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Enjoy the excitement of the world's premier sporting
occasion as the whole of the globe focuses attention on

the ultimate in football achievement — World
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Follow the action as it happens with your
own computer progress chart, play out the
drama of real match encounters, nation
versus nation in your own computer
football game and capture

the spirit of this

momentous competition
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and its Latin American setting
famous for its carnivals, the passion

of its

ple and the fervour and

enthusiasm they demonstrate for

their sport.
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Americana

TS Gold is to bring out a series of
budget games.

Released wunder the new
Americana label the games will
cost £2.99 and include titles
written by US glants Synapse,
Datasoft and Epyx

The first releases are Slamball
(C84), New York Clty (64, Atari ),
Shamus (64, Atari), Scootar (64,
Atari) and Ollice Follies (64,
Atari).

TS Gold plan to extend the
range with titles for C84,
Spectrum, Atari Amstrad and
MEX computers
Goldan Oldies series rerelassing
titles such as Breakdance from

VK.

New for the C84 is a com-
pilation tape aptly called Arcade
Classics.

The tape contains four Data-
soft arcade gamses for the price of
one (£9.95).

8o if you want a copy of Mr Do,
Dig dug, Pole Pogition or Pacman
to completa your collection, then
this is for you.

Here are just 42 of the 200 + pictures featured
in Level 9's next adventure.

This mammoth adventure is the saguel to Red
Moon and will be available soon for Amstrad,
C84, MSX and Spectrum computers.

The game features your attempts to defeat an
evil Sorceror and save the dying Red Moon inan
adventure containing over 1,000 commands

Pyracurse

A 3D Arcade adventure for the
Spectrum is to be the next game
from Hewsor.

The game stars Legless
O’Donnell, reporter at large for
the Daily Excess who i8 assisted
by archasclogist Professor
Rodger Kile, Frobize the dog as
they try to save the delicate
Daphne Femberton-Smythe
from the curse of Xipe Totec, an
ancient Scuth American god

The game is the result of
developing techniques used to
create Hewson's Spectrum
chart-toppers  Avalon and
Dragontore. s

However tha “adventure
movie” rooms of these games
have gone and are now replaced
by what Hewson describe as "an
isometric 3D projection with full
hidden object removal and high
speed multi-directional scrol-
ling"

shows this (1 think) but also our
hero flesing from the clutches of
& dsadly Robo-Guardian.

Hewson Consultants seem to
be able to do no wrong. There
latast Spectrum game Quazatron
is featured in an in depth review
in this month's Gamer along
with a players guide to their
charttusting Ce4 game,
Uridium. -
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Flayers 18 the latest entry into
the expanding budget software
market and is a part of
Interceptor micros.

All Players games cost only
£1.89 and the initial 16 releases
include titles for G864, Amstrad

'ttq.u.:-ii:i--l'-l--l-!..i-il--!'-'l"r!-lq-
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the new Domark

mmﬁﬁimﬁﬂﬂﬂnﬂmpm‘
“Pariware” m.nge include a thatmnheuaadmgamasm*
Digimouse for Amstrad, Spec-  place of any joystick.

Spectrum, BBC, Vie 20 and C16
computers and feature games
such as “Hunchy”, "Claws of
Despair”, “Nuclear Heist" and
the intriguing “Journsy to the
Centre of Eddie Smith's Head!”

Interceptor themselves are
salling three old games also for
&£1.89 which inclhides “Heroes of
Kahn", “Tales of Arabian Nights™
and the recently released “"Wild
Ride".

For a full roundup of all budget
software see next months
Gamer.

The Double is the latest football
challenge for C84 owners and is
set for release in time for the
Warld Cup.

The game is the first from a
new company, Johnson Scan-
atron and is a football manage-
ment sirmilation endorsed by
Everton's Boss, Howard Kendall.

The first difference that foot-
ball addicts will notice with this
game is that you don't start off
with your favourite club! Instead
you are offered a job with a third
division side with which you
must try for promotion.

If you're succesafill with your
firat alub then perhaps you'll be
offered the job of managing one
of the big clubs, There you can
aim for glory in both the league
and the FA Cup — The Douhble,

Before you can order the
champagne there's a lot of work
to be done. You have to hire staff
and buy and train players for
your own club as well as scout
the opposition for tacties to
avoid and good players to poach.
All this while worrying about
players’ wages, ground im-
provements and policing for
matches.

The Double is a massive game,
featuring 86 teams and 1130
individual players (each with
separate tackling, passing, kick
ing and shooting skills), that
will challenge C84 owners for
£1095

.




Alter Ego

Would you J.rltﬂ to start your life
all over again? Perhaps you'd
like to skip a few years or maybe
even be someone totally differ-
ent? Now all this is possible —
thanks to Activision

Alter Ego is a 3 disk roleplay-
Ing adventure for the C64 that
allows you to play lifel

The program was written by a
clinical psychologist and is
based on interviews with hun-
dreds of Americans about their
most memorable life experi-
ences. You play some of these
EXDEriences as you prograss
through life.

You begin the “game” by
answering some true/false
questions which the program
uses to decide your character-
igtics. These are marks for
factors such as calmness, con-
fidence and happiness that
referes your responses to the life

axpar-le:mes For example, you
won't be able to get a date if your
social behaviour is appalling,

Luckily you can build these
factors up during the game =o
there's hope for you yet.

Alt.hﬂugh you can start at any
level, it's best to play it all the
Way t.im:rugh from birth to death.

-Choviously the problems and
challenges facing you at each age
differ but they all have the same
format. Bach presents an adven-
ture style situation and a nuam-
ber of options from which you
can choose with these leading to
more and more options,

When you're an infant you
spend your tims working out the
beat way to get attention, later at
school you discover girlsl Adol-
escence brings its own problems
( how to date girls with a face full
of spots) as does young adult-
hood (finding a job), adulthood
(starting a family), middle
adulthood (the kids are growing
up) and finally old age, where
you try to do as much as possible
before you finally kesl over.

Alter Ego is available in both
male and female versions and is
very Amearican so be prepared to
have a "Mom” and to “play ball”
for the "Senior Sluggers”!

After that lot your own life
should be eagy!
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Biggles almost
ready for take-off

Mirrorsoft are just adding the
final touches to thelr rulti-part
arcade game based on the film
hero Biggles.

The thres parts to the game
are linked to sequences in the
filmn and all must be completed if
you are to complete the game.

If you are killed or reach a
crucial part in one of the games
you are transported to another
where a new challenge awaits,

In the first part you must pilot
your biplane behind enemy lines,
Yyour mission, to locate and
photograph the enemy’s secret
weapon while avoiding ground
and air attacks

In part two youre dodging
your way through treacherous
trenches and a secret network of
tunnals to photograph the secret
weapon test site.

Then it's on to a deadly rooftop
race o ascape with the plctures
before flying back in a modern
police helicopter to destroy the
weapon and rescue your cap-
tured friend.

Biggles will be taking off in
C64, Spectrurn and Amstrad
computers.

Also coming scon from
Mirrorsoft under its Medusa
label is a ball game called Action
Reflex. Uriginally for the Spec-

trum but being converted for the
Ce4, the game tests your skill
and reflexes as you guide a ball
through 28 screens of a fiendish

- gourse including such obstaoles

as crushing machines, bottom-
lese pite and vaouum tubes that
suck you up. Completing a
course within the time limit
leads you onto ancther of the
game’s 4 courssas.

COMPUTER GAMER JUNE 1986
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Game Killer
Have you ever wantad to walk
straight through a game without
being killed by the ensmy? Now
064 owners can do just that with
the help of RBobtek’s Game Killer.
The Game Killer is a cartridge
that allows you to block the
games gprites that form missiles
and nasties that would normally

Superior Tips for
Games Authors
Buperior Boftware have

launched a major campalgn to
find programmers for all of the
major micros. Part of the drive is
the publication of a fres booklet
pallad *Top Tips for (Games
Authors” that includes inval-
uable  aid for budding
PrOETAINIMETS.

Chapters in the book cover
selecting the computers you
ahould write for, how to present
your work to software houses
and how to get the best deal out
of them. Later sections deal with
thinking up games ideas and tips
on writing the code and design-
Ing graphics.

Finally there is a section about
Superior themselvea and their
games.

Superior's existing team of
programmerg are working on
the Amstrad and C64 conversion
of Speech and the sequel to the
award winning Repton 11 (—

kill you. You can even select an
option that allows you to blaat
them while you can walk
through unharmed.

The Game Killer costs only
£14.95 and is best used to ses a
game's screens or levels before
you start playing it.

Detalls from Robtak on 01-209
Olle.

NS NEWY

Archon II —
Conversions

The superb arcade strategy game
Archon IT, which was featured in
last month's Gamer, is to be
converted by Aricloasoft for
Atari and Spectrum computars,
The game features a magical
battle between four adepts of
good and evil in which they
summon creatures and demons

to fight in the four planes of Firs,
Barth, Air and Void

Atari Archon IT will be avail-
able in May on cassette and the
Spectrum version is expected
this summer.

Other forthcoming Ariclasoft
releases  include  Bpectmam
Terrors of Trantoss, Toadrminner
and 3 Days in Carpathia as well
as the latest game from Elec-
tronic Arts, for the G864, titled
Standing Stones.

ARCHONII:

ADEPT

fram Eleoironic Ars

: upﬂ.lnm:rm
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games for the BEC.

Bast BBC Game — 19865 Gamer
Awards) which is to be the aptly
namead Repton IT1.

This new expanded wversion
will contain more fiendish
featuras as well as an icon driven
gereen and character design The
additional problems include a

COMPUTER GAMER JUNE 1986

fungus that must be blocked In
before it spreads throughout, the
whole screen and a timebomb
that, will excplode if you ran out. of
time. Superior hope to release
BBEC, Electron, Amstrad and C64
versions of Bepton IT in time for
Christmas.

tmaEnighL Love. S
kma:luﬂlﬁﬂuld a;ﬂmita,ﬁﬂﬂﬁ. 3

Mini-Vac
Now at last a present for the
computer owner who has every-
thing. A vacuum cleaner for
their computer!

#£16.95 gets you a handheld,
batiery powered vacuum cleaner
complete with reusable dust bag
and two extension pipes that
will get all the dust and fhuff from
around your keys and out of your
jowstick porta.

If you want to beat the
Christmas rush contact Auth-
enticity on 021-337 3352,




Onece more we track throughout
the courses of the plansts and
the interstellar wastes, to chart
the progress of your celestial
lives, Bead on to discover whai
fortunes await you

Aries the Ram
Summer 18 approaching and
your woally coat will no longer
be needed. You deserve a holiday
i the sun and this seems to be
indicated in the movements of
the celestial bodies. May be a
quick game of Terrormolinos is
in order or perhaps you should
venture outside the jumbled
jungle of your computer room
and steal a glimpse at the sun to
refregh your memory.

O
O
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Taurus the Bull

Your native wit and charm will
make this month a red letter
occagion for you if play your
cards right. Look out for rivals
who till try and match your
prowess or even axcesd your
outstanding skills in intellectual
pursuits. Don't lend anyone your
copy of Ultima IV, they're very
likely to staal your imelight and
YOuUr gams,

Cancer the Crab

Beware, the savade bheasties, the
grean and hairy monsters and
the hooded fiends They ars all
around you and there seems tobe
no egeape. bubt watit! Perhaps
therse 15 a gleam of light on the
horizon. Yes, a door opens, the
comforting glow of an electric
lighe tulb casts itas glory gver yor
gurrcundings and dims the eerie
glow of your monitor's soreen.

Leo the Lion

Your qualities of ecourage,
fortitude and magnanimity will
hold you in good atead this
month -as the conflicting
influences of several planets tug
your fortunes from pillar to post.
Fickle friends may desert you but
naw ones are in store for you
who will share common
interests and be at your side
when the zapping gets too tough.

Virgo the Virgin

{ am the bearer of greetings to
you from the one who oslls
himself the Al Powsrful,
Overmighty, King of the Far
horizons and Lord of the
Interstellar acta. To you he sends
this message: “The Forces of the
Gloomy Territories will harm
you if they can But sleep tight
for one who I8 omnipotent
bestows upon you lives without
number.”

Libra the Scales

Andeties weigh upon you 1
know that you fesl you are
financially embarrassed Why do
all your friends seem to have
thoge things which you dasire
most? Copies of the latest garmes
spill from thelr overflowing
casgette racks and litter the
carpet. Enter a Gamser com-
petition, uck may yet smile on
JOLL

Scorpio the
Scorpion

Light streams into your life all

agpecta of your charts are banign
and your way ahead is clear.

strength  and  perseverance
which will lead you to even
greater heights of success.

Sagitarrius the

Archer

Shake off that mood of gloom and
despondency, they're not really
out to get you it just seems like
that. It doesn't suit your
gparkling personality for you to
be so0 gripey and irritable.
Perbaps you should try a
soothing pursuit in your spare
time, something quist  with
pretty graphics and lilting
TSIEG,

Capricorn the Goat

Ahal I see contradiction in your
lifs, One moment you are genial
and calm, the next you trans-
form into a sereaming dervish
hunehed over a commiter yelling
inanities at bright moving
figures flitting speedily before
your eyes. You should try and
moderate these moods they
show instability which is
reflectad in your agdressive
behaviour.

Aguarius the Water
Carrier

For you, little drippy one, I have
a prediction. Look to the future
and don't dwell s0 on the past,
then, and only then will you
achieve your ultimate wish, Put
those past failures behind and
wipe the slate clean, you will find

yourseif a changed person.

Pisces the Fish

The wet planst of Venus is
drifting out of your chart and the
dry aridity of Mars will take a
gripon your future. Emerge from
your aqueous surroundings and
look about you with your bulging
eyes. There i8 more to life than a
Elass aquarium.

Gemini the Twins

&8 your birthday, a new year is
beginning and with it, it brings a
new era. Your ]y dual
personality leads you to maks
some odd degisions in this
particular stage of your life. You
ally yourself with unlikely
associates but perhaps this will
bring a sharp upturn in your

. fortunes which sesm to have

declined dramatically in the last
18 months,

Hope springs eternal and
success could be within your
grasp but it's not a certainty, so
taka cars.

COMPUTER GAMER JUNE 1986
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VENTURE CRCATOR

T The amazing, combined text and graphics adventure generator enables
' wutuproducefast,r.umpactadventuregamwﬁhmemmunumufeﬂurtand
* the maximum of creativity. Stunning graphics can be created quickly and easily
“with the powerful picture generator that has many features including:—dot,
cirle, elastic line, ellipse, fast fill, shading, step by step review, easy editing and
i thuhrlltytu merge pictures.
- Thecomprehensive, intelligent command interpreter can handle complex
& m and multiple input commands. There is also an extensive text com-
- pression facility that allows you to produce far more detailed and numerous
f C scation descriptions. Plus a full function editor, automatic word formatting, a
~ logical command interpreter and an abbreviated input acceptance facility.
~ So unleash the power of your imagination now with The Graphic

s

om all leading retailers or direct from Incentive on 0734 591678,

re Creator, for your Spectrum, Commodore 64, BBC B or Amstrad.

|_Please rush me, THE GRAPHIC

ADVENTURE CREATOR
% [0 Commodore 64 B E
CSpectrum O BBCB (I Amstrad

| O Cassette £22.95
| [ Disc £27.95 (Al formats except Spectrum)

| |endose Cheque/PO for £
| orplease debit my Credit Card

; No.

| Name
| Address

X

{TIVE SOFTWARE LTD. 54 London Street,ReadingRG14sQ. L ________| =
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To celebrate the impending

football feast, Tony

Hetherington rounds up the highlights of the
computer football action

The World Cup is here at last. A
month of solid football action in
which three British teams take
on the rest of the world in the
scorching heat of Mexdco.

How England Scotland and
Northern Ireland actually do in
June depends a lot on the
weather, the standard of ref
Maudamﬁmmaf

thing is certain, every
football fan will be glued to the
screen and most will claim that
theay could do better. Now with
the aid of your trusty micro you
can prove your ability without
getting muddy.

World Cup Games
W'ﬂ aptly named Mexdico

actually

1884. The England manager has
bﬂﬂnﬂﬂ-ckﬂdm as England fail to
qualify r pean
Championships. You have bean
offered the job and have just five
matches before the first qualify-
ing game for the 86 World Cup.

The first game 18 against
France in Paris and as a start
you pick your team from the
existing squad of sixteen
players. Unfortunately you get
trounced 4-1 but at least you can
see how the players did

You experiment with the next
match, Russia at Wembley, with
& completely new gide and
surprisingly you win, 2-1.

Next it's off to South America
for a tour against Brazil
Uruguay and Chile,

Here you must experiment
further and socon youll be
coming out with all the standard
cliches such as “We have to
expariment” and “You can't
expect to win every game” In
one match I even played two
keepers, changing over at half

squad of 38 and as I ran out of
recognised England players,
names such as Robbo, Blobbo
and Twaddle started creeping in
ag well as most of the 1966 cup
winning side,

If you qualify, you then have to
pick a squad of twenty players to
battle a

group then hopefinuly onto the
final itself

while trying to balance your
team not only up the flald but
also across it. For example, are
all your defenders left sided

together and wyou begin to
appreciate the problems facing
Babby Robsorn,

The games graphics are crude
but effactive ( particularly on the
Spectrum ) but they allow you to
follow the match and let you
identify problems, such as a
weakmness

rectified either by pushing some
players further up (or pulling
some back) or by a substitution.

Mextico 88 i3 an excellent
simulation that will challenge
all budding Managers.

Artic's World Cup & (also
available on C64 Now Games 2)
is for players who want to get
straight onto the pitch, and is a
<D game in which up to 8 players
ﬁig:mpﬂmmﬂlatmmufﬂlmr
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The tournament is & straight
mockout with draws being
decided by the first goal to be
scored in extra time.

The matches are played at a
furious pace with the joystick
controlling one on your team.
However if you are going to
defeat the computer opponents
who move faster than you will
have to learn how to pass the
ball while transferring control
to that player.

This i a little difficult to
parfoct bt onos you havs, the
World Cup is yours.

The graphics are marvellous
especially when a goal 18 scored
as the scorer literally leaps with

. Highly recommended.

1d Cupg is only available for
the C64, but it's predecessor
(with similar game play) is
availabie for Spectrum, C16 and
Amstrad co

One to be avoided at all costs is

Macmillian’s  World  Cup
Football
It.lsmmapmkﬂﬂﬂ

an easy quiz and a
da:a]:ﬁﬂa of World Cup facts
which tells you little morethan a
book. Although the accompany-

ing booklet is excellent the game,
World Cup Manager, 1s appalling.

In the first half you just stare
at the screen and wait for goals
to be scored In the second half
you get to affect the score, not by
playing football, but by playing
two mindless games. The first is
a variation of breakout in which
you control a giant boot which
you move like & bat as you try to
knock the ball in the opponents

you have to do is intercept a
corner and try to head the ball.

All this if youre still
interested & ST ocme
and the opportunity to play
ancther match!
acquired the to do the
official World Cup game and they
are busily working on it.

It is to be a full pack called
World Cup Carnival containing
not only a management game
but also a wallchart and
adhesive flags to follow the real
m and a gew on hﬂ-ﬂﬂﬂ
featuring the World Cup mascot

Piqus.

Football Action Games
Away from the World Cup itself
there is a wealth of games that
you can use to recreate World
Cup action

Commodore's own Internat-
iomal Boocer reigns supreme
and is even used to demonstrate
Co4's.

It uses the technique by which
you eontrol one player while the
computer deals with the rest
swapping control to you when-
ever another player touches or is
nearer the ball.

Again pasging is the key to
guccess as well as learning how
to use the goalkeeper.

International Soccer wasn't
the first of this type of gaame.
that, honour belongs to the now
defunct Intellivision Soccer
which was just ocne of the
cartridges awvailable for the
Intellivision games machine.

This sadly is no longer sold,
however you might still be able
to find one second hand through
your local paper. Youll find it
worth the effort.

128k Spectrum is a similar game
and provides Spectrum and BBC
owners with a good version of

trus of Glen Hoddle's Soccer
(Amstrad) and Spectrum Indoor
Soccer from Magnificent Seven.
Both games are spoilt by
appalling graphica that make
the games almost unplayable.

Glen Hoddle is just too difficult
and I don't know many people
that would persevers with a
game that regularly thrashes
you 28-0.

Eick-off from Bubblebus was
released a few years ago and is a
gimulation of table footballl

Now repackaged as part of the
new Minibus budget range it is
axcellent value for money.

In a one or two player game
you must use your joystick to
move between and control the
bars of players that form the
familiar table football table.

As usual the play centres
around the middle bars of 5 mid-

outmumber the defence 3 to 2 and
soon only have the keeper to beat

5 T4
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Unfortunately when I play, the
ball sems to whizz from one end
of the table to the other leaving
me epinning my players at
empty space. Perhaps it's too
acourate a simulation

Football Management

Games
Once the heat of Mexico has

mtﬂtﬁﬂ]‘.ﬁ.&m

Upto eight players can control
the fortunes of ten teams spread
throughout the divisions in an
attempt to get them to Wembley.

The control you actually have
over your teams future is limited
as you can only decide the teams
formation and whether or not to
send on a substitute with 20
mimites to go.

United from CBS is in fact a
computer version of the PBM
game of the same name that has
been rnning in amateur
magazines for over 5 years,

During the game you must
choose your team for matches
from your growing squad of
players. However United doesn't

country and the game includes
the address of the author who
Yyou can write to, to join a leagus,

Coin-op Connection

ballars. Only about a third of the
pitch is shown on the serolling
display at any one time but there
18 & map on the side to show the

that gives each of
the human players two joysticks

Each joystick directly controls

-a player on the piteh and to avoid

confusion, the white joystick
controla the white and
the black joystick controls the
black player.

Add to that the problems of
preaging buttons to shoot, tackle
ﬁmmmlthagmlmparmd

result is a confusing gamsa.
Against ancther human (who
has the same problems) wyou
might stand a chance but
against a machine . .

Finally, table football looks
like staging a comeback in a
gams called Kixx,

LED scoring, a cheering and
booing crowd and astroturf add
life to this old classie. If you're in
an arcade, hawve a go.

Kick-off — a table football simmlation?
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WORLD CUP

SPECIAL

Hick Off
Computer; C64

Supplier: Bubblebus

Price: ££.85 .
Comment: Now cheaper as part of the new P
Minibus range Eick-Off I8 an intriguing g e g O

gimmilation of table football,
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FA Cup
Computers: 064, Amstrad, Spectmam
Supplier: Virgin
Price: £7.95
Comment: Although control over your || Glen Hoddles Soccer |
teamns is limited the game captures the | | Qomputer: Amstrad
exciternent of the FA Cup. Bupplier: Amsoft, |
Y the Price: £7.95 |
F a8x 7 || PLANET RATINGS Comment: UW tmg:meplay and
- F sticklike grap maka game almost
7 SPECTRUM | i ginanty #8988 || inplayuvle.
Graphics - :
Use of machine L3 ¥ PLANET RATINGS
Intellivision Soccer Value for meney sESN -
Computer: Intellivision consocle Originality
Bupplier: Intallivision STAR RATING Graphics -
 Price: £777 Use of machine .
Comment: The game and the machinery | | Bright Star Value for money ]
now defunect but you can still find them. Pick
one up if you can. STAR RATING E
I... |
FLANET RATINGS e Black Hole
. #
Originality L]
Graphics sees
il et
. Computers: BBEC, Spectrim
FEDL Bae Comment: A good football action game
which is similar to Artics World Cup.
FLAWET BRATINGS
Football Manager Originality T T
Cle 1 e R -l e - Gﬁm Pt
& 16 - o & o _ Use of machine naE
[P _i?EMﬂuve I ‘i ¥ & Viaue for money S8

STAR RATING :
Rad Glant
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Price: £095
Comment: Excellent foothall mansgement
gamse bu, suffers slightly from poor graphics

FLANET RATINGS

Originality [ 3 1]
Graphics [ ]
Use of machine NSss
Value for money HSSSD

STAR RATING
Nowa,

United

Computer: Spectrum

Supplier: CCS

Price: £797

Comment: Derived from a PEM game in
whjﬂh;pﬂummua.mamtumnﬂwlmgu&

PLANET RATINGS

Originality L LT ]
Graphics g
Use of machine [ 1% ]
Value for money L 5 1 1)
STAR RATING @
Bright Star

World Cup gﬂ&
MHM+
Suppler: Artic

Price: £7.75

Comment: A good second it International
soceer. The inclugion of international teams
adds a lot to the atmosphere,

FPLANET RATINGS

Originality T
Graphics Sooe
Use of machine ERpEe
Value for money sSEgss
STAR RATTNG
Rad Gilant

Artio
Price: £6.95
Comment: The forerinner to World Cup 2
still available for these machines. The
actions a little slowsr but that's down to tha
hardware.

PLANET RATINGS

Originality [ ] 7]
Graphics - 1=
Uss of amchine L 1] 7]
Value for money oses
STAR BATING @

Bright Star

Imdoor S8occer

Computer: Spectrum

Bupplier: Magnificent 7

Price: £7 05

Comment: A poor game apoilt by smudging
of players due to colour clashing

PLANET RATINGE

Originality P
Graphics L ]
Use of machinea [ ] ]
Value for money L3
STAR RATING g

Comment: The king of foothall action gamas,
80 good that it is used to demonstrated C64d's

FLANET RATINGS

Originality e
Graphics sssae
Use of machine SFEN
Value for money FETES
STAE RATING
Nova,
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The year is 2001 (strains of
‘The Blue Danube’ start to be
heard) and you are a bounty
hunter pursuing four alien
criminals. Shades of Elite
meets Blade Runner?
Perhaps not, but Mike
Roberts turns mercenary
for the occasion just in case.

Bounty Hunter’ — the dramatic
name conjours up images of
SBteve MeQueen riding out to
right wrongas — as long as the
pay ie right.

Now Probe coftware gives you
the chance to do the sarme — bt
removed to the not so far future.
2001 is the year, and your newly
acquired status of bounty hunter
18 still (uncrumpled) in your
pocket. Off you trek to Zybor
the Dbounty hunter's happy

hunting ground, an entire planet
degigned to protect criminals
hiding from justice. Suddenly a
wanted message flashes to you
Xtro II (the famous and ex-
travagant slave trader) has gone
to ground on the planst Eybor
accompanied by three other arch
criminals. Xtro II's price is
100000 Cr, Ariel Heads is
250,000 Cr, and the other two
you don't really need to know
because as a fledgling bounty

FR e F ]

N

COMPUTER GAMER JUNE 1986

|
:i!
|
i._

b R R T S

110100

hunter you are unlikely to get
that far.

The bad guys are wandering
arcund the planst — but bounty
hunters get a pretty bad press in
most parts of the galaxy and you
are barred from leaving your
ship (criminals couldn’t give a
monkey's and meander around
to their hearts contant ).

S0 this means you must send
dowmn your newly acquired (with
your recent promotion you also
get a 6.7% pay rise — yippeal)
Mantronis unit.

Your mantronix is a human-
oid robot created in your image.
He has a sophisticated pulse
laser and a Mk I autoscan
camera that lets you see what he
ig doing. 50 there you are, on
your owT { well, your Mantronix
unit is hanging around an’ all I
suppose) against the four most
dangerous criminals that the
universe has ever seern.

The Game

Mantronix gets its roots from
the 3D isometric games that are
in vogue at the moment, but the
gameplay is significantly differ-
ent. The view you see ign't based
OTL TOOINS,. Tou 2ee 4, view of the
gurface of the planst that shunts
along as you approach one side
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of the screen. The switching
between screens is8 exceptionally
fast and can almost be dis
regarded. Too many of these
games, whilst being fairly quick
at screemn swaps, are just that
slight bit slow in moving arcund.
8o instead of a smooth progres-
slon along the game, it is more of
a hop, step and jump. Mantronix
gufferse fromm none of these
problems.

The idea of the game is to shoot,
the four bad guys to get lots of
Ihuvverly money. They appear in
various places and can be des-
patched quite easily. The dif-
Aculty comes when you have to
try and find them, for tha planet
is populated by four different
types of defence droid All of
which are extremely dangerous
{Bir Adrian Dangerous please
note!) and pursue you like a
lovestruck ZXB1 out for a bit of
attention when its owner has
Just gotten himself an Amiga,

I over the planet are various
objects and usafill items. Most of

*the objects serve no useful

purpose and are just there to
hinder your progress, but some
of them are really evil. Black
holes are the worst as they will
whisk you off into oblivion.

1o
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Useful objects include bags of
money, diamonds, rockets, and
laser guns. These last two let ol
blast the pulsators: these are
devices used by the evil crim-
inals to sustain their life force.
Also on the planst are the
Imystericus power cubes: these
provide vital fuel for your return
home — assuming that you get
that far of course,

Power cubes also reverse the
direction of the conveyor belts,
The conveyor belts are dotted all
over the planet and whizz you off
in whatever direction that it sees
fit. The main problem with this
is that you don'ts know which
direction that they start in. In
fact the only time that you know
that there is a conveyor belt
there 1s when you zip off into the
wild blue yonder.

How to
A bit tricky this one. The first
riority is to map it out, without
2 map it is very difficult to play
the game. Remember to mark the
positions and start directions of
the conveyor belt, without that
knowledge you might as well nat,
leave the ship as you will be
wandering around aimlessly.

Remember that everything
that moves is totally deadly.
Walk into it and you die. This

includes the alien criminals, the

defence robots, and anything
else that is even slightly sus-
plcious, All the enemies home in
on you in straight lines, and all
£0 af the same speed that you do,
run in a straight line and they
won't gain on you — but then,
neither will you escape from
them.

If one is getting a bit olose,
make sure that it is directly
behind you and not on a parallel
track — if it is this manceuwvrs
will kill you! When on an in-line
track, turn, fire and turn again.
Do this in one continuous
mavement. and you won't have
any problems with all the octher
beligarents.

If & bad buy is really close and
on & paralle]l track you have a
few problems. Try to line him up
and you will almost certainly die
in & particularly grussoms
manmner, The technique here 18 to

S

‘Tub’ the chaser off,

Ifthe alien is on your left, then
run past an object on its right.
The alien will then bash into the
object and lose interest (well,
wouldn't. you?). The same can be
repeated on the other side.

When navigating and you gat

tuck behind a conveyor that
lan't going in your direction,
look for an alternate route, there
18 usually a conveyor travelling
in the cther direction (ie. your
way ). Either that or a normal
walkway ( which means that you
have to walk — hard luck, you
probably need the exercise, being

tuck behind a computer all
day ).
Te Conclude
Mantronix is a very good game.
It comes from the 3D isometric
stable, but is unlike any other
game of that type that I have
S£eN — le. it is eminently play-
able, and not just a game show-
ing off some pretty graphies.

COMPUTER GAMER JUNE 1988

The plot is interesting and
i5 maintained throughout the
gams, with your ‘score being
counted up in credits and a little
wanted poster appearing in the
bottorn of the screen with a
picture of the baddie concerned
and some relevant information
Hather like the warrants in the
Strotinum Dog’ series abmit a
futuristic bounty hunter,

Mantronix will be available in
a few days from Probe Software

and costs only £7.95.

FLANET RATINGS
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10 levels of fun make this torture excellent value
for money. Nova rating. Definitely one of those
‘just another go’ games. Game of the month
February'' — Computer Gamer

“The most compulsive game |'ve ever
played. If you don't buy it you ll never
know what you've missed.’’ says Gary
Penn, Zzap! 64. Gold Medal Award.
97% overall.

CBM 64/128 SPECTRUM 48K

£995 £795

AMISTRAD MSX
DISC  TAPE
E13. £895
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After the Eu:;ness of Parﬁdroid on the
, Commodore 64 Hewson have come up

e

this latest

: with asequel —onthe Spectrum! M
Roberts grapples with

\
b
p _....

__IeSe J.'.,/‘




Deep inside the planet Guartach
lies the underground city of
Quazatron. A Paradroid assault
team was sent in — but was
wiped out. the droid influencing
device was ineffective, however
Information received during the
final report from the team
regulted in the development of a
close quarters grapple unit.

Where a whole paradroid
pquad failed, can one drold
succeady This isup to you to find
ogut. As KL.P 2, you rmust destroy
all the robots in the robot city
and cause it to power dowrL

Thea city is on various levels —
connected by lifts — each lewvel
has a number of lifts, which will
connect with a different set of
levals. |

The levels are populated with
many different types of robot at
different levels of sophistication
and with different jobs. These are
indicated on the front of them by
an indentification letter and a
number. The number ranges
from 1 to8 where 1 15 the most
sophisticated.

There job varies, medical,
menial, battle, security, repair,
programmer, control etc. are all
featured. Some of these jobs are
unrated. Medical and Prog-
TAIMInEer droids hanme TG
numbers. Each robot also has a
security code — tut more of that
latar.

Kach robot carries certain
types of equipment. A drive unit,
a power cell, a weapon, & chasasis,
and perhaps an awcdlliary device
that can vary in effect. Usually it
is a ghield, detactor or booster of
some kind

Varying tpes of robot have dif-
ferent lewvels of equipment
Drives can be more reliable,
weapons more powerfil, chassis
tougher, and power cells (the
most important item ) are prone
0 wearing out and need chang-
ing ofter. The special avndlliary
ltems also wvary according to
level.

To obtain all this extra
equipment you have to ‘grapple’
with the engmy robot. For thosa
people who  have played
Paradroid, this will be a familiar
exercise as it is similar to using
the influencing dewvice. What
happesnis that you switch to
grapple mode and ram an
opposing robot. You then gain
access to its security circuit.
With this you get a picture of a
chip on the screarn. On sither side
of this chip is a number of PCB
tracks with vwvarious joins,
pulsers, inverters, and splitters
on it Both you and the robot
have a nmumber of ‘pulsers’ on
whataver side of the screen that
yol have selected. Depending on
your, and your opponent’s
relative level, you will have more
or less pulsers than your
opponent. The idea behind this

section of the game is to take
over your opponent by changing
by majority of the cells in the
central chip. To do this you move
your pulsers up and down the
PCB tracks. Firing will inject a
current of your colour,
Depending on the order that you
do it in, the pattern of the tracks,
the pattern of the modifiers on
the tracks, and your particular
strategy against the computar.

With a bit of luck — and an
awful lot of thought — you will
turn seven or above of the
available 12 cells to your colour,
If so then you will have your
choice of the partse from the
robot. You don't have to hawve all
of the parts, in fact, some of the
parts may be detremental fto
your current configuration Of
courga, if an exceptionally
powerful plece of equipment is
causing you to drain your power
too fast then you could always
downgrade. It is also in this
section that your performance
in the grapple is recalled
Depending on how overwhelm-
ing your wvigtory is, ths
equipment will either he
interfaced directly or damged.
With a 12-0 win everything can
be interfaced. However with a 7-
& narrow sgeak, you can expect
most of the equipment to be
faulty.

Other things that you will
encounter in the games apart
from lifte are power points —
these are squares that will re-
energize your droid providing
his power pack is up to it and
providing the power point is
willing to give him power. Power
levels are indicated by the
expression on the droid's face
(smiling = lote of power,
frowning = about to expire),
and the speed at which his ‘hat’
rotates.

These points are also usaful if
you are attacking one of the alien
robots,. Normally losing the
battle of wits that goes with a
grapple results in your demisa.

. But, if you are on a power point

(and you are able to charde up)
youwill stay alive. This also goes
for ramming robots and jumping
on low power.

The other things that you will
find are computer terminals.
these let you examine the lift
gystem, give an overall map of
the level that you are on, and
examine details of equipment.
this iz where the security code
business comes in. When you
guccessiully grapple a droid you
affectively take over it's status
and security code. The status
lewel is significant in the grapple
paquence as mentioned earlier
and detailed below. The security
code, however, is more useful as
it allows the user to access
information regarding the parts
that you are likely to get from
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scavenging enemy drolds. The
problem comes with the codes,
as you can only access that
information that is rated at the
same level as you or lower. And
as you are generally scavenging
above, rather than below, your
current level it gets a bit
frustrating, However  the
information gleaned, is helpful
when digging power packs out, of
lower class droids (it ends up
like a “Which Powerpack' review,
comparing different input and
output rates and general
foatures,

The playfiald itself is based
around an isometric 3D-ish
moving map. This bears a
passing resemblence to Spin-
dizzy, which itself is more than
slightly influenced by the
current. crop of madness-type
games. The area that you see on
screen appears to be one section
of a three by three area. You
jump from area to area by
touching the side of the screen.
The whole thing then slowly
scrolls over. This is better than
the more common screen to
screenn  format, which can
disorientate you something
rotben. At least with this you can
assimilate the new screen as it
a

Each level can be on different
levels (if you know what I
mean), with ramps betwsen
them. B8mall leddes can be
jumnped off with a small reduc-
tion in power. Larger ledges tend
to kill you, and on a number of
sections, it is impossible to move
between levels. To do this you
must use a lift, cross over to the
other side of another level, and
then come up another lift. The
alternative is to stack yourself
up with bags of power and then
jurnp off, if you land near to a
power cell you might be able to
make it if the ledge is not that
high — I never have, but I'm sure
that it's possible.

When trying to build up your
defences it is wise to start at the
bottorn and work upwards. Your
level dictates the number of
pulsers that you will start with.
If you are at a high level and are
wiping out lower level droids,
then this is a lot safer than
shooting droids. Bhooting droids
uses up energy, but grappling
with them only uses up time.

The higher grades of robot can
be taken out with your weapon,
though the more heavily
defended droids need some care.
When using the lower powered
weaponry, aiming can be a
problem due to, say, the
narrowness of the laser. To use
one of these lower grade
weapons it means positioning
yourself with a bit more
precision when cornering. Why?
Well, it means that you can
orientate yourself with the dead
centre of a square. You can go
anywhere on a square, but the
droids can only travel along the
dead centres of squares. So if you
are not lined up well enough, you
might as well not bother as the
laser bolts will whizz by.

Using the more advance
weaponry like the auto-cannon
(my personal favourite) seems

to be a bit easier, though your

power levels seam to be reduced
at high speed. another note 1s to
never use the autofire option —
this wastes power like it was
going out. of fashion!

N.B. side note (bug) if you die
with autofire selectad, you will
restart with it selected — usually
the result is an early demise due
to the energy drain.

Weaponry is8 also level
dependent, that’s why I like the
autocannon — it can knock out
almost anything, and is ever so
much fun to use.

Grappling technique is one of
personal preference — s0 here's
mine Use your initial minute or
80 to pick which side you are
going to take. Pick the one with
the most pluses and the least
minuses. Flus points are the
lines that have the bits on them
that improve your chances such
as splitters ( one to two or three ),
repeaters that will keep your
signal going until long after your
original pulse has faded, cells
that don't have lines from the
enemy side of the screen attach-
ed to them, lines that hawve
inverters {on the oppisite side of
the screen). Minuses are
terminators (le. a line that
never geta to the cell), splitters
(ie. two into one), inverters on
your side, and too many pluses
on the enarmy side.

When the contest starts
proper hold off, you have 80
seconds to play the game. A pulse
will fade after a few seconds, so
leaving off until 35 seconds
before the end and then going for
it 1s much bettar, because a lot of

the enemy's pulses will have
faded

Then avoid all inverters,
unless one is pointing at an
already lost cell, and is part of a
splitter. go for all mepeaters,
these count hsavily in your
favour at the end Obwvicusly
terminators have to be avoided
Avoid enemy lines with
terminators on them — it's a
waste of pulsers. If an enemy
pulse goes onto an enemy line
that is contestable (ie. nothing
of any great interest on it) pulse
onto it but just after the enemy.
That means that when his pulse
fades will still be in
evidence and wil win the cell.

To conclude, Quazatron is a
truly excellent game It has
enough interest to sustain any
games player from the simple
Ladders and Platforms addict
{well there are some platforms
in this), to the ardent action
freak (plenty of action in this),
and the strategy gamer (anyone
who thinks that grappling is a
plece of cake needs seeing to).
Excellent job Hewson, lets have
more of the same.
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Flease stale name, address, title and micro clearly with ordar.
Oversess add £1 per item. Cheques/POs payable to:
J.J.B. SOFTWARE SERVICE
FREEPOST (no stamp UK) 14 Lorsine Crescent {overseas
{Compuler Gamer) Compuber Gamer) t ;
Darlington arfinglon
Co. Durham DL1 5XE Co. Durham DL1 5TF

Tel: (0325) 288102

QUAL-SOFT ?W@@@W?Wﬂmg Sports simulations

“A real challenge to the thinking football fan ... Bobby Robson could do AMSTRAD ACTION
worse than have a crack at this in his preparation for the World Cup”". REVIEW Jan ‘86

QUAL-SOFT COMMENT: Atlastan INTELLIGENT management game for the knowledgeable soccer enthusiast!

TAPE1 _ TAPE 2 EX'CU '86* BBC DISC
QUALIFIERS s o FINALS £12.95
A WORLD CUP MANAGEMENT SIMULATION

Summer 1984 and English International football is at its lowest ebb. We have failed to qualify for the European Nations Cup, and had a string of very poor
International results. In a few months we will sat out on the "86 World Cup qualifying trail. You have been given the most important job of restoring English
pride in their football. You have a match in Paris, the USSR at Wembley, and a South American tour, to assemble a team, first to gualify, and then to beat

the world's best in Maxico.

TAPE 1 (Qualifiers]) TAPE 2 (Finals)
# Cumrent sguad of 16 players + 20 user defined players. * Choose a 20 man squad to take to the finals.
* Friendlies in Paris, at Wambley + South American tour. # Group of 4 prelims. 16 to final knockout comp.
* ANY team formation you choose. 2 from 5 substitutes. # Extra Time, PENALTY SHOOT-OUTS, where relevant.
# In match tactics: any no. of individual player adjustments. % Formation and strength information on opposition.

* 2 from 9 substitutes {the FA tells us so).

* Your gualification group: full results and table.

ENGLAND'S GAMES: FULLPITCH, 22 MAN, 3D GRAPHICS & SOUND EFFECTS

QUAL-SOFT commaents: With 5 levels of play, 12 depths of sophistication, and “fun’ graphics, this game can be enjoyed by an B year old youngster as a
“fun” game, and by tha most sophisticated as a tactical/strategy challenge of the highest order.

PACKAGE: Tape 1 plus Tape 2 plus 20 Page Manual in Video l:lrUﬁLSCJdFT EUAHAHT?E:E:—:M by 15T CLASS POST on the day
Casselte” style pack. Only £9.95 inclusive of VAT + P&P. of the order with P.0., Cheque, Access payment is received,
Telephone Access orders accepted

* The usa of the name MEXICO "86 does not

QUAL-SOFT, Tel: 0438 | SPECTRUM
Dept. CG 721936 | AMSTRAD
18 Hazelmere Rd.,
Stevenage, Herts SG2 8RX.
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A pocket television is up for
grabs as well as 25 copies of
CRL8 new spoof adventure in
our solve the puzzle competition.

