


again to find out what went wrong.
The president of Nova Robotics wants-=4,
to capture him before the weapons hes
carrying Kill millions of civilians.

And the security chief wantsto |
blow him up so that he can get U”
home in time for dinner.
YOU are Number Five...YOU are alive
and YOU have got to stay that way!

™

It was a one-in-a-million accident —
but Number Five, designed to be a
strateqgic artificially intelligent
weapons system, the most

\  sophisticated robot on the planet,
has escaped — and has come to
the conclusion that he'’s alivel

MNow the scientist who put him
together wants to take him apart
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Academy.....ccoeernennnnnnnes

Win CRL's follow up to the fantastlc
Tau Ceti.

Gauntlet......c.ccoiniiiisssssssse dil

Win the game, a plaque, a T-shirt and
everlasting fame.
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CUBIC RUSE

Tigress Designs intend to squeeze WAVE

CODE MASTERS’ NEW

every ounce of invention out of
isomaze games. As major eon-
tributors to the _current flow of
conciousness on Ariolasoft’s
Reaktor label, Dave Bishop's team

The second batch of releases from the
Code Masters bud label includes
White Heat, arcade action for the
Spectrum, Super Robin Hood for the
Amstrad and Necris Dome, a text

are anticipating the launch of adventure for the Cé4. At £1.99 each, ’:.—1::':!,-'
Triaxos. these titles should soon be hitting the ,r’-v"_:,‘
The game is played in an BMX Simulator trail into the charts. - 'q.’
‘extraordinary cube prison’ look- Amstrad and Spectrum owners will : L3
ing rather like one of the four by also be seeing Professional Snooker :1.:: ot
four Rubic Cubes which formed Simulator taking its place alongside its ] QC
the second wave of ]renerda';'s mup&n;ivg r counterparts. :_"__":l:"fl_,
craze. Hidden in the ZED cube is Contact: Code Masters, | Beaumont - £
a cell containing a prisoner who Business Centre, Beaumont Close, g e
holds the secret to the TRIAD Banbury, Oxon OX16 7TRT (0295 68426). ey
fiorces' devastating new weapon. Lyl

The mission is to rescue the
prisoner and free Homeland from
the threat of destruction. It s a

BUG BYTE'S VIRGIN

Falcon Patrol |l and Strangelocp are two
very familiar titles originally from Virgin
Games and have appeared on budget
collections from several sources. Now
Bug Byte offer them individually at £2.99
each alongside the re-issued Deathwake
from sister company Quicksilva. To
accompany these three, Bug Byte have
also produced a BBC/Electron version of
Skyhawk, the basis for Falcon Patrol, and
Zagan Warrior for the Cl6&/Plus4.

Talking of Quicksilva reminds me that
Amstrad Elevaterpéction is also_on its

race against time because the
rescuer and prisoner must rendez-
vous with a spaceship at.a given
time.

Initially available™ for the
Amstrad CPC machines, the con-
versions to Spectrum and Céo4are
on their way. Reaktor games cost
£8.95 on cassette or £14.95 on
disk.

Contact: Ariolasoft, 68 Long
Acre, Covent Garden, London
WCIE 9H (01-240 0247).
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(tAmstrad Mercenary

way for those whe saw Micropacl's

versions a few months ago. The
Quicksilva game is licensed by the arcade
game originators, Taito, and costs £8.95.
Which, coincindentally, will probably be
the price of their currént project:
Grange Hill. Based on the book After
Hours, the adventure will féature some
of the best known characters from the

ten g&r old TV series.
ontact: Argus Press Software Group,

Vietory Mouse, Leicester Place, London
WCZH 7NE (01-439 0666).

THE MERCENARY
POSITION

MNovagen's award winning Mercen-
ary is still hovering around the
charts over a year after its release
on the C64. We recently featured
the Atari ST version and now they
are putting the finishing touches to
the Amstrad and Spectrum con-
versions. The Spectrum version
will appear in March and the
Amstrad version should already be
in the shops.

