1,12,12,12,16,8,12,18,
18,22,8,14,10,10,146,0,14,8,8,16,0,14,18,
i18,24,0,16,18,18,24,0

2680 DATA B

3698 DATA 4,11,11.,23.,8,5,11,11,11,.4,5,2
Syl doy8,11,11,11,235,0,12,11,11,11,4,12
,23,23.;_.4 14.1? 1?,1? 2y lb 1? 1? “3 @

2700 DATA 9

3710 DATA 3,10,10,108,4,5,11,11,25,0,%9,1
e,18,25,0,12,18,10,25,0,10,18,18,18,1,14
,y18,10,25,8,15,18,10,10,1,15,18,18,18,1,
15 ,29,29,29,1

3720 DATA 14

3738 DATA 3,10,10,10,2,3,18,18,18,2,3,2
Dyln.lR.2.0,108,10,25,0,7,10,10,25,8,10,1
é,180,25,8,12,10,10,25,0,8,108,10,10,1,13,
19,10,10,0,13,25,25,25,0,14,11,11,17,0,1
4,19,19,24,0,146,10,10,22,0,156,24,24,25,0

Z74A =
27580 DEFFROCassemble

3768 osbyte=LFFF4

3778 FOR pass=@8 TO 2 STEPZ:PiL=LEOO
=780 [DOPT pass

27980 . keys

ZB0@ LDX#Y%EF : JSRsee: BERon

3810 LDAH#Z210:LDY#%200: LDX#%01: IMFosbyte
>B20 .on

3830 LDX#%DE: JSRsee: BERQof f

B840 LDAHZ10: LDY#%00: LDX#%00: IMFosbyte
3B50 .off RTS

SB&50 .see

878 LDY#LFF:LDA#%B1: JSRosbyte

>BB@ TXA:RTS

38980 INEXT pass

2900 ENDFROC



By Nigel Sharp

Space Chase features full
colour three dimensional
graphics including moving
stars and 3D space ships.

You are chasing a group
of ecargo ships that are
known to be smmuggling bet-
ween various galaxies. It is
your duty to destroy as
many as you carn.

The cargo ships (the
gaucers) are much slower
than you, s0 you must
shoot them quickly before
you pass by

To protect the slow cargo
ships they have a group of
fighters.

The fighters are faster than
the freighters, though not
as fast as your craft — so
you have longer to sight
them and shoot them, but
the fighters have rear guns
that can shoot you back, sc
be careful!

Your shield can take
several hits, but watch out
for collisions and running
into the debris that is left
over from the destroyed
ships.

Notes

Type in lines 2420 onwards
first, and check them,
before typing in the rest of
the program.

Errors will be reported
in a non-standard manner
as error line and number.
The message associated
with the number can be
found in appendix VIII of-
the user manual.

100 REN #etetissssssssssss 410 ENV 4,3,1,2,3,-1,2:ENT -4,4,120,1 4,

110 REM # ' -120,1
120 REM # 3D Space Chase # 420 ENT -5,10,-%,1,10,5,1

130 REM # ' 430 ENV 5,15,-1,50:ENT -5,5,-10,1,10,10, |
140 REN ®#  Nritten By ¢ 1 |
150 REM #  Nigel Sharp + 440 ENV 6,15,-1,B |
150 REN ¢ ' 450 DIM hi(15) ,hi%(15)