The competition is designed
especlally for Amstrad and C64
owners as the adventures on
offer are for their machines.
Although of course anyone can
win the TV,

The adventures up for grabs
are the latest conversion of
Fergus McNeil's parodies Bored
of the Hings on the 084 and
Amstrad Robin of Sherlock.

Either game will give
adventurers a challenge with its
fiendish puzzles as well as a few
giggles from its crusl sense of
humour,

You could win a pocket TV or a spoof adventure
in our easy to enter competition

How to Enter

All you have to do to enter the
competition is solve our puzzle.
In tha pleture are the pieces that,
make up Commodoere 64, and
Amstrad 464 and one or two
others. We've numberad the
pleces to make things a little
easier for you and if you own a
C84 all you have to do is tell us
which pisces form the 84,
Bimilarly, if you own an Amstrad
you have to tell us which pieces
Were onee a picture of a 464,

If you don't own either a C&4
or an Amstrad computer then
enter elther contest, after all you
could win a pocket TVI

Once you've solved the puzzle,
complete the entry form by
thinking up the name of a
character to star in Fergus
McNeil's next adventure, Star

Bores. It's another parody, this
time of not only Star Wars, but
also all science fiction films and
TV shows. So anything from
Captain Bearlet to Captain Kirk
iz allowed

The best entries will be used in
the game and will win their
senders a free copy of the game,

To help the judges please mark
the enwvelope with the machine
Yyou have as well as the numbers
of the pieces neaded to make the
machine,

Send your completed entry
form to:

_ Computer Gamer ('TV)

Competition
1 Golden Square
London Q1R 3AR

All entries should reach us by
cuna S0th.

COMPUTER GAMER JUNE 1986
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The C16 Collection — 10 games no

C16 owner should be mthout
by Rory and Alex Newman

Hello! This month is a Cl6
owner'sdream —atoptenof 018
greats. The C18 has been out &
while now and lots of software
has been released Originally,
there were the conversions, but
due to the ingenuity of Gremlin
Graphics and the budget price of
Mastertronic,, the Cl16 has
become a games machine in its
own right as well as a
programmer's paradise The C18
is a very good machine; it has a
beginner's basic better than the
BBC, a built-in machine code
monitor, good sound and a 320
x 200 hi-res graphic screen. It
also has a 180 = 200 multi-
colour hi-res screen. There are
128 colours and good sound. so
it's little wonder there are so
many great games for it.

There are, however, two sst-
backs; firstly, it only has 18K
memory, reduced to a minute 4K
after the use of hi-res graphics

Xargon Wars

and, secondly, the CB84 iz an
egtablished computer, so some of
the major software companies,
such as TJ8 Gold hawe, as yet,
taken no real interest in it,
although it is said that they will
bring out some titles for it. Let us
hope that it is true and they
bring out such classics as Blue
Max and Spy Hunter.
Commodore actually sur-
prised me; some of their games
are good — for instance, Space
oweep, Harbour Attack and
Ireasure Island These games
are great but due to fancy
packaging are over-priced and
£795 each. If you buy them
cheaply, or secondhand, they are
very worthwhile, but, unless you
have a special liking for one of
their games, there are
better buys at that price.
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Number 1 — Classics I —
Gremlin Graphics £9.98

This 18 a compilation tape which
has four games on it.

Game 1 — Wars

A battle spectacular in the
clasgic mould Defend your
mother planet against alien
hordes. Put to the test your skills
a8 gunnery commander as the
space Iinvaders launch wave
after wave of laser bombs, Will
your nerve last out and reflexes
quicken as each success you
attain is met by an even faster
attack at the following level?
You have probably now deduced

that it is a "shoot-em-up” game
but it is perfect: kevboard or
Joystick option, a six place high

score table, demo mode, 16
screens, choice of number of
lives. It is extremely responsive
and also has a sound on/off
optior. Ome feature 1z lasear
temperature. This is in the box at
the side that contains score lives,
rank etc. and has three sections:
green, yellow and red. Every time
you fire, it goes up and slowly
cools back dowr If it reaches the
red section, then your laser
becomes inactive until it has
cooled down to the green section
This changes the games from an
auto fire/fire hutton Armly held
down type of game to a strategic
one. As the stages go by, you will
see how to make sure you're not
caught out by the laser temper-
ature. The game is suberbly laid
out and is a No. 1 in its very own

right.

Game IT — Tycoon Tex

The inlay to this makes
interesting reading “—Tycoon
Tex is a rootin’, tootin, oil tycoon
in frue wild west tradition. Guns
blazin’, eyes glazin’, the faster he
can make his pipe petrol, the
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quicker he can add to his bank
balance. Band, ice or snow can't
hold Tex's speedy draw as he
fights off the dangders of falling
bombs, arrows, surface missiles
and crash explosives. And, if he's
a sacond too slow — **117? Boom
— One Tnore leak one leas barral
to add to his sticky hoard”, What
rubbish!l Gremlin Graphics have
two very good but totally
different ideas and hawve tried to
make them mix. It doesn't werk
You're walking along in Texas in
the 18th century, jumping the
gaps in your pipeline when a jet
tries to bomb you! Then if you
complete that stage, you move to
Iceland. There's a 21st century
background on all stages. It's an

enjoyable but very screwy game.

Game ITTI — Dork’s Dilemma

This 15 a totally unique game and
as far as I know there are no
other version available for any
other computer. Dork must
collect. the pieces of a jigsaw
puzzle which are contained in a
foree field all over the planet. The
foree field will collapse when all
the guards have bean killed To
Idll them you must drop short-
fused bombs, which Dork is not

immune to, 30 he has to run
away. The game this seems to be
to get as many of the guards
together as possible, then
dropping the bomb thus taking
OI5 A8 TNANY a8 you can with one
bomb., After a pisce has been
obtained, you go after the next
piece, leaving via the side door.
By pressing ESC you can go on to
the jigsaw screen at any time.
Tou can move the pieces about
and, if they are in the right, place,
they will turn white, if not, black.
Graphics and sound are quite
good and it is a very interesting
and enjoyable game.

Game IV — Petals of Doom

Petals of Doom is a “shoot-em-
up” with a difference. The Petals
refer to flowers as you might
expect. The flowers get bombed
by the nasties which you must
destroy. You mmuast save the
flowers by flying around in your

Jjetpac, shooting the nasties.

When your jetpac runs out of
enargy, you can hide under the
flowers for protection. Your
energy decreases when you fly or
fire. If the plants grow to their
full height, the force fisld at the
top will open and you can exdit on
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to another and more difficult
serean. With the usual keyboard,
joystick option. It has good
graphics and sound The game 18,
like the others on this tape,
enjoyable and unique. This game
really boosts the tape and makes
it more worthwhile. The game
proves that playing with flowers
can be lethal!

Number 8 — OClassics IT —
Gremlin Graphics £98.95
Another compilation tape of four

games.

Game I — Revenge

The sequel to Xargon Wars and
in comparison slightly disap-
pointing. “The people of Xargon
have never forgotten Xargon
Wars and their humiliating
defeat. They know your plan is to
destroy them completely along
with their four satellite planets.
The bait has been set — 80
prepare yourself for Xargon's
Ravenge!

CrORE
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are not stunning and that game
is slow (notably it stops when
you plck up a key) but it 18 an
important addition to this tape.

Game III — Time Slip

A totally amazing game, the
gereen is split into three sections
and you control one section at a
time. The sections are called
Zonses, Zone 1 is the Flanset sur-
face with a starfighter at your
disposal. Zone & i8 an under-
ground cavert. Zone & is a mini
gub. Hach =zone Iincorporates
different hazards. To succesd you
must destroy 12 orbs in each
zone, You can interchange
between zones after losing a life
or if you use the “Fire" function.
There is an overall timer which
decreases from 24 hours, If you
hit fuel pods or oll barrels you
gain time, but if you are hit you
will lose it. A timeslip occours
after every five losers. Which
changes the time on the indl-

Iuﬂﬂi'—- FROM GREM IN ﬁtmmlf_

Xargons Revenge

The game lacks the enjoyment
of Xargon Wars as it is just a poor
defender. It is not as well laid out
as Xargon Wars and is just a
defender in which you only have
UP, DOWN and FIRE. It has many
soreens which are just different
graphics coming towards yol
The inability to mowve left and
right is most infuriating and is
the main cause of loss of life.
Rather disappointing after
Zargon Wars.

Game IT — Blagger

Blagger, or the Famous Blagger
Goes to Hollywood, is a thief. He
has to move arcund the screen
eollecting keys, negotlating
hazards such as conveyor belts,
poisonous plants, collapsing
walkways, trains, and other
such nasties. When you hawve all
the keys, you must go the safe
door. Meanwhile, your energy is
gradually ticking away. It's like
the Perils of Willy and has many
stages I confess I have only got
on to stage 2, which has a giant
Commodore logo amongst other
things. The other stages promise
to be fust as good and this is
another fun game. The graphics

vidual clocks. It is wery hard,
enjoyable, exciting and addictive
and is even better than Xargon
Wars. Like Xargon Wars it's the
one that makes the tape a good

by

Game IV — Monkey Magic
“Join Monkey on his quest in
search of the holy scriptures.
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Timeslip

This will involve a long and
perilous journsy on his magic
cloud. High in the air you will
encounter many evil forces. Use
your magic staff to fire at and
destroy the evil creatures of the
universea.”

All this is a defender where
your spaceship is a pink cloud.
Fairly amusing, it's the sort of
game to turn to on a rainy day
when you've played some of the
others and hawve Tun outf of ideas.
An important fact is that all the
games on this tape NOVALOAD,
which means you only have to
walt two minutes for it to load as

compared to ten.

Number 3 — Formula One
Simulator — Mastertronic
£1.99

Surprising to think that the
highest non-compilation tape is
a £1.99 game This is superb
value for money. As the name
implies it is one of the multitude
of racing games. It is to see what
has been put into 16K of
memory. It has a scenic land-
geape comprising mountains,
briddes, castles and trees,
beautifully laid out at the top of
the screen that smoothly scrolls
as you turn corners, giving a
very realistic view. The track is
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marked out in posts, giving more
of a rally car look You accelerate
quickly in low gear up to a speed
of 128 mph, then press the fire
button and you're in high, joy-
stick forward and you're at 240
mph. The red blob on the horizon
comes nearer and increases in
gize and clarity — a car! Over to
the other side of the road, one
more suscesgfully negotiated.
The wheels scresch as you slow
down braking round the corners

very realistic. At the bottom of
the screen is your score, time
left, lap timea, gear and high score
aswell as a wheel which turns as
you do, This takes your mind off
the fact that you're holding a
joystick. The first lap you have
90 seaconds in which to complete
it and thereafter 60 seconds per
lap plus the time you hawve lett.
When you do eventually run out
of time you get points for every
car you've pguccessiully over-
takaen.

The inlay reads “"Based on
Formula Ome, levels of
acceleration, braking and road
holding, this program has been
developed for the ultimate in
realism. Get your braking points
and line the rough corners in
right, hold the car on the tyre
squeaking limit, overtaking the
other cars if you can and
axperience all the speed and
gxcitement of motor racing”
And for once it's not far wrong, It
ig the ultimate racing game for
the C16 and, although it's not
cluttered with dials and bill-
boards, its simplistic beauty is a
makch for any other version. At
4&1.68 a definite MUST for all C16
owners. It has only one setback

loading time — but don't all
good games?
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Number 4 — Bandits at Zero —
MAD £2.99

“Defences are low and the bitter
War continues. Alone in the skias
you must survive by fighting off
endless attacks from the enemy.
Your perilous mission is to
destroy the enemy alroraft
carrier based at geal"

Well, that's your mission but it
doesn't sound much like the titls
does it? Anyway, about the game.
MAD stands for Mastertronic
Added Dimensions and go I
assume that these games are
better than the normal
Mastertronic £1.89 games, well
gort of. The scene is out at sea
with you flying above the
mountains, the sea is made to
look 3D by a series of dots
spreading further about ag they
get lower. You are a red plane
speeding along after fuslling
quite happily, when suddenly
you're attacked by other planes
that enjoy firing black dots at
Yyoufrom their rear end and seem
to get their kicks from ramming
straight into you for no apparent
Igason, some just like firing at
you After a few minutes night
beging to fall and the joyfial
music dies down. Then you
notice on your scanner a small
dot approaching but, be warned,
do not atternpt to blast it away
pecause, if you glide slowly up
behind it you begin to refuel; if
the refuelling process 1is
completed then an extra shield ig
gained (shields are used instead
of lives — you get 7). Then it's
back to day with a different
gcreen. Ieebergs, tankers and
mountains are just some of the

» your main aim is to get
to the enemy aireraft carrier and
blow it out of the water, but, alas,
I have not got this far. Joystick is
optional but is easier than
keyboard Anyone know Faleon
Patrol for 647 Well that is
roughly what Bandits at Pero is
and a promising version at that,

This has a high score table
feature and makes good use of
the 16's colour. A promising
start. Let's hope MAD produce
more games for the C18,

Number B — The Berks
Trilogy CRL £6.98

Game I — Berks

If you like simple but addictive
games, then Berks is the one for
you The Berks have invaded
earth protected by the homing
drones. You are a lone fighter in
the new HI-TEC Terror Tanlk
created to seek and destroy all

26

the Berks. The Terror Tank must
move around the sereen blasting
gverything around him but
beware, when a Berk is destroyed
itwill begin to fade, 8o do not ram
full speed into the poor fading
creature as you will be blown
AWEY. There are walls
generously scattered around the
screen, these can be useful but
also fatal. So far the game sounds
Dretty normal doesn't it, so what
makes it a chart topper? Well, I
would say the fact that the
drones can only be stunned for
around 10 seconds

makes things more interesting,
80 does the energy level which
proves very frustrating when
you are doing so well and
suddenly BOOM you've wasted all
YOUr energy — tough! I hawve
never actually finished this
Eame but T can say that thers are

gun mounted at your waist,
There is no diagonal movement,
in this game because the passage
ways are only larde enough fop
One character to move through
50 don't stun drones all around
you ‘cause it's bound to end in
tears and the drones don't cry
easily. There is an endless
number of screens and they all
have their different sorolling
Bystemn, but the complete object
of this game is to paint as much
a8 possible and stay alive for as
long as you can.

The garne itself is a very
enjoyable one and the graphics
are good I especially liked the
teddy bears which wear sun-
glasses! Major Blink is a kind of
goose ( honest!) that is wearing a
sort of star trek space suit and
again the drones are diamonds,

As I said, a wvery enjoyable

s S T

Formula 1 Simulator

a fair number of BCrBEns; to
finish one screen you have to
blast a certain number of Berks
which gets higher as you
Progress,

Although joystick is optional
it is far easier because of the
diagonal movement and firing,
The graphics are not of a
high standard, with you being a
pulsating blue and white Cross,
the Berks colourful litle men
who look like they're wearing
pyjamas and, lastly, the drones
Just dlamonds that flicker when
stunnad.

Game IT — Major Blink

Now I've heard of sequels being
different to the original, ut
Berks 2 has gone too far, in fact,
the only similarity is those
PeStering drones that again can
only be stunned, but let's look at,
the game, Now, instead of
Playing a human bent on des-
troying every living Berk you
play Major Blink the creator of
the Berks trying to lsad a
normal life by painting, but, of
course, there's always ane thing
that tries to upset you and this
time it's super cool, colourblind
teddy bears who try to unpaint
your work But you can sort
them out by giving them a nasty
shock by blowing them away
with your double barrelled laser

game that proves good, addictive
arcade play.

EamuIII-—BarksE:Thay'ru

At a quick glance Berks 3 looks
rather like Berks 1, but take a
closer look and you'll see there is
a lot more to Berks 3 than meets
the aye. Onee again you take the
form of the Terror Tank blasting
through every known Berk ( still
protected by the dreaded dronss)
but this time you are in the Berks
City searching for their sacred
treasure hidden in the heart of
the inner sanctum. The Berks
have reinforced their walls with
energy which will drain your
points if you smash into them,
'Ihisgameiaa.lﬁndc-famade
adventure, in othep words, you
don't have to finigh one soresn at
4 time, you can go through any
number of exits and entrances.
Firstly, you must, find 21 kays to
open a force field; the keys are
put behind blocks which must be
blasted away before you can gain
the key. After the force fleld is
openad you enter the inner
sancltum where you must geot
four keys to open another,
smaller field Then you enter the
treasure chamber where you
must find another ten keys to
gain access to the treasure, then
Just ram into it and you have

COMPUTER GAMER JUNE 1986
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won! Joystick is optional and, as
in Berks 1, using one is far
eagieT. The graphics are the
same as in Berks 1 exocept some
drones.are different, some even
have faces! This is undg

the best of the three by far and
full marks to CRL for a brilliant
arcade gams.

Al last! A truly brilliant arcade
adventure for the 18, Big Magc 2
(Mr Puniverse) is THE arcade
adventure for the C16. Of all the
Mastertronic games I have
played and thought were good,
this beats them all. In the game
Jyou are the wimpisst of wimps,
Mr Puniverse, tottering around
=5 fun-filled reoms avolding
plungers and missiles, The ohject.
15 to collect 25 power pills
essential for all wimps to
survive, but beware, apart from
the plungers and missiles, there
are clear destruction boxes that
kill on impact and falling clocks
can put you in a sticky situation
as well Every room can be
entered at will except if you get
on a ladder when you cguld end
up anywhere,

You hawve an energy level
which, as in most other £ames,
Cause problems. For some
unapparent reason you have an
exploring time. When you find a
Dill, enter the next room and the
energy level will go up and there
I8 a rest room where your enargy
automatically goes up.

The graphics fit perfectly to
the game and there is a nice
feature that allows you to kill
yourself by pressing “D" if you
are stuck where you cannot
TMOVE,

Overall this is an amazingly
colourful game that makes good
use of the 16's ability. It's
certainly a must for 168 owners.

“The More Adventures of Big
Mac" is another one in the geriss
whare you must complete one
SCreer at a time. It is virt
the same, but it hag a new “Y"ing
feature to0 move on to another
screen if you wish, Another good
game.

Mastertronic £1.99

Looking at the cover of this £ame
you'd think you Played an ice-
cream seller but this is not so.
You play super Strawberry
avoiding acid apples and falling
ones. The object of the game 15 to
eat up all the cherries, or kill all
the acid apples. When you fire it
will continue flying around until
it hits one living thing
(Including youl). It is difficult to
know which of the two you will
have to do, as there is nothing to

-tﬂ]lyuu,aﬂmumightmdup

hawving to do both.

There 15 a spritely tuns Played
in the background and there is a
novel way of high score as well;
scores are printed up the side
and your SCOTe g0e8 up as you
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gain points. Joystick is needed
The graphics are very good You,
a5 super Strawberry are exactly
like ons and acid apples are

green round things with white

limbse. The game reminds mea
vary much of another Master-
tronic game, Rockman, but it 1s
gimpler and more addictive.
However, when you buy this
game do not be decelved by the
cover, as this has nothing to do
with the game.

A very worthwhile game that
should prove wvery successful
with C18 owners — well anyway
I Hked it.

Number 8 — Death Race 16
Atlantic £23.99

“You have seconds to overtake as
many cars as you can. Drive at
up to speeds of 300 mph trying to
avoid other cars as they swerve
80Tro8s your path. If you manage
to overtake VO cars without
loging threa lwves, play 1is
extanded but this time you only
have 60 seconds. Each extended
play gives you an extra lifeand a
bonus score. The game features
many different sereens, day and
night driving and a high score”,
or so the inlay says and it's true.
I waa almost put off buying it
because of the title. Death Hace
indeed. Normally games with
titles like that are useless, but 1
forked out the &&.99 and wow! —
a great, game. Think back six to
gight years ago — the “in” arcade
game was Demon Driver. It's like
that except it's 3D with the
buildings, trees, lamp posts atc,
coming towards you The cars
are the same, like a racing car.
The graphics are simplistic but
gult the game down to the
ground My favourite is the lamp
posts, they are so realistic. The
game is another cheap great for
the Cl6 and is well worth
tuying. Great value for money
and a game I've been wanting to
get my hands on since the days of
Demon Driver. It is another
definite must and alternative to
Formula One Simulator, which
doesn't have oorners, but

gtunning gide line graphics.

Number 8 — Hustler — Bubble
Bus £7.95

Hustler is a good game. It is
limited in the fact that, apart
from the cue ball, there are six
balls to pot. This limitation is
due to the fact that balls and
pockets are a reasonable siza,
unlike Steve Davis' Snooker.
there are six games you can play:
l_jg.kgéa}*er - pot any ball in any

po

2) 1 player — pot the balls in
order

3) 1 player — pot each ball in its

own pocket
43 3 players — poteach ball in its
pocket and score the pocket

5) 2 players — Mini pool: similar
tothe game played on Shoot Pool.
Fach player plays until one
Player pots a ball, either a spot or
a stripe. He continues to pot that
one (either spots or stripes)
until one person {inishes by
potting all his balls. This is
probably:the best game and is
eady to understand.

8) 8 players — one player potsin
order 1-6 the other plays in order
8-1. There is a high score table
for games 14. To play the game,
move & Crosse round the screern.
The cue ball will pass over this
gpot. The best idea is to position
the cross against the ball you
want to hit in the appropriate
place. At the bottom of the screen
is & marker continually
changing, this represents how
hard you hit the ball. It can be a
bit tricky because, if you try to
hit the ball at full pace and just
mistimme i, you hit it at the
weakest va]mity and play a foul.
You also have top spin, back
gpin, left spin and right spin
You can use none, just ons or
two. Bcore and fouls are
controlled by the computer. The
music is superb — the best. I have
gver heard on the C16. It is the
theme tune to Pot Black It's
extremely good The graphies
are perfectly adequate with well-
gized balls and shaped pockets.
The cushions work perfectly,
making a truly wonderful simu-
lation. In my view, it cutclasses
Steve Davis' Snooker. A much
better uy.

Tuttl Frultty
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Game 10 — Football Manage

— Addictive £86.95

This conversion features trans-
fer market, full lsague tables,
injury problems, save game

facility.,. promotion and
relegation, FA matches,
managerial rating, four

divigions, as many seasons as
you like, pick your team for each
match and 7 skill levals. In fact
the only things the C18 version

graphics. At the end of the
segaon the final league table is
printed. The top two teams are
promoted and the bottom two
relegated The skill ratings
change, so, iIf you have a team full
of players skill 4 and 5, at the
next season they may be only
glkill 1 and 2 (as I found to my
cogt). In all, this is a very good
vergion of the Cé4 hit and well
worth buying.

Kung Fu Kid

lacks compared with the C84 is
the graphica (which are boring)
and the renaming of the players
{which is tedious). You have a
choice of teams to manage, but
whichever one you chooge, you'll
gtart in Division 4 The seven
skdll levels are (1) Beginner, (2)
Novice, (3) Average, (4) Good,
(5) Expert, (6) Buper Expert and
{7) Genius. I find a good way to
work is to start on Beginner and,
if you manage to win the
Division 1/FA Cup double move
up one level. In the game you get
12 players; 4 defenders, 4
midfield, and 4 attackers. When
you see the players you will sse
the player's name, his number
(used for picking the team) his
glrill rating (1-5) energy ( 1-20).
The energy rating is important
because, if a player has only 1
gnergy rating he may become
injured if plaged, but if rested, his
energy will inerease by 10. Also
displayed are the player's value
which relates to gkill and
divigion only and whether he is
playing, injured or available.
Loans are available but are
directly related to your division.

Division 1: you can loan up to
£1,000,000 but it decreases by 1
million every division to only
£250,000 in Division 4. 5% is
paid back every week plus 1% on

the outstanding amount. You ,

can buy players but you cannot
hawe more than 16 players in
your squad at any one time.
Instead of the graphics there
is a running match commentary,
which is almost as boring as the

Well, there you have it. 10
games no C16 owners should be
without. Other games to look out,
for are by Gremlin Graphics:
Search for the Sky
Gullwing Falcon
eJetbrix
Kung Fu Kid

From Atlantis:

Space Escort
Panik

From Mastertronic
Spectipede
Rockman

Squirm

Algo all Androg/Anco games
are good and for a true fighting
game “Thai Boxing" 18 worth a
look in. "ACE" is a good flight/
fight game but a bit over-priced
But those ten games are the ones
to buy. They give a wide range
and will hopefully, give many
enjoyvable gaming hours.

i
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DON'T MISS OUT! ‘i
Now that you have read this issue of

Computer Gamer and you XkXnow how
interesting and invaluable it is, wouldn't it be
& crime to run the risk of missing a single
thrilling issue?

Well, you don’t have to!

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

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

Subscription Order Form
Cut out and send to:
Computer Gamer
Infonet Ltd.,
Times House,

s 179 The Marlowes,

' Hemel Hempstead,

Herts. HP1 1BB,

Please commence my subscription with the
very next issue.

Subscription Rates
(tick [J as appropriate)

£18.60 for 12 issues UK ]
£21.50 for 12 issues overseas surface post [J
£28.00 for 12 issues USA surface post O
£57.00 for 12 issues airmail L]

I am enclosing my (delete as necessry)
cheque/Postal Order / International Money
Drder for &£......

(made payable to ﬁ;‘?.-PHLtd]
: A~
Debit my Access[] Barclaycard [

FPlease Use Block Capitals and include post
code

 F U B A G RS e S e T e |
ADDRESS . . oY

s s owmae AR GGG * U200 e el
SIGNATIRE. . ..........,
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Last month I spent some time
talking about The guill and The
Nustrator, and I mentioned
various companies  which
released Quilled adventures in
the past.

One of them was Eighth Day
Software, and I'm glad to say that
they are still very much alive and
kicking — in fact, they're about
to release two new titles for the

One of them is called HRH —
which, as no doubt you all know,
gstands for Her Royal Highness.
Mike White, one of Eighth Day's
directors, says that HRH 1is a
pretty topical title, and I can't
argue with that, with the Queen's
gixtieth birthday falling at the
end of April.

“It's & satirical game about the
Royal Family,” he says. “All of
the major members are in it —
and a corgl as well.”

The second new game from
Eighth day is callad Ronnie Goes
to Hollywood It has nothing to
do with rock bands with similar
names, and a lot to do with a
pertain American president who
seamsa to be much in the news at
the moment.

In Ronnis Goes to Hollywood,
you, a8 Ronnie Reagan, have to
get to Hollywood, make a film
and then get back to the White
House in one piece — all in the
space of a wealL

Mike White says of both the
new games, “we were fed up
writing Middle Earth type
games, so we thought wed do
gomething different.” Ronnie
Goas to Hollywood, he explaing,
ig “a Bpitting Image type kind of
game — a Britlsh image of
Ronald Reagan.”

Both pgames are text and
graphic adventures, the
graphics being provided by
gourtesy of The Ilustrator —
and retail at £6.95 each. This is a
departure from Eighth Day's
previous pricing policy — their
games have been £2.50 in the
past (and more than halfa dozen
adventures still are available
from them at that price). Mike
White is honest about the reason
for this change in policy
‘“there’'s no future for us in
budget software — the overheads
are too high."”

Well, Eighth Day is ons
company being forced to mowve
out of the budget field and
down south in Harmpshire,
another comapny is moving into
budget games. The newcomer is
Interceptor Micros, which has
been offering a number of its
very popular — and challenging
— adventures at £1.89 for some
time, the list of cut-price games
inchudes classic titles like Heroes
of Karn, Empire of Earn, Mes-
sage From Andromeda, Forest at
Worlds End and Jewels of
Babylon — all wery highly
regarded when they first came
out, although getting perhaps a
bit long in the teeth now,

These games, however, are
still being sold under the Inter-
captor label; but now the

- company is also going to be

producing games at £1.99 under
a new label called Players.

TROLLS

IAVERY

Ronnie Goes to Hollywood - coming soon from Eighth Day Software.

According to Interceptor's
Mark Norsworthy, “these are
products which were originally
dagigned for sale at £7.00, and
we are gelling them at £1.98."
Apparently, there are a number
of graphical text adwventures
included in the Flayers range.

In addition to the new Flayers
range, Interceptor is to release
two adventures under its own
label.

The firet iz a conversion of
Warlord for the Commodore 64.
It is a graphical text adventure,
previously available on  the
Spectrum and Amstrad in which
the pla.],.fﬂr takes the role of a
Celti warrior in Roman
m:p]ﬁﬂﬂ. itain The objective is
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to overthrow the Roman yoke
and drive the invaders out of the
island shades of Boudicca's
revalt!

The other game is an as yet, un-
named adventure which at
present s known as Barthaqualke,
Again it's a text and graphic
adventure, but apparently the
graphics will be unanimated

Wa,ﬂmﬂmrtlwﬂunun&dﬂreﬁﬂl
will gell for arcund 3&7.00 {1F
availabla at £1.99 for
micros). Barthaquake has as :..ﬂat,
no fixed price, and will be
available for the Spectrum and
Amstrad

Meanwhile, up in BSecotland
Talent Computing, which has
released a couple of adventuras

for the QL, Commaodore 84 and
other machines; one of them,
West, 18 a bit run of the mill — but
the other one, Zkul, is very good
indeed.

Unfortunately, though, like
many other companies, Talant
has put adventures on the back
burner for a while, and is con-
centrating on utility programs
for 88000 based machines.

Don't despair completely, as
Talent spokeaman John Tweady
says, “were still working on
adventures for the Atari and
Amiga — they're still going to be
coming” In fact, he admits,
Talent has an adventure “half
written by the author of Zkul. It
has been waiting for a while, and
it can be picked up and finished
pretiy soon”

Another company with plans
for putting adventfures on to
88000 based machines is Rain-
bird, sister company to Firebird
and also part of British
Telecom's burgeoning interest in
the fields of software publishing.

Bainbird has released The
Pawn, which was previously
available from 8inclair for the
QL, for the Atari 8T (which is the
vergsion reviewed elswhere):
conversions will also be done for
a very impressive list of other
machines — the Amiga, Com-
modore 64/188, Apple 1l
Amstrad 6128 BBC B, Atari
800X1. and 130XE and Spectrum
128: the IBM PC is also a
possibility.

In addition to that little list.
Rainbird may well be buying the
rights for the QL wversion off
Sinclair, which would give the
company just about a clean
gweep.

Prices for the various different.
versions will range from a
minimum of £14.985 to a4 mMax-
imum of #2495 — the actual
price for each different machine
will depend on whether The
Pawn is on disk or cassette and
how many disks are needed.

Magnetic Serolls, the company
which originally wrote Ths
Pawn, is working on all the
convergions, and {8 also
designing another adventure for
Rainbird, although wery little
more than its name is known at
present, and that's only a
working  title. Right at the
moment though, it's known as
‘Guild of Thisves'. This will be
released on about ten machines,
a Rainbird source says, although
exactly which won't be decided
finally until the company can see
how the conversion of The Pawn
do.

Anyway, that's about it for
now — but there should be a lot
of news coming out of the
Consumer Electronics GShow
which is coming up soon, 80
hopefully I'll have rmuch more
news for you next time arcund.

¢ ()




Explore an ancient tomb in our latest paper and

pencil adventure

Welcome to another Heroic
Warrior Adventure! All you need
to play is paper, a pencil and two
5ix sided dice. Make your choices
and follow the numbersd para-
graphs as directed. Combat is
resolved as follows:— Every
creature is represented by two
numbers, a strength rating and
some life points. This is shown in
the text as SR/LF. In a battle, roll
one die and add the number to
Yyour BR. Now do the same for
your opponent., Whoever has the
lower total loses that, particular
round and must subtract two
from their IP total. When the LP
total reaches zero, the charactaer
dies. You start with an SR/LP of
B/20.

You are Arkansss Smith, the
famous archasologist. For a long
time now, you have been
searching for the fabled pyramid
of the Werejackal — an obscure
Inea God. After a tip off, you are
gearching in a rainforest high up
in the Andes.

Goto — 22

()

1. The passage opens out into a

large chamber, In the centre
is a statue of & man with a
leopard’s head The only exdt
ig south

TogoB — 17

To examine the statue — 53

. You are in a small chamber

with passages east and
south. In the NW corner is a
small spring trickling with a
thick, blood red liquid and
staining the floor where is
splashes,

To drink — 50

Togo E— 15

Togo8 — 33

. There are two torches abovea

plcture of a larde monkeay. Do
you want to get:-

The left hand toreh — 19
The right hand torch — 81
Both together — 38

4. The doors are carved with

pictures of strange orea-
tures such as half man, half
leopard. The doors swing

open at your touch revealing
a wide corridor. At the far
end you can make out a pair
of ornately carved ebony
slamles — larde figures of
upright jackals, inlaid with
gold and large rubies for
gyes. In the foreground is a
skeleton, plerced through
the chest by a spear.
Togoin— 39

To goout — 22

. Whilst you were gpending

tirmne examining the
reasures, you activated a
gandtrap in the ante-
chamber behind you Fine
grained sand is pouring
through slits at the top of
the room How many trea-
sures have you got on your
list? Subtract that number
from 5ix to give you a total.
New roll one die. If the”
number on the die is equal to
or less than your total, you
succead in escaping eg. if
your picked up three
treasures, 8 — 3 = 3. If your

die oll is 1, 2 or 3, you
escape.

If you get out — 41

If not — B7

6. Taking a closer look at your
surroundings, you are in a
largde chamber extending
away to the east. The walls
are covered with piotures of
jungle anirmals and there is a
feeling of fresh air although
you cannot detect where it is
coming from The door
throughtwhich you entered
1s now permanently shut.,
Togetatorch —3
TogoE—24

7. You need the flint knife. If
you hawve it, collect as muach
hair as your want.

Goto— 23

8. You manage to grab hold of

the handles and swing into
the passage to the north. You
will not be able to return this
WA,

o to— 23

8. You are in a small ante

chamber. To the west is a
locked door. tothenorthisa
short passage.

Togo N — 17

To try the door — 38
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10. Only the hair will do. Do you 18 The skeleton has an SR/IPof 26. You get your dagger and Random Numbers.

have it? 8/7 return to the corridor

Yes — 66 If you win — 26 Go to — 47 If you don't have any dice

No—1 If you lose — 28 _ with you then use these

2Y. The panel closes before you | random numbers to decide

11. You are in the treasure roorm. 19. The torch is fixed but its can get out. Starvation is not | your fate. Start anywhere in

In front of you are piles of holder pulls towards yow a very pleasant way to die. the list and cross one off

various gems, statues and The monkey picture slides whenever you are instructed

furniture. The main items up revealing a passage to  28.You have first mis- | to rolladie.

are a golden lsopard, a huge the north givings when you see the end

ruby, an onyx and ebony Togo N — 23 of a bandage at the bottom of

stool, a gem encrusted jackal TogoE— 24 the tomb and sure enough a

and a carved ivory monkey.
Make a list of the treasurs

To pull the other torch — 61 mummy comes out and

attacks you It has an SR/LP

TR e s DR B R

you pick up. 20. Do you have the hair? of 10/14. How do you wish to
Goto—DB5 Yes — 60 attack it?
No — 32 With your hands — 58
12. You are in an altar room with With a weapon — 65
passages north and east. In  21. You grab the dagger but as it Strangle it — 20
the centre is a larde stone is removed, the skelston
slab with a skeleton on top of animates and makes to =28, Now no-one will ever know

it — obwviocusly a sacrificial

attack you. You can stop it oy

about your amazing dis-

viotim. A flint dagder lies putting the dagger back into covery — unless some other
embedded  in the wvictim's it, but if you want to keep the explorer recognises the
chest. Do you try to pick it dagger, you must fight Do bloody remains of your body
up? you attack? at some stage in the future,
Yes — 21 Yes — 18

No — 4% No —47 30. With mummy dead, you take

13. The chamber is empty apart

14,

Do you have an appropriate

22. The jungle opens out into a

thres, all in the west gide. In
the centre is a large set of

from a stone sarcophagus in clearing without warning, Go to B2

the shape of a human with a In the centre is a largde,

jackal's head Do you try to stepped pyramid grown over  31. You make a grab for the ruby
open it? with moss and lichen. You at the same time, hurling
Yeg — 28 walk all round it examining towards the door.
-No — B2 it for entrances. There are You get the ruby but nothing

else happens. You've been
watching too many Indiana

item to cut the hair with? bronze double doors. In the Jones films.
Yas — 7 northwest and southwest Goto— 286
No— &3 cormers are srmaller stone
doors. &, The mummy attacks doing 2
15. The passage continues east To go WW — 40 LPs of damage as you realise
and west. As you walk dowr, TogoW—4 that you dont have the
you set off a pressure plate To go SW — &7 appropriate itam

and gix darts fly out of the Goto— 28

wall. Roll one die foreach. If . You are in a N/8 passage.

the result is a 1, that dart There is achamber off tothe  &3. The chamber contains many

hits and does 2 points of east. low slabs with bodies on

damage, Togo N —2 them. The main feature of the

TogoE —82 Togos— 19 bodies 18 their incredibly

TogoW—2 Togo E— 33 long braided hair, do you

want to cut the hair?

18You bounce off the door, The chamber is featureless Yes— 14

which is false, doing four LPs apart from the inelined No —23

of damage. cavity at the end where the
Goto— &R stone came from. o4, As you move into the pas
To examine the cavity — 42 page, the door swings
17. You are at a T-junction TogoW—34 silently shut behind you. The

Three short passages open

passagde is eeire, lit by a

into thres chambers. . You are at the seast end of & couple of flickering torches.
TogoN—1 chamber Before you complete your
Togo8—9 Togo8—36 examination, you are dis-
To go W — 47 TogoW—3 turbed by a rumbling sound

Pyramid of the Werejackal Character Sheet.
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a7,

and more than slightly
worried to see a large stone
sphere rolling  quickly
towards you. Which way do
you throw ;

To the left — 45

Strength Rating 135455’?151113 36. Do you have the key?
Vas —
Life Polnts 1234667881011 18 Hgs_ﬁ%g
1314 15 16 17 18 19@0R1 26. The room is a small ante
chamber containing a stone
22 23 24 25 26 27 28 29 30 table. On the table is a stone
fist clutehing a huge by,
Treasura Do you try to get it?
Yes— 3l
No—25

The door 18 unmarked and *
seemingly blocked Do you
wish to shoulder charge it?
Yes — 56

No— 28
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WNAURURTPUNUNBBRANBRUWURUPUPPRRAR LU UMMl NU=UUNRENBWRUTWNW
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&8, The torches are fixed but both
boulders swing towards yow
There is a grating noise as a
passage and a pit appear.
Throw two dice. Is the result
a douhle?

Yes —8
No—48

38, You walk some filve paces
into the room when you feel
something give under your
feat. The doors swing shut
behind you Rushing up to
themn, you see that there is
no way of opening them
from within Continuing
towards the statues this
quickly becomes irrelevant
a8 another pressure pad
releases a spear trap and
you too become impaled
Hopefully you will be daad
before the rats start eating
the tlesh off your bones.

40, The door is unmarked and
seemingly blocked Do you
want to shoulder charge it?
Yes— 16
No— 22

41. You force your way through
the sand and back to the T-
junction, although there is
no longer a way south
To go W 12
TogoN —1

4g. There is a small lever here.
Do you want to pull it?
Yes — 64
No — 24

B
Qj(‘

43. You make it just in time. A
second secret panel has
opened revealing a small
room off to the south. Do you
want to go in?

Yes — 368
No — 2B

44. Two poisoned needles spring
out and embed themselves in
your wrist. The poison is
gtrong and your death will
not be long in coming.

45. Your luck is in There is a
small hollow that vou
squeeze yourself into as the
ball smashes into the door.
Goto—B

46. Do you wish to stab with
dagger or throw it?
Stab — 51
Throw — 585

47, You are in the altar room
Togo N — B2
TogoE— 1%

48, Sorry but your luck just ran
out and you plunge to your
death on the spikes below

408. Roll two dice. Is the result a
douhle®
Yes — 5O
No — 44

50. The liquid is poisonous. Roll
two dice and subtract that
many life points from your
total.

Goto— 23

o1, Add 1 to your SR
Go to 68

52. You reach a T-unction in the
corridor, A passage leads
wast and there are chambers
to the north and south
TogolN — 13
Togo8— 18
TogoW—15

B3. The statue is large and
unmoveable. Instead of ayes
there are two sockets where
it appears something has
been prised out. Do you

want to try putting
something in the sockets?
Yes — G2
No—1

54 You take a desp breath and
let yourself go. the journey is
short but bruising — you
bounce off several jagged
rocks suffering two LPs of
damage you get washed
ashore downstream, back in
the jungle and set off to tell
your colleagues in the
archaeological world of your
amazing discovery. One
thing i3 certain, it is unlikely
that anyone else will pinch
the rest of the treasure while
you are gonel

65. You hurl the dagger but the
mumimy staps out of the way.
Fortunately as the flint
dagger smashes into the
wall, it sparks and sets fire to
a tralling bit of bandage. The
mummy burns horribly. The
dagger is smashed to
smithereens.

Go to — 30

86. The door springs open al-
though not without doing
two points of damage to
your shoulder. A corridor
stretches out in front of youw
Do you wish to enter?

Yes — 34
No—22

5% You will never go hungry
because of all the sand
which is here but seriously,
choking on sand is not a
pleasant way to die.

88. f youwin — 30
If you lose — 29

58. The door opens revealing the

treagure room to the west,
TogoW—11
Togo N — 17

80. You fashion the hair into a
garotte and attack the
mummy. Unfortunately, it
has no effect whatsoever.
The mummy attacks doing
four ILPs of damage whilst
you are trying this
Go to— 28

61. The torch is fixed but its
holder pulls towards youw
suddenly a pit opens up
under you and you hurtle
down onto a particularly
nasty set of apikas,

62. Only the large rubies will fit,
Do you have them both?
Yes — 68
No—1

63. You hit the floor and find a
chocolate orange, But before
you can tap it and unwrap it,
you get crushed to death by
the stone ball.

64. You hear two independsnt
grating noises, Your
immediate problem is that
the panel that held the ball
is now coming dowr. You
throw yourself at the gap.
Roll two dice. Is the result
greater than 59 .
Yes — 43
No— 27

65. Do you have the flint dagger?
Y88 —46
No— 32

68. You plait the hair into a rope
which you tie round the
statue and lower yourself
dowr. At the bottom is a fast
flowing river. Your hands
are getting tired. Do you want
m 3

Climb back — 1
Drop off — 54

6%. Do you want to try and pick
the lock?
Yes — 49
No—9

68. As you place the second ruby,
they glow and melt into the
statue which swings aside
revealing a tunnel beneath it.
You drop a stone down and
her a splash a few seconds
later. ¥ou will need a rope to
descend Do you have one or
something similar?

Yes— 10
No—1

Map your adventure here.
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Gordon Hamlett brings back
the art of conversation to
your adventures.