As a mixture of flight simulagor,
arcade adventure featuring superb
vector graphics, Mercenary should
give Rainbird's Starglider a run for
its money at just £9.95. Amstrad
disk users will have to wait until
April for their version.
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booe ~ ' ' ALLEY UP
5.%.°. ' :
'’ I0th Frame 15 the latest small-screen
’9%° sport simulation from US Gold/Access
ba e and gives you the chance to play ten-pin
s bowling in your own shoes,
;'.‘." There’s a league or open bowling
1 7a%" option which can be played in teams of
et four and eight respectively and the
Te%e" animation is said to follow in
Fare” Leaderboard’s footsteps. Once you've
Pe’s’ plumped for amateur or professional
" (there's a kid's level for family-playing),
%0 there's a long view down the alley and 2
oTs? clinking of skittles any 60s American
gete sit-com would be proud of.
.l'-'. Automatic scoring and score
e e printout mean there’s no hike back to

ARIOLA'S STAR SIGN

Ariolasoft UK have set their sights
across the Channel and added Starlight
Software to the stable with an exclusive
European licence.

Starlight is a new company and its
back from beyond managing director
Francis Lee, is going for both the 8 and
l6-bit machine market. Heralding its way
are Greyfell — an arcventure with 3-D
graphics — and Deathscape — described
as a ‘fight simulator’. Both will be on
Cé4, Spectrum and Amstrad,

Ariola's Ashley Gray and Francis Lee
sound optimistic about the arrangement
and are wishing hard on a European
commercial constellation,

Contact; Ariolasoft, 68 Long Acre,
Covent Garden, London WC2E 9/H
(01-240 0247).
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A GAME OF TWO
HALVES

Love him or wish he'd been relegated at
birth, Cloughie's back in Brian Clough's
Football Fortunes from CDS. Scaling
your way up the dizzy heights of the FA
rungs, taking on the European lads,
competing against nine other teams —
it's a pretty old hat-trick, but then
comes the special added ingredient,
‘social interaction’. Two to five players
become the team managers, the rest of
the ten strong league is managed by the
computer. It's board-game tactics with
simulation; quick thinking on your toes.
You use the board for strategic
advantage and haggle with other
managers to secure the most profitable
results — borrow players at big money
prices to win an important game or fill
your own coffers when they're after one
of your squad

The package consists of
cassette/disk, playing board, immunity
and football player cards, counters and
phoney money.

Contact: CDS Software Ltd, CDS
House, Beckerr Road, Doncaster DN2
JAD (0302 21134)

P e
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the score table to see if you've shaken
the bowling world or just effected a mild
wobble. Available now on Cé4, Spectrum
and Amstrad — Atari 5T and Amiga
COoming scon.

Contact: US Gold Ltd, Unit 2 & 3,
Holford Way, Holford, Birmingham Bé
FTAX (021-356 3236)

All for one
and one for all!

Another game from Action, those up-and-
coming Swedish people, is the Three
Musketeers. In the game you guide Porthos,
D'Artagnan, Athos, and Aramis to England
to find some missing diamonds.

A real-time adventure with graphics and
over 90 locations. The game is in four loads
with 63K of data per load with digitised
pictures and 15 minutes of original music
inspired by the classics.

The packaging consists of a magnum
box in burgundy with embedded
ornamentations in gold. Further releases
from ‘Computer Movels' include Ivanhoe,
King Arthur, Around the World in 80 Days,
and The Scarlet Pimpernel

The Three Musketeers will be available
for the Commodore 64 and CI28 (with
enhanced graphics) and the Commodore
Amiga at £9.95 for the tape and £14.95 for
disk (£24.95 Amiga).

Computer Novels products are available
through Microdealer International on (908
74000,
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Well known computer magazine
editor believed to be helping police
with their enquiries.

Many moons ago Computer Gamer ran
a competition in conjunction with
Domark where the winner would
become the Computer Gamer entrant in
competition against || other magazines,
The prize was a golden Trivial Pursuit set
that couild be worth £10,000!

The winner and our champion was
Tony Critchley from Bracknell in
Berkshire. Three initial games were
played with the top two from each
group going forwards into the final.
Unfortunately our Tony had to contend
with contestants that had been on
Mastermind etc
“... anyway, the dice were against me,”
exclaimed our peeved challenger as he
failed heroically with lady luck pushing
him out of the way and out at the first
round.

0000000
)00000CQC
000000

Do What John..~

Remember the Creative Sparks
caption competition from last
month where we asked you for
your opinions on what their
‘Sparkling Superbrain’ was thinking.
Apparently Creative Sparks have no
idea either as they've offered £100
worth of software to the best
entrant.

“You lite @LL%3&"!)," exclaimed
our mustachioed editor as his hands
clamped our unlucky loser's neck in a
vice-like grip. Our esteemed leader was
last seen frothing at the mouth and
stumbling towards Teesside muttering
something about “B****y Commodore
magazines . . ..