170 REN stdedtesssstssints

180 ON ERROR BOTOD 2420

190 ON BREAK BOSUB 2440

200 GOSUB 260 'Initialisation

210 B0SUB 490 "Instructions

220 BOSUB 770 "Mew game

230 GOSUB 2110 'Hiscores

240 BOTOD 210

230 REM Initialisation

260 RANDOMIIE TIME

270 RESTORE 230

280 FOR a=1 TD 10+READ shtyp(a):NEXT

290 FOR a=1 TO JsREAD enshia)iNEXT

300 DATA 1,1,1,1,1,1,1,2,2,2

310 DATA §,9,10

320 ENV 1,6,-1,3,9,-1,15:ENT -1,2,-8,1,2
12,1

330 ENV 2,10,~1,10:ENT -2,3,-1,1,3,1,1
J40 FOR a=! TO J:READ shcol (a):tNEXT

330 DATA 14,12,13

360 FOR a=1 TD &:READ spla)iNEXT

370 DATA 10,15,0,12,12,12

380 ENV 3,135,-1,11ENT -3,1,25,1
390 FOR a=1 TO J:READ scia):NEXT
400 DATA 1300,2300,0

460 FOR a=1 TD 15:hi (a)=5000:hi$(a)="God
knows who.":NEXT

470 RETURN

480 REM Instructions

490 PAPER O:PEM 1:INK 0,0:INK 1,15:INK 2
112 INK 3,12

300 MODE 1|

310 LOCATE 13,2:PRINT 3D SPACE CHASE"

520 LOCATE 12,3:PRINT "sssssssssssassns’

930 LOCATE 9,5:PEN 2:PRINT "Written By N
igel Sharp"

940 PEN J:PRINT guer-
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S
......

990 PRINT®
all enesy"
960 PRINT®
nce, near"®
370 PRINT®
the four"
980 PRINT®

b rosights,”

970 PRINT®

“5 fire. The"

600 PRINT®
es before"
610 PRINT®
620 PRINT®
neay: the'
630 PRINT®
are worth*®
b40 PRINT®
e faster,”
6350 PRINT®
and are"
bb0 PRINT®
score 10"
670 PRINT®
[ #ven if"

When the game starts, a sa
ship will appear in the dista
the centre of the screen. Use

cursor keys to get his in you

and then use the copy key to

eneay sust be hit several tia

he is finally destroyed.®

There are two types of e

Saucers move the slowest,and

2500 points. The fighters ar

they
worth 1500 points. You also

points for hitting an enemy

fire shots at you ,
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ANSTRAD

680 PRINT* not destroyed),®

690 PRINT®  Your shields will protect
you ¢roa"

700 PRINT* a certain amount of eneay
ire , and"

710 PRINT* collisions. Bood Luck ''®

720 WHILE INKEY$<)"":MEND

730 PAPER 1:PEN 0:LOCATE 13,25:PRINT *Pr
ess Any Key®

740 WHILE INKEY$="":NEND

750 RETURN

750 REM New Bame

770 BOSUB 1250

780 sh=10031sp=01eg=0: shot=0

790 sc=0:sp=0:LOCATE 3,4:PRINT sc

BOO REM New Enemy

810 sp=sp+lind=0:yd=01xxdd=01yydd=0

B20 ze=300:shtyp=shtyp (INT(RND(1)#10)+1)
B30 xe=INT(RND(1)#50000) -25000

BAO ye=INT(RND (1) #50000) -25000

B30 INK 14,shcol (shtyp)

BA0 ensh=ensh(shtyp)

870 EVERY 7,1 BOSUB 1530

B8O x=xe/2ety=yn/ze:s=1000/20:B05UB 1570
B90 ox=xeroy=yeioz=1e

900 IF INKEY(B)>-1 OR (JOY(0) AND &) THE
N xd=xd+5

10 IF INKEY(1))>=1 OR (JOY(0) AND B) THE
N xd=xd-5

......