' IDungeon

ADVENTURE

Dressing

When adventures were young, if
you met a dwart, the chances are
that he would throw an axe at
you, curse when it missed and
then run away. In these times of
added sophistication, mindless
violence is on the decrease
(apart, from slaying orces which
is-mere occupational therapy)
and you are much more likely to
have to resort to the gentle art of
conversation in order to pro-
greas further

Most adventurers will be
acquainted with The Hobbit and
Bilbo's plight in trying to escape
from the Goblin's Dungeon and
this dernonstrates very well the
mest usual form of talking to
other characters: namely asking
for help. Provided Thorin is with
YO, YO can summon his aid to
help you get out of a tricky
gituatiorn. This theme can
obvicusly be well developed
charactars can carry objects for
you, help fight your battles and
use their specialist skills to
further your causs.

The type of character inter-
actionn that I want to consider
further though Iinvolves the
gaining of information.
Originally, this was seen in
detective adventures in the form
of “Mister Jones, tell me about
the gun"” but recently, some of
tha same ideas have bean
cropping up in fantasy games. In
the superb Ultima IV, you can
hold limited conversations with

literally hundreds of characters.
Initially, you can ask a charactar
about his name, job and state of
health. From the answers givern,
you can then question that
person further by asking about
cartain key words revealed inthe
initial answer. For example, &
fighter might tell you that he
searches the dungeons. When
you ask him about the dungeons
he will tell you that he was
looking for the green stonse. He
will then ask you if you hawve the
grean stone. If you answer no, he
will tell you to ask a certain
paladin about it. So off you go
looking for the paladin who may
well be in a totally different
towr. You may have met him
befora but the information about
the stone never ocourred in your
original conversation, it's only
when you are told the right
question to ask.

Obwiously, conversation will
never take place on great
intellectual level but with a bit of
carefull planning, an exciting
atmosphere can be created The
following ideas could all be

1)\
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worked into a story although 1
concede that to do the job
properly, you would need a disk
based gysterm,

Any creature or character will
hawve a certain knowledge of his
surrcundings, What information
you can glean depends on two
factors — what he cam tell you
and what he will tell youL. As a
person goes about his daily life,
he learns about his environment
and also hears various rumours
and gossip. Exactly what he
learnis will depend on his intel-
ligence and how much he
travels. For example, a shop-
kseper may have heard about
evil goingson in the ruined
abbey whilat a recently returned
warrior should be able to give
more specific details. You can
hawve a lot of fun with Mamour,
Some will be true. Some will be
based on fact but wildly
exaggarated and others will be
downright lies. Working out
which is which could keep a
player worried for ages.

What information a person
will impart to you depends
entirely on his disposition
towards youu In other words, you
stand a much better chance of
learning something useful if you
adopt a friendly approach rather

than threatening all kinds of
dire misfortune if they don't co-
operate. Taking this to extremss,
torture will eventually reveal
everything a person knows but
adventurers don't go in for
torture — do you? 8o, if you must
hawe a torture chamber in your
game, have the player rescus
someone from it who would then
willingly offer help.

The exchange of information
does not have to be a one way
affair in fact wvery seldom
should it be so. On a purely
Mercenary theme, every man
has his price although you will
find things eagier to handle if
you restrict bribing to ordinary
townsiolk such as innkeepers,
merchants and guards,

Frequently, you will have to
give something to get something
— & password maybe or perfor-
ming a useful service, ed. you
find my long lost magic ring and
I'll give you some information
Necessary to solving your quest.

Other ways of gaining in-
formation would be by epying
gither by yourself or through a
hired third party or through
regearch — sitting down in a
library for a couple of weeks —
although this is  Thardly
conducive to exciting garmeplay!

Information should be sold
asarly. Make your players work
for a small, insignificant clue.
Make them pay through the nose
in the form of gold, magic spells
{allowing access to previously
cloped areas) and expensive
skeleton keys for locked doors
{ one use only of course! ). People
will require hefty bribes. They
might even lie to you and send
you off on wild goose chases,
There are many ways of parting
an adventurer from his ill-gotten
gains. Now, are you going to tell
me where the treasure is or do I
have to send Throrin and the
boys round?
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'~ POSTER OFFER

5,000 Level 9 Posters to give away!

Level 8 are well known for their
guparb adventures which are
| I available for all the popular
. | micros,

L Their latest adventure iz the

long awaited sequel to Red Moon
A and is called the Price of Magik

N You can read a full review of this

. mammoth game in next month's
Gamer but in the meantime you
can send for your free poster.

The poster is an enlarged
version of the games full colour
artwork an d is one of their best
yat.

All you have to do to get your
FREE poster is to fill in the
ocoupon balow and send it with a
SAE (No smaller than A3 to:

Lavel 9 Computing
Gamer Poster Offer
PO Box 39

o e e e THE PRICE OF MAGIK
. A e Ll B .

Avon BS24 9UR

I Iﬂ&l 9 Pogter I:FITEI* PO Box EEJ- Weﬂt,c:-n mpar Ma,l‘e Avon
Fleage send me my FREE Price of Magik Foster.

Name ...
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I I
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Some readers have occasionally
expressed surprise that Gamer
ghould cover FEM. What theay
may not realise 15 that
computers play a major role in
postal gaming. In later issues [
shall be looking at the ways that
the players use their Spectrums,
Amstrads ete, to assist them but
this month I am focusing on how
the companies have enlisted
pomputers to help them in
running the games. In partic-
ular I am examining the two
latest games from our old friends
at EJC,

Computer moderated games
have one big advantage for the
companies; they are much
cheaper to run than their hand
moderated counterparts. For the
players there are limitations to
the actions that can be taken but
in general they require more
thought and clearly the games
master is seen to be totally im-
partial. In the past some exoceal-
lent games have been designed
but have been let down by inept
programmers or by atternpts to
rin the games on machines with
gavere mmemory limitations.
Oftan the flaws became obvious
and the games collapsad.

EJC are, arguably, the bigdest
name in PBM. Their reputation
was based initially on the hand
moderated Crasimoffs World,
which was the brainchild of
their founder: Eevin Cropper. A
fantasy role playing gamse, it still
sets the standards by which
other games are judged. Having
established their posgition, they
took the gamble of buying the
hardware and imported their
first computer game from the
U8A: the fantasy epic Earthwood.
Their two latest games, Capitol
and It's a Crime, are both
American computer games but
there the similarity ends,

It's a Crime is a game that will
be well known to many Gamer
readers who took advantage of
our special starting offer. There
were a few hiccups with the
program at first but it is8 now up
and running and is proving to be
a great success. In fact, the latest
word is that it may have already
gstablished itself as the largest
game in Burope, an amazing feat
after only a few short months
and one that is probably due to
the cheapness of the game and
the reputation of EJC. It's a
Crime is a simple game with
limited options (too limited
some might say) and as such is
an ideal introduction to the
hobby. You take the part of a
gangland leader in a large
American city and your eventual
aim is to become the godfather
and control that city. This seems
a long way off when you start
with foew men and even fewer
weapons. At first your options
will be limited to simple actions
guch as arming yourself a little
batier and recruiting some thugs
bt a8 you progress thay becomsa
more varied My tip for
beginners with no conscience (it
helpe in this game) 1s to try dmag
pushing as a means of earning
enough mongy to equip your
gang properly.

POM UPDATE

Mike McGarry brings you
the latest PBM news and
includes some hints forItsa

Crime players.

Capitol is a tnt.all:.r dj.ﬂ‘erent,

type of game. It runs on an IBEM
computer using 512K memory
and is very complex though the
rule book is surprisingly easy to
understand. It is a space game
and adopts the standard
‘eonquer the galaxy format but
has several features that sets it
apart. Mapping is an intagral
part of the game and the
computer produced maps are
excellent. In addition you receive
some overlays to kKeep overall
records of your positions. Your
first few rounds are likely to
congist of designing and
planning your ships, baseg et
and feeling your way around but
soonn you will find yourself in
some minor battles and then the
action starts coming thick and
fast. advice to novices
playing Capitol is to read the mile
book thoroughly and to start
writing to other players
immediately; you will find that
you are one of about 35 players
s0 there is ample opportunity for
diplomacy.

It's a Crime is a very cheap
game and costs £5 for the
starting pack including the first
gight rounds. Capitol comes into
the medium to high price range
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mdmuaetynubackﬂﬁfmme
basic material and included two
rounds, further rounds are
£1.76 each. Further details can
be abtained from EJC Games, PO
Box 11, Cleveleys, Lancs, FY5
2L

On the newsfront, I have heard

that the larder companies are

forming an association to
promote PEM in general and
themselves in particular. This
seems like a good idea but I am
surprised that they do not intend
to involve the players by forming
a PBM association similar to the
one that is flourishing in
America. Perhaps some enter-
prising players could show the
companies the errors of their
ways and organise it themsealves.

Last month our featured game
was Saturnalia and T hear from
my sples in that game that there
could be bad news for players in
the Southern Isles. The rumour
iz that an unknown hand has
removed the sword of Hagquar
from the body of Lord Storm and
the demon has been set free to
walk the land again. An ancient
prophecy foretells that darkness
will cover the lands and the
signs are bad as the servants of
Benchu, god of Death, are seen

everywhere. It is a time for men
of true heart to join together and
to fight for the light.

We are looking for another
Gamer reader to join our playtest
teamn If you are interested in
playing a FBM game absolutely
free and reporting back later on,
just drop me a line and tell me
why. The writar with the most
original or witty reason will be
invited to join the team. This
month's playtest game is Where
Lies the Power from Vengeance
Games. It is a new game that I
have heard some good things
about. You control a powarful
family in an interstellar empire.
It is a game where ingenuity on
the part of the player is

i

Neaxt month the featured gamas
will be Tribes of Crane from
Mitregames and we will be look-
ing for playtestars for two of the
most expensive games on the -
market.

B
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Title: Swords and Sorcery

Computer:

Amstrad
Supplier; PSS

Price: £9.95/£14.95 disk

Imagine a fantasy role playing
game that involves combat,
conversation, magic, treasure
and quests. With a display that
includes a 3D picture and a map
of your immediate surroundings
and various boxes of inform-
ation as well as large pictures of
all the characters that you meet.
And where, when and if you
complete your tasks, you can
transfer your hero over to

being
planned. And the whole thing
controlled by just six keys. Sound
too good to be true? Well, it isn't.
It's Bwords and Sorcery and it's
here now.

Whilst there are many quests
and sub-quests for you to pursus,
your main target is to find the
assorted bits of the Armour of
Zob which was unmade by its
maker asons ago. The armour is
spread across many levels of a
dark and dungeon
and whilst some characters will
help you, most are only
interested in your damise.

The game is controlled by a
saries of menus. Your five basic
actions are hit, magic, handle,
act and talk but these all lead
into further menus which give
you an apparently bewildaring
choice of action for exampla,
choosing handle then allows you
to pick from pick up, drop, wear,
take off hold and take out
Picking one of these then gives
you a list of items. to be acted
upon the 8 and O keys move you
through the menus whilst 9
selacts the ouwrrent choice,
Movement is achieved through
keys 1-3 which turn you left,
move you forward and turn you
right respectively.

The game starts with you
spending fourteen days training
your character in various fields

such as sword play and agility.
the it's off on your mission. the
main part of the screen shows a
3D display of the rooms and
corridors with a map of the area
of the dungeon that you are

combat detafls. Below that is a
box giving details of text and
conversations. Combat does not
neceasarily taks place whenever
you meet 8 monstar. You can try
talkdng to him and cajole or
threaten him in order to gain
some information, perhaps
about one of the artefacts that
you have fust found If however
you do decide to attack (or vice
versa) then you must decide
whether to use one of your
weapons (maybe an enchanted
one if you have found one) or to
try casting a spell. You only start,
with a few magic spells, gaining
more with experience but your
initial arsenal of spells does
include a fireball.

Swords and Sorcery is a highly
complex game that will keep you
quiet for ages, especially when
you consider that pseveral
expansion modulas are planned
It will take you some time to get
the hang of what's going on
around you but the game is such
that you want to go back and try
again. If you enjoy this type of
game, Bwords and Sorcery is
highly recommendsd. a.H

FLANET RATINGS

Originality L 1]

Difficulty ELE L
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Value for monay sSeey
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Computer:
Supplier:

Cé4/Spectrum/Amstrad
Melbourne House

FPrice: &7T.95

Eevin Oliver. That's all you can
remember when you wake up in
hospital. Your name is EKevin
Oliver. It's only when you step
outside does something else
spring to mind Kwah. A strange
word but somehow familiar, You
say it out loud to yourself and
suddenly, in a puff of smoke, you
changs, No longer does EKevin
Oliver stand there but instead its
a funny man in a cape and a bird
helmet. No, 'its Redhawk the
superhero!
Redhawk is a highly original
adventure from Melbourne
House. Whereas text input is
normal, it is the output that

much of it to explore though. A
police station, an art gallery, the
library, the town squares, a park,
the hospital a station and a
Newspaper Office (not a
wapping big one though — this
one's in Fleet Street!). Maybe the
police can help you but they've
never heard of Redhawk and
only laugh at you A quick check
of your possessions at this stage
shows that you own a camera
and four pounds — not very
much Perhaps the newspaper
office can give you some insight
into who you are although you
don't hold out much hope. After
all, superherces only work for

makes this game unlike
anything that you've ever seen
before. It i8 in the form of a
continuous comic strip, three
pictures being displayed on the
Bcreen at any one time

speech bubbles and little strips
at the top and bottom of esach
picture tell you what is happen-
ing. With each new command
entared, S0 & new picture tall you
what is8 happening With each
new command entered, 5o a new
picture is drawm, appearing in
the right hand box and shunting
the others one place to the left.
The graphics are nothing start-
ling, just large pictures of any
characters present in front of a
E-iII:LEIB background, but thay
don

need to be, Thay bring back..

memories of reading Marvel
comics under the bedclothas and
sat, the atmosphere off perfectly.
80 too does the plot.

You set off by exploring the
town. There doesn't seem to be

newspapers in comics don't
they? However, a sign in the
office says that there 18 a
for a press photo
grapher and the editor comes out,
and hires you on the spot saying
that he will pay you if you take
some decent pictures for him.
As you wander round in
search of a story, a mugger puts
in an appearance in the park If
you successfully arrest him, the
police will start to trust you and
issue you with a radio which will
keep you in touch with erime all
over the city. Your days as a
crimebusting superhero have
begun. Whilst talking to your
colleagues, news comes in of a
bomb at the local power station
which the police are unable to
defuse and which is estimated to
g0 off in about six hours
, this is your major
problem but crime contimies
elsewhere in the city, usually at
the hands of one of the four
suparvillains. These are the Rat,

P ee————— - -
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Hi-Tech, the Mystic Merlyn and
Fusor, all of whom have their
owTl assorted tricks and powers.
If you neglect these other crimes,
your popularity rating falls and
charactere will be more
reluctant to give you the
information you need to solve
your main problem.

In order to get to these other
locations, you will need o find a
different mode of transport from
Shank's Pony that you have been
using so far. You can either catch
a train or taxd, but both of these
need money so it is important
that you keep taking the
picturas. A cheaper way of
fravelling is to use your super-
hero powers and fly to a specified
destination. The drawback to
this is that it costs ensergy.
Hedhawk only has so much
energy to expend and flying and
fighting use it up very quickly.
The only way to regain your
energy is to revert back to Kevin
and let it accumulate slowly
again. Two icons show the
amount of energy available to
you and also your popularity
rating.

Control of the game is very
gimplee. The text Input is
straightforward and there are
no phscure words that I hawve
come across 50 far although you
usually have to type commands
in' full. There i8 a row of
commonly used words at the
bottom of the screen and these
can be accessed quickly by using
control and then the corres
ponding mumber of the C84 and
gymbol shift plus nmurmber on the
Spectrum. If you input
something that is not undar-
gstood, the game or rather the
glock stops and waits for you to
hit space. I found this somewhat
ponfusing at first but is is in fact
extremely logical, especially as
there is a clock ticking on all the
fime.

In order to solve the crime
about the bomb, Redhawlk must
talk to lote of characters as he
tries to work out who planted it,
why, where it i8 and how to
neutralise its threat. Will it be
tha crooked chisf of Police, the
gorrupt Director of the power
gtatiorn or the mad scientist.
Your editor will help keep youup
to date with what's going on and,
of coursse, there is always the
heroine, tha beautifiil Lesley who
is a reported on your paper and
always turns up when you solve
erimes.

One of the nice things about
HRedhawlk is that it's wonderfully
tongue in cheelk The muggers
gay things like “It's a fair cop”
and get your name somewhat
confused. I've been called Red-
gparrow, Redduck and Redhorse
g0 far All this adds excellant
atmosphere to an excellent

game, G.H.
PLANET RATINGS

Originality (1111
Atmosphere Seses
Difficulty asse
Valhie for money seE9

REVIENWS

Fancy winning yourself a colour
monitor for your Spectrum? If
you are good at adventures,
here's your chance for the
Spectrum Adventure Exchange
Club are offering a Microvitec
monitor to the first person
whose correct entry is drawnout
of the hat on October 21st. All
that stands between you and
your prize is the small problem
of Castle Thade.

The land of Kral is riled by the
Lord of Darkneas and his evil i8
spreading everywhere. Could it
be a co-incidence that Thade isan
anagram of Death? The council
of the Powers of Light hawve
palected you to penetrate his
castle and strip him of his
powers. Should you succesd, a
stranger will give you a message,
written in unusual symbols, If
you can manage to translate
this, send off your entry form

The game (which is guilled),
starts off with you on one gide of
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a wide river and the castle on the
other, All around you are
impassable mountains and a
horrendously thick maze of
forest. I found the forest
somewhat annoying as there are
locations that you can entar but
never leave which in my book at
least is a trifle unfair. The game
is text only with some good
atmospheric descriptions. The
vocabulary is claimed to be over
200 words although have you
noticed, you can never seam o
find the combination that you
want! You can examine certain
objects only and it would have
given greater effect to be told
that “you see nothing special”
rather than just “you can't”.

Minor grudges apart, Castle
Thade has some Iinteresting
problems ( such as being crushed
by sliding walls or bitten and
captured by a giant apider) and
will keep the old grey celis
ticking owver. FPrizes are not
meant to be won easily! S3ARC
can be found at 4 Kilmartin
Lane, Carluke, Lanarkshire MLS
BRT. The game is awvailable by
mail arder only.
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or considerably more if you win!
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Whilst waiting for the sequel, 3
Daye in Carpathia to be finished
Ham Jam and Ariolasoft have
decided to re-release Valkyrie 17,
a spoof spy adventure with

--graphic accompaniment.

The story starts when you
receive a strange coded messge
On your answer phone one day.
“The Hed Kipper flies at
midnight". After a few days
investigation which involves
secret German beam weapons
amongst cther things, yvou decide
that further action is required
To this end, you take yoursslf off
to the Hotel Glitz overlooldng
Lake Bruntz and it is here that
the game starts Who is the
blonde lady in the bar and why is
she wearing a wig. What are you
supposed to do in the ladies
powder room! What on earth

in an impeccably tidy bedrooss.

®With military

- Bf‘llf- :

would you need a stethoscope
for, if you can work out how to
get it and just how do you get out,
of the hotel without getting
killad?

Not every one of the one
hundred plus locations is
ilhustrated, and those that are
comnsist of simple line drawings.
Text input is very precise and
frequently frustrating The plot
iteelf is very jolly but the whole
thing looks dated and presen-
tation is poor, I think it's a bit of
a cheek re-releasing at full price
and my feeling is that it is about
o6 pounds to expensive — it
wold have made a great budget

game. G.H.
PLANET HRATINGS

Originality Seee
Atmosphere (1 1)
Difficulty
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Nightshade
MSX

Ultimate Play the Game
£9.95

The village of Wightshade sounds
a Dit like Milton Keynes
‘Bkeletons with rotting flesh
dripping with the blood of the
long dead, waiting, prowling tbe
NOwW emnpty krdlagﬁ for llve prey’.

Why, oh, why do I have to go
and lift the curse from the
village! Can't the editor send me
to the South of France instead?

Alright I'm a brave adventurer
and Il take the challenge,
Armed only with my trusty
joystick, I entered the village, T
didn't live long enough to regret
it.

The graphics in this game
must rate amongst the best ever
seer. on the MSX Three
dimensional views of the village
scroll past as the little hero
wanders from location to
location in his quest to free the
smitten hamilet. Walls of building
disappear as you walk behind
them showing only the line of
their course and revealing the
horrors that roam the streets.,
Strange hunchback demons and
ethereal plagues plod their
undead lives away in the search
for human flesh, while flashfires
spring up almost under your fest,
seeking to consume you with
their burning tongues.

Entering some of the rooms
reveals a new series of spectres
which turn out to be spells, your
only weapons against the evil

The giqi# {=EE smaches and

falis OoUt

YO see 35
et NOw?

S1ethOosS CoPe

GET STETHOSCOPE

which 18 running rife. Collect as
IMANY as you can and usse your
arsenial carefully.  Different
spells are effective against dif
ferent enemiss use the WTOnNE
one and you end ug ) with double
trouble as the evil splits with
amoeboid sum_ll_n ty and satanic
lears.

As your hero wanders he finds
strange balms and potions
which have desirable effects.
Some heal all wounds and re-
store strength while others give
him extra spead to dodge the foes
and collect more spells.

It's about time programmers
took the MEX more seriously and
Ultimate have gone to town
(well, a village anyway) on this
one. The sound, g_d.uhn:'., and
gameaplay are weall thought out
and executed and the controls
can be kevboard or joystick in
one of two different control
modes. One control uses left and
right to turn the little
adventurer while back and forth
move him In the other mode he
moves In the directions the
control points him,

For all newecomers to the
world of MSX and old lags like
me this will open up your gyes to
new possibilities in program-
ming. In fact, open-eved is the
only way to enter this graphic
adventure.

FLANET RATINGS
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The Very Big Cave Adventure

-

'

Those delightfully dotty damsels
from Donegal, the St, Brides mob,
have always had a reputation for
eccentricity. But even they have
surpassad themselves this time.
Ba honest, you never thought
that you would see the day when
a texct. version of Space Invaders
was released, did you? Well now's
your chance to try your hand at
typing left, right and fire. Idaal
for those of you whose reflexes
aren't all that they ware.
Released by CHL. the Very Big
Cave Adventure is a very funny
gpoof on the wvery Orst ever
adventure by Crowther and
Woods., All the old familiar
lpcations and oreaturee are
there, only changed somewhat to
protect the guilty. The game
starts with you outside a farn-
iliar little brick cottage although
this one has a sign marked
vagcant and requirss a penny in
the glot. 8o, it's off to the gully to
gea what you can find BSure
enouEh, there is a penny guarded
by a ferocious looking tull which
won't let you pick it up. The bull
however asks if you are still here
and on hearing you answer no -,
walks off believing youforitisa

gully-bull! (groan). If you dont
like jokes like that, then I
suggdest that you stop now as
things soon get considerably
worse, Insted of dwarves throw-
ing axes at you, there is a tall,
gaunt, bearded, bald gentieman
throwing sharpened ZX81s. And

a0 it goes OIL
Caves has been written using
Quill, Ilustrator and Patch

although you would be hard
pressed to tell just from looking
at it Words that are not
understood are greetad with the
slightly worrying “? syntax
error’”’ and most other actions
are treated to a flippant remark
It 18 difficult to say too much
about the game without glving
anything away or quoting things
out of context. Buffice to say that
I lovred it 16 matters not a oG
whether you have played the
original or not, if you have a
warped senss of humour, then go

and buy a copy G.H.
FLANET RATINGS
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Wwith pink flowers onh a blue ground.

After the barren wastes of the Habitat
this room seems almost a relief.
it appears 1o be a dead end and

“"Thank  you,
"And for Ay next

attTachks 1%X.
she sends 11
circus in the sky.

Hore..

thank You
jitTle

e
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| R

says the
nuMber . . .
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Suddenly the bird spots the python and
In an astounding |
to that great flying

fFlurry
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Caverns D'Or is the first game
from a new software house and
in fact forms part of their Astro
Cade collection which features
gix games for only £4.50.

By far the best game of the
collection is this adventure.

Your mission is gsimple: get
into the castle, grab as much
treagure as possible and then get
ot No quests, no herolc rescuss

just plain honest plunder,

The action takes place on &
split screen display with
descriptions and batile reports
appearing in the bottom halfin a
choice of two character sets,
Above this are arrows depicting
your possible exits, nine boxes in
which you can store one object, a
hand which shows which object
you are currently holding, a pot
containing your gold pisces and
a Bcrolling showing your
current strength and stamina.

The game is delightfully
gimple to play as all you have to
do is enter any of ten aingle lettar
commands. These allow you o
move In any direction, select and
uge an object (UsSing a weapon
allows you to fight), search a
room and get anything youl may
find and finally raest, that
restores your depleting stamina.
Unfortunately, resting for too
long will let one of the cavern's
erittars find you 80 you'll soon
be doing battle with orcs, rabid
dogg, spectres and goblins. .

Treasure is of course your
main aim (apart from staying
alive long enough tw spend it)
and you'll find plenty along with
potions to heal you and strange
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bones that give you temporary
strengtih

Onee you've finished your days
or: bashing you can try some of
the other games. These are all
arcade games of limitad appeal
but if you view them as being
freebiss then wyou won't be
disappointed. They are all wall
presented and strangly addictive
and include a leap across the
moon in Luna-Howver, a 1ast
shootem-up in Alisn and a
totally redefinable wversion of
City Bomber.

All things considered, it's a
good debut from a new (mail
order) software house, but they
will have to be more salective in
future meleases to gain high
quality as well as excellent value

for money. T.H.
FLANET RATINGS

Originality L 1 )
Graphics (1 1}
Use of machine LT )

Value for money (1 1] ]
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) &1 Enomes and magic. Don't
t':"ptu_r_ W 868 any mnice, comfy
hobbit holes. The name of the
game here is survival and
gvantually help althe nn:,n the
(Guardian that seek 15 no

d. But first, you
have to survive . . .

The people of Mearidian were
gentle and peace 1 and
under no circumstances were
they prepared for the latest
Invasion of tl AN Warriors
who can wielding ne
ofterror and left leaving a trail of
devastation and destruction
You, a young lad m.nn:huw

; survive the
L. W1 gturning to
your ho A Weapor, you are
knocked unconscious by falling
masonry. When you awake you
have bat one thought — to find
the Guardian Meridian,
rumoured to live somewhere in
the depths of a mountain and
who, if he exists 1pposed to
help the People of Meridian in
their hour of greatest need.

Pilgrim is a text adventure of
the traditional 2rb/noun
varie What it in the
sophistication of parser
though, it makes up for in its
superb atmosphere and text
?" Beriptions. The author, Rod

Pika has set out to creat a feeling

of terror and he succeeds
admirably. Your memory i

suffering from assorted ]a [ses,
your co-ordination i awrm FL.._-
you trip over various
Familiar buildings lie in ruins,
the bodies of your friends lie
slaughtered in their houses. And
thers is the Silvain warrior who
quickly discovers your where-
abouts and who t.d.]n:b Ereat
delight in preparing himself for
your imminent executior. The
problems too are original. When
was the last time you had to find
a way of mending your broken
arm®

The game's vocabulary seems
more than adequate with
‘examine” being I:r.'_-l.r't.ir"_]_'l.'_-'l.:'u_‘g.-‘
well supported Mapping
logical with a niee touch ",,,]_m;r
that you are told what vou can
gee in assorted directions You
are aven told when you are about,
to entar a maze,

Atmosphere makes or breaks
an adventure game and Pilgrim
certainly has a lot and is an
excellent advertisement for why
there 13 no need to insist on
graphics, Plotures could never do
this game justice.

FLANET RATINGS

Originali
Difficulty
JAftmosphera
Value for money
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BEFORE THE GATES
OF WOLFDORP

OLD TROLL!

SCREEN SHOTS FROM
THE SPECTRUM VERSION

BEWARE OF THE MAGOT
WEREWOLF! THE PRINCE

: . i SPECTRUM 48/128K
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GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB
Telephone: (Sales) 0384 238777 (General) 0384 237222
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Title:
Computer:
supplier

for yow

Why do I rave so much about
thanewgame?wmthﬁgﬂ.me
takes in considerations which
other games cannot reach and
you can also add to the library of
muram]ﬂﬁmmwithdaﬂgns
of your own.

The game also features a
Tealistic Bystem.
New players start off with a 28
handieap. This is used to allow
o o e i
compete against,
other. The wvalue is subtracted
from the number as strokes
tﬂkﬂnhj’tllﬂplﬂﬁfﬂr'ﬂlu'mgﬂ.
game or used as a basis to cal-
culate the winner of the Match
Flay competition

The higher the value of the
handicap the more the player is
liable to make

Golf Construction Set
Commodore 64
Ariolasoft

Tournament Flay is a.mﬂah]a
o & maximum of four golfarsat a

time or Match Play for two. For
those who don't have the faintest
idea what I'm going on about let
me try to explain.

Tournament Play is the
familiar game of golf where each
Player fries to get round the

possaible. This means that you
are normally aiming to complete
each hole at or under par (par
being the number of strokes
which the authorities think a
professional should

In Match Flay you try to beat
your opponent. at each hole and
the total number of strokes
doesn’t come into the reckoning.
This means that if your
opponent sinks his ball in thres
strokes, then you must equal or
better this and if the ball is still
sitting on the grass after your
third stroke then you lost thag
hole and play moves on to the

taab@.tmm:nrﬂsnisﬂphtup
into several areas. The laft half of
;;lh;eacmanlaaplanviﬂwnfma

le being played. The top right
quarter shows the view looking
from the ball's lie towards the
hula,,anﬂt.habnu;umnﬂmmis
the selection screen.

Initially the selection screen
ehows a table which gives the
handicap of each player, the
cumulative score as it relates to
par, the number of strokes taksn
and the number of strokes taken
atthammntrmiéa.

Pressing fire brings further
ciataﬂstﬂr.hisacmmandmm
requasted to lend a thought to
Jour poor caddie and leave three
chlhsbahjnd,Thadaiplayshﬂws
all of the clubs available: five
woods, nine irons, a power
wedgde, a sand wedge and a

weathar
mrﬂﬂnmmnm:mnba
watch on the 3D view screen as
they whistle into the distance
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Approaching the greenl

and bounce to a halt and the
relative direction can be seen on
the plan view.

Aftar club selection you must
choose the amount of loft and
fade, the direction of aim and
finally the power of the shot. The
power is gauged by a realistically
animated shadow figure of a
golfer making his swing the
higher the swing the more
powerful the stroke and the
more likely a slice or hook will
regult.

From the behaviour of my ball,
I suspected it was a survivor
from the Second World War.
Attacking it& objective ‘L'-jr
advancing from buniker
bunkﬂrltﬂxmlyd:‘aggadimalf
onto the green ready for the final
assault. At this point the 3D
display gave way to a magnified
plan view of the gresn Two
arrows indicating the degree of
slope in the horizontal and vert-
ical plane appeared on either
gide of this display. At this point

cap player is allowed up to two
extra strokes depending on the

will not allow the same 81 value
to be awarded twice.

Decision points are includad at
the beginning and end of sach
hole, At the baginning you can
abort the game or move on to the
next hole. If you skip a hole
durilng a Tournament the
handicap will not beupdated and
regradﬂla.tﬂmsnﬂﬂfth&gamﬂ

OOOUTS.

Atthnendnfmhhul&yuu
have a chnace to save the game.
This means that a particulary
good performance can be safe-
guarded against a lapse of
concentration later in the match
or allows you to break off a
session until a latar date.

Fach hole loads from disk as
required and no doubt this is the
same with the tape version. I
only hope that Ariclasoft have
had the sense to include a turbo

much fun to do as it is to play the
game. The only thing to
remember is that your course
must be plannad in advance
because course bullding is8 a
highly structured procedure.
The construction screen has a
blank plan view area in its usual
position on the screen. The left
hand side holds an icon mernu of
the constituent parts of the

REVIEWS

SI0Ly LRhY
: L S
Ly
i

This shot for par!

Bullding commences by Bsel-
ecting a 3, 4 or § par rating for
the hole. Next the tee must be
poaitioned and as you move the
flag marker for the hole around
the screan the length of the hole
15 displayed.

After fixing the holepin in
pogition, the boundary is laid
out. Bach press of the fire button
causas a line to be drawn to the
previcusly marked point and
fourteen of these positions can
be used to enclose the falrway
ATea.

The next task it to constrmact
the green, fairway and hazards
using the very clever and simpla
gymbols. Bix circles of various
gizes can be chosan and a colour
pelected for with possible
options: fairway, green, trees,
somib, rough, water and bunkers.
The eighth option is also the last
to ba used and allows you to
grade the surface slopes of the
course at approximately 80 yard
intervals.

The final act is to award an SI
index before designing the next
hole or saving the one in hand

A short text menu is includad
for loading unfinished courses,

Tha construction set in action

saving, clearing a ocourse or for
correcting errors. It also allows
you to flip through the courss,
forwards or backwards, to make
corrections,

By far the most impressive
plece of prgramming in this
game is the 3D viewing acreen.
Starting with a view of a green
but featureless landscape, it
pecans from the horizon to the
ball's current adding
each feature to the screen as it 18
encounteread. Each time the
direction of aim is altered a new

pictmuh\.ﬂltupgmngm

for holing out with a long shot
frorn off the green. The game
gwitches into a slow motion
action replay of the shot. I can't
say whether the game awards
wyou with a big prize for a hole in
ong but I'm tempted to keep
playing until I find out!

High praise is due to Ariola-
soft, Tigress Marksting and the
Hungarian programming team
for producing the greatest
golfing game, I have ever seer.
It's sase of use and attention to
detail is8 commendable even if
some of the disk error handling
leaves a little to be desired The
documentation could make more
use of annotated diagrams but
the text is clear and concise. An

axcelleant product, very highly
recommendsd.

PLANET RATING:S
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THE MANAGER OF EVERTON F.C.
HOWARD KENDALL SAYS...

" THIS MUST BE THE ULTIMATE OF
ALL STRATEGY GAMES ...

EXCELLENT.”

COMING SOON... COMING SOON... COMING SOON

(THE F.A. CUP and THE LEAGUE)
2 years of research has finally produced

“"THE DOUBLE"

THE IMPOSSIBLE HAS BEEN ACHIEVED, NEVER BEFORE
HAVE YOU BEEN ABLE R

Pit your wits and skills against 65 other teams which have their own
Transfers, Finances, Injuries etc., involving OVER 1000 PLAYERS
all with their individual skill levels of Passing, Tackling, K icking ete,
22 Players ‘Logically’ play a game with ‘live action’ graphics and
Player Commentary from any of the three divisions and match pro-
grammas.

L]

Manage a given 3rd D ivision team and succeed by either Promotion
or interesting larger Clubs with your expertise in winning the League
Championship or better still THE DOUBLE. Careful programming
has eliminated luck so you will need astuteness and a Managerial
mind to organise Administration, Staff & Players, Wages & Transfers
(not easy we promise), Crowd Control, Policing, Scouts, Financa,
Gates, Injuries and Physiotherapy, Print-outs, individual player
reports, visits to League Grounds, Fixtures, Results and current
League Tables of ALL THREE DIVISIONS are at your disposal.

To survive you will have to be good — to impress other clubs you
will have to be very good — to succeed you will have to be excellent.

But will you achieve the ultimate of ‘“THE DOUBLE’ ?7?

HOWARD KENDA LL did not achieve success in 5 minutes neither
will you !

COMPETITION... COMPETITION... COMPETITION...

If you can be the FIRST to achieve THE DOUBLE you will WIN A
DAY OUTin style at EVERTON F.C., for a fixture of your choice
and meet HOWARD KENDALL.,

ORDER NOW.... ORDER NOW. ... ORDER NOW ...
DO NOT SEND MONEY or P.O, — Just send a Stamp Addressed

Envelope (stati hins) to:.
nvelope ing machine JEHNSG” £1D.95pnc|uding V.A.T,

SCANATALN asmaeenie:

B sl WESTON-SUPER-MARE
LIMITED AVON BS23 4BR

| COMMODORE 64, ATARI

SOFTWARE
SATISFACTION

SPECTRUM COMMODORE &4

Green Beret : War Flay
Twister Rebel Planat
Bomb Jack Faperboy
Empire Bomb Jack

Mo Faults Mo Faults
Heavy on the Magick Silent Service
Suparbowl Tirme Tunnel
Yie Ar Kung Fu Comic Bakery
Rock 'M° Wrastle Mugsy's Revenge
International Karale Starguake
Faparboy Faperbaoy

Sold A Million 11 Sold A Million 11

1.0 : Sold A Million Il (disc)

Ping Pong P31-5 Trading Company
Battle of the Planeis Thea Eidolon

Tau Ceti Turbp Esprit

Young Onas : Mikie

Gunfright Yie Ar Kung Fu

" s

Pentagram

Combal Lynx

Way of the Tiger

Critical Mass

Who Dares Wins 1l

Alien Highway Encounter |

Hardbali

Koranis Rift
Electraglice

Who Dares Wins [
Heavy on the Magick
Dragonskulla

Bomb Jack [dise)
Zoids

Ci6-PLUSE 85 Asylum

F.A. Cup
W. Serles Baseball

Mercenary
El-nm_tn Jack Amazon Woman
Manic Miner

Green Barat
E_'.u:-mmanl:ln Knight Games
3pace Filot Kung Fu Master
Indoor Soccer Law of the West
Pharoahs Tomb
D. Thompson's Star Events

=k
L

S523258E518
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For full price list send s.a.e. stating micro.
When ordering state name, address, software and micro.
Postage included UK., Overseas add 75p per tape
Cheques/Postal orders made payable o SOFTWARE SATISFACTION
[Cheques/Postal orders STERLING COMNLY)

144 BARL/*'ARK ROAD BARLANARK GLASGOW G33 4PJ

[t an advertisement
is wrong we're here
to put it right.

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

The Advertising Standards Authority.
ASA Ltd, Dept 3 Brook House, Torrington Place, London WC1E 7THN

BINDERS

FOR YOUR VALUABLE

COLLECTION OF e
COMPUTER GAMER .r £5.20
MAGAZINES g Jnc o

“SMART "EASY TO USE

P&P
vF : be
*TOP QUALITY

To ASP Readers Service, PO Box 35, Wolsey
House, Wolsey Road, Hemel Hempstead,
Herts HP2 4SS (0442-41221)

Please supply. .. Compuler Gamer Binders £5.20 inc. PAP

Tolal £......(Please make cheques payable o ASP Lid.)
Years Required - 158, ., 198.., 198,198, .

Y Tl e R s I




Game
Action Biker Eﬁi
Action Biker Atari
Chuckie Egg Spectrum
Chuckie Egg Electron
Chuckie Egg BBC
Chuckie Egg Cce4
Chuckie Egg IT Electron
Enight Lore Spectrum
Hyper Sports Spectrum
Hyper Sports Ced
Pole Position Atari
Pole Position Spectrum
Pole Position ce4a
Pole Position BEC
Elite BBEC
Elite Electron
Hlite Ce4
Elite Spectrum
Bruce Lee Spectrum
Bruce Lee ce4
Dropzona Atard
Spy Hunter Spectrum
Hunter Ce4
Who Dares Wins IT Cé4
Raid Over Moscow Ce4
Raid Over Moscow
Zalaga BBC
Beach Head Ceé4
Beach head BBC
Starquake Spectrum
Blue Max Atari
Zaxxon Atari
Zaxxon Cé4
Chop Suey Atari
Sabre Wulf BBC
Exploding Fist Cé4
Exploding Fist Spectrum
Exploding Fist Amstrad
Yie Ar Kung Fu ce4
¥Yie Ar Kung Fu Amstrad
Yie Ar Kung Fu Spectrum
Yie Ar Kung Fu BBC
Yie Ar Kung Fu Electron
Commando C64
Commando Spectrum
Bupertest Spectrum
Sonl of a Robot Amstrad
Repton 2 Electron
Highway Encounter Spectrum
Bounty Bob Strikes Back Atari
Manic Miner Spectrum
Jet Boot Jack Atari
Chop Buey Atari
Rambo ce4
Hunter Patrol C64
Transformers s
Gyruss Atari
Mr Eee BBC
The Eidolon Atari
Staff of Karnath Ce4
Schooldaze Spectrum
Defend or Die Amstrad
Paradroid ce4
Atari

aAD
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(COMPETITION HISCORE CHART

Bcorer
Joneas
Nigel Clarke

Andrew Maskery
Paul Whitehead
Steven Smith

Jan Larsen

Lee James

Stephen Everitt
Jonathon Leainmuller
Ian Cameron

Colin McGowan

Send to: Hi Score, Computar Gamer, 1 Golden 8q, London W1R

Score
243548
237462
3021010
B87T9600
2554980
3324790
1300000
88%
415980
142084
138880
63800
149870
1283380
13437772
1100478

428087315

51000
8000000
11856860
1140230
S278088
388478
112680
273200
850080
16007810
866000
288800

217671 (70%)

3440
199130
216660
188750
301450
841300
836400
74300
T1107¥1
4385680
289800
T72100
787100
9625100
128450

36250/56741

B83%
10873
148370
48270
18658
54000
833630
308750
171000
452715
335250
218600
183350
19499
6:44 pm
14470
848370
288850
104314

Membership Number

{ If not applicable, why not?)
IS BN DO DI NN DN SN RN NN DN SN BN NN N RN N DN RN NN G N

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

All entries to our on-going hi-
seore competition should be on
the most recent form and only
one entry per person per form
All entriea should be witnessed
and forms must be filled in

In the comments section you
can include any points that you
e e 0 e B
gamae, WO L, &
perhaps. The best hints will go
into our main hints section.

All entries, as usual, to:

@

)

/
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as anything that gets too close to it
is immediately sucked into the
vacuum. A game given this
deseription iz totally void of any
interesting features.

White Dwarf This is a small dying star that is
now far from it's best. Any similar

: games may lack lasting appeal.
Bright Star — Lﬂiﬂ your sun, games given this

Black Hole — E This should be avoided at all costs

description will be bright and in-
teresting and will support intelli-

gant' life.
Red Giant — righter than a bright star such a
ﬁame will have an cutstanding
eafure or game system.
Nova — If you see a game with a Nova
rating you should immediately
-4 rush out and buy it. Novas are
bright and spectacular and can in-
_ fluence neighbouring planets.
Supsrnova — q This is the ultimate in stellar
.s:.rstems for this incredible explo-
sion of & star can sffect entire
galaxies. If a supernova game
runs on a computer that you don't
have then buy the machine and
then buy the game!

w, ] Although at first nebulae loock
bright and interesting they are in
~d fact constructed totally from hot
gasses. Beware of any game carry-
ing this symbol as you will pro-

bably find it disappointing.

Planet ratings

Nebula —

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

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

Graphice — Do the
Graphies amaze your
friends or send them to
slesp.