Young Tony fared much better. After
micro-surgery to re-attach his head he
was presented with his consolation prize
— a Gen u ll edition of the board
EE.ITIE.

The Domark version of the board
game which is available on a wide range
of machines is now available for the
Amstrad PCW8256/8512. On disk it
costs £19.95. (Domark can be contacted
on 01-947-5622).

-jil“nﬁﬁr

Behold the Leviathan

A new zappem game from those awfully nice
English Software people (they who produce
Elektraglide) in Manchester. Looking like 2
cross between Uridium and Zaxxon,
Leviathan is set to give all zappem players a
real treat.

Comprising three loads, the game has
stunning backgrounds, music, and effects.
Background scenarios include lunar surfaces
and ancient Grecian landcapes complete
with arches, pilkars, and statues. All of which
the fighter flies around and behind.

A full set of instruments, devious
nasties, and ground effects complete the
picture to make this a candidate for the
ultimate zappem game and a worthy heir
apparent to Uridium’s crown.

Leviathan is available for the
Commeodore &4 (Amstrad in the pipeline|
at £9.95 for tape and £14.95 for disk.

English Software can be found at |
North Parade, Parsonage Gdns, Manchester
M3 2NH.

HONZ. 2NN OC Superior Superior

Superior are claiming a Christmas hat-trick
with Repton 3, Ravenskull, and Stryker's Run
achieving the top three positions in the
Gallup chart for the BBC micro in the weeks

To give you another chance here before Christmas.

is the young Mark Rivers in his
‘contemplative’ mode. Think/

For another hat-trick Richard Hanson,
boss of Superior, said “If we don't have the

speech bubbles to our usual address. entire top five by the end of March Il eat
Creative Sparks/Sparklers are at my hat". Perhaps they can make a game out

Unit Bll, Armstrong Mall, South-
wood Summit Centre, Southwood,
Farnborough, Hampshire GUI4
ONP

ol it ...
Superior software are at Regent House,
Skinner Lane, Leeds L57 IAXPI

Einstein Cheapie

The much respected Tatung Einstein
computer that has enjoyed a limited success
over the past few years has just had a price
cut.

The 80K, computer with the built in disk
drive is now available from high street h-fi
chain Dixons at the low price of £149. A sig-
nificant drop from when it was first available
a few years ago at £399.

The Einstein comes with 80K of
memory, |6 colour hi-res graphics, lots of
/O ports, and a CP/M compatible disk
operating system for the in-built 3 inch disk
drive. The system can now run Amstrad
CPIM software as well (with a software
adaptor) making it the cheapest route to
CP/M. The Einstein also has loads of games
available.

Details of the Einstein and Einstein 256
are available from Tatung on 0952 613111,

Aaarrgh
Damn, Missed!

Here is a picture of CRL pretending
to demolish their offices. This is to
announce that they are launching a
game called ‘BallBreaker’ (Ams,
Com, Spec. £1.95 tape, £14.95 disk).
A prize to the best suggestion
as to why somebody should
REALLY demolish their offices.
CRL are at CRL House (for the
moment), # Kings Yard, Carpenter’s
Road, London EI5 2HD.

Squaring the Circle

Yet another ‘arcade adventure’ this time
from Tonbridge software house Bubble Bus.
The plot revolves around the crew of a
survey vessel waking up from suspended
animation to find their ship taken over by
strange alien beings.

The idea of the game is to free the four
ship's robots and take over the rest of the
ship. The ship has 255 locations and headway
can only be made by cracking the alien
language that the ship has been re-
programmed in.

Bubble Bus's last hit was Starquake a
couple of years ago, let's hope that they have
more success with this one. The game i
called ‘The Fifth Quadrant’ and will be
available for the Spectrum, Commodore,
and Amstrad.

Bubble Bus are at 87 High Street,
Tonbridge, Kent TN? IRX.
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ou will have read an awful lot
in the computer press
recently about the fourth
generation of video games
_consoles and how they will be

spot.

world with excellent graphics and
sound, great quality games from
the coin-op world, and amazing
value for money.