920 xxdd=xxdd+ (RND(1)-0,5) #300: xd=xd-SEN
(xd)sxe=xe+ (xdsze) +xxdd# (shtyp=2)

¥30 IF INKEY(2))-1 OR (JOY(0) AND 2) THE
N yd=yd-5

940 IF INKEY(0)>=1 DR (JOY10) AND 1) THE
N yd=yd+S

§30 rrdd'rrdd+{HHD!1j-ﬂ.E}iiﬂﬂ:rd'rd-ﬂﬁﬂ
1rd}i!|rl-ft*lrdl1|i+yydd11|ht1p=2}

960 ze=ze-sp(shtyp)-sp:IF ze¢1 THEN xmpx
foziy=oy/02:%=1000/0z2:B05UB 1570:607T0 10
30

970 x=ox/oz2:y=0y/0z:5=1000/02:605UB 1570
980 IF shtyp}3 THEN shtyp=shtyp+0.2: IF 1|
NTishtyp) >=7 THEN B10

990 x=xe/zesy=ye/ze:521000/201 80508 1570
1000 IF shot=! THEN BOSUB 2040

1010 TF shtyp=1 AND INTIRND(1)#25)¢sp AN
D shot=0 THEN BOSUB 1890:IF eg=l THEN 60
70 2070

1020 IF (INKEY(9)>-1 DR (JOY(0) AND 48))
0) AND shtyp<4 THEN 1130

1030 607D 890

1040 REM Collision with eneay ?

1050 IF ox<-3200 OR ox)>3200 OR oy<{-2200
OR oy»2200 THEN B10

1060 IF shtyp)3 THEN shegh+20

1070 sh=sh-401LOCATE 2,15:PEN O:PRINT sh
1BOUND 129,1500,0,15,6,0,31:1F sh¢=0 THE
N 2070

1080 FOR a=1 TD 25:INK 0,010UT &BC00,2:0
UT &BDOO, INT (AND (1) #4) +45

1090 INK 0,a1FOR b=1 TD S:NEXT:NEXT:OUT
LBCOO,2:0UT LBDOO,47

o




1100 INK 0,0

1110 BOTD B10

1120 REM Player fires shot

1130 1F xe)-3200 AND xe<3200 AND ye)-220
0 AND ye<2200 THEN hit=1 ELSE hit=0

1140 SOUND 129,50,0,15,1,1:80UND 130,0,5
0:IF hit=1 THEN SOUND 2,20,0,10,2,2

1150 FOR a=24 TD O STEP -14FOR b=l TO 10
INEXTHINK 12,a:NEXT

1160 IF hit=0 THEN 890

1170 FOR a=32 TO 1 BTEP -1:INK 14,a MOD
(a/2)1FOR b=] TO SsNEXT b,atINK 14,shcol
(shtyp)

1180 sc=sc+10:LOCATE 4-INTI(LEN(STR#(sc))
/2) 41 PEN 0tPRINT sc

1150 ensh=ensh-111F ensh}0 THEN B90

1200 SOUND 2,0,0,15,1,0,311sc=sc+sc (shty
p)1LOCATE 4-INT(LEN(5TR#{sc))/2) ,4:PEN 0
tPRINT sc

1210 w=xe/zetymye/20:8=1000/20:605UB 157
0

1220 shtyp=4:G0SUB 1570

1230 8070 890

1240 REM Print screen

1250 MODE Q:PRINT CHR$(23)CHR$(0);

1260 FOR a=0 TD 13:INK a,a:NEXT

1270 ORIGIN 200,200

12B0 FOR a=1 TD 15

1290 x=INT(RND(1)#10000)-5000

1300 y=INT(RND(1)#10000)-5000

1310 col=INT(RND(1)#10)+]

1320 FOR z=25 TO 1| STEP -1

1330 IF /2200 OR x/2¢-200 OR y/z200 O
R y/2(=200 THEN 1360

1340 PLOT x/2,y/2,colicol=col+1:1F col}l
0 THEN col=l

1350 NEXT

1360 FOR z=0 TO OsNEXT

1370 NEXT a:FOR a=1 TO 10:INK a,0:NEXT
1380 ORIGIN 200,200:WINDOW 14,20,1,25
1390 PAPER 11:CLS2INK 11,24z INK 12,115 1N
K 13,150 INK 14,3: INK 15,13