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

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

Number of players
minimum/maximum

doysticks
required./optional.

- L

46

#¢

ce4

Ariolasoft
£10.95

Ariolasoft's entry into the
expanding market for gridiros
games was written by Imagic
(who are better known for their
games cartriddes ) and takes you
straight into the action.

¥ou control one of a s8ix man
team ( the full eleven would make
the gameplay too slow), who can
play either human or cormnputer
opponents in a game over 5, 10
or 18 minute quarters.

The coin is tossed and you will
recalve the ball. The players are
5et, the whistls is blown and the
band start playing as the ball is
kicked. You catch it around the
=0 yard line and run it back to
the thirty. You now have four
downs (attempts) to make ten
yards.

Your first play is a pass out of
the shotgun formation which isg
caught for a 6 yard gain. The
NEXL, 8 run, 18 quickly clobbered
by the defence and you're left
with 3rd and 4. You plan a trick
play. You set up again in a
shotgun pass formation. You
send your right receiver deep
and your left receiver down the
flank You snap the ball but
instead of passing, as the defenice
eXpecls, you run it behind your
left recelver who shields you
fromn the defenders until you get,
the yards.

While in attack you play the
quarterback until he passes the

ball then control switches to the

recelver who you must guide to
the ball and then on for as many
yards as posaible,

In defence you control one
player who basically stops any
thing the computer controlled
ones let through Or if you're
feeling brave you can go for the
quarterback

What the computer controlled
players actually do depends on
the play that you enter. On
offence you must enter ¢ by joy-
gtick ) a formation where the left,
and right receivers will run and
whether the offensive line will
block straight ahead or favour
one side, The defence only hawve
to decide a basic formation.
gither concentrating on one side,
pass prevent, or blitz.

This system works well as
beginners can start playing
stralght away without reading
reams of notes and grad 1ally add
plays to their repertoire as the
garme continues.

Add to that fleld goals, punts,
penaities, cheerleaders and
dances in the endzone and you
Nave a game that will keep even
the hardaned Football fans Elued
to their screans T.H.

eS8
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STAR RATING
Nova :

Originality
Graphics

Use of machine
Value for money
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[eons, icons are everywhere.
They first appeared in business
packages, they've invaded
adventures, now here's the first
ipon driven sports game

Sport. of Kings is also the first
gporting MAD game.

The sport of kings referred to
in the title is, of course, horse
racing, and you'll need a kKings
ransom to play this game.

As many as V6 horses, sach

with different abilities and forms
run in the season's races so the
computer allows jyou to run
some races before the betting
begins. Unfortunately you hawve
to sit and watch each race so this
iz ample opportunity to get all
the paper and pens the
contestants will need

To do well in this game you
obwicusly have to pick the
winners and the best way to do
this is to study the form. The
computer stores the result of
each race and allows each player
to study (or print out) the form
of any of the horses in the race.

o
-~

O Em
B

. % F

L
[
LE
[

I’

LE:

S: FEST
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However since there are 76
horses and only between 4 and
10 in each race, each running
differently in different
conditions, (good, firm, soggy
eta.) a lot is left to Iuclk.

By selecting the games icons
you can look at the lineup for the
next race, study the form of the
horse, save the game to tape, see
how much money you've won or
lost or place a bet.

Depending on how confident
you are in your prediction you
can bet on a horse to win, come
in a place (in the first three) or
batter a forecast predicting the
first two horses.

During the race you can wateh
your horses progress as they
amble along the course. If you
hawve a Currah Speech unit then
you can listen to a commentary
of sorte as the commentator

yells out the leader's name. After
the race the winningds (if any)
are paid out and it's on to the
next race

Unfortunately the program is
written in Basic and is a little
glow at first ut soon you'll be 50
deep in your own form notes that
you won 't even notice the bookie
bills that are mounting up. T.JH.

FLANET RATINGS

Originality L 1 ]}
Graphics eee
Use of machine (111

(L L]

[o]

Value for money
STAR RATING

Bright Star
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Rock "I Wrestle
Amstrad

Melbourne House
£.9.95

$0 L
Hock W Wrastle, Melbourne
House's follow up to Exploding
Fist is now awvailable for the
Amstrad

The game features your
attempts as Gorgeous Gred to
pecome world champion by
beating nine opponents.

However they are equally
determined to stomp on youw

First in the ring is Redneck
McCoy who can be easily
despatched with a few well timed
headbutts and an aeroplane
spin. Then before you've had any

where you climb onto ropes and
leap on your hapless opponent.
I found this Amstrad con-
Version to be a little slower than
the original C84 game It is,
however, more colourful and
now you grapple in a hall packed
with (silent) spectators. The
greatest loss is the omission of
the great rock mmusic that the
(64 had to bop ( your opponent)
o leaving only the grating
coughing sound whensver a
blow lands. Not so mmach Rock 'N
Wrestle as Cough "N Wrestlel
Despite this, it is still an
excallent game which will soon
be available for the Spectrum as
well T.H.

Rl R b e

chance to recover you have to
grapple with the likes of Vicious  PLANET RATINGS
Vivian, Angry Abdul and finally
the reigning champion Lord Toff Originality

If you are going to beat them Graphics
all you will have to master each  Use of machine
of the game's 85 moves. These Value for MOTIEY
Include bone crushing moves
like the ‘atomic drop’, bodyslarmn’  STAR RATING
and ‘back breaker’ as well as my
favourite the ‘turnbuckle fly Nova

Imagine two knights locked in
mortal combat.  But  their
WEADOTIS are Not swords, Spears
or axes, instead they battle with
tubes to fire a ball into goals set
in the roof. Add to that the faot
that they are both tied to the side
walls by elastic and you have a
game closer to “It's a Knockout”
than the “futuristic combag
game” Beyond intended.

The knights are called Eric
and Ashlsy and must catch the
ball and fire it either at their
opponent or into one of the goals
which are actually two holes set
in the roof.

Hitfing your opponent or
forcing him back so he hits the.
wall will dump him orn his
armoured behind and scores 1
point.

Getting the ball in the hole
scores three points and

naturally the player with the
most points at the end of the
game wins.

The match can be decided
before the time muns out if either
players runs out of energy that is
expended by leaping about and
recovered by resting.

Unfortunately, i found
Bounces disappointing, as soon I
was regularly  beating the
computer at expert level and
finding anyone who wanted to
play a knight tied to a wall with a
piece of alastic proved to be more
challenging than the game,

Sorry Beyond, this one is just
too silly.

PLANET RATINGS

Originality L ] g
Graphics o8
Use of machine [ ] ]
Value for monsy ae
STAR RATING E
White Dwarf
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If you go down to the arcades
this summer you are suretosee a
crowd of players around one
particular machine. The game in
Juestion 1n the incredible
Gauntlet which is an

geons and Dragons style
adventure

Up to four will be playing it at
any one time but there are sure
to be plenty of spectators on
hand too offer friendly advice.
should be able to keep ahead of
the crowd

The dungeon

Gauntlets dungeon is a massive
collection of rooms, passage
ways, treasure and monsters
divided into levels.

Giﬂ}'l' a fraction of a level is
players move,
superb, and would make
shame.

The idea of the game is simply
to explore and plunder as muich
of the dungeon as possible before
you finally meet the inevitable
and.

The brave explorers enter the
fray by naturally putting money
in the machine, for every 10p
inserted your character gets 400
{or 500) health points. When
these run out you can either put
more money in or drop out of the
game. One nice feature of the
game 18 that players can join the
party at anytime.

You begin the adventure in a
standard Gauntlet walled room
complete with brick floor but you
havent got long to admire the

still come on relentlessly. You
eventually drive them back
when you realise that they're
coming from a pile of bones
known as a generator. Destroy
this and you can quickly kill off
the rest.

A bigger pile of bones
generates grey ghosts which are
harder to kill and even tougher
grey ghosts, this time with evil
bigger pile.
wweele ghosts are in fach the
meet as further in the dungeon
different Eﬂngmm are I:H}].Bﬁﬂ
to pour out squat dwarf like
monsters called Grunts and
Demons that shoot at you

If that wasan't enough, you will
hawve to fight Lobbers that hurl
rocks at you, Sorcerors that can
become invisible, a thief that can
steal your hard fought treasures
and the aptly named, black clad,
Death.

These evil creatures can
quickly end an adventure as the
can only be detroyed by magic.

When you see one of these,
excellent tactic.

One place to run, is down an
level

The Characters

Up to four players can play
Gauntlet simultanecusly by
controlling one of the games
characters. These are Thor the
Warrior, Questor the EIf, Merlin
the Wizard and Thyra the
Vallgyrie,

challenge to play.

Thor 18 a tough axe wielding
warrior whose tough skin will
absorb 20% of damage thrown at
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him He is however slow moving
and can't strike as fast as the
others but when he does hit
something, it stays hit. Bagically
Thor can get through most
things, in his own time.

Thyra 15 slightly faster than
Thor and owns a shield that will
take up to 30% of damage
inflicted on her. She can wield
her lighter sword faster than
Thor but doesn’t inflict so much
damage.

Thyra is a slightly faster and
gleaker version of Thor.

Merlin is only slightly faster
than Thor but slower than
Thyra. He can fire his magic
bolts almost twice as fast as Thor
can hurl his axes with the
strength of Thyra's sword
Merlin however has no armour
g0 if he geta into trouble, he will
have to blast his way out quickly
or he'll be cut dowr

Finally, Questor is a typical Elf
and is guaranteed to annoy the
reat of the party. His great speed
ensures that he's usually first to
the treasure and can avoid
serious trouble. When he needs
to fight, his arrows can fire
quickly and his leather armour
will protect him from 10% of
anything that's thrown at him.
However if he's trapped wher his
speed won''t help him he'll soom
glow down for good.

Magic and Treasure

There is enough treasure and
magic in the dungeon to tempt
even the most timid adventurer
into battles with ghosts, Grunts
and Sorcerors, 48 not only are
theyworth points tut will let you
get, further into the game.

Food is of more importance
sarly on as finding some of this
will add 100 health points to
rejuvenate your character.

Treasure adds points to your
score but it is the keye and
potions that will drive you
deeper and deeper into the
dungeon's depths.

Kays are essential as you will
nead one to open every door you
come to. Luckily, there is always
one nearbty but you might have
to fight fifty ghosts to get it.

Potions are the dungeons
great find as they can either
improve one of your characters
abilities (allow you to move
faster or hit harder), turn you
temporarily invisible so the
monsters won't attack you, or
wipe out everything on the
screen when activated. This is
done by pressing your magic
button and is usually used to
avoid 1 or more deaths.

How to Win

The tactics used to win wvary
depending on your definition of
wininng If you're acting as a
team then you'll move togetther
as a party, leding with the
strongest, charactars and
leaving food you find to whoever
happens to need it moat.

You'll co-ordinate your attacks
to first clear a way through to
the generators where the Elf can
nip in to destroy it while the

others protect him and then tidy
up the remaining monsters.
One problem to awvoid is to
remember that the soreen
serolls over a get area of dungeon
and so you should ensure that
eachh character can escape

successfully, but Thor will have
to choose NMArrow pasSSagaways
or Questor will get past him.

In this type of game, food is
often “accidentally” collectad
before the desperate character
can gat to it. “Sorry I didn't see it"

can warn you of changes to the
game, For example, as you delve
deeper into the dungson valuable
food and potions can be
destroyed by stray shots as well
as the inclusion of hidden
potions and walls that can be

should he discover more than he  is the usual excuse. destroyed
o Lobbers hurl Keys must be collected
rocks at you to open doors.

Thor and Merlin.

Display shows the characters score, health and any potions or keys they own.

AZAPD
HERLTH
=Y

SCORE

can handle, If another character
has strayed too far away then
they both can get stuck as the
way in 15 no longer on the screern,

This could prove fatal as careful

backing up is difficult when

being attacked

Unfortunately such team work
between fantasy Gamers is as

rare as unguarded treasure and
most players will compete to get

the higheat score.

In these conditions thea Elf has
a distinct advantage as his speed

can get him to the treasurs first.

He can also get to the keys first
g0 that he can be first through
any doors, grab a key and to the
next while the rest of the party

are left fighting his battles.
These tactics can of course be
uwsed by the

others, very

80 how do you stop the EW?
unfortuately you can't shoot him
yourself (although you'll no
doubt try) but you can either
block his path through or trap
him the screens scroll
until he's softened up a bit

It is important to realise that
there is a high score table per
charactar (s0 teamwork, of a
sort, may actually work ) and it is
calculated by the average score
per coin Bo spending more
mongy won't guarantse you a
place on the table. Instead you
ghould waste 1o time as avery
sacond stood thinking costs you
a health point and brings you
closer to the dreaded game over.

Finally listen to the machines
volce synthesis and watch for
messages on the screen as these

Conclusions

Gauntlet is a superb game that
should tempt even the dedicated
text adventurers into the
arcades this surmnmer.

Be warned however that it is
horribly addictive to play and so
can also be expensive.

It isunlikely that you will ever
finish the game alone and 50 you
ghould use the ability to join the
game at any stage to lep from the
other characters to get deeper
into the dungeon without getting
your bank balance too far into
the red

After a few hours play we have
managed to reach dungson lewvel
35with scores over 3,500,000,

ol



Can You

Write Games?

If you can, Superior

Software has something

important fo say to you.

Infroducing Ourselves

hree years ago Richard
Hanson set up Superior
Software to meet the
growing demand for high
quality games and educational
programs. Now, 88 releases
further on, Superior has
established itself as the leading
software house for BBC and
Electron computers with top-
selling releases such as Repton,
Deathstar, Citadel and SPEECH!

Exciting Opportunities

s part of ifs continuing N
program of expansion, . |
Superior is looking for ,

top programmers of ALL home
computers to write original =
software and fo produce
conversions. We are also looking
for games designers, graphics
artists and computer musicians
who would like to be involved in
some fascinating projects.

Top Payments

ur authors are paid on
a royalty basis, receiving
80p for every cassette

sold, calculated and sent out
promptly every three months.
In certain cases advances are
also paid. Tim Tyler's Repton
games have earnt him over
£30,000 in less than a year —
quite a sum for a 17 year old,
and Deathstar author Peter
Johnson has earnt almost
£35,000 with us.

Marketing Advantage

ur royalty payments
show that our authors
have benefitted from

professional packaging, point-of-
sale material for retailers,
carefully placed full-colour
advertising and effective
communication with both trade
and consumer magazines to get

= the maximum coverage,

FREE Guidebook T

f you would like to be |
part of our continuing |
. success, please call

Richard Hanson in confidence
on 0532 459457 or 459453.
' Or write to the address below
for a FREE copy of “Superior
' Software’s Top Tips for Games
Authors”, This informative and
useful booklet is in limited
supply, so send for your
COopy Now,

Richard Hanson

Managing Director

Superior Software Lid

Dept. RA1, Regent House
Skinner Lane, Leeds LS7 1AX
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SPECIAL GFFER! Euvy all THREE "10 PACKS" tapes Tor ONLY 15 _
"10 PACK"™ 48K SPECTRUM tapes contain 10 programs offering real
value for money, 1vicluding— M/C Arcade Games, Graphic and Text
Adventures, Strategy Games, & lots more furnn for all the family

GO TCO JAIL 48K Spectrum. THE property tradirng game! NOW £4
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The solar gystem is under attack
by enemy super Dreadnoughtal
Gosh! Ehock, Horror! What?
again . ., Yes again

Muggins here is volunteered to
fly his Manta Class space fighter
and elminiate all 15 enemies!
(and then after lunch. .. ).

Each enemy ship is draining
mineral rescurces for use in its
metal convertor, To prevent this
reduction of the system’s re-
sources you must straff the
gurface of the ship, detroying all
suriace Installations and the
fighters that, come after yow

After this you go onto the fuel
rod extraction stage where you
can rtFieve some of the
alements taken by the ship. After
this you get another chance to
gat any surface installations
that you may have missed — and
then onto the next dreadnought.

Tackling Uridium needs to be
done in stages as ther are three,
almost separate, parte of the
game, The fuel extraction stage
i which 13 a totally separate part
of the game ), attacking the super
dreadnought, and attacking and
avoiding all that the enemy ship
can throw at you

The Attack

This is the main object of the
game, straffing all the parked
fighters and installations on the
surface of the ship. This 18 no
redl problem. Expecially as it
doesn't actually matter to your
progress through the game (ie
from level to level ) is not related
to how many surface objects that
you 2ap. The big problem comas
with the non-zappable objects.
The really dangerous ones are
indicated by the longer length of
their shadows, This makes them
a bit taller, if they are taller it
means that jyou will smack
straight into them! Bye, bye, one
Manta Class fighter.

There i8 no easy way to avoid
these, you must remember all
the sequences of walls and
aerials. some of the gaps between
walls look a bit thin — well they
dont actually look thin, buat, you
aoon find out that they are. The
way w get through these sec-
tions is to turn your fighter
sldeways! This is accomplished
by moving up or down with the
fire button pressed. In sideways
made you can easily slip batween
the walls,

The other surface features are
githar blastable or non-blastable,
apart from the tall ohjects
(which are fairly dangerous as
described above ), the only non-

Y
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Uridium, by Hewson, is one of the
fastest, most difficult, and
challenging of all the Shoot ’em
Ups available for the Commodore
64. Starting off can be a bit
daunting as alien fighters stream
past. Ace pilot Mike Roberts takes

COMPUTER GAMER JUNE 1986

blastable objects that are
dangerous in any way are the
mineg launchers — but I will get
onto them in the next section.
As far as blasting objects goes,
just do that, They can't fight back
and are just sitting ducks, To
begin with you should shoot at
gverything on the surface, to
work out which can be shot and
which can't. Bemember, these
objects aren't going anywhere, if
you miss one, don't jepordise the
whole game if you have some
enemy ships on your tail, you
can always go back for it later.

Surface Defence

This means mines Mines are not
nice. In fach, mines are pretiy
annoying. Mines are those little
things that fire out of launching
ports and then home in on youw
This can be quite upsetting, but
by obeying a few rules they
become less of a. problem.

The most important rle is
never fly over the launchers
These are the small flashing
squares that appear from time to
time. There is almost enough of
them for at least one on every
screen. If you hang around for
any time at all (Le you're not
going through like a bat out of
hell ) one, or on later levels two
or perhaps thres mines, will get
launeched Next follows the kind
of chase you would expect to find
on the Benny Hill show as you
try to shake off the mines. The
mines will chase you for 15
seconds and in that time you
hamwe to swoop and dive around to
miss them.

The first thing that you must
do, 18 to find a relatively clear
area. Whizzing around in circles
neads some clear space. It would
do no good at all, if after 13
geconds you smack into a wall.
530 head off as fast as possible for
a ‘dead’ area and then perform a
figure of eight — firing at all
tirnes.

Now the best plan is to time
your eight shape so that on
gither end the mine makes its
attack pass If all iz well you
should be rolling at this point,
and mines can't get you if you are
rolling — dead eagy really. And if
you are lucky, you might hit a
few baddies as well!

Defence Fighters
Fach super dreadnought has a
gwarm of fighters defending it.
These come in set formations,
and if you follow the same route
agvery time that you play, the
formations will follow a similar,
or the same, patterrn

Enemy fighters are worth
between 100 and 1,000 points.
However a wawve annihilation
bonus 18 only 100 points. so
there are two schools of thought
as to what to do about fighters.
The 'I want to get to ship 15
stratedy doesn't waste time on
racking up a particularly high
score, 50 fghters are not
pursued

However the ‘T want 500,000
points by level 2' technique (the
one I prefer) means that you
should go after the fighters.

As discussed earlier, surface
installations will be there ad in
finitum.. But, fighters come and

go. 80 if you don't destray awhole
wave on one go — chase after
tham. With the really dangerous
{and proportionally  high
scoring ) fighters that don't just
git around and be shot — Lea. they
dodge a bit and shoot back, you
neead to be careful. Move towards
the formation head-on moving
up and down and firing all the
time. This makes you rotate and
more difficult to hit with a
fighter's missile.

After you hawve passed through
the formation hopefully
through a hole that you have just,
shot — you can turn around and
shoot, them from the rear

The non-dangerous ones that
shoot very little can be shot in
any manner that you want, Some
fighters are extremely man-
eouverable and whizz around
whilst flring at you However,
they also act like mines in that
the way you avold them is the
same. sooner or later they will
stop and you can blow them up
with impunity.

Racking up a Score
When all the surface
installations are finished off, you
can build up a higher score by
shooting the fighters. Ignoring
the land now message is also a
good technique as it will come
around later. To facilitate this
technique, Andrew Braybrook
the programmer — put in some
dead zones'. These are areas of
the ship that have no walls or
minas. Thess relatively tranguil
areas let you sit around to your
heart's content blasting way like
mad Then if you get a bit bored
on that level, or it's getting a bit
hot, you can nip over to the
landing strip as dead 2ones
are uwsually near to this area of
the ship.

Rod Extraction
One amall trick here. The idea of
this section of the game is to
press the fire button when the
bonus is lit up rather than
‘quit’ About. three from the end 1
found the ‘quit’ was coming up
all the time. the harder than I
tired to get the bonus, the more
that ‘quit’ came up,

The solution? — Well I tried to
get ‘quit’ and of course, I missed
L, just like when I was missing
the bonus. However, this time I
didn't mind missing the ‘quit’
and getting the bonus .

Final Straff

If you have missed any surface
installations — now is you're
time o make ammends. On onea
or two of the levels, there are
some that are too difficult and
time CONSUINIing to got.
Remember where they are and
blast them as they come into
Vienw,

Uridium is a great game, and
continues the tradition of shoot
'‘am ups that started off the
computer industry. let the °I
don't like those type of games'
posers stick to their strategy

- games, As a dedicated action

game fanatic, I think games like
this require more thought than
some of the most difficult
adventures — and a fast trigger
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MICROPOWEK PER - CAME

iy

Americana Software, all American action at a superb
value for money price of only

£2.99

[ COMING SOON ¢|
SLAMBALL

- COMMODORE 64/128 & +

NEW YORK CITY

COMMODORE 64/128 - ATAR]

BREAKDANCE

COMMODORE 64/128

SHAMUS

COMMODORE 64/128 - ATARI

SCOOTER

COMMODORE 64/128 - ATARI

OLLIES FOLLIES

COMMODORE 64/128 - ATARI
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V stands for Visttors and these
reptillian aliens are not
welcome. Based on the TV serias
of the same name, the idea is to
find the key points on the ghip,
set. exploatves and escape bafore
the whole thing goes bang.
Diana's Mothership in not a

the prowl however, some shoot
bolts of high-voltage static, some
report your position to Central
Control while others go about
their task of cleaning and main-

The Communiputer's central
display is a cardiograph trace of
Donovan's heartbeat which
quickens with each shock To
pregerve his life force he must
rest after several jolts to allow
his heart to recover or the trace
will reduce to a straight line with
his mission incomplets.

Apart from the ship's key
points there are alos several
laboratoriea which harbour the
formmula for the Rad Dust which
ie which is lethal to the alines.
Injecting Red dust into the air
Purification Plant kills off a

large proportion of the allens
and this causes the robots to

il R I S '---'---"-

Gremlin Graphics
£7.95

——

wandering through

corridors of the Mothership in a
search for a keay area or a
laboratory. A pen and notepad is
egaential to remember where
each bomb 18 to be planted and
care must be taken not to set the
axploaive too early or In the
wrong place. Bach charge is
operated by a timing mechaniam
which cannot be stopped once

About a year sgo, Oremlin
lameched Thing to an
Commodors

gamsa,

The avil goblin has taken over
theworld and is wreaking havoo
(if thats how you spall
wreaking) acroas the world. All
the world's treasures have bean
stolen and are now hiddan in his
glant cavern, protected by all
sorts of weird and wonderful

You, as the thing, must try and
save these, The thing on a spring,

%

* Usa of machings

s e AN
gdooogian

the countdown commences. For
this reason the locations must be
found before the first bomb is sat,
otherwise Donovan will not have
time to escape.
Although I though that the TV
series was pitched at the level of
Star Trek meets Croasroads and

you enjoy solving puzzles while
zapping aliens this enjoyable
game i8 a must for your
collection. B.O.

PLANET RATINGS
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Originality
Graphiecs

Uss of machine
Value for money
STAR GUIDE

Red Glant

i et el o
D YOU O yOour way —

an escalator reversaer and a sort
of catapulter, and of course there
is oil. You need the oil to keep
your old and rusting spring in
good ordar, run out of oil and you
can lock forward to a swift
damise.

The game itsslf ia bright and
colourful and the animiation is
superb, dafinately up to the
Commodore version's standards.
The accompnaying music is also
expellent and sets the scans

pariactly.

A greal game that can be
enjoyed by almost
averybody. MR

Graphics
Value for money
STAR RATING
Rad Giant
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upsets everybody, VAT is up to
22.7% and a pint of beer coats

#£147 — pBo the assembled
masses are not pleassd but, up
gtepe a hero — the littla
pumpldin, he will save them, or
can he?

The game stars you as a
bouneing pumplkin in a maze of
rooms. These are in the castel
that the witch has constructad
for herself — that looks
suspiclously like the FPalace
Software logo. Certain objects
are needed to cast the gpell that
would banish the evil witch for
ever. To this end you need to

explore the castle to get them, |

including avoiding the witch,
who is asleep, and then find the
mystic black cauldron to cast the

spell.
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The puzzles are quite good and
the graphics are up to Palace’s
usual standards as is the musie,

The detail is also impressive,
the throne isn't just treated as an
object, but as a throne, 8o you can
actually bouncs off the arms and
Into the throne proper. The
dipping les are also a nice

touch and add a bit of difficulty.

On the whole I think that
Palace have come up with a
worth successor to Cauldron,
that should keep ladders and

One of the major problems
mmﬂymﬁhﬁmmmma
dependancy o
Gﬂ'mﬂHﬂﬂkiaa.mmpﬂaﬁﬁ
ten games for the Spectrum and
064 with all proceeds going
towards helping kids kick the
habit. Certainly, it is a cause well
worth supporting and even if
you have seen a couple of the
games before, you should still
seriously consider getting a

copy.

The C84 collection starts with
Pitfall II from Activision a
ladders and platforms variant
where you collect gold bars and
try to rescue your friends whilst
avoiding scorpions, electric eels
and the like. Anirog's Space Pilot
| II is reminiscent of Asteroids

excspt that you blast spaceshi
Instead of rocks. ﬁ
o e SEORIAE £ wplion!

game where you must
defend the Betula 5 installation
from saboteurs. Elite's Fall guy
gives you the chance to be a
stuntman and side one ands with
Demons of Topaz from firebird, a
platform gams.

gould you ask for? Ocean's Kong
Btrikes Back is set on a big

Inite

%!g%t -

platforms people amused for

weeaks or months. ME
FLANET RATINGS
Originality g
b o898
Use of machine T
Valus for money 589
STAR RATING p—
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Bright Btar

dipper as your endeavour to
rescue your girlfriend whilst
Black Thunder from Quicksilva
puts you in charge of a high
speed train doing battle against
missles and helicopters. Death
Star Interceptor from System 3
Software is a space shoot-em-up
and the tape ends with Talledaga,
a car recing simulation from U8
Gold

On the Spectrum version,
Pitfall IT, Psytron, Kong Strikes
Back and Fall Guy are as above.
Ad Astra from Gargoyle 18 a
Ellmt-ﬁm-up whilst Incentive's
Splat sets you problems in an
ever changing maze Sam Stoat
— Bafebreaker from Gremlin
Bees you trying to rob and escape
from four houses with twenty
locations in eech. Melbourne

ouse's Mugsy is a stratedy
: in which you play an
American QGangster in the
twenties. (Its a lot better than
the sequel which is currently on
release by the way). Chequered
Flag from Peion is a Formula One
mulation and the tape ends

World War One dogfight gama.
80 there you are,

|
Pleasure Domes
flirlock 8¢
2i = >
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Once upon a time, everybody
who owned a Spectrum would
eagerly await the launch of a
new game from Ultimate Their
. products were renowned as
being highly inmovetive and
pushed the limits of what people
' thought the Spectrum was
capable of back even further.
Hmm hﬂwiEr'l.hElI'_ thair
products seem to have lost their
edge and this 1ed to an agreement.
being struck between Ultimate
and U8 Gold. Cyberum is the first
game to come ot of the stables of
this new partnership.

The Beta Gamma System is an
isolated system of stars and
plansets in the Amoebus nebula,
The main reason why anyons
should take any notice of this
fact is that the gystem is the only
known source of the anti-
glement Cybertron in the
] universe. Cybertron can be
| transformed into Cybernite, the
| hardest, substance et
discovered The problem with
mining oybertron is that the

e .1

Cybertron controls the whole
universs. To this end, parts of a
ship have been ehipped out tothe
systam where they wait to be re-
asgembled.
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The game starts with you in
your command module which is
a fairly weak device. Additional
parts of your craft can be found
floating on clouds or static
structures and are picked up
automatically when you move
over them. The most important
of these are your thrusters —
both vertical and horizontal for
without these, your mobility is
seversly limited Other features
inehide a large pair of pineer ke
legs and a canon which fires
bullets that sutomatically home
in on your enemies. These are
many and various and include
saucers, gunships, comets and
some strange flying fish that tow
force fields behind them Your
ghip is fitted with a laser to help
you contact these but believe me,
the cannon really does come in
useful. One annoying feature is
wilﬂm%hmmﬁmmwhmmmmm

an object, you are instantly
destroyed whilst on other
occasions, you can merrily
bounce your way off several.

Theare are many othear features
contained within the gams.
Various parts of what appears to
be another craft to be assembled
at a later date, fuel pods to be
collected and underground caves
to be explored although with
Ultimate's usual policy of non-

P i S LT T A T T T

divulgance of instructions
nobody that I've spoksn to has
much of an 1dea what's encpectad
of them. The graphics of your
ghip are nice and clear,
reminiscent of some of
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CEEDORAS

A ridiculously addictive game in
which you must bounce a tennis
ball along a course is set to
infuriate Spectrum  owners

Originally released for the
C64, Gremlim Graphics have
decided that it's time that
well B S e

The object of the game is
simple — bounce a tennis ball
along a course of paving stonsa
Unfortunately it isn't that easy.

The course itself is high above

can also give you bonus jumps
(used later on a bonus screen) or
kill you straight away or freeze

you while a missile flies across

the screen which then kills you

To get to the squares
and indeed the end of the courss
squares, that give you an extra
long bounce as well as avoid

E—— “TF'H'W-_MMM_:-LWW tur

|
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walls and aliens that kill you on
contact.

Once through a course you get
a chanece to score some points in
the bonus screen which consists
only of mystery squares each
containing a scors. However
everytime you bounce you lose
one of your jumps, You start
with 40 jumps but, these are soon
whittled away so it is important
to get as many as possible inthe
coursas.

Once your score has been
added up, it's onto the next
course.

The Spectrum version has lost
a lot of the colour of it's 064
predecessor but none of the
mmm o

The allen critters jealously
guard the mystery squares
which is exactly where you want

to go,
Ancther great game from
Gremlin graphics. TH
FLANET RATINGS
Originality SeS Y
Graphics SeOS
Use of machine 17
Value for money FTT1
ETAR RATING __I:}
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Spindizzy
Cé4, Spectrum
Electric Dreams

£8.98

)

Spindizzy, the superb 3D maze
axploration game featured for
the Amstrad two months ago, is
now available for G684 and Spec-
trum computers

In the game you have to guids
Gerald, a marble/gyroscope/ton,
around 385 screens in an at-
tempt to map it all.

Unfortunately you only have
100 seconds to do this in! To
make things worse the screens
are packed with treacherous
slopas, gaping chasms you must
leap, as well as the odd nasty to
get in your way. Any disasters
caused by these deducts time,
leaving you even less,

Tuckily you can gain some
vital seconds for every new
soreen you discover as well as for

w1
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collecting the diamonds scat-

tered throughout the maze.

However these all seem to be in . sl 1

such impossible positions that
you will have to bounce across
trampolines or lsap across
chasms Or IMove ACTOSS NArTOwW
paths to gat to them

Add to that lifts to take you
from one level to the next, a map

of the whole maze and four

different views of each screen
and you have a game that will
challenge you for weeks T.H.
FLANET RATINGS
Originality
Graphics

Use of machine
Value for money

STAR RATING

Nonra,

y

Licensing deals are gdetting
ridiculous. First there were
films, and TV shows, and books,
now toys are the subject of a
COMmputar game,

Zoids are a series of robot toys
from Tomy — makers of the
Verbot/Dingbot. robots, which
were the subject of a Computer
Gamer competition recently.

Zoids are the intelligent robot
warriors of a now dead race
the Zoidaryans. All that remain
of them are the red zoids and the
blue zoids, two types of warrior
robots lockaed in eternal combat.
You are on the side of the blue
zolds and must assure their
vigtory.

subject of a Computer Gamer
feature a few months ago, so I
shan't dwell too long on the
game, and concentrate on the
main differences between this
version and the other versions.

The game of Zoids was the -

The Amstrad versgion of this
game is most similar to the
Spectrumn  version, the Com-
modore version is different from
the other two, The screen display
i broadly similar with an in-
crease In resolution and a slight
change in the colours as a result,
being the only real wisaal
difference.

Gameplay is the same with the
ghort &D sequences for combat
being especially effective. The
game is also a bit faster than the
original.

S0, if you've sean and enjoyed
the Spectrum version of this
game then you won't be disap
pointed by the Amstrad version.

FLANET RATINGS
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War on Want was founded thirty
years ago with the alms of cam-
paigning against war and
poverty especially with respect
tothe third World, WOW Games is
a compilation of fourteen titles
with all proceeds going to this
worthwhile cause At just over
saventy pance per title, it is an
excellent way of bullding up your
games collection at the same
time knowing that your money
is really going to do some good

WOW have some of the lowest

adminigirative costs of any
charity.
Hellfire from  Melbourne

House sees you as Ulysses trving
to complste three tasks set you
by the gods. These include a 3D
maze, PES's Xaviour is a 4,000
location arcade adventure in
which you are trying to assemble
a DNA module. Hunchback IT
from Ogean sees our hero in
maore antics as he tires to rescue
Esmeralda.

Wizard's Warrior by
Mastertronic i5 a maze game in
which you try fo defeat the
minions of the Wizard of Wilye
whilst from Artlc comes the
highly rated Spectmam Chess IT1.
Winged Warlords from CDS ig a
varsion of the arcade game Joust
and Headbanger's Heaven is a

By e T e s g rea T

WOW Games

Spectrum

Various

£9.95 — mail order only

Jeff Minter game where you try
to collect money  whilst
simultansously nutting falling
hammers. Well I suppose it

makes sense to Jaff
Side two opens with Rupert
and the Ice Palace from

GQuicksilva in which Rupert Bear
tries to rescue his frozen friends
in a platform game variant.
Audiogenic's Bugeyes has you
trying to make your way
through ten levels of a space-
ship, avolding the bugs as you
try to disable a generator.
Horace and the Spiders from
Pegion sees Horace trying to
overcome his arachnophobia by
stamping on them!

Firebirds Mr Freeze iz a
ladders and platforms game with
the unusaul task of trying to
defrost some fridges. Another
platform game 18 Dr Franky and
the monster in which you collect
chemicals in order to animate
the ereature. Pedro from
Beaajolly 18 a 3D game where you
have to stop creepy crawlies
from eating your crops. Finally,
Cybertanks from Star Dreams is
as its name suggdests, a tank
battle.

There i8 enouwgh in WOW

Games to satisfy most players
and even if you already own one
ar two titles, 1t is atill a good buy,
egpecially when you consider
where the
going.

proceeds  are
G.H.

¥

y

All 720 staff haye died in

mysterious circumstances.
Andrew Angello affectionately
Enowm to his friends as Asteroid
Andy oreceived the distress
signals but arrived there too late
to do anything about it. The
suspicion is that there has been
an alien attack, but the only way
to find out for certain is to locate
the nine parts of a biological
memory bank scattered around
the 1,000 locations split over
four levels.

Core is an icon driven arcade

various exits although this can
be toggled to a picture of the
brain display using the red
button next to it. Above the red
button is a clock whilst to the
right of it is a green button
which is used to select from the
four screen icon mem Next to
that 13 a battery indieator

your picture starts off bright
white and slowly dims as your
power decreases Al the right of
the screen is the icon memu this
loops between a control panel
( help, wait and sawe), an action
selector (pick up, drop, use and
fire), a apare batterieg display
and an items carried (four
masimum ) indicaton,

nfm

adventure that sees you in the
part of Andy. Apart from
wandering around looking for
the nine pisces, there are puzzles
to be solved as well and it is
Intended that it will take you
80me considerable time before
you solve everything To this
end, there is a save game facility
although this only operates if
you can first find a cagsette to
gave the game onl

Graphically, the game looks
very attractive with the top third
of the screen containing the
variows lcons whilst the bottom
part displays you, your current
surroundings and any objects
and nasties that happen to be
around There are seven main

boxes to keep your eyes on .

Along the bottom of the icon
window is a description and
short message strip. Top left isa
box showing the location of the

. o & 2 B
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The whole idea of icons is that
they make the game simple to
contrel but I found that this was
just not the case here. Selacting
the various icons waga very much
a4 hit or miss affair being ocon
trolled by a diagonal movernent
of the joystick and the instruc-
tions given were distinetly
lacking in clarity. This is a pity
becauss it would be a very good
game if only it were considerably

more playable, . H.
FLANET RATINGS
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Another spinoff from the
current fad of martial are
games. This one sees you as a
black clad Ninja-type mercanary
who has to steal a disk from an
enemy complex filled with
armed guards, rabid dogs, and
camera gulded anti-personnel
WEADOTLS,

The game features you as a
rather lardge sprite that can
punch, kKick, jump, use Weapons,
and do all the other things that
you would expect from a game of
this type. Though the animation
during movernent is rather good,
and is certainly up to the stan-
dards that you would expect a
martial arts dame to hawve
nowadays.

The game progresses rom
gcreen Lo screen — rather than
continuously scrolling, which I
think looks better., But we're
stuck with the screen to sereen
to screen method. In each screen
could be a baddie, who needs to be
kcked to death. a useful weapon

4. kmite or half brick perhaps,

~or a number of other things.

S0, you fight, your way around
the garne, and if you're lucky you
will get to the helicopter to

A reasonable game which is
complementad by good graphics.
The game itself has nothing new
about it, except that it seems to
ba a mish-mash of other games
and techniques. The large and
detailed moving objects are good,
as iz most of everything else
which is in perfect scale,

Whether you will like this
game is up to you. If this 18 the
type of game that you like, then
therae is nothing different about
it to put you off. If you don't like
this game then there is really
nothing different to attract

FOLL M.R.
FLANET RATINGS
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Moon Cresta
Amstrad

Incentive Software
£19.95

y

Moon Cresta is one of the classic
COIT-0p games of all tims
Though it 18 a bit long in the
tooth, Moon Cresta will still
maintain the old attraction for
the zappitall addict (like me).

Moon Cresta is based around a
number of screens of aliens,
These aliens come in a nurmber of
different. types, usually in two
wavaes per Lype, with varying
levels of meanness. The first two
waves are sort of round fluffy
types, that split into two when
vou shoot them The next level
are extremely evil little aliens,
that are very fast and come in
rather difficult formations.
These must be tackled with
axtreme prejudice lest you get
destroyed.

Now you get meteors that dive
in from both sides of the screen
at onee. Colliding together at. the
bottom of the sereen. If you ars
really flash, you can sgit at the
bottom of the screen and time it
right. so that one shot can knock
out. both meteors (not enough
time to fire two shots), but
ecowards like mewsually cower in
a corner, avoiding one of the
meteors and shooting the other,

The final belligerent round
has hovering knives that dive
down trying to kill you Then
follows the docking round The
docking round is the bit that
differentiates Moon Cresta from
all the other zappit games.

In Moon Cresta, you don't have
three different lives or ships.

Instead you have three different
stages — rather like an old step
rocket. The first stage is very
little with a gingle gun, the
second stage is a bit bigger with
two guns, and the third stage is
bigger still with two guns.

Getting kiled with one means
that you go onto the next. The
docking stage puts the next stage
to g0 at the bottom of the screan
with your curent stage at the top.
You now have to guide your ship
aowT onto the next stage using
left/right and fire for thrust, and
dock with the next stage. Thus
you can get more stages and
more firepower, as the extra
guns are in addition to what you
already hawve, there is also a
borus based on time taken to
dock. Complete everything and
you go back to the beginning of
the game to do it all again — but
this time with only your first
stage.

o0 that's the gist of the games.
An excellent zapplt game, need-
ing only the sketchisst of tactics.
Hand/eye co-ordination is all
with a quick trigger finger being
the difference between success

and oblivior. M.R.
FLANET RATINGS
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Spectrum
Electric Dreams
£7.98

A an erstwhile colleague of

mine once said, whilst reviewing
thiz game for a Commodore
magazine — rather more like
back to the drawing board In a
feable attempt to cash in on the
success of the film ‘Back to the
Future’ this game has been
rushed out, onto an unsuspect-
ing audience — rumour has it
that the game was designed and
written in four weeks flat, and it
looks it

Bagically the game is a five
location arcade adventure and
follows the plot of the film to a
small degree. You have to find
and use objects in order to unite
your parents to be. The other
characters wander amout aim-
lessly and will either help or

hinder you as they see fit.

The graphics are uninspiring
and the gameplay tedious. This is
the classic reason behind the
thinking that licensing films to
promote games is to prop up a
game that wouldn't stand up in
its own right. If this game didn’
have the name plastered on it I
probably wouldn't even bother
wasting the space reviewing it.

Buy this at your peril . ..

FLANET RATINGS
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Tuarbo Esprit
Amstrad

Durrell
£7.95

?

This game puts you behind the
steering wheel of a Lotus Esprit
Turbo, in pursut of drug
TMInners, You drive dowT streats
that rush towards you in 30, in a
similar manner to the old Bega
‘urbo’ game,

The main battle plan is to
chase after the delivery ocars,
avoid the hit cars, and eventually
gat. the armoured distribution
VAL

To see what's happening you
have a map of the town that you
are in, this shows your position
as well as the position of the
anemy cars, fusl points, and
pedestrian crossings.

Onece you have spotted your
target you can use the map to
pursue him Onee you have him
you can either shoot him (fairly
dangerols — you gan crash into
the wreckage) or for more
points you can take them alive
by bumping into them four
times:” This makes them sur-
render to the police and yields

more points, though the high
spead chase through the streets
15 extremely dangerous.

Uccagsionally hit oars oome
onto the screen — these are
extremely dangerous and try to
shoot you Thay can be des
patched by the same methods as
the drmigs cars.

To play, the game is very good
Buildings flash past at incredible
gpeed, petrol stations turn up
gvery now and then. Pedestrians
walk along the pavements and
cross over the pedestrian cross-
ings. And the other cars do
believable things. By this I mean
that at traffic lights, the other
pars will obey the lights and
turn corners and stop/start as
the mood takes them. This is a
great advance over mmost road
games wherse you don't get this
type of realism.