The scene is now set, the
systems are developed, the
distributors are appointed, the
advertising budgets have been
worked out, all that the world is
waiting for is the machines
themselves, At present there are
three:

The Sega home console is
being distributed by Ariolasoft, the
well known software company.
The machine features high quality
graphics, but is let down by the
sound slightly. The games are
stored on either cartridge or
Astron Card. The controllers are
cards with a flat panel that can have
a short stick attached to it, similar
to the ‘wiz card’. There are two
action buttons on it and it is similar
to the Nintendo system. Controls
on the machine are the usual, but
also include a pause button — very

Looking at a tide of new style
home video games poised to come
onto the market. Mike Roberts
presents a special news feature on
the three contenders for the top

useful as most of the games for it
are extremely complex.

As you would expect, most of
the games that are coming out on
the machine are conversions of
Sega coin-op games. Favourites
such as Hang On and Choplifter
(the coin-op version) are already
available and will be released with
eleven other games around the
same time as the machine. Sega are
planning to bring out a few games
a week for the forseeable future
— there will be plenty to play with
over the coming years.
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The only real squeeze is the
price of software. Despite half of
it being being very good (the other
half being of the more common
dubious Japanese quality) games
will retail between 20 and 30
pounds — reasonable prices for
the American and Japanese
markets, but where good software
sells in Britain for a couple of
quid . . .

The price of the machine falls
into the middle of the range for
the new systems coming out at
around £100. Compared to the
cheapest computer this represents
good value for money — but you
should take into account the
running costs as all you have to do
is to buy a few games and the cost
of it runs up to the price of an
Amstrad or a Commodore 64.

The next machine to hit the
streets is probably going to be the
new Atari 7800. This machine has
had a very strange history and was
created through a process of
evolution rather than being
revolutionary. The original Atari

N

2600 is probably the best selling
Video system ever. Having been a
steady seller since the mid
seventies it still sells around 20,000
a year in Britain and is still manu-
factured (it sells at £35 if you are
interested). The design philosphy
applied to the 2600 was then used
to create the Atari 400 and 800
in the late seventies — which are
also still in full production (though
slightly modified).

The design knowledge used to
create these machines was then
applied to a new video game
system to compete with the third
generation machines then
appearing (Intellivision, Coleco,
and Astrocade). Though a limited
success in America, the new
machine — the Atari 5600 — was
never released in Britain. After
this, the well thought out design
philosophy was used to create a
super video games system called
the Atari Pro 5System. This was
then sat up on for a year whilst a
new range of computers were
being designed. Called the
Lorraine, and designed by a
company called Amiga, the rest is
history.

But the new Atari video games
system was still sat up on, and
stayed in a cupboard for over two
years until it has now emerged as
the Atari 7800 system (NB. | don't
know if this has got anything to do
with it but 2600+ 5200=7800!).
Using graphics one step back from
the Amiga, and unbelievable sound,
as well as great games from a lot
of American software companies
as well as Atari coin-op
conversions, the system is sure to
do well. Why! Because the system
costs a mere £70 and the
cartridges will be selling for around
fifteen quid.

The last game system to be
coming out in the next few
months will be the Nintendo
Family Computer system. This is
to be distributed by Mattel (of old

N

Intellivision fame) and at a price |
will tell you later (otherwise you
might not read the next few
paragraphs!).

The hardware for the system
is the Nintendo coin-op system —
not converted from, not cut
down, there is no difference. Coin-
op freaks will recognise the same
MNintendo V5 from many games in
the arcades. This was a standard
hardware configuration that could
just have a few chip changes and
you'd have a whole new game
(almost every other coin-up
manufacturer has the same
method, like the Atari system one
and two, and the Bally Sente
systemn). It is this system that the
MNintendo video game uses.

64 colours, bags of memory
and good sound as well as some
amazing games make this the game
system to- aspire to. There is a
range of add-ons as well, such as
a robot and a light gun. This system
is so popular in America and Japan
(where it sells for around $85) that
Nintendo have sold -round 25
MILLION units and have all but
pulled out of the coin-op business
in favour of the home market.

The pinch is in the price, whilst
the cartridges will be priced at the
same or slightly higher than the
Sega, the price of the system is
expected to be around the £150
mark. This extreme (for video
game systems) price is sure to
bring about its failure in the British
(and perhaps European) markets —
will the Japanese ever get it right!
(mind you, if this happened in the
motorbike industry I'd have a
Morton parked outside of my
house instead of a Honda). Perhaps
there's a future for the domestic
computer industry yet.