1400 PEN O:PRINT:PRINT * SCORE"

1410 PRINT:PRINT:PRINT:PRINT

1420 PRINT " HIGH- -SCORE®

1430 LOCATE 4-INT(LEN(STR$(hi (1)))/2),10
sPRINT hi(1)sPRINT

1440 PRINT "SHIELD"

1450 PRINT:PRINT * 100"

1460 FOR a=200 TO 216 STEP 2:PLOT a,200,
11:DRANR 0,-400:NEXT

1470 PRINT CHR$(23)CHR$(0):INK 12,0
1480 FOR a=10 TO O STEP -2

1490 PLOT -1%0-a,-200,12: DRAW 0,0:1PLOT 1
90+a,~200,12: DRAN 0,01 NEXT

1500 PLOT -10,10,13:DRANR -10,10:DRANR 4
0,0:DRANR -10,-10:PLDT -10,-10: DRANR -10
,-10:DRANR 40,0:DRAWR -10,10

1510 PLOT 0,-20:DRANR 0,-10:PLOT 0,20:DR
ANR 0,10

1320 REN move out stars

1930 col=col+1:IF col Y10 THEN col=1:INK
10,0

1340 INK col-1,0:INK col,26

1550 RETURN

1560 REM Draw eneay ship

1570 IF x<-10000 OR x>10000 OR y{-10000
OR y>10000 THEN RETURN

1580 ORIGIN x+200,y+200,0,400,0,400

1590 s2=n#2in3nghIrabngtd; gSuneS: gbugtd
1600 PRINT CHR$(23)+CHR$(1);