Even if you find yoursalf
gstalled and across the opposite
side of the road, if any oncoming
carg have room to slow down
and stop they will, Rather than
just smashing into you as any
other game with less thought
Put into it would

Tau Ceti— The Special Edition
Amstrad Disk

CRL

£19.95

Tau Cetl is an excellent game,
one of the best ever written —
certainly the best for the
Amstrad Luckily CRL gave me
my original copy of Tau Ceti on
disk, but esvery ons alse has to
suffer the indignities of tape.
Why didnt CHL release it on
disk? Here's the answer, the disk
version of the game is more than
wice as big (there's only 4K left
Iree on the disk), with a huge
amount of added extras.

The planst i5 abouf twice as
big. Most cities also have out-
posta, that can be got to with
portable jump units. There are
more objects, like the extra
shields in the original, such as
fhe jump units.

There are more buildings,
robot factories (excessively

erous — don't go near them
for a minute ). Homing targetters
help the fortresses aim al you
(and are extremely difficult to
ghalke off ). Flus massas of other
buildings and surface features
like erupting volecanoes.

gome of the extra buildings
hasvre uses — the libraries give
you access to the galactic data
bank and time vaults. The time
vaulta have the extra equipment
in them and the library com-

puter gives you massas of cross
indexed information about all
the facets of life on the planst
and the things that you will find
there. There is also a list of the
belligerent objects that you will
find on the planet, along with
their wvarious strengths and
weaknessas,

Also on the disk in a Fraotal
demo program from the same
author ( Peter Cooke) this is just
an added extra and produces
pretty patterns. They were going
to put on another freebie pro-
gram, but they didn't have room
on the disk! Buf, never fear.
Computer Gamer comes to the
resmie and this extra program
will be printed as a listing in a
forthcoming issue of the mag-
azine.

On the whole, if Tau Ceti is an
excellant game, then Tau Ceti
The Special Edition is an incred-
ible game. No Amstrad disk
owner should be without itTM.R.
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Driving the car is an acquired
art. Turning corners, down tight
gtreats 18 worst, lamp posts

always seem to get in the wayl

I think that this game is
excellent. It 18 as near o a com-
puterised cop car chase game as
is posaible. Owning a fairly fast
car myself, this is one game I can
really appreciate.

M.E.

PLANET RATINGS
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This game is a spin-off from the
highly popular Channel 4 TV
character. The game is based
around the pilot for the series,
get in a futuristic world where
television 18 kKing — and ratings
are the beall and end-all of
everything, Channel switching
is to be avoided at all costs.
Channel 23 has developed blip-
verts, adverts so ghort that you
don't have encugh time to switch
channels between programmes.

However, there is a problem.
EBlipverts make a certain sector
of the population (the most
slovenly and lazy — ie. the per-
fect 24 hour a day TV viewsar)
explode! Eddison Carter (pre-
senter of Channel 23's ‘What I
Want to Enow Show') is on the
trail of the Blipvert problem and
is trying to find the truth behind
it

The game is taken from the
section in the film where he is
travelling through Channel 25's
head office block. His controller
18 using a computer model of the
building to direct him through
the various passageways and

Ever since Tltimate brought out
Enight Lore, there has been a
whole series of lookalike clones
and it takes something fairly
original to make a new game
stand out from the rest. Such a
game is Addictive’s latest
ralease, Kirel.

Kirel is a cute frog-like char-
acter who must defuse a certain
number of bombs on sach of the
70 screens before he can mowve
on to the next one. Achieving
this is done by picking up and
moving bricks around the screen
in order to reach the bombs. A
considerable amount of strategy
is involved here and you are well
advised to halt everything whilst
you plan your course of action
The problem is that you only
have a certain amount of time
avallable in which to achieve
your objective, This is depicted by
a fuse attached to each room
which slowly burns dowr.

There are of course, many
other problems to hinder you on
your mission. Not least of these
are the monsters that are roams-
ing all over the place. Theae
attempt to jump on your back
and 8o sap your energy. You can
kill them by walking over them
providing that you have a piece
of cake! These are to be found
lying about the place together
with bags of sweets which re-
store your energy, arrows that
are needed for building bridges,
balls that gain you extra tims,
cubes for destroying blocks and
transporters.

Kirel can only jump up one
block at a time. He can also only

REVIEWS
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HKirel

Spectrum
Addictive Games
£8.85

$ L

carTy a single brick so you need
to plan very carefully where you
pick them up from. It is all too
easy to out yvourself off from
areas that you need to access
later on Quite frequently you
wander round the screen with

no idea of what you are doing.
Thig is partly because the exit to

COMPFUTER GAMER JUNE 19886

a screen doesn t appear on some
screans, you are working blind

ag. you may have fallen down
& hole that you have creatad ( see
level 3). In these situations, you
can always press the space bar
which peels away the bricks,
locating Kirel for you

The graphics are clear and
well drawn although it takes
some time to get used to the 3D
effects. You can change the per-
spective of sach room at any

security systems., You play the
part of Eddison Carter's control-
ler, trying to get to the root of the
Blipvert problem.

The game is presented in 3D
wire graphics (like in the film)
and is icon controlled (almost
like in the film). Items in sach
room are also shown along with
the cameras, doors, and the all
important lift shaft

Ubjects can be acquired and .
security systems breached. Also,
the two bully boys hired by the
company to stop you need sort-
ing out.

Owverall the game is very well
put together, with plenty of
Maxish touches. The graphics
are reasonable and stick to the
plot rather than attempting to be
clever, The control using the
icons could do with being a bit
easgier to use. M.E

FLANET RATINGS

Originality (1] ] ]
Graphies Se8
Use of machine L 11X ]
Value for money e

STAR RATING

[©]

Bright Star

time, vary useful and necessary
when you disappear behind a
huge pile of bricks. There i5 also
a training mode that allows you
to practise the first three screens
with no time limit.

This is an original game made
noteworthy by the amount of
thought that you hawve to put into
it. 50 muech better than the usual
sort of wander round and collect
the items variant. It would have
been nice to have user definable
keys and T wasn't too keen on the
method chosen for changing
perspective (80 degrees left and
right and 180 degrees rotation
— it i8 easier to have four keys
for the different viewpoints)
but: these minor grumbles apart,
I can thoroughly recommend
Kirel. G.H.

PLANET RATINGS

Originality [ L 1]
Graphics (12 ]]
Use of machine [ 1 1] ]
Value for monay BEeN
STAR RATING
Nova

@
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Title:
Computer:

Supplier:
Price:

$0d 1
Slam Ball is the first of U8 Gold's
Americana buddet range of
games and is a high speed pin-
ball game.

The pinball table itself is four
scrolling screens worth of
bumpers, flippers and targets. It
i8 the targets that hold the key to
the game.

There are 37V targests at the
start of the game and should you
rmanage to hit all of them within
the five ball game then you pro-
ceed to the next level and get
another five balls,

Clearing groups of targets also
produces two floating bumpers
that burst on contact with any-
thing else. If you re quick enough
and manage to hit one before it
bursts you manage to advance
your score multiplier from 1 =
up to 4* anything you score.
Unfortunately, if you hit another
floating bumper when you
glréady have a 4 < bonus, the
bonus resets back to 1 =

The resulting game is a frantic
effort to flip at anything that
moves (usually the ball travel-
ling at high speed) at the targets.
This 1ant easy as you've actually

Slam Ball

Cod

Americana (US Gold)
£2.95

got. four sets of flippers that you
control at once as the display
scrolls up and down the table,
However the scroll follows the
ball instead of your flippers
which often means you have to
time a flip before you can see the
flippers involved! The action is
accompanied by an entertaining
assortment of bleeps and tunes
that, although distracting, seem
a vital part of the game.

When you've completed all
four levels and are tired of beat-
Ing yvour high score you can
make things more difficult for
yoursalf by changing it to a three
ball game or take on a human
opponent.

All things considered, I found
Slam Ball to be great fun to play
but I can't help thinking that a
computer pinball game should

hawe a lot more in it. T.H.
PLANET RATINGS

Originality see
Graphics L 2]
Use of machine (111
Value for money L 3 3 1 7]
STAR RATING IE
Bright Star
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Title:
Computer:
Supplier:
Price:

The Daily Shocker needs a
photographer to cover a hig
scoop and since the usual man is
out on another assignment you
are sent in his place.

That is how our hero, Jeremy
the punk Yop at the Daily
shocker, was sent, down to Hyde
Park to photograph a Mad Pro-
fessor's inventions.

Unfortunately all of the in-
ventions are hidden in pieces
gomewhere in a deep cave
gystermn. To makes things worse
the caves are guarded by the
professor's mutants who don't
actually kill you, instead they
steal your film and blunt your
sword ( if you ve managed to find
one ).

Holes in the ground lead to
deeper levels in the search for
more pieces buf everytime you
get caught by a mutant you have
to return to the surface to get a
new film.

Incidentally the caves are also
highly radioactive and so you

can t stay down too long or you'll -

begin to glow and finally mutate.

The game is icon driven with
commands to look in an object,
take a picture, attack move and
pick up objects. Once you return

C64 /Spectrum
Quicksilva
£8.95

to the surface with some pic-
tures you then must place them
in the right position on the
picture grid that gradually
builds up the photograph of the
invention. You don't have to
solve the puzzle just put them on
the grid.

Unfortunately, " the action
takes place in an extremely
small window display, sur
rounded by a sea of black which
makes it hard to follow.

You need to collect 20 pictures
to form each invention As there
are 16 inventions to collect
altogether this is no easy task
particularly as one mutant can
gteal a film (up to 16 pics) just as
you're on the way out.

I managed to complete one
invention before I had had
enough. I think you'll agree.

PLANET RATINGS

Originality SeeN
Graphics L] J
Use of machine [ ] ]
Value for money T
STAR RATING

White Dwarf ‘ G
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StarGlobe,

or as in as

game your

W,

StarGlobe Three

the leading Space Flight Play By Mail Game.

Running continuously for nearly three years this is the most
advanced UK Science Fiction Game. In StarGlobe you become
the captain of a mighty starship sent on a daunting task by the
Lord of Monde, autocratic ruler of a starsystem set in the centre
of wvast three dimensional globe of 2000 stars. You are
commanded to establish a communication array on the surface
of the globe and to deal with rebel starships, lost colonies and
alien life forms. Most stars have planets for you to conquer and
explore and rebel starships wait to challenge or ally with you.

All of the vast amount of data that supports the three games of
StarGlobe now running is held on our computers, thus enabling
us to run the game in a friendly and interactive way. No fixed
deadlines and a steady rate of moves enables you to play as hard

leisurely a way as you please. Starter pack is £2

including the launch of your starship. Regular turns £1.90. No
hidden extras.

ELEMENTALS A Play by Telephone Game.

Announcing ELEMENTALS, the first commercial PBT game run
by an established PBEM company. This forward looking game is
wholly different from any you have played before. For this game
you need a modem for your home computer. You connect
directly to our computer and s0 you can receive your output and
send in your move interactively over the phone. As your
computer speaks to our computer you are able to build into the

own scenario and characters, traps and devices.

Other players will stray into your own area and attempt to take it
over. At the same time you will try to disrupt or enhance the play
areas of the other players in the game. Send for details of this
game and advice on modems stating the type of computer you

Time Patterns PBM/PBT Games

97 Devonshire Road, Birmingham B20 2PG.
021 532 4446 - 021 523 7030/1200 BAUD 75 7E1.

W

Slarsirike 2
Bormbjack
Who

ares Wins

Thee Comet Game 7
Twistes

Sam Fox
Cyberun

Max Headroom

Faperbox
Moyia

Supar bowl
Aock n"Wrestle
Pin
Ballblazer

Turbo Esprit
Green Barel
WWay of the Tiges
F& Cup
Commando

For up o HBI& news on availlability and special offers rimg 0820 — BT0568,

All prices include free fast dellvery and same day despalch when applicable. Overseas
er tape. 5% discounton alrnrdaﬂ.lnr seven or more lapes orto a value
B.F.P.Q. Welcome. Cheques’ P.0.'s/E.C's payable to ED40,

FREE GAME WITH EVERY ORDER OVER £20.00 C.G.
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of dirs add EEEE
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SOFTWARE
46 THE MALTINGS, STANSTEAD ABBOTTS, WARE, HERTS.
SPECTRUM

ARP

I 10 o I

]
Lt
inchpnenLhnd

OUR Yie Ar Kung Fu 745 8.5 Ping Pong B85S 670
PRICE Winter Gamas 745 B.T58 SilEnt Service 305 6,99
§E.7E Bounces B85 6.88 Biggles pes 6.98
575 Heavy o't Magick 9 95 6593 Thrus 199 199
5.75 Balman ras B¥E P=l5 Trdg Co o5 B.499
" BYS LegenddA’ron Wn 7B 505  Alter Ego (D) 19.95 16.95
545 Rescueon Frius 795 B7% [Dr'Who 1195 899
.70 Back to the Futurg®.95% B899 W BA95 &.70
6.99 Sold a million 2 995 6.99 Zzap Sisslers 995 6.99
6489 The Planais 895 649 Altlernate 1995 18.95
575 COMMODORE 64 ¥ Sald a rmllion 2 995 6.949
585 Bomb Jack 995 699 Paper Boy 985 T.H
518 Star Quake 95 6.70 Asylum 995 6.90
8.99 Ark Fandora 995 899 Lods 885 670
6.70 Rasputin 785 575 The Force 995 650
ETS Superbow 9958 6.8 Commanda 9495 6.99
5.78 Fairlighi 985 E.99 Game Killer f4.85 11.50
6.70 Hardbal 995 @89 Max Headgroom 985 689
E.TE LUiridium 895 670 PRock'n'Wresthe Gor 5949
6.828 Doomdarks Bey. 995 699 Bounder 985 6898
5.75 Starship A'meda 8995 7.9 Eidolon #6865 658
5,75 Elektraghde B8 60 Way S Tiger Bpa5 699

Al
Al
Al
Al
Al
Al
Al
Al
Al

Specirum
Elite

LS Gold
U5 Gold
Litimate
Ciesan
Cigaan
Beyand
Activision
Tha Edgea
Elile

Turbo Espsit
Laser Basic
Fa Cup
Sabotaur
Zrrids
Skyfox
Twister
Bormbjack
Theay soid 8
million I
Allen Higheay
Starsirike I

CUR GUR OUR
ARPPRICE | Commodare B4 ARPPRICE| Amairad RAEPRICE
4.8 T0LODE a1 U5 Goid ogs 7.25)| Adl Amsodt Gold 8995 T7.25
785 B85§ AN S Goid 14.95 10.80 | Al Amsolt Gokd [0 1395 10095
985 T.25 | All Ocean oos  7.25| AH Amsoft Disks 1295 10.00
285 695 | Al Bayond B85 7.25| FgoestoH'wood 585 7.25
9.85 T.28 | Al Activision G606 745 Al Ocean g5 728
G835 500 AN Arolasof 985 T46| Al U5 Golg B85 T.25
995 695 Al UHimatn 96858 T.25| Hyperspors BO% 6.855
8899 7.5 FA Cup 705 B OE| Rambo B9%5 6,50
H985 T.25 | Laser Basic 1485 11.00) All Amsoft ES5 8.05
595 500 | Laser Basic (D] 1995 14.00 | Nomad BE49%  §.50
B8.95 6.50 | Freeze Frams 3995 3505 | Leser Basgic 14.95 11.00
14.95 11.00 | Elekiraglida 895 6.50| Saboteur BOS 6.50
7.95 595 Zoids 395 G670 Joids 895 5,50
B8.95 6.00 | Uridium 895 6.25| They sald a
795 550 PSI Trading Co. 885 T7.25 millicn I G Y5 7.00
BA5 T.25 | They sold a Elite 14,95 11.00
750 5501 million O 9.95 T.00 | Laser Basic 14.85 11.00
795 535 | Elite 14858 10,00 | Laser Basic (D) 1995 14.00

Hardbaill 925 T.25 | Mini Office 2 16.85 12.95
995 T.00 | RMS Titanic 995 7.25 | Mini Office (D) 19065 14.95
7.95 &80 | Superbowl 9595 655 | Transac 2005 § 85
7 95 5.50 | RBock n Wrestle 995  T7.00 | Invosal ZBBs @95
CUT PRICE SOFTWARE (CG) 4 SLACKSBURY HATCH, HARLOW. EESEX CM19 4ET.
(OZT9) 24433 (2ahr Ansaphone) —
Access/Visa orders welcoma p
Chserseas ofders please add 75p per tape. A

R
ViISA
SN R

CUT PRICE SOFTWARE
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SPECIAL
FREE WATCH//
OFFER...

COMPUTER |
GAMES ON
ONE CASSETTE

YOURS
FOR

£9.95

# Nomal 12 and
24 hour time

maote

Lr'rrltri.rdl'np FREE Walch and Fn!ruti‘ ..

MULTIFUNCTION ' =1 M 2
CALCULATOR WATCH | |

with every order for a Cassette El] ' :

& [Calendar mode
@ [alculator made
# Alam mode

WORTH OVER £10

VK= 1) ORIC1 ZX 81

E

CASSETTE 50 IS AVAILABLE ON
(3134 ATAR| DRAGON ELECTRON
Atmos
Spectrum commodore = ANSTRAD

FRILC

* ol EXPRESS DELIVERY-ORDER NOW!
——— ONLY £9.95 —
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with every

Cassette 50

. . .
Pastage FREE im UK. &dd £1.00 for ovenssss orders I
Fres watch and tape will be despatched within 28 days.
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by Robert Pilkington

The devil has grasped you and taken you
away from your parish and into a prison
along with yucky apples, batty beetles, and a
bloodthristy vampirel

{ His hand is by the side of the screen ready
to knock off one of your ‘short-lived' lives,
Bertie has a friend who will enter one and
clear some apples while the ‘A Team’ music
is played. (Well he is a kind of RA. Very usaful
inmoms4 and B ).

The game slows down later on as the
computer has more to put on the sereen. this
doesn’t matter because you'll have to think
harder later anyway. You carry pineapples
to aid yoursalf against the beetles. You will
neead ultimates speed to draw them from your
pocket in time.” You can't stop in this game
or you will lose a life.

You have three lives and I think that after
a lot of work you'll be able to reach the end.
Detailed instructions are included in the
listing. Save the game be getting to the end of

the prog. (Typing 9999 then pressing
ENTER will do this for you). Now type SAVE

“BISBHOF" LINE 1 and ENTER.
Remember to VERIFY your SBAVE. Good luck
&nd; remember keying it in bit by bit is
easiast. . .

| POKE 23438,8

3 LET high=0

& LET call=0

7 PRINT AT 10,93 INK 4;"BERTIE BISHOP

7 LET p¥="._ 1"

10 DIM E(24); DINM B(24): DIM B(A3): DI
M Lid43): 60 SUB 9000

15 BORDER 7: PAPER 7

20 BRIBHT |

15 CLS

40 GO SUB 8300

50 FOR n=! TD 10: BEEP ,09,(-20-n): NE
iT n

3! LET livess(

93 LET scores=(

94 LET cross=0

33 FOR 2=1 70 §

ob LET x=2: LET ya2

57 PAPER 7

58 BORDER 0

97 LET go=INT {(RND#6+5}

60 BRIGHT |

62 IF 24>3 THEN LET vaap=0

63 LET out=0

&4 LET under=0

65 CLS

bk INK 0: PRINT AT 0,26;°
T AT 1,26;"DEVIL:": INK 4

&7 IF call)=t THEN FLASK 1: PRINT AT
9,263 "CALLED": FLASH 0

6O

THE *: PRIN

BERTIE BISHOP

70 PRINT AT 2,26; INK 2;" 1"; INK &;°
ROOM"; IMK 2;"1-"3s PRINT AT 3,28;2: PRI
KT A
T 4,265 INK 2;" +1%5 INK 4;°CALL*; INK 2
<"t IF call=0 THEN FLASH 1: PRINT A
T8,
273 "0KAY"s FLASH 0

80 BRIGHT 1: INX (: PRINT AT 8,26;"SCO
RE "

100 FLASH 1: INK 3: PRINT AT 10,27:"HIG
H*s FLASH 0

120 INK O: PRINT AT 12,26;"LIVES"

130 INK 4

140 PRINT AT 13,28 15 v e

g i ) e ) Bl B 1

lives=l THEN P
RINT AT 13,26)" "1 PRINT AT 14,26;" "

143 IF lives=2 THEN PRINT AT 13,28;"

"3 PRINT AT 14,26;" .

190 INK 3: PRINT AT 1&,26;"Mbed Skl 11

ITRRY
TTIEY
kL i
i
s A

155 FOR g=1 T0 2

156 IF g=! THEN LET ac=0

137 IF g=1 THEN LET ac=24

160 FOR n=0 TO 21

170 LET ran=[NT (RND#2)

180 INK 2: IF ran=0 THEN PRINT AT n,ac
i

190 IF ran=] THEN PRINT AT n,ac;" s
|95 BEEP .03,n32

200 NEXT n

210 NEXT g

220 FOR n=0 T0 24

230 LET ran=INT (RND#Z)

240 IF ran=1 THEN PRINT AT 0,n;*&*
250 IF ran=0 THEN PRINT AT O,n;":®
260 BEEP .05,n/2

270 NEXT n

300 FOR n=0 T0 20

310 LET ran=INT (RND#2)

320 IF rans0 THEN FPRINT AT 21,n;" "
330 IF ran=1 THEN PRINT AT 21,m" "
40 BEEP .05,0

390 NEXT n

360 INK &3 PRINT AT 21,21;°F carn
370 FOR n=1 10 20

360 BEEP .005,-n

390 NEXT n

400 FOR n=1 TO 10

§10 BEEP .01,204n

420 LET ap=INT (RHD#22+1)

425 Ihx 2

430 PRINT AT 10,ap;" t=*

440 NEXT n

300 INK |

501 PRINT AT 9,27;score

J02 PRINT AT 11,27;high

501 INK &: PRINT AT a,yj"rur®: INK 13
PRINT AT x+l,y;p$

602 IF 2¢=2 THEN INK 11 FOR n=l TC 3:
LET p=INT (RND#17+2): PRINT AT ain),p;*%
" NEXT n

b0F IF 232 AND 245 THEN INK 3: FOR n=i
TO &2 LET p=INT (RND#17+2)t PRINT AT ht
nl,p; "WERKE": NEXT n

404 IF 234 THEN INK 1: FOR n=! 70 5: L
ET p=INT (RND#17+2): PRINT AT win),p;” i
L

"1 NEXT n

413 IF z=2 THEN G0 SUB 3000

bib IF 2z=J THEN 60 SUB 3040

420 LET z#=INKEYS$

630 IF 2$="0" AND ATTR (x,y-11{>122 OR
1§="0" AND ATTR (x+l,y-11<3122 THEN &0
10 1040

b40 IF z$="E" AND ATTR (x,y+2){}122 OR
2§="E" AND ATTR (x+41,y+2)0¢>122 THEN &0
0 1200

630 IF z4="P* AND ATTR f(x=1,y)}{>122 OR
2¥="F" AND ATTR fx-1,y+10<{}122 THEN &0
T0 1400

650 IF 24="L" AND ATTR (x+2,y}{>122 OR
28="L" AND ATTR fx+2,y+1){>122 THEN &0
T0 14600

663 IF 2$="(" THEN &0 TO 9500

570 60 TO 4000

1000 80 SUB 2000

1010 LET ye=y-1

1020 60 SUB 9500

1030 B0 SUB 2200

1035 INK 4: PRINT AT u,yr" sy INKE 1:
PRINT AT xel,yp® 22" LET p$=" o =0
1040 60 TO 499

1200 60 SUB 2000

1210 LET ysy+l

1220 60 SUB §500

1230 &0 SUB 2200

1235 INK 4; PRINT AT . y3" ey INK |
3 PRINT AT x#l,yi"r "t LET pé=" 717"
1240 60 70 499

1400 GO SUB 2000

1410 LET x=x-{

1420 B0 SUB %500

1430 60 SUB 2204

1435 INK 3: PRINT AT x,ys 65" INK L:
PRINT AT x#1,y;® c:00": LET p#=" i 12"
1440 6O TO 499

1600 B0 SOB 2000

1610 LET x=n+l

1620 60 SUB 9500

1630 60 SUB 2200
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1635 INK 4: PRINT AT w,y;® b=y INK i
PRINT AT n+l,y3® i:E+"1 LET p$=® 0"
1640 6D TO 495

2000 PRINT A x,y;" ": PRINT AT x+l,y;"

2010 RETURN

2210 FOR n=1 TD (23%3)

2220 LET xe=INT (RND#20+1)

2230 LET ye=INT (RND#23+1)

2240 [F we=x AND ye=y THEN 60 TO 2220
2255 INK 21 PRINT AT xe,ye;"e="

2260 NEXT n

2261 LET go=INT (RND#i2+7)

7245 LET score=score+l

1266 1F 7{=2 AND go=x THEN G0 SUB 9580
2270 RETURN

3000 INK 1: IF cross=0 THEN PRINT &T IC
ol e

3010 IF x=10 AND y+2=24 THEN LET cross=
cross+l: BEEP .25,10
3020 IF cross>=1 THEN
0,24;* =®

J030 RETURN

JO40 IF vamp=l THEK RETURN

3043 IF y{2 THEN RETURN

3046 1F x<& THEN RETURN

3047 1F y»22 THEN RETURN

3050 LET vam=INT (RND#{3)

3060 IF vas=3 THEN &0 TO 3080

3070 RETURM

3080 INK 3: PRINT AT x=3,y;"H1": INK O:
PRINT AT x-2,y-1;" i@ +*: INK 2: PRIN
T AT »

ot B

3090 LET vamp=i

3100 BEEP .25,-10: IF crossi=l THEN GO
10 3200

3110 FOR n=1 7O 10: BEEP .5,-n: NEXT n
3120 LET vamp=1: 60 7O 4000

3200 INK 1: PRINT AT x=l,y3" "

3210 FOR n=1 TO 10: BEEF .5,n: NEXT n
3215 BEEP 1,20

3220 PRINT AT x-3,y;" *: PRINT AT u-2,y-
1 "y PRINE AT »-1,y;" °*

3230 RETURN

3300 CLS : INK O: PRINT AT 21,0;" ilmiils

INK 23 PRINT AT |

3510 INK 2: PRINT AT 16,123% 1=

S

3320 INK 4: PRINT AT 19,13 "5y DMK
11 PRINT AT 20,13;° oot

3525 IF 2{3 THEN BEEP L,10: CLS 1 NEIT
z

3327 60 TO 9530

3330 BEEP 1,10: CLS

4010 LET lives=lives+!

4030 FOR n=-10 TO -20

COMPUTER GAMER JUNE 1986

440 BEEP .3,n

4045 BEEP 1,4: BEEP i,7

§050 NEXT n

40860 INK 3

4070 LET fin=lives#?

4080 PRINT AT 15,24+fin;" HuH"

4090 FOR n=-20 10 -25

4100 BEEP .Gn

4110 NEXT n

4120 PRINT AT 14,24+fin}" B&°

4130 FOR n=-25 10 -30

$140 BEEP .5;n

k150 MEXT n

4160 INK &: PRINT AT 13,244fin;" "

4170 FOR n=-30 TO -33

4180 BEEP .5,

4190 NEXT n

4195 BEEP |,10: BEEP 1,3

4210 INK 3

8220 PRINT AT a¢l,y;"t ®

4730 BEEP 1,-30

4240 PRINT AT x¢l,y3" o ro®

4250 BEEP 1,-23

§300 PRINT AT x,y3" . °

4310 BEEP 1,-20

4320 PRINT AT xoy3"te®

4340 FOR n=1 TD 20

4330 BEEP .001,204n

4360 NEXT n

4365 [F livesy=3 THEN &0 T0 3000

4370 CLS

¢380 B0 TO Sé

5010 PAPER 2: BORDER 2Z: INK 7

S020 PRINT AT 9,0

3030 CLS

5035 PRINT AT 10,15:" v es
e

5040 FOR n=1 70 35

5050 BEEP .2,-10: BEEP .2,-9: BEEP .5,-1

{

9035 NEXT n

3060 PRINT AT 9,15;"+

M= o N L

=
el

3065 FOR n=1 10 2

5070 BEEP .5,0: BEEP ,5,2: BEEP .325,3: B

EEP .25,2: BEEP .3,0

5075 FOR n=1 10 2

9080 BEEP .35,3: BEEP .5,5: BEEP .5,7
5090 NEXT n

5100 FOR n=1 T0 2

5110 BEEP .32,7: BEEP .12,B8: BEEP .25,7:
BEEP ,25,5+ BEEP .25,3: BEEP .25,2: BEE

P .5,0

3120 NEXT n

3130 FOR n=1 T0 2

9140 BEEP .5,0: BEEP .3,-3: BEEP 1,0

3150 MEXT n

6010 IF high<=score THEN LET high=score
6020 CLS

6030 BORDER 2: PAPER 7: INK 1

SPEUCTRUM

6040 FLASH 13 PRINT AT 10,103 "HIGH SCORE
'*s FLASH 0

6050 INPUT "YOUR WAME 157";n$

4080 IF high=score THEN LET h$=n$

A0OT0 FLASH 1: INK &: PRINT AT 15,14;"BY*
: PRINT AT 16, {15-(LEN h$/2))3h$

£0B0 PRINT AT 18,11;"YOUR SCORE': PRINT
AT 19,14;score

6100 FLASH O: PRINT AT 21,9;"PRESS A KEY
"+ PAUSE 0

6110 LET score=0: LET lives=0

6115 LET call=0

£120 B0 TO 50

8500 PAUSE 100: PAPER &:

B305 CLS

BS10 BRIBHT 1: INK 1: PRINT AT 1,0;" YOU
ARE BERTIE-YOUR MISSICMN 158" '* T0 ESCAP
E THE PRISON THE EVIL®"' '™ DEVIL HAS PUT
YOU IK. *'°" THE DOOR 1S OPEN BUT AVDID®
“*®* HITTING WALLS OR HITTINE 2 *°°" PODIS
ON APPLES AT ONCE (WHICH®" " POP UP ON E

VERY MOVE!) """ YDU CAN SPLAT PCISON AF
PLES IF ®°°" YOU ONLY HIT ONE AT A TINE'

""" DON'T STOP OR YOU WILL DIE. *''" WHE
N YOU LOSE A LIFE WATCH THE *°'* DEVILS
HAND (AT THE BOTTOM *°'*" RIGT OF ECREEN
) AND THEN SEE"'"" YOURSELF BURN UP! &0
UNDER THE® " ARCHWAYS INTO THE 5 ROOMS
"'"" AND OUT OF THEM TO WIW."
BS11 PRINT
8313 PRINT * THERE IS ONE THING THAT CAN
®*"" HELF YOU' WICHAEL WONK. WHEN """
YOU PRESS "C" HE WILL FLY JUS® "" BELOW
YOUR FEET AND CLEAR THAT® '™ ROW OF APPL
ES!' BUT HE CAN ONLY®''" BE CALLED DN DN
CE. HERE'S & "'"* PIECE OF ADVICE SAVE H
[N TILL*"'® A LATER SCREEN BECAUSE OF Th
E" " MUCH GREATER AMOUNT OF """ APPLES
« 175 EASY TO GET TRAPPED"''" ON & & 3!°
B514 PRINT : PRINT * AS YOU HAVE SECRET
WEAPOM S0°°'* HAS THE DEVIL'' BEETLES!!
*'% IN ROOMS | & 2 YOu WILL *"'" SUDDEN
LY HEAR A BEEP LASTING"''* JUST OVER HAL
F A SECOND., *"'® YOU WILL SEE BEETLE AND
IN THAT®"'* TINE YOU MUST PRESS 'MW TO
TRKE* "'* FROM YOUR POCKETS A PINEAPLE® "'
" (LEFT OVER FROM LAST YEARS "°'" HARVES
T FESTIVALY THAT WILL®"'" SPLAT BEETLE A
ND YOU WILL BE®""" SAVED. IF YOU'RE 70 &
LOW THEN *''* HE WILL LOSE YOU A LIFE!!®
""" REMEMBER ONCE YOU'VE BOT HIN®''" BE
QUICK BACK ON A MOVING®"'® KEY DR 175 A
LIFE GONE. THERE®''® WILL E MDRE BEETLES

69



BUT DON'T* "
APLES, "
B313 PRINT : PRINT " IN ROOM 2 YOU WILL
SEE A BLUE *'"" CROSS. THIS IS TO KILL T
HE *"°" VAMPIRE (IF HE COMES) IN"''" RDD
M 3. YOU HAVE A CHOICE *'°* TAKE THE CRO
55 AND RISK A *'°" BIGGER APPLE BUILD UP
- AND* """ THE CHANCE DF THE BEETLE *''“ H
AVING ANOTHER G0 AT YOU *"'* DR DON'T TA
KE 1T AND RISK ™" BETTING KILLED BY TH
E """ VANPIRE AS HE DOES NOT ALWAYS®''®
APPEAR." """ TO BET THE CROSS JUST B0 TD
IT*"'® AND WHEN YOU'RE BY ITS WaLL® '
INLINE YOUR HEAD TO IT eg.=E= 1™ "® BU
T 00
W'T HIT THE WALL''"""" YOU ARE PROTECTED
BY IT THEN®'"" AUTOMATICALLY. OTHERWISE
HE *'"* WILL TAKE A LIFE''*"'™ IF THE ¥
AMPIRE DDES APPEAR HE"''* WILL NEVER COM
E AGAIN."''" HE DMLY APPEARS IN ROOM 3*
BS19 PRINT : PRINT " THE EVER GROWING BL
UE WALLS "°"" STOP APPLES GROWING IN THD
SE* ‘" ILLEGAL PLACES. YOU CAN 60*''" TH
ROUGH THEN THOUGH. MORE ARE"''" IN THE L
ATER ROOMS, *'"" YOU MOVE A BIT SLOWER !
N EACH" " ROOM" """ MORE APPLES WILL COM
E IN EACH *''* ROOM AND A BONUS OF 100!
|#1TY 4ePRESS A KEY#s®

8920 PAUSE 0: RETURN

9010 FOR 1=0 TD 147
2020 READ v

9030 POKE USR *a*+l,v

$035 NEXT 1

9050 DATA 1,1,3,3,7,5,5,31

9060 DATA 128,128,192,192,224, 160,160, 24
i

9070 DATA 9%,223,95,15,7,3, 14,31

9080 DATA 250,251,250,240,224, 192,240, 12
0

9090 DATA 24,16,36,126,255,255, 126,60
9100 DATA 24,124,255,255,127,124,62,28
9110 DATA 56,60,126,255,255,254,120, 54
9120 DATA 24,60,126,153,255,102,102, 35
9130 DATA 192,240,255,254, 255,254, 248, 0
9140 DATA 24,24,255,255,24,24, 24,24

9150 DATA 24,24,60, 102,195,102, 126,40
9155 DATA 14,30,51,243,255,62,30,12

9157 DATA 126,255,191,3,3,190,252,128
9158 DATA 0,224,224,224,224,224,%,0
9159 DATA 24,219,189, 126,126,126,219, 152
9160 DATA 50,90,90,60,24,0,0,0

9161 DATA 0,0,0,82,52,24, 108,90

9162 DATA 173,251,86,237,183,106,84, 50
9163 DATA 248,248,248,240,224,192,120,2
48

9164 DATA 31,31,31,15,7,3,30,31

" WORRY THERE ARE MORE PINE

9166 DATA 3,15,255,127,255,127,31,0

F168 FOR S=1 TO 24: READ B(S): NEXT §
7169 DATA 7,7,2,7,0,2,-5,2,2,7,2,9,7,5,4
RE A AR
¥170 FOR Q=1 TD 24: READ E(Q): NEXT @
7173 DATA 2,1,1,2,4,4,4,8,1,1,2,1,1,2,2,
1y1,2,4,2,1,2,4,4,8
$176 DIN a(3)s DIN hid}:s DIN wiS)
9177 FOR n=1 TO 3: READ min): NEYT n
9178 DATA 5,1t,15
F179 FOR n=1 TO 4: READ hin): NEXT n
7180 DATA 12,4,17,8
9190 FOR n=1 TO 5: READ win): NEXT n
7195 DATA &,18,15,10,3
7196 FOR a=! TO 45: READ 6ia): NEXT a
1197 DATA 7,7,%,6,7,9,11,11,12,11,9,7,9,
T08,7,7,9,10,12,14, 14,14, 14,12, 11,12,12,
12,12,11,9,11,12,11,9,7,11,12, 14, 14,12, |
{,9,7
7198 FOR d=1 TO 43: READ Lid): NEXT 4
7199 DATA .35,.3,.9,.5,.25,.5%,.5,.5,.5,.5
1023,.8,:9,:9,.95,1,.25,.25,.25,,25,.5,.5
pedye9yed9ye8y09,.5,.9,.5,.25,.5,.5,.25,
129y 29,.25,,9,,29,.5,.25,.25,.5,.5,1
9200 RETURN
9330 FOR n=1 TO 10: BEEP .05,n: NEXT n
F301 INK 43 PRINT AT 2,3 ¥ INE 13
PRINT AT x+{,y;p$
7902 INK &1 PRINT AT 20,203" ¢ iap
9305 FOR n=21 TO 23
¥306 IF x=19 AND y=n-1 THEN LET scoress
core+100: INK L: PRINT AT 11,24;*BONUS *
: PRINT AT 12,24;" 100 *: BEEP 1,5: BE
eP .5,10: BEEP .5,20: BEEP .95,30: PAUSE
20t CLS : PAUSE 50: CLS : 60 TO 3500
9510 IF x=20 AND y=n THEN LET score=sco
re+100: INK It PRINT AT 11,26;"BONUS *:
PRINT AT 12,26;" 100": BEEP ,25,0: BEEP
+29y2: BEEP ,25,4: CLS : PAUSE S0: G0 TO
3500
9520 NEXT n
9527 RETURN
9335 INK 3
5319 CLS
¥541 PRINT AT 2,15;" =
= Bl

9350 INK 2
7560 PAPER 7

¥570 BORDER 1

7580 PRINT AT 0,1

9610 INK 3: PRINT AT 10,8;"YOUR SCORE *;
SCOre
9620 [NK t: FOR n=9 TO 21: PRINT AT 18,2
“l [
9425 PRINT AT 18, (30-n);" L1*; BEEP .25,
I

626 INK 2: PRINT AT 18,9;"YDU HAVE WON"

9627 NEXT n

9640 BEEP ,5,0: BEEP ,25,0: BEEP 5,5t B
EEF .35,5: BEEP .5,7: BEEP .5,7: BEEP 1,1
2; BEEP ,23,9: BEEP 1,5: BEEP 9,91 BEEP
23,31 BEEP .5,2: BEEP 1,10: BEEP .5,7:
BEEF .25,%: BEEP 2,5

9650 60 TO 5000

9910 IF call>=1 THEN BEEP .5,-10: B0 TO
495

7915 IF x=19 THEN BEEP .5,-10: 6O TD 45

§

7920 FOR n=l TO 24

9930 INK 2: PRINT AT x42,22-n;" "1 INK
31 PRINT AT x42,23-n;" t-1": INK 4: PRIN
T AT

x+d, 2h=n3" ri"s PRINT AT x+2,29-n3" *

9930 BEEP (E(n)/12) ,Bin}: MEXT n

Y960 INK 2t PRINT AT x42,0;"

T AT x42, 243" ="

9969 LET call=calle+t

9966 FLASH 1: PRINT AT 5,26;"CALLED": FL
ASH 0

9970 B0 TO 499

9980 INK L: PRINT AT f,y;"i0": INK O: P
RINT AT Z,y3" "t INK 3: PRINT AT K ¥t

iy

INK L: PRINT AT x4l,y;" it

9981 BEEF .B0,10

Y982 IF INKEY$="N" THEN INK 2: PRINT a7
x=2y¥;" D% INK 42 PRINT AT x-1,y;" "
ik

ET out=l

9983 BEEP .25,10: PRINT AT {,y3" *: PRIN
T AT 2,y;" *

9984 FOR n=3 10 x

7985 IF n={x-3) AND out=1 THEN &0 10 9%

71

9986 INK 1: PRINT AT n,y;" *: PRINT AT n

tHlyyi"co%r INK O: PRINT AT n42,y;" 0

9988 NEXT n

7989 BEEP 1,-3: BEEP .5,-i: BEEP !,0: BE

EP .5,~1: BEEP !,-3: 60 TO 4000

9992 INK 2: PRINT AT x-4,y3"=*: PRINT

AT x=3,¥;"F "t PRINT AT x-1,y3" 1+%1 INK
4: F

RINT AT X-2,Y;" 5i"s LET score=score+50:
BEEP .5,7: BEEP .25,7: BEEP .25,7: BEEP

": PRIN

9,7 BEEP .3,3r BEEP .5,7

¥994 LET go=INT (RMD®1&+5): PRINT AT x-1
13" "2 PRINT AT x-2,y;" ": PRINT AT x-3
y¥i" "4 PRINT AT x-4,y;" "1 LET out=0: R
ETURN
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by David Muir

A few years ago there was a craze
about fiddling with small multi
coloured cubes, you may have
forgotten the escapade
— but not Computer Gamer.
In an opulent fit of

computer simulation of this
‘hideous torture
The Cube

This is a computer simulation of the famous cube
puzzle. The cube is made up of 27 smaller cubes. The
aim of the puzzle 18 to twist the amall cubes around, 9
al a time, to end up with each face of the large cube
coloured { completaly) a different colour,

The game 1s bagt on a colour monitor or eolour
television with a modulator, because you need to
recognise the colours.

You are shown a view of the cube which allows you
to see three faces. You are also shown the view of the
cube as it would look from the rear if you were
holding the cube. (Not the view you would see
through the cube if it was transparent.).

Even experts on the cube may find this a difficult
challenge,

To start with, you see the cube solved, There are
letters around the sides to show the options for
twisting the cube. Capitals twist it one way, small
lettars the other.

You hawve an option to start with of setting up a
puzzle yourself, or getting the computer to set a
random puzzle. In either case, you decide how many
twists are to be made to reach the start position (up
to BO twists).

Next you go to the solve stage. You can elther ask
the computer to solve it or try yourself

If you try yourself, the computer will allow you up
to 100 turns. The computer recognizes a solution
when it sees one and will congratulate you if you
gucceed While trying to solve the puzzle, you have
the option to quit or reget the cube. The latter option
resets the cube as it was when you started so that you
can either try again or get the computer to solve it

The Program

The program works by rotating the elements in the
array fal ) in different ways. The array pl( ) 1s a fixed
array which keeps a record of the locations where
alements of the cube are to be printed. The array fa( )
matches this to the colours to be used.