Looking at these machines, |
must rate the Atari as the one
most likely to succeed, it has the
name, it’s not |apanese, it has the
software, and most of all, it has the
price.
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We are always interested in paying
excellent rates for program submissions
from our readers. If your game is good
enough to print please send it to our
editorial address for assessment.

Mark your envelope PROGRAM
SUBMISSIONS.

AFTER TWO YEARS OF RESEARCH
THE IMPOSSIBLE HAS BEEN ACHIEVED

The Manager of Everton F.C.
Howard Kendall says. ..
This must be the ultimate

. of all strategy games. .. Excellent

OUT NOW... OUT NOW... OUT NOW...

Pit your wits and skills against 65 other teams which have their own
Transfers, Finances, Injuries etc., involving OVER 1050 PLAYERS

all with their individual skill levels of Passing, Tackling, Kicking etc.
All results are achieved by 22 players using Artificial Intelligence
with ‘live action’ graphics and player commentary from any of the
three division fixtures

YOUR TASKISTO...

Manage a given 3rd Division 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, Finance,
Gates, Injuries and Physiotherapy. At your disposal are print-outs,
individual player reports, visits to League Grounds, Fixtures, Results
and current League Tables of ALL THREE DIVISIONS.

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 KENDALL did not achieve success in 5 minutes neither
will you!

COMPETITION, COMPETITION...

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

ORDER NOW... ORDER NOW... ORDER NOW...

£10.95 Inciuding V.A.T. Plus 28p post & packing

PLEASE SEND CHEQUES/P.O. TO:—

JOHNSON
39 TOTTERDOWN ROAD
SCANATRON S
| 8F AVON BS234BR
LIMITED

COMMODORE 64, ATAR| ==




This. sequel of the game of the
film is unique as both are better
than the originals.

Games based on films or TV
programs are usually awful. Titles
such as the primitive Back to the
Future and the awful Knight Rider,
which was completely off the
track, sold well but soon disap-
pointed their players. Aliens is one
that won't.

The film is the sequel to the
1979 monster hit in which the
crew of the star freighter Nost-
romo was chomped by a single
Alien. Warrant Officer Ripley
(Sigourney Weaver) was the sole
survivor and finally killed the Alien
before escaping in a hyper-sleep
capsule. She is finally rescued 57
years later and is taken to a space

station orbiting above the Earth. Ope

There she is interrogated by
Company officials who demote

e 'l".- "-_'.._" Ly A

her and ridicule her story of Aliens
that gestate inside human hosts.
Ripley then discovers that an
Atmosphere Processing plant was
established on the planet Arch-
eron. The same planet that con-
tains a ship load of Alien eggs
waiting to hatch. Now, ten years
later, all contact is lost just a few
days after Ripley's return.

The company ade her to
go back to Archeron with a squad
of space marines. There they find
the plant is packed full of Alien
warriors, face huggers, the 20ft
long Alien mother and Newt —
the compulsory cute kid. The
game begins as the squad enter the
plant. :

You lead the team from the
safety of the Mobile Tactical
rations Bay which is outside
the infested plant. From there you
control the terrified but fighting
Ripley, Lieutenant German who is
likely to crack up at any minute

(|Llorprorocoror

cting Corporal Hicks, the
android Bishop, tough and reliable
Private Vasquez and Burke the
company man. With this motley
crew you must out the Aliens
and their mothers (Yes, there's
more than one in the game just to
liven things up!).

You can control your squad
either directly or by issuing
movement orders. | found the
direct method to be better,
although slower, and could safely
ferry my crew through the base.
If you issue orders you run the risk
of Aliens attacking your crew while
you're not controlling them and
they might have been eaten before
you get a chance to save them.

The screen display shows the
view from the helmet camera of
the crew member you've selected
and their smart (computer aimed,
video targetted, automatic wea-
pon) gun sight, their ammunition
level and the bio-monitor bar and
room number for each crew mem-
ber.

By controlling the gun sights
you can look the room you
are in although your fellow marines
remain invisible. The doors open
automatically unless the lock
mechanisms have been blasted but
even then you can blast your way
through by taking out the door
with your smart gun, A locked
door.may hold back the Aliens for
a while but when they finally break
through you'd better be ready for
action. T

Fighting Aliens requires
accuracy and timing. If you stumble
across one or they find you, your
proximity alarm sounds and you've
only got a few seconds to spin
around to find it. A single shot to
the head is enough for the war-
riors or three to the body but

you'd better be on target as the
Alien will attack as soon as you
fire.