1610 shcol=15

1620 ON INT(shtyp) BOTD 1640,1690,1870,1
130,1770,1820

1630 REM Ship 1 (Fighter)

1640 MOVE -s2,52:DRANR -s,-s,14:DRANR 0,
-52: DRANR s,-8

1630 MOVE -s3,0:DRANR s,0:DRANR s,s:DRAN

R 52,0:DRAWR s,-8

1660 DRAWR %,0:MOVE -82,01DRANR s,-s:DRA
WR $2,0:DRANR s,s

1670 MOVE s2,52:DRAWR s,-s:DRAWR 0,-82:D
RANR -s,-s:60TD 1870

1680 REM Ship 2 (Saucer)

1690 MOVE -s3,0:DRAWR s,s,141DRANR s4,0:
DRANR s,-s:DRANR -sb,0

1700 DRAWR 0,-s:DRAMR s2,-s:DRANR s2,0:D

RAWR s2,s:DRANR 0,s

1710 NOVE -s,s:DRAWR 0,s:DRANR s2,0:DRAN

R 0,~s:80TD 1870

1720 REM Explosion framse |

1730 MOVE 0,0:DRAWR s,-5,14: DRANR -8,82:
DRANR s,-32:DRANR -s,8

1740 MOVE 0,s:DRAWR s2,-s2:DRANR -5,-s:D
RAWR -s,s31MOVE -5,0

1750 DRAWR 0,-s:DRANR -s,0:DRANR s,8:80T
D 1870

1760 REM Explosion frame 2

1770 MOVE 0,0:DRAWR -93,82,14:DRANR 05!
DRANR s3,-8]

1780 MOVE 0,s2:DRAWR s2,-s:DRAWR s,s2:0R
AWR -83,-s

1790 MOVE -s,-s:DRAWR -5,s:DRANR -s2,-s3
1DRANR 3,52

1800 WOVE 0,-s:DRANR s,-s:DRAWR s2,0:10RA
WR -s2,s2:DRANR -s,-s:B0T0 1870

1810 REM Explosion frame 3

1820 MOVE -#2,s:1DRANR -4, 85, 14: DRANR 0,
-s:DRANR 54, -sd

1830 MOVE s3,s:DRAMR -s,s2:DRAWR s5,010R

ANR -sd4,-s2

1840 MOVE -82,-s:DRAWR -s,0:DRANR -s,-5d
:DRAWR 52,34

1830 MOVE 0,-»:DRAMR s2,0:DRANR 0,-52
1860 DRAWR -s,-s:DRANR -5,83

1870 RETURN

1880 REM Enemy fighter fires shot

1890 IF x{(-10000 OR x>10000 OR y{-10000

OR y»10000 THEN RETURN

1900 xs=INT(RMD(1)#100) =501 ys=INT(RND(1)
#100)-50

1910 xw=xu#(ze/100) rys=ys#(ze/100) 1 PRINT
CHR$ (23) CHR$ (1) 4

1920 xw=xu/ (MAK(ABB (xs) ,ABS (ys)) /250)
1930 ys=ys/(MAX(ABS(xw) ,ABB{ys))/250)
1940 ORIBIN 200,2001PLOT x9-25,yn,11:DRA

W ox,y-s1DRAN xs5+23,ys

1930 shot=1:S0UND 130,100,0,15,3,3

1960 oxx=x1oyy=y:oss=s

1970 IF ABE(xs)>200 DR ABS(ys)>200 THEN
2010

1980 sh=sh-10:LOCATE 2,15:PEN O:PRINT sh
1990 SOUND 132,250,0,15,1,5:FOR a=1 T0 2
5 STEP 0.2

2000 INK 0,01INK 0,25-astMEXT:INK 0,0
2010 IF sh{=0 THEN eg=i

2020 RETURN

2030 REM Delete eneay's shot

2040 ORIGIN 200,200:PRINT CHR$(23)CHRS (1
)3

2030 PLOT xs-25,ys,11:DRAW oxx,oyy-oss:D

RAW x8+25,ys:shot=0; RETURN

2060 REM end of game

2070 S0UND 135,30,0,15,5,6,31

2080 FOR a=27 TO 0 STEP -0.25:FOR b=a T0
0 STEP -11INK 0,brBORDER biMEXT b,a
2090 RETURN

2100 REM Hiscores

2110 eg=RENAIN (1)

2120 IF hi(15) >sc THEN wic=1:60TD 2180
2130 hi (15)=scthi#(15)="";place=15

2140 FOR a=15 TD 2 STEP -1

2150 IF hifa=1)<hi(a) THEN hi=hi(a)ihi$=

hi%ta)shi (a)=hifa-1)shi$(a)=hi®{a-1)thit

a-li=hithi$(a-1)=hi$:pl=a-|

2160 NEXT:wfc=0

2170 GOSUB 21B0:LOCATE 13,pl+B:PAPER 2:P

EN 0: INPUT hi$(pl)iwfc=l

2180 PAPER 2:MODE 1:CLS

2190 INK 0,0:INK 1,6:INK 2,111 INK 3,24

2200 LOCATE 12,2:PEN 3

2210 PRINT "Hesesssssassniitss’”

2220 LOCATE 12,3

2230 PRINT "# 3D Space Chase #"

2240 LOCATE 12,4

2250 PRINT “sessssssssnsisssss’

2260 LDCATE 17,52PEN 0

2270 PRINT "HISCORES"

2280 LOCATE 1é,7

2290 PRINT "=z=zzzz==zzs=*

2300 PEN 3:LOCATE 1,9

2310 FOR a=1 TO 15

2320 IF a<10 THEN PRINT * *;

2330 PRINT ajCHR$(B);*) “;hila);:IF hila

{100 THEN PRINT * *;

2340 LOCATE 13,VPOS(#0) :PRINT hista)

2350 NEXT a

2360 LOCATE 13,25:PAPER 0:PEN 1

2370 PRINT "Press Any Key®;

2380 IF wfc=0 THEN LDCATE 13,25:PRINT *
Enter Name '

2390 WHILE INKEY#<>"":WEND

2400 IF INKEY$="" AND wfc=1 THEN 2400

2410 RETURN

2420 MODE 1:PAPER O:PEN 1:INK 0,0:INK 1,

23

2430 PRINT “Error "ERR"in line"ERL:END

2440 MODE 1:PAPER O:PEN 1:INK 0,0:INK 1,

23:END :
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CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden

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

Telephone Stuart Taylor 01-437-0699

i o |
Ll
R

advertisement.

proprietors.