The array rec( ) keeps a record of the reverse of
each move used to set up a position or move made by
the plagyer.

Extensive errortrapping has been used on player
input sections.

The longest section of the program is that
updating the changes to the array fa( ) and printing
the section of the cube that have changed as the
rasult of a twist. When I first wrote the program, this
section was far shorter because I pictured the whaole
cube afresh after each change. But this proved to be
too slow in practice.
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{0 ° THE CUBE

20 "DAVID MUIR

30 1986

40 GOTO 800

30 TAG:ON n BOSUB $30,330,%30,570,570,57

0,610,610,610,660,860,660,700,700,700,74

0,740,740 RETURN

60 SOUND 7,400,10,3:WHILE TNKEY$="":WEND

:RETURN

70 g#="":NHILE IMKEY$(>"":¥END:SOUND 7,4

00,10, 3:WHILE of="":q8=UPPERS (INKEYS) i NE

ND:RETURN

B0 g¥="":WHILE INKEY$<)"":WEND:150UND 7,4

O 10, JsNHILE g¥="":q%=INKEY$:WEND: RETURN

B0 sedes SET UP wensn

100 DEFINT a-2:DEFSTR q

110 MODE OtBORDER 2b:INK O,26:INK 7,0:PA

PER O:PEN 1:IWK L 1:INK 2,24:1KK 3,7: [NK
4,93 INK 5,15:INK &,21:CLSIWINDONS1, 1,20
y20,25: PAPEREL 01 PENBL , 7:CLSHL

120 SYMBOL 23%5,24,60,126,25%,255,126,60,

ZA:SYNBOL 254,0,0,32,48,56,460,60,60: SYND

0L 253,60,60,60,60,28,12,4,0:5YMBOL 252,

0,0,4,12,28,60,50,60:SYNBOL 251,40,50,40
vo0,54,48,32,0

130 DIM $al3,2,2),p11(3,2,2,2) ,recttS) b

pid)

140 FOR 1=0 TO 5:FOR j=0 TO 2:FOR k=0 TO
2s4ali,j,ki=i+LiNEXTINEXTINEXT

150 RESTORE B70:FOR i=0 TO S:FOR j=0 TO

2:FOR k=0 TO 2:FOR 1=0 TO 1:READ plii,],

ko LV sMEXTsNEXTsNEXTINEXT

160 TAG:FOR i=0 TO S:FOR j=0 7O 2:FOR k=

0 TO 2:PLOT 0,400, fali,j,k):FOR 1=0 TO |
tMOVE plfi,i,k,00,plti, 3, k,1):PRINT CHRS
[255+(i=]1 OR i=4)+J#{i=2 OR i=5));:MOVE
plliy ik, 0),pitt, 5,k 1)-14

170 IF 1=1 OR i=4 THEN PRINT CHR${253);:

ELSE IF i=2 OR i=5 THEN PRINT CHR${251);
180 NEXTNEXT:NEXT:NEXT: TAGOFF:LOCATE 12
+LtPRINT "{BACK)"

190 TAG:PLOT 0,0,7:FOR j=0 TD BsFOR i=0
TO 1:READ x,y:MOVE x,y:PRINT CHR$(85+j-3

2e(i=1))jsNEXT:NEXT: TABOFF

200 ° weeww SET UF OPTIONS #eéds

210 q#=""14=0:CLON1:PRINTH], "PLAYER SET




WP {PY*:PRINT#!,"OR COMPUTER <(C) 7"
220 BOSUB 70:1F g¥="P" THEM 3&0 ELSE If
gf<"C" THEN 220

230 ° seses CONPUTER SET UP seses

240 CLE41:PRINT#L,"ENTER NO, TWISTS":PRI
NT#I, " (1-50) "3 INPUTHY ¥z IF qb=""THEN 24
O ELSE IF LEN{q$) )2 THEN 240:ELSE k=0:F0

R i=1 TO LEN(g$)tk=k+(MID$ig$,i, 1) " 9"0R
HID$ (q#,1,1)C0") tNEXTIIF k<30 THEN 240
ELSE c=VAL{g#!:IF c=0 OR c)50 THEN 240
230 FOR h=1 TO caCLSH1:F=INT (RND#9) +h5+
JIEINT (RND#2} sn=f4-p4+238 ($£373)srec(f)=
FE-320 (£ECTAI 328 (440731 : TAGOFF: PRINTHL,

hy™ (";CHRS(££);")"3:TABe =k ¢l

260 g0SUB 50

270 BOSUB &0: TREOFF :NEXT

280 ' seees SOLVE OPTIONS sdsss

290 CLS#1:PRINTH!, "COMPUTER SOLVE (T)"yP

RINTH#L,*OR PLAYER (P) 7°

300 GOSUB 70:1F g#="F" THEN 420 ELSE If
g¥<>"C" THEN 300

310 " wweesr COMPUTER SOLVE esets

420 pf=-11w=t:CLSB11LOCATE 1,17:PRINT® (0O
} QUIT:{R) RESET*

430 IF #2130 THEN CLS#1:PRINTH#1,"LINIT R
EACHED"16OSUB 703 IF q#="0" THEN CLS:END;
ELSE LOCATE 1,17:PRINT SPACE$(18):CLS#1:
BOTO 320 :
840 BOSUB BO:IF UPPERS (q#)="R"THEN CLS:E
ND:ELSE IF UPPER$(g#)="R"THEN LOCATE 1,!
TsPRINT SPACES (18):CLS#1:60TD 320:ELSE I
F g#("A" OR o#>"i" THEN 440 ELSE IF o)*
I" THEN IF q¥{"a" THEN 440C

430 n=ASClq#) -64+23% ()" 1"} irec (§)=ASCI
q¥)+32#(g8>"1")-32%(q¥{ 2"} TRBOFF:CLS#!
sPRINTRL F41;" (*;08;"%)%;:60SUB 50: TAGOF
F

460 ¢=f+1:605UB 450:1F NOT cé THEN 430 E
LSE c#=0:CLS#L:PRINTH], "CONGRATULATIONS!
*tFOR 1=130 TO 30 STEP -20:50UND 7,i,50,
TtFOR j=1 TO SOtNEXT:NEXT:#=0:605U8 70
470 CLS#11PRINTH!, "ANOTHER B0 {Y/N) 2*:B
OSUB 70:1F q#="Y" THEN CLSKi:LOCATE 1,17
: TAGOFF:PRINT SPACES$(18):60TD 210:ELSE |

ign=#t=fa(l, i n-dlatail,i,n-4)nfal3, n-4,
=10 afald,n-4,2-1)=fal5,2-1 ,b-n):fal5,2-
i48-n)=zho (i) tNEXT:FOR i=0 TO 2:PLOT 0,40
0,fall,i,n-4)

J80 MOVE pli0,i,n-4,01,pl (0,i,n~4,1):PRI
NT CHR$1255);:PLOT 0,400, fall,i, n-4) :H0V
E plilyiyn-4,0) ,pl(t,i,n-4,1):PRINT CHRS$
{254) 3 tMOVE pl(1,i,n-4,0),pl(1,1,n~4,1)-
16:PRINT CHR${253)31PLOT 0,400,%a(3,n-4,
2=i)

390 MOVE pl(3,n-4,2-i,0},pl(3,n-4,2-i,1)
sPRINT CHR$ (255);:PLOT 0,400,%a(5,2-i,4-
nisMOVE pl{3,2-1,6~n,0),p1(5,2-1,8=n,1):
PRINT CHR$(252);:MOVE pl(5,2-i,6-n,0),pl
(9y2=1yb-n,1)=16:PRINT CHR%(251);

600 MEXT:RETURN: REM  DEF

610 FOR i=0 TO 2:holid=fall,n-7,i)1fall,
n=7,il=taf2,n-7,i}:$a(2,n-7,i)=$a(5,n-7,
1hafaldn=7,i)=fal4,n-7 1 :¢ald,n-7,i)=h
oli}:NEXT:FOR i=0 TG 2:PLOT 0,400,fall,n
-1,i)

620 MOVE pl(1,n-7,1,00,p1(1,n-7,i,1):PRI

320 1F pf THEN PRINT#1,*RESETTING®;TAB:F
OR e=f-1 T0 w STEP -lin=recie}-44+23#(re
cle) »731160SUB SO0:NEXT: TAGOFF: f=wipf=0:l
LERLsPRINTHI, "START"; BOSUB 60:50T0 250
530 FOR e=f-1 TO 0 STEP -1:CLSHL:PRINTHI
B+1;" (";CHRS lrecle});®) *sin=recie) -b4+
23%(rec(el 73 :605U8 40160508 50

J40 TAGOFF:NEXT:PRINTHL:PRINTH#L:PRINTH,
"PRESS KEY":PRINT#1,"TD RESTART";:605U8
b0:6OTOD 210

330 "#%ass PLAYER SET UP #tss

360 CLS#1:LOCATE !, 17:PRINT*(S) TO SOLVE

370 IF #3350 THEN CLS#1:PRINTHL,"SET UP L
[MIT*:PRINTH1,"NOW SOLVE*:60SUB &0:LOCAT
E 1,17T:PRINT SPACES$(12):6070 290

380 BOSUB 801 IF UPPER$(q$!="5" THEN LOCA
TE L A7:PRINT SPACES{12):807TD 290:ELSE I
F g#C"A" OR q#>"i" THEN 380 ELSE IF g$)*
1" THEN IF g${"a" THEN 380

390 n=ASCq$)-64+23¢(g$>" 1" ) irec I )=45C(
g8  +320 Q80" 1°) =324 (q¥{"a" ) : TABOFF: CLS#I
tPRINTRL, #4103 (";q8;")";:608UR 503

400 q¥=""1¢=d+1) TABDFFIBOTO 370

410 ° #eead PLAYER SOLVE wssss

v |
e

F o#C)"N" THEN 470 ELSE CLS:END

480 ° waues FINISHED CHECK #wees

430 c#=-1:FOR i=0 TOD 3:FOR j=0 TD 2:FOR
k=0 T0 2

00 IF fali,j,hiCofati 0,00 THEN c=0
o0 NEXT:REXTtNEXT:RETURN

920 ° ##4%% SINGLE TWISTS ssexs

530 FOR i=0 T0 Ztholi)=fat0,n-1,i}:4al0,
n=1,i)sfad2, i 3-nlsfaf2,i,3-ni=fai3,2-i,
n-1)ifaid,2=1,n-1)=fald,2-i,n-1) 1 fa (4,2-
1,n=1)=ho{i ) :NEXT:FOR i=0 TD 2:PLOT 0,40
0,fa10,n-1,i)

40 MOVE pli0,n-1,1,0),p1(0,n-1,1,1):PRI
NT CHRS$(255);1PLOT 0,400,fa12,i,3-n):NOV
E pl(2,i,3-n,00,p1(2,i,3=n,1)tPRINT CHRS$
(252) 1 MOVE pl12,i,3-n,0),p112,i,3-n,1)-
161PRINT CHR$(251)3tPLOT 0,400,fa(3,2-1,
n=1)

3390 MOVE pl1(3,2-1,n-1,00,p1(3,2-i,n-1,1)
{PRINT CHR$(235);1PLOT 0,400, fal4,2-i ,n-
1V4MOVE pl(4,2-i,n-1,00,pl44,2-i,n-1,1);
PRINT CHR$(254); :MOVE pl (4,2-i,n-1,0),pl
(4,2-1,n~1,1)-14:PRINT CHR$(253);

360 MEXT:RETURN: REM  ABC

970 FOR 1=0 T0 Z:holi)=fai0,i,n-4}:fal0,

NT CHR$(234);:MOVE pl(1,n-7,1,0),p1¢1,n-
Ty li=16:PRINT CHR$1233);:PLOT 0,400,fa
(2,n-7,1)tHOVE pi(2,n-7,1,0},p1(2,n-7,1,
LV ePRINT CHR$(252);

630 MOVE pl(2,n-7,i,00,p1(2,n=7,i,1)-1b;
PRINT CHR$(251);:PLOT 0,400,fa(5,n-7,i):
MOVE pltS§,n-7,1,0),pit5,n=7,1,1) :PRINT C
HR$(232); :MOVE p145,n-7,i,0),pl (5,n"7,1i,
1i=16:PRINT CHR$(251);:PLOT 0,400,4al4,n
-7,1)

540 MOVE pli4,n-7,i,01,pl (4,n-7,1,1) :PRI
NT CHR$ (254);:MOVE pl{4,n-7,i,0),pl (4, n-
Tyi,1¥-1b:PRINT CHR$1253);

630 MEXT:RETURN: REM  GHI

640 FOR 1=0 TO 2tholil=fatd,n-10,i)14ald
n=10,id=fald,2=1 ,n=10) :fat4,2-1,n-10) =4
ald, 2-1,n-10) ¢ 62 (3,2-1 ,n=10)=f2(2,i,§2-n
lifalZyi,12-nt=holi) A NEXT:FOR i=0G 10 2:P
LOT ©0,400,fal0,n-10,1)

670 MOVE pli0,n=-10,i,0),pl{0,n-10,i,1};:P
RINT CHR$(255);:PLOT 0,400,fa(4,2-i,n=10
J:NOVE pli4,2-1,n~10,0),p1(4,2-1 ,n-10,1)
tPRINT CHR$ (234);:MOVE pl(4,2-i,n-10,0),
pl(4,2-1,n-10,1)-16:PRINT CHR$(253);

680 PLOT 0,400,fat3,2-1,n-10) s MOVE pl (3,
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2-1,n=10,0) ,p1 (3,21 ,n=10, 11 : PRINT CHRS$(
255 3:PLOT 0,400,¢a1(2,1,12-n) 1 MOVE pli(2,
i,12-n,0),pli2,i,12-n,1)sPRINT CHR$(252)
iMOVE pl(2,i,12-n,0) ,p1¢2,i,12-n,1)-161
PRINT CHR$(251);

490 NEXT:RETURN: REW  abc

100 FOR 120 TG 2:hoti)=fall,i,n-13):fall
Jdyn=130=fa(0,i,n-13 4210, ,n-13)=fa (s,
2= 1%=n)1fat5,2-i,15=n)eta(3,n=13,2-iM
fal3,n=13,2-1)=ho(i) sNEXTIFOR i=0 TO 2:P
LOT 0,400, fa(1,i,n-13}

710 WOVE pl(1,i,n-13,00,p}(1,i,n=13,1) 2P
RINT CHR¥ (254) ;1 HOVE plt1,1,n-13,00,p1 (1
yi0=13,11-16sPRINT CHR${253);:PLOT 0,40
0,fai0,1,n-131:KOVE pl10,i,n-13,0},pl {0,
i,n-13,1):PRINT CHR#$(255);:PLOT 0,400, fa
{5,2-i,15-n)

720 HOVE pli%,2-i,15-n,0),p1(5,2~1,15-n,
1) sPRINT CHRS$ (232) ; 1NOVE pl(5,2-1,15-n,0
)y pl18,2=1,15-n,1)=164PRINT CHR$ (251) 1P
LOT 0,400,fa(3,n=13,2-1)sM0VE pl (3,n-13,
2-1,0) ,p1 (3,n-13,2-1,1}:PRINT CHR$(253);

730 NEXT:RETURN: REM  def

740 FOR i=0 T0 Z:holi)=falZ,n-1é,i}sfal2
=16 i)sfall,n-16,10:¢all,n-1b,1) 2faid,
n=1é,i)tfald,n-1h,1 =42 (3,n-16,1)1fa15,n
=16,1)sholi) sNERT:FOR is0 70 2:PLOT 0,40
B, fal2,n=-16,1)

750 ROVE pl(2,n-14,1,00 ,p112,n-1b,i,1}:P
RINT CHR#(252);:MOVE pl(2,n-16,1,0),pil2
JN=bb,i, 11-16:PRINT CHRE(251);:PLOT 0,40
O,fafl,n=0&,i) s NOVE pl {l,n-1&,i,00,pltl,
n=16,5,L}PRINT CHR${254);

760 MOVE pl(1,n-18,i,00,pli1,n-16,i,1}-1
b:PRINT CHR$1253)3¢PLOT 0,400, ¢al4,n-18,
il:MOVE pl (4,n~16,1,0),pl{d,n=15,1,1}:PR
INT CHR$(254);:MOVE pl(4,n-16,i,01,pl 14,
n=16,i,1)=1bsPRINT CHR$(253);:PLOT ©,400
Hatd,n-16,1}

770 MOVE pl(5,n-16,1,0) ,pl13,n-16,1,11:P
RINT CHR$(Z52);sMOVE pl(S,n-16,i,00,pl(5
=161 ,1)=161PRINT CHR$(251):

780 NEXTIRETURM: REM ghi

790 ' adeey TITLE/INSTRUCTIONS sness

800 MODE O:BORDER 1:INK O,1:INK 1,24:CLS
sFOR i=3 7O {1:LOCATE i,i:PRINT *THE CUB
E*:NEXT:LOCATE 4,25:PRINT "instructions

COMPUTER GAMER JUNE 1986
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BI0 GOSLB 70:IF of="N" THEK 100 ELSE [F
Q¥<>"Y" THEN B10:ELSE WODE 1:CLS:PRINT *
INSTRUCT]ONS" :PRINT i

B20 PRINT * This is a simulation of the
famous cubepuzzle.You see a view of thre
e faces anda view of the hidden three fa

ces as seenfrom behind.

B30 PRINT:PRINT * You or the computer se
t the puzzle withup to 50 "twists’. The
n the cosputer oryou solve it in up to |
00 twists. If youget stuck or fail the c
omputer will takeyou back to the start
for ancther go orsolve it for you.

BAO PRINT:FRINT "Twists are entered as |

etters - small toturn one way and large

to turn the other

850 PRINT:PRINT:PRINT:PRINT:PRINT "PRESS
ANY KEY":6OSUB 70;60TD 100

860 ° #asss DATA PRINT POSITIONS seiss
B70 DATA 200,360,232,344,264,328,168,144
,200,328,232,312, 134,328,148, 312,200,296

e e

ANSTRAD

,120,310,152,292, 184,278, 120,278,152, 262
(184,244, 120,246,152,230, 184, 214,216,278
,248,294,280, 310,216,246, 248,262,280, 278
1216214, 248,230,280, 246

§80 DATA 432,264,464, 248,495,232, 400, 248
432,232,464, 216,368,232, 400,216,432, 200
(448, 366,480,348, 512, 334,448,334, 480,316
512,302, 448,302, 480,286, 512, 268, 352, 334
/384,350,416, 366, 352,302,384, 318,416,334
352,270,384, 286, 416,302

890 DATA 168,376,284,208,136,340,252,190
104,344,220, 174,232,376, 124,206, 264 , 360
(156,150,296, 344,188, 174,88, 306, 312,306,
88,274,312,274 88,241,312, 241
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KJC Games, Britain's leading F'I',r BY Mail company, introduces to you our new Play By Mail game of Xenophobia, Conquest, and Space Warfare called

il M 4

c;LpI:ul :Ea_ tures - : i sesy H‘iﬁﬁas
® A strategic space warfare game, completely computer g Fop JBM
mocderated. AR : : & Bes rf,_-}"_?ﬂs Game
® Approximately 35 players per game. e 8 4 e Eq ETHT,-;EE*“M:
@ Players design their own race’s characteristics and- " £ EEREISMML I

description. - . b F”gm G;,f%e,urm

® Construct bases on your planets for protection and S el 5 o

production.
iﬂgsign your own starships and build them at your star
ases.
® Expand your empire and conguer other races.
® An ‘advanced stage’ of the game introduces new
technologies of stargates and improved ship movement
capabilities. St
: e Capitol's simplified order formatsareeasy to™. ™ -’
= f——0 remember. No coding your orders onto computer card /'/: .
or other gimmicks. § v T —— .

e Capitol has an easy to understand rulebook, complete ‘$

with numerous examples. . - - e O

® Capitol was subjected to the largest playtest of ANY —
commercial PEM game. Over 100 players played over -
1500 turns of Capitol prior to release. . ‘ -

® Runs on an IBM PC, using 512K s
“Capitol is fast becoming the standard against which
other space warfare games are compared.” e O
® With each rulebook you receive a set of overlays to use ,%." "«
- = inmapping the game and moving ships. i
® Mapping Capitol is extremely interesting, using the
s computer printed maps you receive with your turn
resuits.
®No due dates. Capitol allows you four turns per month.
Most other computer moderated games have the usual
=, One turn every two weeks. = .
KJC Games has been running Play By Mail games for *
about five years now and our reputation for giving good,
exciting games and a first class service is second to none.
+Our team of professional Gamesmasters will usually reply 1
" o foyour turn within 48 hours. -
Readers in North America should write to Adventures By
Eﬂail.,t P? Box 436, Cohoes, NY12047, for information on
_Capitol. !

=
i

EARTH WOOD

23 players compete to be the 'y ultimate ruler by controliing all the developed
cities, either singularly or with an alllance. & typical game will last about
18 months, with the first knockouts usually starting after six months,

Each player is either a king of a fantasy race or a powerful charismatic character
You can recruit trolls, wildmen and control powerful creaturas such as dragons.
Your characters will capture and control cities, upon which you can spend gold to
Improve security, workshop production, defences, and maintain and enlarge
your army. With gold, your wizards undertake magical research. Spies search out
enemy strongholds and then attempt acts of sabotage, theft and assassination
These are just a few options available to a player In Earthwood.
Earthwood is computer moderated but the turn sheets and replies
are written in plain English
No need to look through complex charts and code books to understand this game

5 W
" g &'%‘.::‘ih‘,“ o _

Europe’s most popular Play By Mail game
- the fantasy campaign game with over
1.000 player parties already participating &
Ta enter, send £6.00 for rules, setup, first
three turns and copy of latest newsletter
Further turns £1.75 each i

i

Send to: KJC Games, PO Box 11,
Cleveleys, Blackpool,
Lancashire FY5 2UL

Welcome on - (0253) 866345

EARTH WOOD

Toenrolin ¥ Earthwood send a £5.00
cheque/PO payable to KIC Games

For this you receive the rulebook,
cetup and first three turns

Future turns are £1.50.

cheque/PO/International Money Order
payable to KJC Games. For this you will
receive the rulebook, setup and first two
turns. Each turn of Capitol costs £1.75 for
the first 60 orders. Each additional 30
orders costs 75p. European players are
wWelcome.
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by B Smith

To load this simply type LOAD *", it will run
automatically (side 1). Onee this has loaded
you are advised to read the instructions.
simply, the idea is to re-organise on plcture
Ftel'ldnasﬁtt&rget and then go on to the next
evel.
In all there are 4 pictures,
“HjIﬂI'"
umn
“Different”
Once you complete a level, you will be
given the code name for the next level.
To get a copy of the running game you
must do the following:--
STEP 1 — Enter listing One
3 Save this onto tape with
‘Save “Loader” Line 0
STEP & — Enter listing Two
This is the machine code for all the graphics
When entering this you are advised to
enter ons line of data which contains the
numbers, followed by the next lines which
%néw_tams the check sum.
1700 DATA “Letters x No.g"
1706 CHECE SUM
Unece you type the computer will ask you
for the line to start at, this is the line
number, which contains the letters x no.s,
ie. — 1700. then when you have typed in the
last line, you will be told to run the program
agamfmmﬂne 1700 — Using this as the
lina to start from.
Ifthis runs error free you should now save
this after your first listing.
BTEF 3 — Now enter listing Three
Save this with ‘S8ave “Game List”
Line O, after the machine cods,
which is after listing One.
STEP 4 — New the computar with
FRINT USR. O
Rewind and try it all out — Load ™
Listing 3 — this is a screen designer
program which will allow you to draw your
own pictures, which can then be loaded into
the running game . . .

| REM ## KIXER - D.SMITH %+

2 DIM K$(4): LET K8(Li="7"1 LET K$12)
="6"t LET K$(3)="5"s LET K$(4)="8"

3 60 TO 9100

4 60 TO 9000: BORDER 5: PAPER 41 CLS

3 BORDER 3: PAPER 5: CLS s DIM Al1&):
BI% Cl18)

6 IF LEVEL=] THEN RESTORE 20

7 IF LEVEL=2 THEN RESTORE 30

B IF LEVEL=] THEN RESTORE 40

7 IF LEVEL=4 THEN RESTORE &0

11 FOR X=i TO 1é

12 READ ACX),C{X)

COMPUTER GAMER JUNE 1988

‘llz\]ﬁll

13 NEXT )

20 DATA 170,170,180,171,182,172,171,17
3,178, 174,172,175,181,126,173,177,175,17
8,177,179,174,180, 183,181, 185,182, 184, 18
3,079,184,176, 185

30 DATA 186,1B5,196,187,198,188,187,18
9,194,190,108,191,197,1%2,189,193,191,1%
4,193,195,190, 194,199,197, 201, 198, 200, 19
9,195,200,192, 201

40 DATA 202,202,212,203,214,204,203,20
9,210,206,204,207,213,208,205,209,207,21
0,209,211,206,212, 215,213,217, 214,216, 21
3y211,216,208,217

60 DATA 218,218,228,219,230,220,219,22
1,226,212,220,223,229,224 221,225,223, 22
b,225,227,222,228,231,229,233,230,232,23
1,227,232,224, 233

100 REN

101 PRINT AT 0,0; INK 33 ERIGHT 1; PAPE
R &;"PLEASE WAIT..®

102 LET S=13 LET B=12; LET D=-4: FOR )=
C(1l 70 €l

103 POKE 23676,X1 LET BsB+d

104 PRINT AT 5,8; PAPER & ri= o 0%y
AT B EFSHAT 7,8 T ok L "4
T &8 14"

105 POKE 23676,A(8): LET D=D+4; LET S=§
t]

106 PRINT AT 5,D; PAPER &" mis= 0%y
AT &, 03" EEF AT 7,0 T o= LA
180"t

107 MEXT X

108 LET B=12: LET D=-4: FOR X=C(5) TD C
18}

107 POKE 23676,X: LET B=B+4

110 PRINT AT 9,B; PAPER 'R 0%y
AT 10,B"EF SH" AT 1By o
AT 12,8 it

111 POKE 23676,RA(S}: LET D=D+4; LET S§=5
+]

112 PRINT AT 9,0; PAPER & riE 20
AT D EFcHMT 1L, T ok
AT 12,0 Hta O !

L13 NEXT X

114 LET Be12: LET D=-&: FOR X=C{9) T0 €
(12)

113 POKE 23676,X: LET B=B+4

116 PRINT AT 13,B; PAPER &;* i "
AT I, EF GH"AT 153" T kL
"1AT 16,83 1t ="

SPECTRUN

117 POKE 23b676,A18):
+l

L1B PRINT AT 13,D; PAPER &" v "
AT M0 EF St 150 Tk
“1AT L& D

L19 NEXT X

120 LET B=12: LET D=-4: FOR X=C(13) TO
Cl1é)

121 POKE 23676,1: LET BaBed

122 PRINT AT 17,B; PAPER 4" =& 0"
A I8 EF SH"AT 19,0 T oL
"1AT 20,8} it

123 POKE 23676,A15): LET DsD+4: LET S=§
+l

124 PRINT AT 17,0y PAPER &;" vies ("
JAE I, EF SH"AT 19,0y T oKL
“tAT 20,04 4"

125 NEXT X

126 PRINT AT 4,0; PAPER &; INK 5; BRIGH
T “iA
T 21,05 INK 8;°

LET D=D¢4: LET Se§

127 PRINT AT 0,0; PAPER 5; INK 0; BRIGH
T 1;"TARBET = ";TARGET;"."

|28 LET MOVES=0

129 FOR N=0 TO 20: BEEP .02,N: WEXT N

130 PRINT AT 2,0; PAPER 5; INK 0; BRIGH
T 1;"MOVES = ";MOVES;".*

131 LET X=13 LET ¥=i

133 FOR N=1 TO 20: BEEP .02,N: NEXT N:
LET At1)=0: LET Cli=0

[34 PRINT AT 5,0; PAPER 4;"
A LU

135 PRINT AT 21,0;
HT 1;°

140 DIN AS{4, 4

141 LET A$(])=" ppruessm—g: ,

LET as{2)="} |

LET A$(3)
1 ™M
P

L44 PRINT AT 5,07 PAPER 4;A%(1);AT &,0;
A$(2) ;AT 7,0)A$(31;AT B,0;A8(4)

- B
3

"IAT &,0

;AT B,0;" .

INK B; PAPER &; BRIG
[ ]

LET AS{4)=" R



150 LET I#=INKEY$

151 IF 1#="" THEN 60 T0 192

152 IF I#=K$(]) AND Y(A THEN 6O TD 200

153 IF 1$=K$(2) AND Y}| THEN 60 TO 2190

IS4 [F 1#=k$(4) AND X>| THEN G0 TD 220

155 [F 14=K$(3) AND X¢4 THEN B0 TO 230

156 IF I$="A" THEX 60 70 3000

157 [F I$="Q" AND Y=| THEN G0 TO 3200

158 IF I#="Q" AND Y=2 THEN 60 TO 3250

159 IF I#$="0" AND Y=3 THEN &0 TO 3240

160 IF I#="Q" AND Y=4 THEN 60 TO 3270

16! REM

162 IF 1#="P" AND Y=1 THEN G&O TO 3500

163 IF 1$="F" AND Y=2 THEN &0 TO 3350

164 IF I4="P* AND Y=3 THEN 60 TD 3560

b6 IF 1$="P* AND Y=4 THEN 80 TO 3570

190 REM

191 PRINT AT 2,03 INK 03 PAPER &; BRIGH
T 1;*MOVES . *jMOVES;"."

195 REM

194 FOR R=1 TO 14

197 IF A(R}{)CIR] THEN 60 70 199

198 NEXT R: 60 TO 2000

199 60 T0 150

200 REM ## NOVE DONN ##

201 G0 SUB 1000: LET A(DI=A{N)1 LET AIN
J=()

202 POKE 23676,A(0)

203 LET PAP=h: LET P=Y#d¢l: LET Pl=i#d-
&: LET E=(Y#4)-4+fs IF ALE)=C(E} THEN L
ET PAP=4

204 PRINT AT PPl PAPER PAP}" mE [
"tAT P+, Pl;" E F S H4%AT P42,P13" T
b 1"y AT P43, P1
3O

209 PRINT AT P+4,Pl; PAPER 4;AS{L)3AT P
#5,P1iAS(2) AT P+b,P1yASI3)JAT P+7,P1;AS
(4}

206 LET YaY+|

207 LET NOVES=MOVES+i: 60 TD 190

210 REM #+ UP 2

211 60 BUB 10201 LET A(D)=AIN): LET A(N
J={

217 LET PAP=by LET P=Y#d+ly LET Plek#d-
&y LET En{Yed)-4+¢X: IF A(E)=C(E) THEN L
ET PAP=d

213 POKE 234674,A10)

214 PRINT AT P,PL; PAPER PAP}" m=
“IAT Pei P1}" EF S H"RT Po2,PL" T 0
F L "pAT P+3,P1
eI e =

215 PRINT AT P-4,P1; PAPER 43A$(1);AT P
=3, PL}A$(2) ;AT P=2,P1;A8(3) ;AT P-1,P1;A%
(4}

216 LET Y=Y-|

217 LET WOVES=MOVES+l: 60 70 190

220 REM #% LEFT =

221 60 SUB 104t: LET A(D}=RIN)1 LET A(N
=)

227 LET PAP=p: LET PxY#dtly LET Plsl#d-
&1 LET E={Y#d)-4+1: IF A(E)=C(E) THEN L
ET PAP=4

113 POKE 2347h,A1D)

224 PRINT AT P,Pi=4y PAPER 4jAS(1);AT P

+1,P1-4;A$12) AT P+2,P1-4;A8(3) AT P3P
1-4;A8(4)

223 PRINT AT P,PI; PAPER PAP;" =512

"1AT P+l Pl " EF G- AT P42,P13" T

k. L-"JAT P+3,P]
Rl e =]
226 LET X=)-1

227 LET MOVES=MOVES+1: B0 TO 190
250 REN ## RIBHT ##

231 B0 SUB 1100

252 LET PAP=br LET A(D)=AIN}: LET A(N)=
0: LET PoYadely LET PinXed-4: LET E=(Y#4

)-4+X1 IF A(E)=C(E)} THEN LET PAP=4
253 POKE 23670,AL0)

254 PRINT AT P,P1; PAPER PAP|" RO
“JAT P+LPY " EF G H"JAT P42, P13 T

e L "jAT P+3,P]
HroP

253 PRINT AT P,P1+4; PAPER 4)AS$(1)jAT P
+1,PI+4 RS (2) JAT P2, PI+41AS(3) JAT P+3,P

{+4; A814)
75 LET Y}l

237 LET MOVES=MOVES+l: B0 TO 190

1000 REM

1001 IF 1)1 THEN
1002 1F Y=1 THEN
1003 1F Y«2 THEN
1004 IF Y=3 THEN
1003 RETURN

1006 IF X>2 THEN
1007 IF Y=1 THEN
1008 IF Y=2 THEN
1009 IF Y=3 THEN
1010 RETURN

1011 TF X>3 THEN
1012 1F Y=i THEN
1013 IF Y=2 THEN
1014 TF Y=3 THEN
1015 RETURN

1014 IF Y=1 THEN
1017 1F Y=2 THEN
1018 IF Y=3 THEN
1019 RETURN

1020 REM #» UP %+
1021 TF I)1 THEN
1022 IF Y=2 THEN
1023 IF Y=3 THEN
1024 1F Y=4 THEN
1023 RETURN

1027 1F X2 THEN
1028 IF Y=2 THEN
1029 1F Y=3 THEN
1030 1F Y=4 THEN
1031 RETURN

1032 1F X3 THEN
1033 1F Y=2 THEN
1034 1F Y=3 THEN
1033 1F Y=4 THEN
1036 RETURN

1037 1F Y=2 THEN
1038 1F ¥Y=3 THEN
1039 IF Y=4 THEN
1040 RETURN

60 TO 1004

LET Ned: LET 0=l
LET N=9: LET O=3
LET N=i3s LET O=9

60 TD 101}

LET N=é: LET D=2
LET N=10: LET Q=&
LET N=14: LET D=10

60 TO 1016

LET N=T: LET Oe3
LET N=11: LET O=]
LET N=13: LET O=1!

LET N=B: LET 0=4
LET N=12: LET D=8
LET N=ié: LET D=i2

60 TO 1027

LET N=1: LET 0=3
LET N=3: LET 0=9
LET N=%1 LET D=13

60 TD 1032

LET N=2: LET 0=
LET N=&i LET D=i0
LET NelG: LET D=i4

60 T0 1037

LET Ne3: LET 0=7
LET N=71 LET O=l1
LET Nsil: LET O=13

LET N=43 LET D=B
LET N=8: LET O=12
LET N=12: LET O=ié

1041 REM ## LEFT #+

1042 IF Y)1 THEN
1043 IF X=2 THEN
1044 [F X=3 THEN
1043 IF X=d THEM
1046 RETURN

1050 IF Y2 THEN
1031 IF I=2 THEN
1032 IF I=3 THEN
1033 1F I=4 THEN
1055 RETURN

1060 IF Y>3 THEN
1061 IF X=2 THEN
1062 IF X=3 THEM
1063 [F =4 THEN
1065 RETURN

1070 IF I1=2 THEN
1071 IF X=3 THEN
1072 IF X=4 THEN
1075 RETURN

1100 REN

1101 IF Y31 THEN
1102 IF X=} THEN
1103 1F X=2 THEN
1104 IF X=J THEN
1105 RETURN

1110 IF Y)2 THEN
1111 1F X=1 THEN
1112 1F X=2 THEN

1113 TF X=3 THEN
1114 RETURN

1120 IF Y>3 THEN
1121 IF X=1 THEN
1122 IF ¥=2 THEN
1123 IF X=3 THEN
1125 RETUAN

1130 IF X=1 THEN
1131 IF X=2 THEN
1132 [F X=3 THEN
1133 RETURN

2000 REM

2001 PRINT 4T 21,4 INK 3; FLASH 1; BRIGH
T 13" WELL DONE.. *1 FOR Nal TO 20: BEEP

B0 TO §050

LET 0=2: LET Ns|
LET 0=3: LET N=2
LET Q=4 LET N=3

B0 TO 1080

LET D=b1 LET N=3
LET O=7: LET N=b
LET O=B: LET Ne?

60 T0 1070

LET D=10: LET M=%

LET Os11: LET Ne10
LET D=i2: LET Nsll

LET O=14: LET N=iJ

LET O=15: LET N=14
LET D=1&1 LET N=!3

B0 TO 1ti0

LET G=1t LET M=2
LET O=2: LET N=3
LET O=3: LET N=4

B0 T0 1120

LET D=5 LET N=b
LET O=b; LET N7
LET 0=7: LET N=g

B0 TO 1130

LET 0=%: LET N=10
LET O=103 LET N=li
LET D=i1: LET N=i2

LET 0=13: LET N=i4
LET O=14: LET N=13
LET O=151 LET N=lé

.02,M: NEXT N: PAUSE 230
2002 FOR N=0 TO 200: NEXT N

2003 CLS : PRINT AT 1,0;"MIXER - BY D.5M
ITH 1983.."

2004 PRINT AT 4,0;

2005 IF MOVES)TARGET THEW PRINT INK 3;
FLASH 1} BRIGHT 1;"YOU HAVE COMPLETED T

HIS LEVEL, BUT TOD MANY MOVES...®

2006 IF MOVESC<TARGET THEN PRINT INK J;
FLASH 8; BRIGHT 1j"MELL DONE..... NEXT L

EVEL: .o "

2007 IF NOVES=TARBET THEN PRINT INK 2
FLASH 1; BRIGHT 1;"YOU HAVE JUST MADE I

e

2008 IF WOVES)TARGET THEN 60 TD 2100

2009 IF MOVES{=TARBET THEN B0 T0 2200

2010 80 TO 2010

2100 REM

2101 PRINT AT 15,0;" DO YOU WISH TO TRY
T0 COMPLETETHIS PICTURE ABAIN WITH A HI

GHERTARBET..."