Even when you've killed them,
the Aliens can still be deadly. Fry
an Alien by a door and you risk
leaving a pool of it's deadly acid
blood blocking the way. It will
eventually evaporate but it may be
too late. Wherever there are
Aliens you face the threat caused
by Bio-mechanical h. This
grows all over the walls and
spreads. If you don't control it (by
frying it) it will spread into the air
ducts filling the base with face
huggers and eggs. If it overruns the
control room or the generators
your mission will become almost
impossible as the lights will fuse and
you'll be plunged into darkness.

| found the best tactics to be
to ferry your crew room by room
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through the base taking it in turns
to be the first to enter the next
room. This gives the others a
chance to recover while you fight
any lurking Aliens.

Although the game is supplied
with an incredibly detailed map it
often helps to blast doors and
locks to mark the route through
the base.
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The first stop is the armoury
where the smart are auto-
matically rechargem it's onto
the control room and generators

to clear the Bio-mechanical growth
before a final showdown in the
Queens chamber. :

t the entire mission
you must have almost total con-
centration as the slightest panic

could lose you half your crew. This
superb captures the
atmosphere and tension of the film
more so than any other licensed

e.
FmA pause button can be used ﬂ
give yourself a break and check
map but there’s no going back. As
you get further into the game the
Aliens will discover your presence
and mount stronger and stronger
counter attacks until youre
mechanical growth.

An excellent game-of a superb
film, both are highly .recom-

Originality
Gameplay
X-Factor

Impact
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liration of big league bowling with outstanding graphics

alistic pin action and automatic scoring make 10th Frame a boy
enjoy. You m.ar;.r even be tempted to invest in high time bow

d shirt once you've become obsessed with this addictive g
Annther smash hit from the creators of that simulat
sensation ''Leaderboard"’.




that | have played for a long time.

The game consisis of twenty-
four different screens, the object
being to find a time bomb on each
screen and defuse it. Before the

screen must be cleared of dia-
monds and monsters and the
crown retrieved.

Your major hazards as you
attempt o acgomplish all this are
the rocks. Balanced precariously
on diamonds or lumps of earth,
they have anwunerring tendeacy ta
obey the law of grawity when un-
supported. If you happen to be
underneath at_the gme, alt that
happens I§ that you get a nasty
headache _and lose one of your

Title:

Supplier:
Price:

lives. What tends to happen more
frequerithyis that youdiScover that
you can no- longer fmd a way
through towaparticular seetion of
the maze.Now thesmay come at
ashock to ghose of you whose
game playing phlesophy. s 'if %
moves, kill i’ but ;o Repran 3, you
are actiially requirsd to exercEe
those grey cells whose normal e
is keeping your ears apart.

Mot that the rocks are
sole problem. To start with, not all
the diamonds that you need to
collect are present. Some are
hidderr in safes. These areas are
impassable until you find the key

mtogemsand allowing you ac cess
toother parts of the maze. fbere
are also.spirits. floating around.
These have 1o be lured into cages
and 5o tucned to " damonds.” The
only help you have if accomplighs

the left hand wall,
Eggs are perfectly safe until you

disturb them. Then they promptly
crack open and a baby monster

hatches out. This must be killed by

REPTON 3
Computer: BBC/Cé4
SUPERIOR SOFTWARE

£9.95 (cass) £11.95 (disk)

thereupon transmuting all the safes

ing this'¥s_that they always follow |

Gordon Hamlett goes digging for
treasure and uncovers a gem of a game

crushing it with a rock Lefcto ics
own devices, it will chase and, on
contact, kil you Then there is the
fungus, again deadly to touch ind
which_spreads inexorably unless
checked. And it this must be done
against the clock  Afcer alt, what
use is a time bomb # it does not
explode afrer a given amount of

are normally positicned o such a
way that you could have reached
them if only you had angther twa

Th:ﬁxymﬂmgame though is
the problem sofving, and pretuy
tricky some of them are oo
Several small puzzies frequently go
nto making up a larger one
Obgects need to be collected in
specific orders otherwise you find
cut off from them later.

positioned along an edge, but what
if they are in the middle of 2 room.
Then boulders hawe 1o be swnted

SCORELINE
Impact
Orginality
Gameplay
X-Factor
OVERALL

screens and characters or  ust
change the parameters and colours
of .the existing ones in.order to
maké  them that
easier Harder.