WARNING NOTICE

Advertisements placed in 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
warrants that his advertisement(s) does not infringe an
party in the advertised product.

Further, the advertiser Endgmnifies 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

y copyright or condition of sale of any interested

of the advertiser by the

_ ronmne | Fonsate
MIDILAHORCOMFUTIERE]

LIBRARY

ATTENTION Commodore, Amstrad, Atari, BBC & MSX Users
A SUBSIDIARY OF PLATINUM GOLD

* OWER 4,000 diffier

anil il
AMSTRAD, ATARI, a

| ! o
el e 1EndlEf

* ARCADE. ADVENTURE, EDUCATIONAL and BUSINESS software 1

+ HIRE PRICES from op INC. P&P.

* 0% DISCOUNT off all purchase soffwar

* FREE CATALOGUES.

* FREE HINTS AND TIPS.

* FAST RETURMN OF POST SERVICE (if rs

* ALL GAMES manufaciures QORIGINALS with fu
- ﬂvE“ (I i i Puee] 1 mibare

* EURCPEAN members

& Crmenuber

the COMMODORE, SPECTRUM BBC,

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 l

I

I

I

I stating machine.
I Name:
!
I
i

Address:

L g SR

HAD AN ATARI
FORCHRISTMAS?

Looking for a reliable Software
supplier?

Wide range of Litilities and
Games, Prices from £2-£15.
Send Large SAE for Free 15 Page
Catalogue. Mail Order Only

STOCKSOFT
15 WOODBROOKE RD.
BIRMINGHAM B30 1UE.

Computer Gamer

A

SOFTWARE

HINTS - POKES - MAPS

Monthly kandbeok 3 packed wilh bundrads of lips, poles.
mape. eompedilions md peftwirn phers.

Amsirad Hamdhook £1
BB Handbook £1
Commodore Arcade Hardbook 1
Lommodane Games Review Handbook E0 75
Specirum Arcade Handbook £1

apecirum Games Review Handbook £0 75
The Adventures Handbook |Spec/CEM) £l
(1 6/ +4 Handbook {wile lor Funlbeés Inlormation)

Sand cheges or F.0. o
H & O SERVICES [CG
1338 Ashion D¢ Road

Higher Opesshaw
Manchesier W11 1J6

ATARI 400/600/800 XL
SOFTWARE

Wie have an all round selection of dishs. casseites amd
caridges FOR HIRE. Apply now axd hire your dirst
four games fiee. Anound 1 000 ditferent eviginal titles
For tull details cend Wrge stamped addesced sk
o Belephore gvenings fpm - 10pm or weskends

LOW ATARI PRICES

1050 OISG DRINE £131 80 poar 1nes
130 XEs + Reconder + Miar 2040 £165-85 o]

I
130 XEs 105%0 ORIYE £257 90
130 XEs £127 30
ANNG and Arahyy magrnes gvailati
BEST QUPALITY DISCS
Uniabelied 5.00./5 5 E11 85 for 10 piest fren
L 95 gf 100 post Fres
O0/5.5 £14.95 tor 10 post Frs

BOXES OF 10 /D0 E38 95
ATARI 520 5T PACKAGE £729 495 Hls1 FHEE +
1 FAEE DISCS
Memores ] discs 5.5 /0.0 Bonet of 106
28 05
TRADE ENQUIRIES INVITED FOR ALIL IHE ABOVE
GAMES & EDFTWARE CLug