2102 PRINT AT 18,0 INK 0; PAPER 4;°Y -
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FOR YES." '°N - FOR WNO."

2103 POKE 23658,8: IF INKEY#="Y" THEN L
ET TARBET=TARGET+20: B0 TD 35

2104 TF INKEY$="N" THEN RUN

2105 60 T0 2103

2200 REM

2201 PRINT "'’

2202 IF LEVEL=4 THEN PRINT "YOU HRVE CD
MPLETED ALL FOUR LEVELS..."s FOR k=
| TO 201 BEEP .02,X: NEXT X: PAUSE 250:
RUN

2203 LET LEVEL=LEVEL+]

2204 60 SUB 2300

2205 PRINT "PICTURE CODE - "j: FOR N=L T
O LEN O%: PRINT CHR$ (CODE OS(N)+2);: NE
ITN

2207 PRINT """ “ANY KEY."

2208 PAUSE O: RESTORE 20: €0 TO 3

2300 REM

2301 [F LEVEL=2 THEN LET O#="ON7AC"
2302 IF LEVEL=3 THEN LET 0$="Q0S?PCQ"
2303 1F LEVEL=4 THEN LET O#="BBDDCPCLR"
2305 RETURN

3000 RER

3001 POKE 23474,255

3002 RESTORE 3010

3003 FOR X=USR *A™ TD USR "C"+7: READ A
POKE X,A: NEXT X

3010 DATA 124,126,126,126,126,126,126, 12
6,60,60,60,60,60,60,80,40,24,24, 24,24, 24
,24,24,24

3011 LET §P=}

3020 FOR X=3 T0 20

3040 PRINT AT X,0; INK 5; BRIGHT I}

3050 IF SP=1 THEN PRINT "mimEmAA
HHHFHARRARRY

3060 IF SP=2 THEN PRINT "‘BEEEEEBE
EEEEBEEB"

B Mooy 168 el vl B0 060 W R

3071 IF SP=4 THEN PRINT *

3075 BEEP .05,1

3080 NEIT X

3090 LET §P=SP+1

3100 IF SPCS THEN 60 TO 3020

3110 ‘PRINT AT 21,2; INK 3; BRIBHT 1; FLA
§H 1;"PICTURE HAS BEEN ABANDONED.®

3120 PAUSE 10: FOR X=i TO 20: BEEP .02,X
: NEXT X

3130 PAUSE 50: RUN

3200 REX #% WRAP AROUND s+

3201 LET PAP=b: LET Tsl: LET S=I; LET Ds
AUt LET ACEI=A(2): LET A{2)sA(3H: LET
A(3)=A(A): LET A(A)=D: LET XsX-13 IF Xs0
THEN LET X=4

3202 LET Es(Y#d)-44X1 IF ALEI=C(E) THEN
LET PAP=4

3210 LET Pais FOR Ns§ T §+3

3215 LET PAP=g1 IF A(N)SC(N) THEN LET P
AP=4

3221 IF A(N)=0 THEN PRINT AT Ted+!,Ped-

_ 4; PAPER 4;AS(1)JAT Tade2,Pud-4;A$12) ;AT
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ToA+3, PrA-R1 A8 (3) AT Ted+d Pri-4;A8 (1)
3222 TF AINICYO THEN POKE 23676,A(N): P
RINT AT Ted+l,Ped-4; PAPER PAP;" oL
"1AT

Ted+2 Prl-4; " £ F 15 AT T4+, Prd-4
1P TR L TSAT TRARA PRA-4; " ity D et
3229 LET P=P+1y NEXT N
5230 LET MOVESsMOVES+(LEVEL#3)

3240 B0 T0 1%0
3250 LET T2y LET 851 LET 0=A{5): LET 4

(3=R{b)t LET R(&)=A[T7)12 LET Al7)=R(8):
LET A(B)=0: LET IsX~11 IF X=0 THEN LET
(ud
3251 BD TO 3210
3260 LET T=3: LET S=9: LET O=A(9): LET 4
(9)=A(10): LET A{10)=A¢11)e LET AC1L)=Af
12)s LET AU12)=0y LET X=X-1: IF X=0 THEN

LET X=4
3261 60 TO 3210
3270 LET Tedy LET S=13: LET O=A(13): LET

ACLTI=A{14)1 LET ALI4)=A{1S)1 LET ALLS)
=A(16)t LET A(16)=0: LET XmX-l: IF X=0 T
HEN LET X=4
3271 60 TO 3210
3500 REM
3501 LET Tal: LET S=iy LET O=A(4): LET A
(8)=A(3)e LET A(3)=A{2)¢ LET A(2)=A(1)2
LET A(1}=D: LET X=X¢1y [F =5 THEN LET
Is]

3302 BO TO 3210
3350 LEV T=2: LET S=35: LET O=A(B): LET A

(B)=A(7): LET AL7)=A(4): LET Alb)=ALS):
LET A(S)=0r LET X=X#13 IF X=3 THEN LET
I=]

SPECTRUM

3010 RUN

89%9 ST0P

%000 BORDER &1 PAPER 31 CLS

9001 FOR X=i TO 20: BEEP .02,X: NEXT X
§002 CLS.

7003 LET A»-3: FOR X=170 TO 173

¥004 POKE 23476,X: LET AsA+d

7005 PRINT AT 4,R; PAPER &;" =& 0%y
AT S,M3"EF S H"jAT b,A3" T ik L_"}A
THA " HMHOR

T004 NEXT X

%007 LET A=-3: FOR X=L784 T0 177

9008 POKE 23676,11 LET A=A+d

7009 PRINT AT B,A; PAPER &;" =i 0oty
AT A EF SHTAT 10,A)° T o L
AT L1, 1Pt

%010 REXT )

9011 LET A=-3: FOR X=178 TO 18!

9012 POKE 2347&,X: LET AsA+4

9013 PRINT AT 12,A; PAPER 4" i "
AT 15, EF AT M T Ok
AT IS, M i

9014 MERT X

9015 LET A=-J1 FOR X=1B2 TD 1BS

9016 POKE 23676,X1 LET A=A+4

9017 PRINT AT 1&,A) PAPER 4" ="
AT 1T A "EF S AT 1B,A" T otk L.
AT 19,  tird e et

018 MEXT X

9020 FOR X=3 TO 20: PRINT AT X,0; INK &

MIXER

J351 €0 TO 3210

9960 LET T=3: LET 5=91 LET O=A(12)1 LET

ACIZ)=R{11): LET A{11)=A{10)s LET ALi0)=

AL9): LET A{9)sD: LET X=X+11 IF X=5 THEN
LET X=]

3361 B0 TO 3210

3370 LET T=d; LET 8=131 LET D=A(1&}: LET

RUL&)=A(ES) s LET ACIS)=A{14): LET A(L4)

=A(13) e LET AC13)=0; LET X=sX+i: IF X5 T

HEN LET Js]

3371 B0 TO 3210

00 REM #+ LDAD #+

3001 INPUT "ENTER FILE MAME..";Ns

3002 IF LEN N$)10 THEN 60 TO 5001

3003 INPUT "ENTER PICTURE N0 - 2 TD 4.

L

3004 IF NOCZ OR NOX4 THEN B0 TO 5003

3005 IF NO=2 THEN LET PLACE=47704

2006 IF ND=3 THEN LET PLACE=51800

5007 IF NO=4 THEN LET PLACE=558%&

5008 PRINT 1 PRINT "PLEASE WAIT LOADING

t "INS

5009 LOAD N# CODE PLACE, 4000

INVERSE 1; BRIBHT 13 *;AT X,17;" *;AT
3,0-3;* *;AT 20,X-3;" *: NEXT I
9024 PRINT AT 3,20; INK &; PAPER 3; BRIG
HT 1;*CODE NAME."®
9025 LET Aw20
9026 PRINT AT 6,203 INK 3; BRIBHT 1 PAP
EH EII [ ]
9027 PRINT AT 4,205 INK b; PAPER 4j°*"
9028 LET N$="
9029 LET A=20

9030 PRINT AT &,20; PAPER 4j*~*

7031 LET [$=""
T033 LET I$=INKEYS$

9036 IF 1$="" THEN B0 TO 5035
9040 IF 1$=CHR$ 13 OR AX30 THEN 60 TO 9

Y




9043 IF 1$=CHR$ 48 THEN PRINT AT 4,20
INK 3; BRIBHT 1; PAPER &;" g 35

ET N$=""1 LET I#="": LET A=20: BO 7O 902
1

7050 PRINT AT &,A; PAPER 4;1#;"~"

9058 FOR N=( 7O 10: NEXT N

9059 LET A=A+l1 LET D=CODE I$r LET Né=N$§
+CHR$ (D-2)

%060 B0 TO 9035

9070 REM

9071 IF N$="" QR N$="KEVCP" THEN LET LE
VEL=1: LET TARBET=200: 60 T0 §

7072 IF N$="QGN?AC* THEN LET LEVELe2: LE
T TARGET=260: B0 TD §

9073 IF M$="QOS7PCO" THEN LET LEVEL=3:

LET TARGET=00: 60 TD 3

9074 1F N$="BGDDCPCLR" THEN LET LEVEL=4
t LET TARBET=140: B0 TO §

9090 PRINT AT 10,20; INK 3; BRIGHT 1; Pa

PER &;"SORRY....": FOR X=1 TO 20: BEEP .,

0Z,X: NEXT X: 6O TD 9000

9100 BORDER 7: PAPER 7: IMK 0: CLS

F110 PLOT 0,162: DRAN 235,0: DRAN 0,-12:
DRANW -233,0: DRAW 0,12: DRAW 0,0

9112 LET DIR=l: LET P0S=l

9113 LET Xed; LET Ys}34

%116 PRINT AT 2,POS;" WIKER...BY D.SMITH
1985 *

9117 PRINT AT 7,2; INK 3; FLASH 1; BRIGM
T 1;"..0PTIONS.."

9118 IF DIR=1 THEN LET POS=P0S+1: IF PO

§=3 THEN LET DIR=0

9119 IF DIR=0 THEM LET POS=POS-1: IF PO

S=1 THEN LET DIR=!

9120 BEEP .02,2

9121 POKE 236358,8

7122 IF INKEY$=*1" THEN

9123 IF INKEY$="P* THEN

7124 IF INKEY$="D" THEN

9125 IF INKEY$="Q" THEN STOP

$126 IF INKEY$="L" THEN B0 TO 5000

7130 PRINT AT 10,0;"1 - INSTRUCTIONS," "
*P - PLAY GAME," '"D - DEFINE KEYS,"'''L
- LOAD PICTURE,""'"@ - QUIT PROGRAM...®
9150 B0 TO 9116

5299 ST0P

9300 REM #% INSTRUCTIONS #4

7301 CLS

9302 PRINT AT 0,3;"Mixer - By D.Saith 19

8. *

9303 PRINT '°® The idea of the game is t
0 Recrganise a screen display, wh
ich the computer will display.”

9304 PRINT " There a four different scr

een displays, but you only know the fir
st code nase for level one. ( - MIXER -
; T

9305 PRINT “* Once you complete a level

ad
y(

80 TO 9300
60 10 4
g0 70 9500

—ﬁ

you will be given the code nase for the

next level.®

9306 PRINT '* But tocosplete a level you
sust beat a target, which is setat a

cetain amount.If however you go over
the target you will be able to attespt t

he same screen with a higher target.

7307 60 SUB 9990
9308 PRINT ‘*WOVEMENT..."
9307 PRINT * ppemmem=g To sove,you use t
he cursor @ B keys.,
B &

To sove a piece of the | S——
uzzle which is on the Right han
d side

sisply press the B key.."

9310 PRINT * The best way to work the ke
ys out is by practice..’
7311 PRINT *Scrolling...

To
scroll left press @, To scroll ri
ght press W, To abandone the curr
ent screen press 'A’..."

9312 PRINT “Note:
When you type in the code name
for the level, if you make an error sis

ply press the 0 to rub out the mistake,
b

§313 G0 SUB 9990

7314 RUN

7200 REM ## DEFINE KEYS e+

9301 CLS

9302 PRINT AT 0,5; INK 3; FLASH 1;"KEYS.

9503 PRINT AT 3,2;°UP...*3s INPUT K$(1):
PRINT K$(1)

9504 PRINT AT 5,2;"DOMN...";: INPUT K812

bt PRINT K$(2)

9505 PRINT AT 7,2;"LEFT...";: INPUT K$(3
)t PRINT K$(3)

9506 PRINT AT §,2;*RIGHT...";: INPUT K$¢

A1z PRINT K$(4)

9507 PRINT AT £1,2; INK 3; FLASH 1j°FINE

D KEYS..."®

9508 PRINT AT 13,2;"SCROLL LEFT,..Q%jAT
15,2; *SCROLL RIGHT,,.P*;AT 17,2;"ABORT 6

WHE, . . A*

9309 INPUT *OK.....Y/N..."}V$

9510 IF ¥$="Y* THEN 60 TO 4

9511 60 TO 9500

9990 PRINT #1j"ANY KEY...": PAUSE 0: CLS
1 RETURN

LISTING 2

10 REM ## MIXER - D.SMITH &

SCREEN DME.....
20 REM
21 LET B$="FFFFFFFFFFO00000": LE
T Co="FBFEFEFBFEFBFBFE": LET D#="1
FIFIFIFIFIFIFLF®: LET E#="FF81BDED
BOBDBIFF*®: LET F#="FFai8ig1818181F

F*s LET E#=*000000FFFEFFFEFF "y
LET H$="0000000000000000"
30 POKE 23676,170
J9 REW s# REMEWBER THE NO. TO  ENTER
IS THE LINE NUMBER BEFORE THE CHECKSUM
LINE, .. %+
40 PRINT “ENTER LAST DATA LINE ND.TD C
HECKDATA. . 1Es= 1700" ' "*THE LINE N0. BEFQ
RE THE CHECKSUM®: INPUT "NO..."j)
&1 LET A=10s LET B=l11 LET Cel2: LET D
={T1: LET E=14: LET F=i5
43 CLS : PRINT AT 0,0;"STARTING AT LIN
E "1}
S0 LET LINE=)
31 LET OLD=X/10
53 RESTORE LINE
&0 FOR Y=X/10 T0 233
63 POKE 23674,Y
70 READ A$,CHECK
B0 LET StM=03 LET N=D
$0 F A$="" THEN B0 TO 200
100 POKE USR "A"+N, 152VAL AS(1)+VAL AS|
2}
110 LET SUM=GUM+l&6aVAL A$(1)+VAL A$(2)
120 LET N=N+|
130 LET A$=A$(3 10 )
140 60 T0 990
200 REN #® CHECK ##
210 IF SUMCYCHECK THEN PRINT "ERROR IN
LINES "jLINE;" TO ®;LIME+S;".": STOP
220 PRINT "LINES "jLINE;" TD *;LINE+Y;"
ARE DK..."
230 LET LINE=LINE+10
240 MEXT ¥
250 REN ## SAVE &+
255 IF OLDCXL170 THEN B0 TD 300
260 PRINT ' "“MELL-DOME,.."'"“8ET READY
TO SAVE ORAPHICS AS  MACHIME-CODE....

270 PRINT #1;"WHEN READY - ANY KEY,.':
PAUSE ¢

280 SAVE *CODE 1* CODE 43608,20384

290 PRINT """ALL FIMISHED..,®

299 STOF

300 REN

310 PRINT "' “"MELL DOME..."''''"NOW RUN

IT AGAIN FROM 1700......THEN YOU CAN SA
VE IT AS CODE...."

313 PAUSE O3 PAUSE ¢

320 RUN

1600 REM +% DATA LINES ##

1700 DATA "FFFFFFFFFFBFBFBFFFFFFFFFFO000
OOFFFFFFFFFFOO00O0FFFFFFFFFFO00000FBFBFS
FaFaFaFar 8000000000000000000000000000000
000000000000000000F BF BFBF BFBFBFBFE070707
0707070707C0EOFOFBFCFEFFFFO3O70F IF 3F TFFF
FFFEFBFBFBFBFBFBFBOTO7070707070707FFFFOF
CFCICICICOFFFFFBFIEICIAI03"
1705 DATA 17843
1710 DATA “FFFFFFFFFFOO00Q0FFFFFFFFFFO00
O00FFFFFFFFFFOO0000FFFFFFFFFFO0000000000
COO000000000 00000000 0000000000 0000000000
0O00000000000000000EOEOEOEOEQEDEDE DOOOO)
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ITER

EFQ

1D

LIN

A (

!

IN

Y

UK
SA

00
F8
00
b7
FF
DF

=SS S

b

0000000000000000000000000000000000000000
OOOEOEOEOEOEOEOEQCEOC101010100000000FFFFF
FFFO3030303FFFFFFFFFOFOFOFO"

1713 DATA 11700

1720 DATA “FFFFFFFFFFO00000FFFFFFFFFFO00
QOOFFFFFFFFFFO00000FFFFFFFFFFO0000000000
0000000000000000000000000000000000000000
0000000000000000000000000000000000000000
¥0000000000000000:00000000000000000000000
OO0OESEIESEI01010000E1EIEIFIFIFFFFFFFIFIF
IFIELELCICIFFFFFFFFFFFOFOFO™

1723 DATA 11731

1730 DATA “FFFFFFFFFFO00000FFFFFFFFFFO00
0QOFFFFFFFFFFOQO0OOFFFFFFFFFFIF IF LF0O0000
0000000000000000000000000000000000000000
GOOLFIFIFIFIFIF LF LFO00000000000000000000
0000000000000000000000000001F IFIFIFIFLF]
FLFFBF8FBFBFBO00000FFFFFFEOEOEOEOF FEOF OF
B7C3CICTCFBIFIFIFIFLFLFIFLF

135 DATA 10421

1740 DATA “FBFBFBFBFBFBFBFBOTOTCTOT0T0T0
107C0COCOCOCOCOCOCO0303030303030303FBFBF
BFOFBFBFBFBRTCTEFFFFFFEFCFBCOCOCOBO00000
00003030301 00000000F 8F BF BF BF BF BF BF 800000
0000000000000000000000000000000000000000
O00FCFCFAFAFSFIFBFBO70708081010E0E001018
28244443838C0C02020111 10EQE"

1743 DATA 13647

1730 DATA "EQEOEOEOEOEOECECOO0000C000000
0000303030303030303F OF OF OF OF OF OF OF OE1E3E
FFFFFTFIF LFO00000000101010103030303FFFFF
FEFFOFOF OF OFFFFFFFF000000000000000000000
0000000000000000000000000000000000000000
00070708888040403031C1C22224141808007070
BOBLOI0EOEQOOI01B28244443830"

1735 DATA 10214

1760 DATA "00000000000000007F 7F 3F 3FIFIF7
FIFB181010101018181FOFFFFFFFFFFFFFFO0000
10JESESEIEIFFFFFFFIFIEIEICOCICIEIEIFIFIF
IF 1FOF OF OFFFFFFFFFF000000000000000000000
00000000 00000000000000000000000000000000
000COCO20201 11 1QEOET0708B8B040403031CIC2
2224141808007070B0BL010EOED"

1763 DRTA 11943

1770 DATA *00B0BOBOBOBOBOBIFFFFFFFBFCFEF
FFFFOEQCOO0QOC0Q0BOLIFLIFLFIFLFIFIFIFOO000
OF BF BF BFBFBF 7F 3F 1 FOF OF OF OF OLOEQF OFBTL3EL
FOFLFLFLFLF LF iF LF LFO000G0000000000000000
0000000:00000000000000000000LF IFIFLFIFLF!
FIFO101826244443838C0C020201 11 10E0E70708
B8B04040303LF IFSFIFSFIFIFSF®

1775 DATA 10986

1780 DATA “FBFEFBFBFBFBFBFB0000000000000
00000000000000000000000000000000000F BF BF
BFBF BF BF 8F B00000000000000000000000000000
(000000000000000000F BF BF BF BF BF BF BF 800000
0000000000000000000000000000000000000000
(00F 8F BFBFBFBFBFBFBFF7F3F LFOFOFOFOFFFFFF
FFFFFFFFFFFBOCOEOFOFBFCFCFC™

1785 DATA 12300

1790 DATR "00000000000000000000000000000
0004000000000000000000000000000000000000
(000000000000000000000000000000000000000
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00OFC8281818284B8F0000000000000000000000
0000000:000000000000000000008B84B28181818
ZFC0000000000000000000000000000000000000
000000000000000000000000000"

1795 DATA 2443

1800 DATA "00000000000000000000000000000
500000000000000000000000000000000004 1414
12121221 41800000000000000000000000000000
0000000000000000000101010202040404000000
0000¢00000000000000000000000000000000000
0000000000000000000000000000000000000000
000000000000000000000000000"

LB0T DATA 643

1810 DATA *00000000000000000000000000000
00000000000000000001F LFIF LFLF IF IF1F 00000
(000000000000000000000000000000000000000
O0OLFIF LF IFIF 1F LF IF000000000000000000000
0000000000000000000000000001F LFIFIFIFLFI
F1F0000000000000000000000000000000000000
00000000000LF IFLFLFIFLFIFIF®

1815 DATA 992

1820 DATR "FBFBFBFBFBFBFBFBOFUFOFOFOFOFO
FOFFFB0B080B0B0B0BOFCFCTCTCICICTCTCFEFBF
BF BF BF BFBFBOFOFOFOF OF OFOFOFB0B0B0BOBOBOE
0B07CTCTCTCTCICICTCFBFBF BFBF BFBFBFBOFOFD
FOF LF3FTFFFBOBOBOFFFFFFFFFF7CTCFCFBFOEOC
OBOFBFBFBFFFFFFFFFFOOU000FFFFFFFFFFO0000
QFFFFFFFFFFOQOQ0OFFFFFFFFFF®

1825 DATA 20178

1830 DATA "00000000000000000000001FIF7FF
FFFO10307FFFFFFFFFFO00000101814121100000
00000000000F BF OF OF OF OFBTF 3FO00000000000F
CFE10101010101010100000387C7C7CIBO0LFOFO
OBOCOFFFFFFFFFFOFOFOFFEFCFB1010101010101

SPECTRUMN

00000000000010304081020408080C0201 008040
201FBFBFBFEFBFBFBFBO101010103030505"
1865 DATA 13237

1870 DATA "FFFFFFFFFFOO0000FFFFFFFFFFO00
QOOFFFFFFFFFFOO0Q000FFFFFFFFFFO0000000000
0000800000800000000000000000000000000000
0000000000020:0000000000000000001 08000000
G00004 0000000001 006000000000000000800000
00080808080COCOADAOO00G00000000000080000
(000200000010000000400000001*

1873 DATA b762

1880 DATA “FFFFFFFFFFO00000FFFFFFFFFFO00
QOUFFFFFFFFFFOQ0000FFFFFFFFFFO0000000000
0000008000000000000001000000000000000000
00000000000040000000000000000000006000000
0200000000000200000000002000000000000100
0008000000020000001000000001 000000000000
010000000000100000010000000"

1883 DATA 5420

1890 DATA *FFFFFFFFFFOO000CFFFFFFFFFFOO0
OOOFFFFFFFFFFOCO00OFFFFFFFFFFLFLF LFO0000
0100000000000000000080000000000000000000
0QOIFIFIFLFIFIFLIFIFOO000G100000000200001
00000000000030307070FOF IFAFFFFFFFFFFFFFF
FEFGOQ041000000000000100008000000003F 3F3
FIFAFOFOFQO7FFFFFFFFFFFFFFFF®

1895 DATA 10048

1900 DATR "FEFBFBFBFBFBFBFAOT09111121214
1410FQFOFQFQFQEQBOFF OF OF OF OF 050 1 OF OF BFBF
BFBFBFBFEFBFFO10101010101050000000000000
0000000000000000000F BFBF BFBFBFBFBFBO1010

ML

LI

010000000FFFFFFFFFFO00000FFFFFFFFFFO0000
OFFFFFFFFFFOO0000FFFFFFFFFF"

1835 DATA 12544

1840 DATA *00000001030509110000001F00000
QO000QC0OFF 40404040000000 LFOO000000AL410
1010101010100000000000000004040404040404
0400000000000000000010101010101010100000
000000000 LFA0404040404040FF 0000000000000
000000000FFFFFFFFFFO00000FFFFFFFFFFO0000
OFFFFFFFFFFO0O0000FFFFFFFFFF®

1845 DATA 7194

1850 DATA “0Q00OOFFAOK0A040G0000001010101
0100000000101010101IFIFLFIFLFIFIFIF4Q404
Q404040404010101010101F10100101010101FFO
10VIFIFIFLFIFIFLF LF40404040404040401010]
010101010100101010101010101 IFIFLFIFIFIFL
F1FQOO000FFFFFFFFFO00000FFFFFFFFFF 000000
FFFFFFFFFFIFIFIFFFFFFFFFFF®

1855 DATA 8098

1860 DATA "FFFFFFFFFFFBFBFBFFFFFFFFFFO00
QOOFFFFFFFFFFOO0000FFFFFFFFFFO00000FBFAF
8F BFBF8FBFB00000000000000000000010101010
1010000808080888080F BF BF BF BFBF BF BF 800000

1012101010100000000000000000000000000000
CQOFBFBFEFBFBFEFEFEO10101LF214190BD"
1905 DATA 10416

1910 DATA *90908888848482820000000000000
0004000000000000800800001000000001 0FFB0B
(80B0B2B0B000000000000010000000000000000
#400000000000002000808080808082808000001
000000200000000001 0000001030000 1F SFTFFFF
EFCB0B0BOFA8482B98D000000000800000007070
70301000000FBF OEOCOCOEQTOIF"

1915 DATA 7348

1920 DATA *0000000010000000040020000000¢
0000000000000080001000000080000000000000
0000008008000000000080000000000100000000
0800000000040000001 0000EOF0BB24722100000
0001000000100000400100000400000000000100
000003F KO3FO20208F 0000000040000000000000
004000008800004000000000000"

1923 DATA 1912

1930 DATA *01000000100040000000002000000
4000703030020000000FFFFFFLFIFIFIF1F0000]
0000400000000001 000000002000000042000000
QOCIFLFIFIFIFLFIFIF000200001 000000000204




DO00000000BACO04000040000001FIFLFIFIFLFI
FIF0000040000008000000000100000040000002
103030747 1F\FAFFFFFFFFFFFFF"

1935 DATA 3470

1940 DATA "FBFBFBFEFBFAFEFEBDBDBOBDBDEDR
DBDIF20202020202020FCO4040A04040404F BFEF
8F BF 8F BF BF EBDEDBDEDADBOBDBD 2020202020202
02004040404040404 24F BFBF BFBF BFBF BF BBEBDB
DBDBDEDBDBD20202020202020205454242424242
404FBFBFRFOFBFBFBFARDBDBOBDRDRDBDBD20202
0202020203F04040404040404FC*

1945 DATA 16046

1950 DATA "BDBDRDROBDBOBDBDO001030T07070
TOTFFFFFFFFFFFFFSF OFFFFFFFFFFFFFFFFBDRDR
DBDBOBDBOBDOTO7070707070707FOF OF OF OF OF BF
FFOFFIFO0000000FF00BDRDBOBDBDBDBDRDOTOT0
70706050705EFDFBF TFFFFFFFFFFFFFFFFFFFFFF
FFFBDBOBDBOBDBDRDBDOOOO200004000000FF 3F0
FO7030307CFFFFFFFFFFFBOB0B0"

1955 BATA 18928

1960 DATA "FFFFFFFFFFFFFFFFCOEOF4FRFBFAF
BFB00000100000000003F3F3FIFIFIFIFIFFFFFO
3010103FFO3FBFBFBF BF BF BFBFBO000000010000
0O03FIF3FIFIEICIBIOFDFEFFFFFFFFFFFFFRFAT
BBADREBFBER0O000000002000000000000000000
OOOFFFFFFFFFFIF3F {FCOCOBIATCFFFFFFFO0000
080COEOEOE00040000000000000°

1963 DATA 15470

1970 DATA *FFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FEFEFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFEOCOR
0000008000000000020000000000F 07070303010
O0OFFFFFFFFEFFF LF 1FO00000001 100000000000
0200000000000000000000020001FLFIFIFIFIF]
F1F0000000000000040000000001 100000000000
000001 10000LF AFIFIFIFIFIFLF®

1975 DATA 11047

1980 DATA *FBFBFBFBFBFBFBFBBYBIASEST1ALL
3870000000000FFFFFFO000000000FFFFFFFFFEF
BFGFBFBFBFBFFFFO00007081422FFFFO000FFOOF
FOOFFFF0600C0102844F BF BFBFAFBFBFEFR41800
00000000400FF 000000420000008301 000000100
OOOFBFBFBFFFFFFFFFFOO0000FFFFFFFFFFO0000
OFFFFFFFFFFO00000FFFFFFFFFF®

1985 DATA 17733

1990 DATA "9DD7AS918985C3E10100000000000
O0O0O0FFFFTF3F IFOFO703COEOF OFBFFFFFBF OFFFFO
00000000800FFFFO00000040000FFFFO00000000
000F FFF000004000000000000001 000000000008
0000007081 400001 0000FFOOFFOBOO000000ENL0
28000000FFFFFFFFFF2241B0FFFFFFFFFFOOFFO0
FFFFFFFFFFAAB201FFFFFFFFFF"

1995 DATA 12841

2000 DATA "OFO7030140000000FFFFFFFFFFO00
000EOEOEOCO800200000000000000000000FFFFO
060020000000FFFFOBOOO00BOODOFFFF 000000001
OOOFFFFO00800000000000000200000000000000
B000004000000000000020000000205081 020000
000000000FFFFFFFFFFO00000FFFFFFFFFFO0000
OFFFFFFFFFFO00000FFFFFFFFF®

2005 DATA 9480

2010 DATA *00000000000000100040000000000
00000000000000000001F LFIFIFIFLFIFLFFFFFO
000000000FFFFFF004000000080FFFFO00100100
O0OFFFFIFIFIFIFIF1FO03CE17E0000000040801

b

T T P

00BO400000000001 000000000001 FLFIFIFLFIFS
F1FO00000FFFFFFFFFFOQOO00OFFFFFFFFFFO0000
OFFFFFFFFFFLFIF IFFFFFFFFFFF®

2015 DATA 9042 :

2020 DATA “FFFFFFFFFFFBFOFE"+BS+BS+B4+LH
tESFSHFSACE4FS4ESHF 40347 S4F S4ES

2025 DATA 24072

2030 DATA BS+BS+DS+BS+FS+HS+FS+ES+FS+HS+
FE+ES+FS+HE+FS+ES

2035 DATA 17376

2040 DATA BS+BS+BS+BE+ES+FS+HS+FS+ES+F 8§+
HE+FS+ES+FS+HI+F S

2045 DATA 17376

2050 DATA BS+BS+BS+"FFFFFFFFFFIFIFIF "+F$
HEEES+DF+FSIES TP S eDB4ES+F S4F 5404

2055 DATA 18213

2060 DATA CH+FS+FH+FH+CEtHE+HE+RE+CH4F $+
FE+FS+CE+ES+ES+ES

2065 DATA 20212

2070 DATA ES+HS+FS+ESHE+HE+HS+HE+F §+HE+
ES+ES+ES+HS+ES4ES

2075 DATA 13236

2080 DATA ES+FS+HS+ES+HI+HE+HS+HS+ES4E S+
HE+F S+ES+ES+HI+ES

20B5 DATA 13234

2090 DATA FE+FS+FS+DE+HE+HE+HE+DS+F$+F 8+
FEeDS+ES+ES+ES+DS

2095 DATA 13248

2100 DATA CH+ES+ES+ES+CH+FS+FS+F4+L84HEs
HE+HS+CH+F+FS+F4

2105 DATA 20212

2110 DATA ES+HE+ES+EFFS+HE+ES+ES+HE+HE+
HEtHE+ES+HE+FS+E$

2115 DATA 13234

2120 DATA ES4ES+HS+ES+ES+ES+HE+F S+ HE+HE+
HE+HS+ES+FSels+E$

2125 DATA 1323k

2130 DATA ES+ES+ES+DS+F$4F $+F S4D6+HE +HE+
HE+D$+FS4F$4F 5408

2135 DATA 13248

2140 DATR CS+FS+FS+ES+CS+FS+ES+FS+T8+E8+
FE+F§+ " FRFBFEFFFFFFFFFF " +G8+88+64

214% DATA 24072

2150 DATA FE+HS+FS+ESFSeHS+FE4ES+F S +HE+
FS+E§164+B8+83+64

2153 DATA 17374

2160 DATA ES+FS+HE4FS4ES+F S+ HO+FS+ES+F 5+
H§+F$+C4 454465464

2165 DATA 17374

2170 DATA ES+FS+FS$+DE+FR+ES+F$+D8+F5+F 8+
ES+D8+65+B8+B8+* LFIFIFFFFFFFFFFF®

2175 DATA 18213

2180 DATA “FFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFBF
FYFSFBFBFBFFFFFFFFFFFFFF7FFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFBFBFOFBFEFBFBFBIEIEL
ELFOFO7O00FFFFIFIFIFFFFFOOFFFFFFFFFFFFF
FOOF BF BFBFBFBFBFEFB000000000000000000000
BO0000000000000000000000000"

2185 DATA 23481

2190 DATA "FFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFEFEFEFFFFFFFFFFFCOM040FFFFF
FFFFFFFFFFFFFFFFFFFFEFFFRFOEFDCBBTOEOCHD
0000000000000000000FFFFETCFICF OEOQOEOCOB

0000000000000000000000000000000000000000
0000000000000000000000000000000000000000
000000000000000000000000000"

2195 DATA 13007

2200 DATR "FFFFFFFFFFOO0000FFFFFFFFFFO00
OOOFFFFFFFFFFO00000FFFFFFFFFFO0000000000
0000000000000000000000000000000000000000
0000000000000000000000000000000000000000
0000000000000000000000000000000000000000
0000000000000000000000000000000000000000
000000000000000003F 3FIF 3F3F "

2205 DATA 3413

2210 DATA “FFFFFFFFFFOQ0000FFFFFFFFFFO00
OOGFFFFFFFFFFO00000FFFFFFFFFFIFIF1IFO0000
0000000000000000000000000000000000000000
QOOLFLF IFYFLIFIF IF LFO00000000000000000000
0000000000000000000000000001FLFIF LFIFIF]
FLFO00003FFFFFFFFFCO01BFCFEFFFFE30100000
00000BOBOBOLFLIFIFIFIFIFIFLF®

2213 DATA BB&A

2220 DATA “FBFBFFFFFFFFFFFFOOQ0FCFEFFFFF
FFF000000000080COE00000000000000000F FFFF

FFFFFFFFFFFFFFFFFFFFFFFFFFFFOF OF BFBFCFCF
EFEQOOCO00000000000F FFFFFFFFFFFFFFFFFFFF

FFFFFFFFFFFFFFFFFFFFFFFFFFFO000B080COCOE
OEOFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFEFF
FFFFFFFFFFFFOFOF OFOF BFBFBFE®

2223 DATA 23444

2230 DATA *0000000000000000FFTF3F LFOF070
3010080COEQF OF BFCFEC00000000000000000000
000000000000000000000000001FF TFIFIFIF7FR
FOTB0COEOFOFBFCF2E1000000000000000002040
BOBOBOBOBOBOOO0OOOOD0000000000000040EQH0
0000040000000000000040201000000000000000
0804020101000000040201F0102"

2235 DATA §109

2240 DRTA "00000000000000000000000000000
0000000000000000000393121020204040800000
0000000000000000000000000000000000000000
000102040E0100E0106804020202020202000000
0000¢0000000000000000000000F 840201008040
2011008047C80800000000000000000000000000
¢00000000000000000000000000"

2245 DATA 1499

2250 DATA "00000000003838000000000000000
0008080808080808080LF IFIFIFIFIFIFIF00000
0000000000000000000000001028080B08080800
UOOLFIFIFIFIFIFLF1FO0000000000001000408]
020408000800000000000000000LFIFIFIFIFIFL
F1FR0A03FO0000000004020108844221 10800000
OOO0OOOIEEAIFIFIFIFIFIFLFLF®

2253 DATA 4168

2260 DATA "FFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FEFFFFFFFFFFFFFFFFFFCFCFCFCFEFEFEFEFFFFF
FEFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFEFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FEFFFFFFFFFFFFFFFFEFFFFFFFFFFFFFFOFFFFFF
FFFFFFFFFFFF000000000000000"

2265 DATA" 30583

2270 DATA "00000000000000000000000000000
000L0L0L0102F307FTFO4040404FBOSFFFFO0000
000808080B00000010103030707FFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFCOCOCOCOEOEQEOEDOFOFD
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FIFIF3F3F 3FFEFFFFEFFEFFRFFEFFFFFFFFEFFEF
FFF00000000010101007F TFFFFFFFFFFFFBFFFFF
FFFFFFFCOO0FFFFFFFFFC000000*

2275 DATA 16624

2280 DATA *00000000000000000000000000000
0000000000000000000000000000000000000008
080BOCOCOC000000000000000000000000000000
0000000000000000000EOEOE OF OF OF BF BFC00000
0000000000000000000000000000000000000600
000FCFEFFF000000000000000000000000000000
0000000000001 03070F 1F 3F 7FFF*

2285 DATA 43463
2290 DATA *00000000000000000402010000000

0000BLOE00O000000Q0LFIFLFLFIFIFLFIFO0000
000000000000000000000000000FF7FIFLFOFOTO
TOTFFFFFFFFFFFFFFFFO00000000000000000000
D00000000000707070707070T0TFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFF®

2295 DATA 13311

2300 DATA *FDFDFDFDFODFDFDFDF 7FBFDFDFDFDF
OFDFFFFFFFFFFFFFFFFO000000000000000F DF DF
DFDFDFCFFFFDFDFDFDFDOIFFFFFFFFFFFFFFFFFF
FFF3F7EFDFBFI00FFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFEFFFFFFFFFFFFFFFFFFFFFF

2305 DATA 29449

2310 DATA "00000000000000000000000000000
0000000000000000000000000000000000BF TEF
DF BF TEFOOFF TEF DF BF 7EFDF OOFFFDFBF 7EFDFBFO
OFFFBFTEFDFBF7FOOFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFF®

2315 DATA 22648

2320 DATA "00000000000000000000000000000
0000103070F LF3FTFFFFFFFFFFFFFFFFFFFFTEFD
FEFTEFDOOFFEFDFBFTEFDFBOOFFDFBF TEFDFBF 70
OFFBF 7EFDFBF 7EFOOFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFF®

2325 DATA 23042

2330 DATA “FFFFFFFFFFFFFFFFFOEFDFBFTD7D7
DOO1FEFF7FBBOBDBDOOFFFFFFFFFFFFFFFFTEFDF
BF7EFOFOOFFFEFDFBF 7EFDFOOFFFDF BF TEFDFBFO
OFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFEFFFFFFFFF
FFFFFFFFFFFFFFFFFFFFFFFFFFF®

2335 DATA 30018

8900 PAUBE 250

I REX PICTURE DESIGNER...

3 BORDER 3: PAPER 4: INK 0: CLS
4 60 SUB 000

3

b BORDER &: PAPER &: INK 0: CLS
7 POKE 23658,8: LET LDOP=0

B LET X=1: LET ¥={
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9 LET TRACE=(
10 PRINT AT 0,0; INK &; BRIGHT 1;"SCRE
EN DRANER - BY D.SMITH..* " INK 0;* USE
THIS PROGRAM TO DRAN YOUR OWN SCREEN DI
SPLAY'S WHICH CAN BE LOADED IN TO MY MI
IER PROGRAN"
11 PRINT AT &,18;"KEYS...";AT 8, IE]‘UE
E CURSOR,";AT 10,18;"1-INK PIXEL,"3AT 12
y1B; *P-PAPER PIXEL,";AT 14,18;"F-FILL,C-
CLS,"jAT 16,183 "0-0UTER LINE,";AT 18,18;
"E-EXIT.."
12 IF TRACE=0 THEN PLOT X,Y: PLOT OV
ER 13X,Y
13 IF TRACE=1 THEN PLOT X,Y
14 LET A$=INKEYS$
15 IF A$="" THEN 60 TD 12
18 IF TRACE=0 THEW PLOT X,¥: PLOT OV
ER 131,Y
19 [F TRACE=1 THEN PLOT X,Y
20 IF A$="3" AND X1 THEM LET Xs)-|
21 1F A$="8" AND X128 THEN LET X=X+
22 IF A¥="L" AND Y)0 THEN LET Y=Y-|
23 IF A$="7" AND Y<128 THEN LET Y=Y+l
24 IF A¥="1" THEN FOR N=0 TO 20: BEEP
02,N: NEXT N: PRINT AT 20,18; INK 3: F
LASH 1;"INK ON.": LET TRACE=1: 60 T 12
29 IF A%="P" THEN FOR N=0 TD 30: BEEP
.02,N: NEXT N: PRINT AT 20,18;"
"+ LET TRACE=0: PLOT OVER 1;X,Y
26 IF A$="F" THEN B0 SUB 400:
&: LET Y=44
30 IF A$="X" AND 15 THEN LET ¥=X-5:
iF TRACE=1 THEN PLOT OVER TRACE;X,Y: D
RAN 5,0
3L IF A$="(" AND 1<127 THEN LET X=X+45
+ IF TRACE=l THEN PLOT OVER TRACE;X,Y:
DRAN -35,0
32 IF A$="L" AND Y»6 THEN LET Y=Y-5:
IF TRACE=! THEN PLOT OVER TRACE;X,Y:
RAW 0,3
33 IF A$=""" AND Y(123 THEN LET Y=Y+5
: IF TRACE=1 THEN PLOT QVER TRACE;X,Y:
DRAN 0,-5
I4 TF A$="E" THEN
33 IF A$="0" THEN 60 SUB 351
37 IF A$="C" THEN FOR N=0 TO 10: BEEP
Q02,N: NEXT N: CLS : 80 TO 7
43 FOR N=( TO 20: NEXT N
30 60 10 12
31 REM #+ QUTER BOX ##
52 PLOT 0,0: DRAW 128,0: DRAN 0,128: D
RAW -128,0: DRAN 0,-128
33 PLOT 1,1: DRAN 126,0: DRAN 0,126 I
RAW -126,0: DRAW 0,-126
94 PLOT 2,2: DRAW 124,0: DRANW 0,124: D
RAN -124,0: DRAN 0,-124
99 PLOT 3,3: DRAW 122,0: DRaAW 0,122: T
RAW -122,0: DRAN 0,-122
36 PLOT 4,4: DRAW 120,0: DRAN 0,120: U
RAW -120,0: DRAN 0,-120
37 LET X=10: LET Y=10: LET TRACE=0: RE
TURN
60 B0 SUB 500
b1 PRINT AT 6,18;"

LET X=4

g0 T0 &0

"1AT 7,1

SPEI’TMM

8;"PICTURE NO. “;AT 8,18;"
;AT 9,18;" 2-4 y
63 FOR N=10 TO 20: PRINT AT N, 18"
"+ BEEP ,02,N: NEXT N
64 PRINT AT 13,1B; INK b; BRIGHT 1; FL
ASH 1;"PLEASE WAIT.";AT 17,18; INVERSE 1|
1 "STORIMG, .*
65 INPUT "PICTURE NO.. "3NO
b& IF NOC2 OR NOX4 THEN &0 TO &5
b7 IF NO=2 THEN LET S=184
68 1F ND=3 THEN LET 5=202
b9 IF NO=4 THEN LET §=28
70 LET OLDS=8: LET LOOP=0
71 LET XPOS=1: LET YPOS=128: G0 SUB 30
0
T2 LET 828413 LET XPDS=33: LET YPOS=12
B: 60 SUB 300
73 LET $=5+11 LET XP0S=4%: LET YPOS=1?
B: 60 SUB 300
74 LET S=5+¢1: LET XPDS=97: LET YPOS=17
81 80 SUB 300
73 REN
Th LET §=5+¢1: LET XPDS=1: LET YPOS=97:
§0 SuB 300
77 LET 8=5+1: LET XP0OS=33: LET YPQS=97
+ 60 SUR 300
78 LET S§=S¢1: LET IPDS=45: LET YPDS=%?
¢ B0 SUB 300
79 LET 8=8+¢!: LET XPOS=97: LET YP05=97
v B0 SUB 300

B0 REM

MIXER

Bl LET S=8+i: LET XPDS=1: LET YP0S=45:
60 SUB 300

B2 LET 5=8+1: LET XP0S=33: LET YPOS=45
i 60 SUB 300

83 LET S=8+11 LET XP0S=&35: LET YPOS=45
: 60 SUB 300

B4 LET 8=5+1: LET YPDS=97: LET YPQS=45
1 60 SUB 300

85 REM

B4 LET S=5+1: LET XPDS=1: LET YPDS=33:
B0 SUB 300

87 LET B=8+1: LET XPDS=33: LET YPOS=33
t B0 SUB 300

88 LET S=5¢1: LET XP0S=45: LET YPDS=33
v 60 SUB 300

8% LET S=8+1: LET XPDS=%7: LET YPOS=13

B (
0




70 REM ++

%1 CLS

92 LET A=-4: FOR X=0LDS YO OLDS+3

93 POKE 23&74,X: LET Asé+d

94 PRINT AT b,A; PAPER 43" ro = "y
AT 7R3 E = S pAT By A" otk A
T 9.8 MO

75 NEXT X

96 LET A=-4: FOR X=0LDS+4 TO OLDS+7: L
ET A=A+d4: POKE 23476,X

97 PRINT AT 10,A; PAPER &)° k2pei )"
“1AF 13,030 i Tt

98 MEIT X

79 LET A=-4: FOR X=0LDS+B TO OLDS+11:
LET A=A+4: POKE 23475,1

100 PRINT AT 14,A; PAPER 41" == ®
(AT 15,R3°E F G H1"AT 16,0 T K L
AT 17,0 D

101 NEXT X

102 LET A=-4; FOR X=0LD5+12 TO OLDS+!15:
POKE 23676,1: LET A=A+d

103 PRINT AT 1B,A; PAPER 4;" /2= (="

JAT 19, 05" 5 F G AT - 20,A3" T L
l:mr 21-.“;' i B N =
LOA NEXT X

105 IF LOOP=1 THEN RETURN

106 INPUT ENTER FILE NAME TO SAVE AS .
cons N

107 IF N$="* DR LEN N$)10 THEN 6O TO |
06

10B IF ND=2 THEN LET PLACE=47704

109 IF NO=3 THEN LET PLACEs5!800

{10 IF NO=4 THEN LET PLACE=5589%

MIXER

111 SAVE N¥ CODE PLACE,4000

112 PRINT #1;"ALL SAVED...": PAUSE 0: R
UN

19% STOP

200 REM ## SET UP UDG'S ##

J00 REM ##4

301 LET T=0: DIM A(B)

302 POKE 23476,5

J03 FOR D=YPOS TO YPOS-32 STEP -B: FOR
N=XPOS T0 XPOS+31 STEP 8: FOR C=D TO (-8
STEF -1

304 DIM ALB)

305 FOR 6=0 TO 7

304 IF POINT IN#6,C)=1 THEN LET R{B+!)
=]

307 IF POINT (N+G,C)=0 THEN LET R(G+1)
=)

308 MEXT 6

WJ
O

J09 LET TOTAL=A(1)#128+A(2) vbd4+A(T) #32+
ALANRLE+A LTI 4B+A () #44ALT) #2+A(8) 41

310 POKE USR "A"+T,TOTAL

311 LET T=T+1: MEXT C: LET T=T-11 MEXT
N: NEXT 0O

312 RETURN

400 REN #& FILL #»

§01 DIM X(1000}: DIM Y1000}

402 LET XS=k: LET YS=¥

403 LET HEAD=0: LET TAlL=0

404 B0 5UB 430

405 TF HEAD1000 THEN
406 LET TAIL=(TAIL+1}
407 LET AT=X{TAIL): LET YT=Y{TAIL)

410 IF PDINT (XT#1#1,¥T)=0 THEN LET X8
=hT+1#}t LET YS=YT: B0 SUB 450

420 IF POINT (XT-1%1,YT}=0 THEN LET X§
=XT-131: LET YS=YT: GO SUB 430

430 IF POINT (XT,¥YT+1)=0 THEN LET X5=)
T: LET YS=YT+1: 60 SUB 430

440 IF POINT (XT,YT-1)=0 THEN LET XS=X
T+ LET ¥5=YT-1: 60 SUB 439

442 IF HEAD=TAIL+! THEN RETURN

444 B0 70 403
#30 PLOT XS,YS

450 LET HEAD=(HMEAD+1)

470 IF HEADX1000 THEN RETURN

475 LET X{HEAD)=XS: LET Y(HEAD)=Y§

480 RETURN

300 REM #% OFTIONS #&

301 FOR N=B TD 20: PRINT AT N,1B;*

"t BEEP .02,N: NEXT N

507 PRINT AT B,18; INK 3; FLASH 1; BRIG
HT 1;"OPTION'S.."

303 PRINT AT 10,18;*S-STORE, *jAT 12,18;
“@-QUIT,";AT 14,18;"L-L0AD,."

504 POKE 234%58,8

303 IF INKEY$="5" THEN RETURN

906 [F INKEY$="L" THEN ED TO 550

307 IF INKEY$="0" THEN STOP

308 60 TD 508

310 REM ## LOAD #+

330 LET LOOP=!

J31 INPUT "ENTER FILE NAME...*jN$

952 IF LEN N$)10 THEN B0 TD 551

393 INPUT "ENTER PICTURE NUMBER{Z TC &)
i " §ND

334 IF ND<Z OR NO4 THEN 60 TO 553

399 IF ND=2 THEN LET PLACE=47704: LET
aLDS=184

g04 IF ND=3 THEN LET PLACE=51B00:1 LEY
0LDS=202

337 IF ND=4 THEN LET PLACE=55894: LET
0LDS=218

598 LOAD N$ CODE PLACE,4000

359 60 SUB %0

260 B0 T0 8

8999 STOP

9000 REN #+ INSTRUCTION ##

9001 PRINT INK &; FLASH 13 BRIGHT 134T
0,93 "SCREEN DRAMER."

5002 PRINT AT 4,0;" THIS PROGRAM WILL A
LLOW YOU TODRAN YOUR OWM PICTURE WHICH C
AN BE SAVED ON TO TAPE , WHICH THEMCAN B

RETURN

E LOADED ON T0 THE MAIN
..S0 LONB AS YOU
R THRT LEVEL.."
9003 PRINT *** INK &) FLASH 1; BRIGHT 1
* OPTIONS. *; INK 03 FLASH 03 BRIGHT 0;°
* 0-OUTER LINE.."''*THIS COMMAND DRAWS
A BOX AROUND THE PICTURE AREA,.®
9005 60 SUB 9090
9006 PRINT AT 0,0; INK &3 FLASH 1; BRIBH
T 1;*OPTIONS..."
9007 PRINT AT 4,05*F-FILL...*"'* T USE
THIS OPTION SINPLY PLACETHE CURSOR INSID
E THE ITEM WHICH YOU WISH TO FILL IN."'
“"NOTE.,.IF THE AREA IS TO LARGE THE CO
MPUTER WILL ONLY FILL WALFOF IT IN...®
9008 PRINT *'*ALS0..ONCE THE COMPUTE HAS
FINISHED THIS ROUTINE THE CURSORMIL
L BE RETURNED TO THE CENTRE OF THE SCRE
EN..."
9009 80 SUB 9090
%010 PRINT AT 0,05 INK b; FLASH 1: BRIGH
T 1:*0PTIONS..."*
9011 PRINT **'*1-INK PIXEL..." '* THIS 0
NMAND NILL TURN ON THE INK PEN,NKICH NI
LL ALLON YOU TO MOVE AROUND THE SCREEN O
RANING ALINE BEWIND YOU..*' ' *P-PAPER PI
XEL...""'* THIS COMMAND NILL TURK OFF TH
E INK AND YOU WILL BE ABLE TO DRANOVER L
INES, THIS WILL BLANK THEMOUT..®
9012 60 SUB 9090
3013 PRINT AT 0,0; INK &) FLASH 1; BRIGH
T 1;*0PTIONS.,." |
9014 PRINT ****C-CLS.,."""* THIS COMMAND
NILL ERASE THE  PICTURE WHICH YOU Hav
E DONE..” " ""E-EXIT...*"'* THIS COMMAND
WILL ALLON YOU TO EXIT THE DRAWING MODE,
ONCE YOU HAVE PRESSED THIS YOU
WILL BE SHOMN THREE NEN COMMANDSNHICH
ARE A5 FOLLOWS:-*
9015 B0 SUB 90%0
9016 PRINT AT 0,0; INK &; FLASH 1; BRIGH
T 1;"NEW COMMANDS..."; INK O; FLASH 0; B
RIGHT 0;'*'*S-STORE PICTURE."' "™ WITH TH
IS COMNAND YOU WILL BE ABLE TO STORE TH
E PICTURE AT A CHOOSEN AREA (2 - 4] THI
§ IS THELEVEL OF THE MAIN MIYER GAME....