Dgt. C6. 35 Tilbury Road, Tilbery Closs
Sunderiand 5A3 4PD. Tel: OTAI 288351

JOKES &y

[
FREE - 8
-
Britain's MNo: 1 Joke e
Cllln-lﬂghe packed N

with over 500 practical jokes from 5p
Stink bombs, Whoopes cushion, wokb-
bly lager glass, laxative tea bags,
smoke bombs, willie sugar, cigaretta
bangers, joke blood, sick, mass, soap
sweels, wat jokes, exploding jokes
magic tncks, party fun kils, masks
make-up, s8a monkeys, girl strip pens,
adult parly packs, saucy novelties,
naughly presenis, posters, badgers,
the complete Joke Shop by Post
Send 13p stamp with your name and
address for bumper colour catalogue
#nd Free Gilt to

MATCHRITE. THE FUNNY BUSINESS

(Dept C.G.) 16T WINCHESER ROAD,

BRISTOL BS4 3NJ,

S i REPAIRS
T N e — e i — — — I —— — — '

SPECTRUMS,
COMMODORE,
DRAGON AND BBC
REPAIRS

All Spectrums also have essential
madifications fitted and ane completely
gverhauled with & momh Quaranies £20
all inglusive
Free pstimates for CBM. Dragon and
BBC

M_P. Electronics, (Depl (G).

The Laurels, Wendling, Dereham,
Morfolk NR19 2LZ. Tel: D3IEZ28T 327.

OBYSakY 7

Science Fiction Specialists

Books, Comics, Magazines, Posters
Soundtracka, T-Shirlg and Games

Manchesier Universily Precincts
Dxiord Road, Manchestar M13 ORN
Tel: 061-273 GEEB
COpen Mon-5Sat 9.30-5.30

ALSD NOW AT:
Unit &, Harrlzon Streel,
Off Vicar Lane, Leeds 1.

Tel: 0532 426325

MAGAZINE AND POSTER CENTRE
(Large range of compuler magazines )
21 Hanging Ditch, O Corporation 5t
Manchester 4.

Tel: 081-B32 7044

BBC/ELECTRON Software
Library. Membership £5.00. Tapes
£1 (+ 30p P&P). Stamp for details.
E. Tucker, 58 Blenheim Walk,
.orby, Northants

SPECTRUM Tape Library Free
Membership. Over 300 games
Educational Utilities. For details
send SAE 'Soft By Post': 14 Blakeley
Avenue, Walverhampton.

Hire & Exchange Software.

Exchange your software! Phone or
send list of your software and ask
for details. Software hire! Mo
membership charge. P&FP free.
Hire tapes from £1.50. Phone for
details.

T & P Software, 4 Maine Road,
Mewland, Drax, Selby, Morth Yorks.
‘Tel: OTS5T 618007.

a7




SOFTWARE

SPECIAL DEAL FOR
ATARI

400 / 800 / XL / XE

HIRE your first 2 games FREE

from our extensive range of soft-

ware, Up to the minute releases
available. Apply Now!

OR.

BUY all the latest software titles at
best possible prices. (New re
leases available direct from U.5.)
Atari hardware and modams now
available at discount prices. For
further details send S.A.E. 1o

CHARNWOOD GAMES
30a WARWICK AVENUE, QUORN,
LOUGHBOROUGH,
LEICESTERSHIRE.

TEL: 0509 412604

25% off latest software RRP
all computers

Phone 01-555 9303 or write

to: DARREN, 294 Romford

» Rd., LondonE7.Oldgames

up to s price

SENSATIONAL Postal Software
Bargains for Amstrad, Atari, BBC,
Commodore (All Formats), Elec
tron, Spectrum. For Free List send
a SAE or Phone Teletex Cleck-
heaton 0274875299, 28 Brooklyn
Court, Bradford Road, Cleckheaton,
W. Yorks.

HUGE SAVINGS

&n our encrmous range of arcade, ady,
utility, educ, software for
AMSTRAD, CBM 16, CBM + 4, CBM 64,
DRAGOM, MSX, ORIC, GL, VIC-20.
Prices start at £1.50. Send SAE lor price
list (stating microishl:
RAMESES (DPT ADV 4),
12 Winsley Road, Colchester,
Essex CO1 2DG.

XXX VIDEO

Telephone (day or night)
0373 - 830563
FOR DETAILS
Glossy list from: XXX Video

Club, 2 Sireatham High Rd.,
London SW1E6

Yoy must Be ower 18 10 ask for detals)

Beat the competition by advertising
in Computer Gamer classified!
Phone Stuart Taylor on:-

01-437 0626

CLASSIFIED ORDER FORM

SEND TO: 1 GOLDEN SQUARE, LONDON W1R E ETT

Signature............

Please place my advertin CG for.......issues
commencing as soon as possible. | amenclosing
my cheque/P.O. for £ . ... .. . (made payable to
A.S.P. LTD) Advertisers please add 15% VAT

NMame................

Phong NO. .........ccccoveveenns

D

L4 I

(OMPETITION

Did you win the Aiwa PO-8
personal sterec in our
‘“‘join-the-joke’’ competi-
tion inspired by Basildon
Bond. :

To enter the competition
you had to match up the
jokes with the correct pun-
chlines as you have to do in
the game based on Basildon
Bond which is coming soon
from Probe Boftware. The
ATISWErs are. . .

1 What's green, hairy and

pes up and down?

(e) A gooseberry in a lift.

2 What's black, yellow and
very dangerous?
A (b) hark
custard.
3 What's blue, white and
would hurt you if it fell?
A (f) A fridge wearing jeans.
4 What do wyou call a
boomerang that doesn't
come back?
A (h) A stick.
5 What do glow worms eat?
A (a) Light meals.

infested

& What you call a chinese
woman with a mixer on her
head?

A (g) Glenda or Blenda.

7 hat's green, but goes
red at the flick of a switch?
A (e) A frog in a liquidizer.
8 What's high, smelly and
dangerous?

A (c) A skunk in a tree with
a machine gun.

9 What do sheep and ink
have in common?

A (d) They both live in pens.
10 What's green and taps
on glass?

A (j) A frog in a microwave.

The winner is 14 year
old Joe Thomas who lives in
London and won with the
following joke that he had
to send in as a tiebreaker.

What animal has two
humps and is found in the
North Pole?

Answer: A lost camel.

It was a difficult deci-

sion as there were many ex-
cellent jokes sent in in-
cluding many we could
never print. Here is a small
selection and the culprits
that sent them in.

Why did the baker stop
baking doughnuts?

A. Because he was tired of
the hole business. (Sharon
Wright, Lincs)

What happens to illegally
parked frogs?

A. They get toad away.
(Jonathan Cutmore, Herts)

What do you call a man
with no arms or legs in the
sea?

A. Bob (Derek 0Ogg, New
Elgin, Scotland)

What did the Electricians
wife say when he arrived
home late?

A. Wire you insulate. (C.
Verrill, Cleveland)
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The T.V.
science fiction
series invades your
home computer.

tarth is visited by
seemingly human
aliens...

These reptiles soon
reveal their ultimate aim
however...to take over
Earth and enslave its
population...

SPECTRUM 48K

SPECTRUM 48K

Ogean Software is available from selected branches of:
JB) WHSMITH " LE3IT WOOLWORTH.,

LASKYS Rumbelows Greens.
Spectrum Shops and all good software dealers.
Trade enquiries welcome.

.. Your

mission as
resistance leader
Michael Donovan is
to seek and destroy
their Mother Ship
using all the skills
and weaponry at
your command.

All-action, multi-level
Arcade game for your
Spectrum & Commodore.

COMMODORE 64

AMSTRAD

Oecean Software Limited,

& Central Street, Manchester M2 5NS.
Telephone: 061 832 6633 Telex: 669977 Oceans G

t 1983 Warner Bros. Inc. All Rights Reserved