MIXER PROGRAM
KNOW THE CODE NAME FO

017 PRINT *** STORING THIS TAKES A VERY
LONG TIME - AT LEAST HALF AN HOUR '' AS
THE COMPUTER HAS TO FIRST  STORE ALL

THE SCREEN PIKELS,THENIT HAS TO SORT THE

SE OUT INTO U.D.6'S....°

9018 60 SUB 9090

9019 PRINT AT 0,0; INK &; BRIGHT 1; FLAS

H 1;*NEW OMMANDS...®

9020 PRINT **"*L-LOAD..."''* THIS COMNAN

D WILL LOAD A SCREENBACK ONTO THE COMPUT

ER FOR ALTER-ATIONS..-REMEMBER THE LEVEL

9021 PRINT ****Q-QUIT...*""" THIS WILL A

LLOW YOU TO EXIT THEPROGRAN COMPLETLY,,®

9090 PRINT #1;°ANY KEY..."

9091 PAUSE 0: CLS 1 RETURN

9999 STOP
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RiTEFER supsnpowsns co/ LLIDE

The fate of mank lﬂd

Germany 1985

NATO forces must repel the
Soviet invasion of West
Germany.

RDF 1985

The US Rapid Development
Force musttake Soviet
EM oil fields in Saudi

Bamc 1985

| West Germans invatie East
[ Germany in an attempt fo
free West Berlin.

? .
Where will be the next
frontline encountear in this
titanic struggle between the
OppOosing pheﬂﬂsqphms of
East and West in the battle
for supremacy aver the
destiny of the Aurman race.

An absorbing studly in the
form of role playing wargames
that simulate with frightening
realify the continuing fine =~
political and military balance
of this our 20th century. Take
your part, make the
gecisions that might change
the destiny of future
generations, transform the
appearance of the 215t
century.

ﬁé

STRATEGIC SIMULATIONS INC

Germany 1985

NEN SUPERPOWERS COLL

GET

1985

nanyy

r-r,

IS in your hands

| Baltic 1985 |

This could be the end of cfviﬁsmrion as we know it?

! Transatlantic Simulations, Unit 10, The Parkway Industrial Estate, Heneage Street, Birmingham
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A-BM1SS1-01-

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 84, VIC, C168, Plus/4,
Spectrum, Oric/Atmos, Atari 400, 800XL, 800, 800XL,
B6XE, BBC, Electron, Amstrad and TI-99/4A (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 eomputer 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 ig intended for, and
your address.

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

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

We pay well for all listings published.

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

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

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

Name: . .

Telephons: .. ..
Computer type:

Program name:

A T e

Computer model: . .

Additional details:. . ..
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SAM SHOVEL , KIDNAPPED BY UWAU/RRM IS
CARRIED THRU THE LARBRYRINTH OF TUNNELS
BEMNEATH SINN CITY TOTHE LAIR OF HIS
MYSTER/IOUS MASTER .. - .

S AMISHOY T AR SGIERRORS®

EVEN LWU/RRM SHUDDERS AT THE
DOOR OF HIS MASTER'S CHAMEER
BUT WITH TREMBLING HANDS HE
PUSHES BACIKE. THE MIcHTY

d
=

PORTALS TO STEP INTO THE
PRESENCE OF. .. :

g
/

N

TRAYER '

FRIENDS OF THOSE I E EARTILINGS e 4
SFT"HUE,-ELJ'MG THEI R, CUEEEJ:' Elqug}%-}w{:}EE J & L ” .""::.-".:- (R A o
THE RANKS OF MY ARMY ONTHE PLANET _ i e~ NN
DRONGO

—

LDOSEN HIS BONDS.ON YOUR KNEES
SHOUVEL — 1AM GALAG THe DESTDRYER ./

PRETTY SOON, INSTERAD OF HELPING ME TD
DEFEAT AND EASLAVE THE PEOPLE OF OTHER.
PLANETS, ALL MY SOLDIERS WANTED TO DO
was LAY MASTERTEON/IC GRIMES!
THIS DID NOT HAPEEN WITH ORDINARY
GCAMES SO | DecIDeDl THAT
KWQSTEETEGMIQ

MUST BETERM INATED!

[F YOU'RE CLUIS & ).
PRESLEY ORTHE - g
NOEO oy Sc "DRINK LEADEN DEATH -
(oI SAm - DRINK 3 WHO WROTE THIS SCRIPT !
DEN DEATH w0
LEA ' /ﬂ*} B N At T (;Q.? 2y
e Jh.‘:uf |_ Sl e

WILL SAM TRIVMPH OVER GULAG AMD NASTY OLD WURRM.. .}
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The Battle
by Bergur Ragnarsson

This two player game for the Commodora B4
comes from Iceland Hegular gamers may
recognise it, (it's not & new idea) but the
program is short and easy to type in and is
all in machine code.

T'here are three methods of control — both
joysticks, black plays port 8 and whita plays
port 1. Keyboard and joystick where port, 8 is
used by black and white uses the keyboard
And keyboard control only. Keyboard
controls are:—

Black: W up, A left, D right, Z down.
White: . up, : left, = right, [ down.

The program comes in two parts. A basic
setter upper, that pokes the appropriate
locations and relocates Baslc. And a Basic
data loader that pokes in the machine code.
Run these in sequence and you will be left
with a one line program that contains one
8YS call. Fun this and you're away,

t POKE

READY .

4096 .0: POKE 44,16 :NEW

0 FOR A=2049 TO 2891

1 READ D:JF N=17 THEN GOSUB 4:GOTC 1

2 POKE A,D:P=P+D AND 255 :N=N+1:NEXT

3 READ D:GOSUB 4:POKE 44,8:POKE 45,76 : PO
KE 46,11 :CLR:END

4 L=PEEK(63):IF P-D THEN PRINT "“ERROR AR
OUND LINE":L:END

S5 PRINT

“LINE";L;"OK" :P=0:N=0:RETURN

BRI 8. 0,0,158,50.48,54,49,0.,0.0.12
G iny. 13,162, 8, B2

SDg e 341 250 255 . 149 251 255, 160.0,132
snolge, 3,440, 21, 2080169 ,1,214

5 R e T 0 . 58 e B o X WL < O BB A L R
2020 103 0,236 128

20 DRI OS DAl P dndn 218,153, 232, 218
s e 0. 240, IS Sa-0al . 17,208,111

10 DATA 141.,32,208.141,33,208,169,24, 141
catt, 2108 el A s 08 A 6,9, 211
L DATR 1952,.32.40.10,32,44,.9,
i W 618 TR 0 S T B i e I B

e DREA DG, 294,32 6,9 32,38,10,32.44.9,
g o0 8, 130 cas . A5 150

oA oA a0, PO TeRe 00, £33 ,21.1358. 22 .1
69.39.133,19,.169,120.133,20,180

i DR TR 109 4 138 28 3, 133,23,169.255 )
q L. Bsadal R, 0,220 47 .15, 98

b DRGd QUB, 5, 160,032,151 ,10,133,36. 32,
QoA A, 126,10, 232,169,139

10 DATRVEER, 32.28,10.41.,.81 . 208 5086053
220l YOCFISEE 32,953,219

1P DRLA 10 32826, 10, 32,38,6169 .1 133, 8
e b L l0q 2l 37,191 154

ERSRATR -5, 16511 . 13383, 20, 68,168, 20, 164 2
giteie , 19159 Lha 1 158

19 DATA 11.208,6,165,.286.208.28,240,169,1
60,83, 160, 26,208 10,160,95,179

20 DRTA 169,006 248 119 2 749 2152 . 92
Sl 10,32, 07 . 9,6083 240

2l DATA 8,160.108,232,208,233.162,31,160
84,132,7,169,0. 133.6,1%98, 219

22 DATA 7,136,145 .6, 208,251 ,202,208, 246,
LB, SO0 TodTEE S 200, 208250 148

<3 DRTASe IR o BhS ., 236.18,208.208,251,23
2.96.,100.8,162.0,32,191.9.20

DRI R I, 109 . 32 ,193,9,164.10, 200,192,
200,144 ,239,202,160,8,32,191, 249

22 DATR-9.160,199,32,191,9.,202.208,243,1
bE A 09 dhnoihl Jnk 31153 . 157

26 DATA 31.33,136.208,247.132,9,200,132,
PR 20D vmiden 2 32 111 252

69, 254,32,

COMPUTER GAMER JUNE 1988

L —— e




COMMNODORE 64

27 DATA 9,169,144,133,9,70.8,165,3,72.74
.74,74,74,32,122,9,217

28 DATA 104,41,15,9,48,170,169,33.133.1.
108,104,133, 7 ,138 10 10 14

23 DATA 10,38,7,133,6,160,0,177,6,133,25
.162,8,6,25,144, 3,19

30 DATA 32,195.9,230,9,202,208.244, 24,23
) 10.230.,6,165, 647 .7.56

31 DATA 240.8,165.9.233,7,133,9.176,219.
165,10.233,.7,133,10,169,134

32 DATA 37,193,1,56,132,10,134,9.165,9 .1
0., 72,165 3% 185 . 0.133 223

33 DATA 15.,104.,41,248,133,14,165,10.41.7
D, 14.133,14,165,10, 74,169

34 DATA 74,74,133.64,165,14,164,15.198.6
4,48,9,24,105,64,144,1,80

39 DATA 200,200,208,243,133,14,132,15, 16
0,989,411 .3, 73,3,168.169.3.243

20 DATR 133,11.165.8,136,48.8,6.11.6.,11.
10,10,144, 245, 200,81, 209

37 DATA 14,72.177,14,.37,11,133.,.11.104, 14
014,896, 14100, 290,173, 1,83

8 DATR 230,73,255,168,.96,.169,.72.160 .3 .1
o2 8, 2056,24 105, 912 133 12 10

39 DATA 169,10,105,0.133,13,32.82.,10.133
B8 HAVINL 338,10, 32.227

40 DATA 82.10.240,10,72 .22 .124.9,104. 48
244,10,48,231,96,160,0, 240

Sl OATR LY 12:230.12.208. 2, 230.13.96° 16
0,0,136,74,208,252,42, 200,4

qe DATHR 48 252 123 .36 181 .23, 301 ,4 1762
WLy X3 12 19T, 26, 240, 146

93 DATA 6,165,26,240,2,149,23,96,181,23.
/4.144,2,214,21,74,144,48

44 DATA 2,246,21,74.144,2,214.19.74.144.
4,246,19,169.0.96,169,107

a0 DRTA 255,141 0,.220.77.1,220.:208,.243 .1
85,184,10,.240,17.141.0,220.58

46 DATA 173.1,220,57.194,10,240.3.200.20
8,227,185,203,10,96,253,253, 229

e DRIA 303,350 .0.223 223,191 ,191.0.3 4,
10.4,0.64,.32.128.32_78

48 DATA 1,4,2,8,0,1,4,2,8,39,71,212,200.
197 ,224,194,193,80

49 DATA 212,212,204.69,39,82,215.210. 201
,212,212,197,206,224,194,89,11,229

30 DATA 93,154,197,210.199,2123.210.224.2
20,193,199,206,193,210,211,.211,207.52

91 DATA 78.35,104,201,206,224,177.185 .18
4,182,224,198,207,82,23,115,195 .60

32 DATA 207,205,208.213,212.,197,210.224,
g2, 195,205,197 48,35 95,100 197,198

33 DATA 212,224,210,197,193,196,217.224,
33,44 ,1,206,207.224,215,201,206.194

54 DATA elB. 197, 18738, 1,194 204 . 163195
203,224,215,201,206,19,32,1,37

88 DATA 215,200,201,212,197.224.215.201
206,19,98

READY .
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This gre ffer ia to celebrate
Tubular Bells FREE Poster Offer G S e
Read on to find out how you can send for your Mg :‘.ﬁ?’i’aﬁ'ﬁfﬂc you. to
FREE poster. i

patterns while listening to a
digitised version of the classic
album.

Computer Gamer and CRL have How to get your FREE poster.

teamed up to bring you an offer All you hawve to do to get your

you can't refluse — a poster in- FREE poster is to fill in the

spired by Mike Oldfield's Tubular coupon below and send it with a

Halls. Absolutely Freal stamped addressaed envelope { no
The poster is a filll colour il-  smaller than A3) to:

Iustration of the famous curved

bell as seen on the album cover Computer Gamer { Postar Offar),

which would look great on any- No. 1 Golden Square,

ones wall London W1H 3AB

Computer Gamer (CRL Poster Offer), No. 1 Golden Square, London
W1R 3AB

Flease send me my FREE Tubular Bells poster.

I enclose a stamped addressad envelope (no smaller than A3).

L E R R e R e T SCTEER L ¢ (L 1 SR e e e T

R, L o o o bl o et .o o n 2

/' PLEASE PRINT IN BLOCK CAPITALS
E T NN RN N D D S

wee g : |
(' (, COMPUTER GAMER JUNE 198
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TIMEHEEM

= s - —g

hosts and Spectres await you in a Gothic house

Ice Age, 10,000 years BC

Timetrax

(ood has lost the battle with
Ewil. If the Bomb going off wasn't
enough your troubles are far
from over.

Somehow you managed to
survive the holocaust in your
own cellar along with six
candles, two tins of beans and a
boffin called Uriah Winterbottom
MSBC who is now unfortunately
slumped dead in the only
armechair left in Clapham.

Before he shuffled off this
mortal coil he had been babbling
about how he had nearly beaten
the Dark Ones who were now

disrupt earth history.

Your job is simple. Travel
through time battling against
the dark ones minions until you
find and collect 8 objects that
belonged to the 8 great Minds of
Creation This will stop them
probing through time to look for
them and allow you to collect
enough runes to cast the spell
that will seal up the portals and
repair the fabric of time. All on
two tines of beans!

Started

Timetrax is a joystick contrilled
adventure played on 21 sereens
of action spread throughout 7
time zones— You begin the
game in your three floored, fully
furnished bunker. Unfortunatsly
everything useful is hidden away
including your trmsty gun

Since this is one of the few
objects that begin the game in
the same roorm, you soon track it
down, but just as you find it
behind the cooker and start
looking for some bullets, two
strange characters appear with
Jjetpacks on their backs!

You dive through a door but
there's more of them in here.

A strange flickering portal
suddenly appears in front of youw
You dive through and find
yourself in a frozen wasteland

The portal disapperars
leaving you trapped in the Ice
Age, 10,000 BC.

This is the pattern of how
most of your attempts will begin
as you hop through time trying
to find something to help while
keeping an eye out for any of the
Dark Ones minions, These must
be avolded at all costs as they
quickly k?_lr_lm your strength and

you

200N you'll begin to find a few
of the games objecta that will
dramatically increase your
chaneces of survival. Such as the

gun and bullets that will allow
you to shoot the jetmer., potions
to heal you and perhaps even one
of the objects belonging to the
great minds,

However, even at this stage
you have only begun to scratch
the surface of this massive game.

Time Travel

Learning how the time portals
work is the key to playing the
game as once you've finally
mapped the 10 minute sequence
you can not only predict where
and when a portal will appear
but also where it leads to.

Your bunker and the Ice Age
are just two of the seven time
Zones with each posing different
problems and hazards,

In the Ice Age the jetmen are
replaced by giant flying insects
and the furniture by holes in the
ice, The doors are now caverns in
the ice and the steps are cut out
of the frozen landscape.
Unfortunately you will also have
to deal with slippery slopes and
sharp stalagmites.

In the dawn of man (50,000
BC) strange plants and huts are
scattered throughout the forest.
Here the hazards are winged
serpents and swampas.

Finally you will also do battle
with ghosts and spectres in a
gothic house, dragonettes in an
Egyptian setting, gargoyles in
the dark ages and giant flies in
the post holocaust wilderness.

Screen Display

The game is played on a split
screen display with the top half
showing three lewels of the
current time zone. In this screen
our hero can climb betwesn
floors, ‘search objects and move
through doors and portals to
other screens,

The lower half of the screen
containsg a command menu
duckshoot through which you
can look for, take, drop, swapand
use objects that you find Below
thie i8 a heart shaped energy
gauge, a clock (essential to plot
the time portals) and storage
windows for up to four objects
and ten rune tiles.

The objects that you may find
inelude weapons such as a gun
or crossbow, ammunition (10
shots worth of bullets or bolts),
potions  to replenish your
energy, scrolls and rune tiles.

There are 15 rune tiles
altogether that combine in pairs
to form ten spells. To help you
further the scrolls each contain



one combination so you should
be able to add magic to your
skills. These spells allow you to
move from one timezone to
another {without a portal), see
the contents of a lost chest, heal
yourself, banish any nasties ont
the screen and reload a weaporn.

Finally you may also find the 8
character items that belong to
the & great minds. These include
a dagger, helmet, skull, map and
boolk

Giving the right object to the
right character not only gets you
nearer victory it may help you
further by gaining you a useful
object in a swap. You can try
swapping anothar object but the
likes of Bella the Witch, Stoneeye
the Necromancer and Blackflay
the Ghoul probably know the
value of objecta better than you
do.

Hints

It takes a little while to get used
to the games commands menas
but scon you'll be ready to take
on the Dark Ones. But before you
stand any chance of success
you'll have to master two

time travel and searching.

The time portals must be
mapped and used at the right
time talking into account that the
weapons only work in some of
the timegones. For example the
Eun doesn't work in the Iee Age.
S0 you should lsave any none
esgential items until you return
0 that zone leaving your
valuable object containers free
for any objects you might find.

When you appear on a new
screen you should quickly sketeh
it (freeze the game if neceasary)
20 that you can work out some
search patterns that allow to
LOOK along a line of objects and
always ba near an exit as trouble
arrives.

Perfecting this will not only
find you more objects (you won't
waste time looking somewhere
twice) it will keep you a lot
healthier,

Then with a bit of luck you'll
find enough rmses to try out
some spells and potions to keep
your quest going a little longer.

The great minds seem to like
the runesa lot so when youfind a
spell combination that you could
do without, such as Banish, you
could trade those runes for the
object the character has.

Conclusions

Timetrax is a fascinating mix of
time travel, exploration and
magic that forms a challenging
game,

Although the controls are a
little difficult to get used to (and
are still difficult in a panie
situation ) they are effective and
allow you to concentrate on the
problermns facing you These begin
with just staying alive, but later
you will have to tackle runs
combinations and trades with
the games characters while
keeping one step ahead of the
dark ones,

Then fnally, using your

skills you must not;
only find the correct four runes
that will create the spell that will

restore the fabric of time, you
have to get them in the right
order!

Your performance in your
quest is judged at the end of the
game and you are given a rating
depending on how many mon-
sters you have destroyed, spells
you have cast items you have
returned and finally how much
of the cosmic code you've dis
covered. The rating range from
pudding and jester, through
adventurer and warrior to the
ultimate accolades, superhero
and demigod.

The games graphics are
impressive and feature an
incredible amount of dstail
which adds to the enjoyment of
the game which is completed by
the atmospheric music that
accompanies — your valiant,
efforts.

My only criticism is the lack of
a pave game facility that could
save a lot of time and frustration
should you be mugged by the
Dark Ones just as you're
completing the cosmic pattert

Timetrax is awvailable for the

64 from APS and coste £9.95,
FLANET RATINGS

Originality (I 1] ]
Graphics (21 TT]
Use of machine sees
Value for money (1113

STAR RATING
Nova

In your bunker — about to leap through a time portal to avoid the minions of the

Dark Ones
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| OF THE
EARTH

4 graphic adventures on one
tape. Based on the book by
Jules Verne. Mastodons,
Batlegroms and Volcanos,
are you brave anough to
make it through? M5X 64k

_—

& JOURNEY TO |
| THE CENTRE |

SODOV THE
SORCERER

Magical 3D animation with
the latest YOPS course,
sorcery. Fast, furious and
the mythical Batlegroms to
cope with. Spechum 48k

......

SAVAGE POND

Face monsters more
ferocious than the
Batlegrom from Vragus IV.
The anly arcade game with a
sticky tongue at the end.
BBC/Electron Atan

SOLO

Tha Di-Planium Wars rage
on. 16 alien craft 1o defeat
with fantastic sounds and
sonics. C16

-

JACK ATTAC

A great arcade adventure,
an epic struggle, beabstalks,
and cartoon animation.
EBC/Electron

Argus Press Software Group Liberty House 222 Regent Street LONDON W1R 7D0B 01-439 0666

I

I

I

For mail order and Byte me T-shirts (small, med, large: £3)

I
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Knights in the Desert
C84/Atari (Disk)

US Gold (SSI)
£14.95

“In the year 1098, knights in
shining armour set out on the
firat Crusade, marching across
Asla Minor to reach the Holy
City of Jerusalem and free it
from the invading Turks. Nearly
a milleniurm later, in 1941, a
gimilar scenario would be played
out. This time, Crusader tanks of
(Great Britain rolled across the
broiling sands of North Africa to
repel invaders of a different sort

the armoured forces of Nazi
Germany’.

In an unusual wargame from
the Gtates (unusual not only
becauss of this tripe on the cover
sleave but also as the Amaricans
aren't involved!) you play
Rommel as the German forces
try to take North Africa from the
British forces,

Confused? You will be when
youtry and read the instructions
which are tough going even for
an avid wargamer.This one is
definitely not for beginners!

The game itself is an excellent
simulation of the battle in North
Africa, particularly around
Tobrulk, and includes incredible
detail, not only in the units
imvolved, but also the problems
of supply and logistics.

In an easier game, such as
Tigers in the Snow (reviewed
last month) & unit must have a
clear line of hexes to their home
base to be supplied { have encugh
ammo ate to fight ). In this game

F

you have to maintain this line of
supply to all units by means of a
natwork of supply depots strung
aoross the landscape.

Unfortunately these depots
add a few more problems as thay
move a lot slower than the other
units and are wulnerable to
attack so you hawve to ensure that
youdon't push ahead too fast and
outrun them.

Another major headache that
B commandsr will have to
contend with is reinforcements.
This may sound a little odd as
gveryone likes more troops. The
problern comes when deciding
where to put them as every unit
geems to develop a desperata
Tiee.

Enights of the Desert is a
complex game as highlighted by
the units themsealves. They are
represented on the screen by
gymbols ( as in board wargames)
which illustrate the units type
(panzer, infantry, armour,
mechanised, nonmobile), size
(regiment, battalion, division,
brigade or garrison) and
nationality. PFor example the
Allied side actually contains
British,  Australian,  Indian,
South  African, New Zealand,
French and Polish forces as well
a5 some units that contained
more than one nationality!

All  this data produces
numerical factors that detar-
mines the unit's oombat
strength, maximum numbear of
reinforcements the unit can
take, morale, the amount of
gupply it can carry with it

——

whether it 18 supplied or not, it's  off playing a game like Tigers in

a ﬁ ﬁ e _ fortification level (how well it the Snow before tackling this
a SPER  has dug in the defend itself) and  one. T.H.
} a @ @ a T T the number of operation points

a' \_Jfa\ 4 'ﬁ'

it has. These operation points FLANET RATINGS
determine how much a unit can

i do in a single turn as points are  Originality L1
subtracted everytime it movesor  Graphics L]
attacks. Use of machine sas

This all provides a highly Value for money L L2 1]
sophisticated wargame simmul-
ation so it's just as well that the STAR RATING

. program allows you to save it ‘ O

every turn as well as printing  Bright Btar

out the position of the units so .
that you can plan your next
mova on the train or bus.
Seasoned wargamers will
revel in this depth and comp-
lexcity bt it will naturally deter
beginners who would be better

e CR . - - .

_. F*‘;Flv“ YOU MISH TO
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Computer:
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Price:
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Forget about windows, icons,
mice and pull-down menus. A
new age of user friandliness in
compuier games is dawning. No
longer is it the done thing to
have little booklets giving you
the storyline behind complex

adventure games. If you want to-

stay ahead of your rivals, you
mst now include an audio
cassatte in the package with
someone reading the story to
any would-be player just In case
the effort of reading the story
proves to be too much In
practice, C64 owners are likely
to have more trouble finding a
cassette recorder as of course the
Commodore tape deck is ussless
for this purpose.

Doomdark's Revenge is the
sequel to the highly succesaful
Lords of Midnight Originally
written for the Spectrum only,
popular demand ensured its
conversion. The game is not an
adventure as such for there is no
text input but still contains the
traditional quest ideas together
with elements of wargaming as
you explore the 6,000 locations,
making alliances and fighting
battles as you try to defeat the
ENemy.

The plot is complicated to say
the least (hence the audic cas-
Bette) but basically involves
Morkin having gotten himself
captured by Shareth Heart-

stealer, Empress of Icemark who

is determined to awvenge har
father — Doomdark You take
the side of the Moonprinee Lasxor
as you attempt to find and rescus
Morkin although you can also
try to achieve total victory by
defeating Shareth's forces in
battle. There are also several
artefacts to be found which will
add to your victory.

The game starts with you
controlling three characters (so
your friends can play at the same
time if you want). All commands
are entered as single keystrokes
either directly or from a menu
Examples of direct comands
would be moving or checking on
various items whilst gelecting
the ‘choose’ key would give you a
men of the options available to
you at that particular time, Time
plays an important part in the
game — characters can only do
80 much in a day. When you have
finished making your moves, a
quick key press informs the
computer allowing the forces of
evil to move at night.

The outstanding feature of this
excellent game is its graphics.
Each of the 6,000 locations is
fllustrated from elght different
compass points giving 48,000
landscaped views. Amongst the
features you will come across are
temples, fountaine, pits, towers,
palaces and underground pas-
fages. As you approach a
building, so the persepective
changes and the hut or whatever
looms largear.

Doomdark’s revenge is a
massive game that will keep you

hunched over a hot keyboard for
aconsiderable length of time. My
one reservation is that it takes a,
lot of getting into and consid-
erable perseverance is required,
The mixture of adventure and
strategy though works very well
and when coupled with the
superb graphics makes this a
game to be highly recommended.

G.H.

FLANET RATINGS

Originality sSese
Graphics L2 111}
Use of machine Ly 1 1)
Value for monay SeSw

STAR RATING

Nova :
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Square, London W1.

CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden

CLASSIFIED RATES — 40p private per word. Semi
display £9 per single column centimetre plus VAT.
Series rates on application. Please note that all
classified advertisements under £20 must be pre-
paid. All cheques or postal orders to be made
payable to A.S.P. Ltd., (P.H.)

Telephone Duncan Neilson on 01-437-0699

et |
=
S

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 any copy-
right or condition of sale of any interested party in the advertised product.

Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any other claims brought against
them as a result of legal action arising from the publication of the advertisement.

Any breach of these terms or the said conditions may result in prosecution of the advertiser by the proprietors

MIDLAND COMPUTER
LIBRARY

ATTENTION Commodore, Amstrad, Atari, BBC & MSX Users
A SUBSIDIARY OF PLATINUM GOLD

" OVER 7,000 different titles available for hire far the COMMODORE, SPECTRUM,
ELECTROMN, BBC, AMSTRAD, ATARI, and MSX computers,

" ARCADE, ADVENTURE, EDUCATIONAL and BUSINESS software (a6,
* HIRE PRICES from only Tap INC, PEP.

* 20% DISCOUNT off all purchase software

* FREE CATALOGUES.

* FREE HINTS AMD TIPS,

" FAST RETURN OF POST SERVICE (if reserves are given)

* ALL GAMES manufactured ORIGINALS with full documentafion

" OVER 8000 satisfied members.

" EURDCPEAN members welcome

" FREE MEMBERSHIP LIMITED PERIOD ONLY

" Full computerised system keeps track of your order. We pride ourselves in being
the most professional Hire Library in the Linitad -(i"ug:IrJrn_ with staff of 14 who
kmows what the word service means, Backed by our own softwars company and
ProgQrammers

MIDLAND COMPUTER LIBRARY
28 College Street, Worcester WR1 2LS. Tel: 0905 611072

I Flease rush me my catalogue, enclosing £1 fo cover costs, refundable on joiming.
| o e e L P BT S el

Address: ...

C=e )
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Educational Utilities. For details
400 / 800 / XL / XE send SAE ‘Soft By Post': 14 Blakeley
HIRE your first 2 games FREE

Avenue, Wolverhamptan
from our extensive range of soft-
ware. Up to the minute releases BBC B/ELECTRON Software

available. Apply Now! Liprary = membership. £5. Tapes

OR £1 (+ 30p P&P). Stamp for details
E. Tucker (AB), 58 Blenheim Walk
Carby, Northants.

BUY all the latest software titles at
best possible prices. (New re-
leases available direct from U.5.)

Atari hardware and modams now

UTILITIES __rorsae J _FORMWIRE __

JOKES

—

FREE -

Brilain's Mo: 1 Joke e 3
Catalogue packed T
with over 500 practical jokes from Sp
Stink bombs, Whoopes cushion, wob-
bly lager glass, laxative tes bags,
smoke bombs, willie sugar, cigarette
bangers, joke blood, sick, mess, soap
Swesls, wel |okes, exploding jokes,
magic tricks, party fun kits, masks
make-up, sea monkeys, girl strip pens,
adult party packs, saucy novelties
navghly presents, posters, badgers,
the complete Joke Shop by Post.
=&nd 13p stamp with vour name and
address for bumper colour catalogue
and Frea Gift to:

MATCHRITE, THE FUMMY BUSINESS

(Depl C.G.) 167 WINCHESER ROA,,

BRISTOL BS4 AN,

ATARI 4006007800 KL

EFTWARE
e Fave an all round selecien ol deks casseties and
cartridgas FOR HIRE. Spply noew and hive your 1irsi
four games fres. Arcund 1,004 cilterent original files

For tull detals send lame slampad addressed ervel npe
of teephon evenngs Jpm - 10D Or wWeakends
LOW ATARI PRICES
1050 DISC DRANVE €127 95 post feee
VI0XES + Recorder + Minar 2048 E165.95 post

£
130 XEs 1060 DRVE E3ST 90
130 XEs E125.80

BEST HIALITY DISCE
Unfabellad 5.0./5 5 €10 85 lor 40 past Ires
E97.95 for 100 posi Inem
DDJEE £14.95 lor 80 post Iree
diUEEs UF 10 3% D000 £30.95
ATARI 570 5TM, 1 MEGABYTE DRIWVE ANDO
MONGCHAOME MOMITOR E63290 POST FREE 4
10 FREE DISCS
Memores 3% " discs 55 /0.0 Bowes ol 100
E20.95
H&PFY ENHANCEMERT FOR THE 1050 DRIVE
E14% 90 POST FAEE
GAMES & SOFTWARE CLUB
Oept G5 35 Tibery Read, Tiibury Chse
Senderdand SR APD. Tel: OTEY 2BAASN

@BYSSEY 7

Science Fiction Specialists

Baoks, Comics, Magazines, Posters,
Soundtracks, T-Shirts and Games

Manchester University Precincts
Outord Road, Manchesier M13 88BN
Tel: 061-273 6666
Open Mon-Sal 9,30-5,30

ALSO MOW AT:
Unit & Harrison Sireel,
O Yicar Lane, Leeds 1.

Tel: 0532 426325

MAGAZINE AMD POSTER CENTRE
(Large range of compuler magarines)

Manchester 4.
Tel: 0E1-832 T044

REPAIRS

21 Hanging Ditch, Off Corporation 5t,,

SPECTRUMS,
COMMODORE,
DRAGON AND BBC
REPAIRS

Al Spectrums  also have essential
modifications fitted and arecomplately
ceerhauled with G month guarantes £20
. a8l inclusive

Free estimates for CBM, Dragon and
BEC

M.P. Electronics, (Dept (G),
The Laurels, Wendling, Dereham,
Morfolk NR19 2LZ. Tel: D362 BT 327

NEW STOCK!

Sinclair 16K
rampacks for ZX81, £6 including
VAT and postage. Halsat, Unit 1
Burywalk, Bedford MK41, 7BW

available at discount prices, For
further details send S.A.E. to:

CHARNWOOD GAMES
30a WARWICK AVENUE, QUORN,
LOUGHBOROUGH,
LEICESTERSHIRE,

TEL: 0509 412604

PHONE
01-437 0626 FOR

ADVERTISING
DETAILS NOW!

SHARP MZ700 AMSTRAD
SPECTRUM. New exciting games
ten pack priced £2.95. Cheques
payable toScott Carey, Pacetapes,
40 Bainton Grove, Clifton, Notting-
ham MNG11 BLG.

INNOVATIONS
COMPUTING AND
VIDEO
9 Harmondsworth Road,
West Drayton,
Middlesex UB7 9JS
Tel: (0895) 420457
Inexpensive software
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CHARITY COMPILATION TAPE
ALL PROCEEDS GO TO THE
PRINCE'S TRUST

LIGHTNING DISTRIBUTION LTD
841 HARROW ROAD
LONDON NW10

R

48K SPECTRUM

PITFALL Il ACTIVISION PITFALL Il ACTIVISION
PSYTRON BEYOND | SPACE PILOT 2 - ANIROG
FALL GUY ELITE PSYTRON BEYOND

AD ASTRA GARGOYLE | FALL GUY ELITE

SAM STOAT SAFEBREAKER  GREMLIN GRAPHICS | DEMONS OF TOPAZ FIREBIRD
SPLAT INCENTIVE SHEEP IN SPACE LLAMASOFT
MUGSY MELBOURNE HOUSE | KONG STRIKES BACK OCEAN
KONG STRIKES BACK OCEAN BLACK THUNDER QUICKSILVA
CHEQUERED FLAG PSION DEATH STAR INTERCEPTOR SYSTEM 3
BLUE MAX U.S. GOLD | TALLADEGA U.S. GOLD




Nearly a year ago, Com-
uter Gamer launched the
irst ever readers’ club.

There was &a massive

responge — greater than we

ha imagined in our
wildest dreams.

People applied from all
over the world, and an age
range from 6 to over 60.
They received the club
newsletter with up to the
minute news, reviews, com-
petitions, and answers to
our puzzles. As well as free

- READERY
(-1-U-B

¥ou can prove your games
pl&ging prowess.

0 what's new? Well, due
to vastly improved produec-
tion schedules on Gamer,
as well as bringing you
8ven more current news
and reviews, we can in-
clude the newsletter in the
main magazine, This will
ive it a much wider au-
ience — as well as keeping
our post bill down!

The format will also
change. From now on the

clubs, so if you have a local
computer club that you
wish to promote, fill in the
fu:ll:}lr*rn and it will be includ-
ad.

Section two will be for
Jales and Wants, if you
want to sell something com-
puter related or you want
to buy something then this
is the section for you.

Section three, general
contacts. This is a general
section for contacting other
people, if you want a com-

delivery of this, members club pages will be used for puter pen pal, or want to
also had the right to par- FREE contacts, in three start a clu ., or can offer
ticipate in our wunigue sections. help with a game, then in-

Section one will

ratings system that means be for clude yourself in this sec-
tion.

The general rules for
these sections are simple.

All applications MUST be

ire
uﬂﬂ.tiﬂn na
uw“;i:ﬂ ¢ interest)

n the foll

o do is fill iparﬂcumr ar

s dentify YOUF

's ﬂl‘l.'l.h

Contact Coupon. SBend to:
ter Gamer mitﬁﬁ I

| meadeT
= ablications Li

ap TYPE OF FILES 700
e R T oY
'WHAT TYPE OF BOOKS D R

WH

r----------

Computer Gamer Contacts, 1 Golden Square, London

Member No:. ...,

| | ComPpu ist P
cialls
| | Argus BROF e I W1R 3AB.
| | 1 golden 54 = AB
| | London Wik respondence
' ' ¢ any other coF application: e
'I po not gnclt{:' e oNLY your ection o el e e M
. e L e Name:. . ...
Iuﬂ.a.ﬂ‘ﬂl_s,,..u"" -------------------- Address ... ........
' PR SR R LS
II ,,,,,,,,,, pOST R tes s e R
| e e T O o] ol
[ aimains ER.. """
|I PHONE H‘I.I‘.!ﬂﬂ‘ ST 2 ¢
AG nniﬁ?“TEE e O R S NEhe Pogt Code...........Ags:

Big changes are about to
happen in the Computer
Gamer Readers’ Club. Read
on to find out more...

on the correct form. 30
words maximum. All forms
must be completed in block
capitals. Personal only —
noe trade. We take no
responsibility for the con-
sequences of any sale or
contact made. 1};14::11.1:19 a
la,rge SAE for replies.
ontacting will work
along the lines of a PO box
system, except that it will
be membership numbers.
No addresses will be in-
cluded in the ads, only a
number. If you want to res-
pond to an ad, then you
gend the letter to us at the
following address:

Club Contacts
Computer Gamer
1 Golden Square
London W1R 3AB

With the number that
you wish to contact written
on the back. We will then
forward the letter on to the
appropriate person. If you
are not a member of the
club already, then you can
always send your applica-
tion in with your contact
COUpOn.
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COMMOIDODRE 64

795 8-95 5-09

*TM & (€11984 Universal City Studios, Inc. All nghts rewrved Licensed by Merchandising Corporation of America. Inc.

Ocean Software is available from selected branches of: - iy Ot i
WOOLWORTH . WHSMIIH.@ : ‘¥ OceanHouse - 6 Central Street

"I, LASKYS. Rumbelows, COMET A ' Manchester - M2 5NS
Spectrum Shops and all good software dealers. : #8.¥ Telephone 061 832 6633 - Telex 669977 Oceans G |
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ALL THESE
BLOCKBUSTERS
TOGETHER ON ONE

GIANT
| COMPILATION
2 SPECTRUM £9.95
- AMSTRAD £9.95
, COMMODORE 64 £9.95
W |  DISC£M495

AL\

 MORE FOR -
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