OK; soit doesremind you of
Boulderdash somewhat, but Rep-
tom3 has enough original features
for you not to mind. The graphics

fitcle  bit

..‘B-_'I:-."J-_"'--_"‘-L'\-..b_H-MII-u.'..

are bright and colourful but not
particularly but who gives
a hang when the gameplay is as
good “as this. The relatiopship
between difficulty and compulsion
s h.?nlt |u‘!‘..l one more El:'_'r, I5 IUSt
about perfect. Repton 3 is quite
simply-oge of the most addictive
games | have ever come across




Spectrum RRP Our Price
Star Glider 1495 10.50
Legend of Kage 7.95 550
Footballer of the Year 7.95 560
Avenger 995 699
Fire Lord 895 B6.25
Deep Strike 995 6.99
Great Escape 7.95 550
Jail Break 795 550
Contact Sam Cruise 795 5.60
Rogue Trooper 999 6.99
Handball Maradona! 695 5.20
City Slicker B.95 B.25
Double Take 796 550
Yie Ar Kung Fu 1l 795 550
Top Gun 795 550
Stallone's Cobra .92 5.50
Scalextric 995 6£.99
Sky Runner 995 699
Fair light 1l 995 6.99
Konami's Golf 7895 550
Super Soccer 795 550
Donkey Kong 796 5.50
Terra Cresta 795 550
Thanatos 995 699
Academy B.95 6.25
Shao-lins Road 796 5.50
Uridium BA9S B8.25
Hypaball 995 699
Bomb Jack Il 7895 K75
Space Harrier 7.95 8.75
Coin Op’ Hits

Yie Ar Kung Fu

Mikie

Green Beret 995 6.99
Ping Pong

Hyper Sports

Sold a Million 1l

Fighter Pilot

Kung Fu Master

Rambo 9485 6.99
Ghostbusters

Durell Big 4

Saboteur

Critical Mass

Turbo Esprit e
Combat Lynx

Five Star

Zoids

Equinox

Three Weeks in Paradise 2 9.95 6.50

Back to Skool
Spindizzy

Special Offers ~

Spectrum
RRP Our Price
Revolution 8.95 3.50
Rebel Plant 9.95 3.99
MNexor 8.95 3.99
Superbowl 9.95 4,99
Lord of the Rings 15.95 8.99
Hyper Sports 7.95 4.99
Project Future 7.95 2.99
Defender 7.85 2.99
Galaxians 7.99 299
Ms Pacman 7.99 2.99
Snooker 7.99 2.99
X cel 7.99 2.99
Moon Cresta 7.895 2.99
Pole Position 7.95 2.99
Fighting Warrior 8.95 3.99
Quazatron 8.95 4.99
Pyracurse 8.95 4.99
Druid 7.95 4.99
Green Beret 7.95 4.50
Trivial Pursuits 14.95 9.99
Commodore 64
Jack the Nipper 9.85 4.50
Deactivators 9.95 3.99
Way of the Tiger 9.95 4.99
Doomdark’s Revenge 9.9 4.99
Trivial Pursuits 14.95 9.99
Fist 1l 9.95 5.99
PSI 5 Trading Co 9.95 4.99
Int. Soccer 14.95 4.99
Cluedo 12.95 4.99
Kensington 12.95 4.99
Master Mind 12.95 4.99
Electra Glide 9.95 3.89
Hunchback Il 8.95 399
MSX Cartridges
Fing Pong 17.95 7.99
Sky Jaguar 17.95 7.99
Hyper Rally 1785 7.99
Yie Ar Kung Fu 17.95 7.99
Yie Ar Kung Fu Il 17.95 7.89
Track 'n’ Field | 17.95 7.99
Antartic Adventure 17.95 5.99
Amstrad
Music System 14.95 8.99
Herberts Dummy Bun 9.95 2.99
BBC

Lord of the Rings 15.95 7.99
Computer Hits VI 9.95 4.99
Computer Hits VI 9.95 4.99
Match Day 9.95 4.89

7”EMPIRE SOFTWARE

Commodore RRP Our Price
Uridium + Paradroid B.95 6.25
Alley Kat 8.95 625
Yie Ar Kung Fu Il 8.95 6.25
Terra Cresta 8.95 599
The Sentinel 995 699
Great Escape B9S 6.25
Sigma 7 995 699
Rogue Trooper 995 6.99
Strike Force Cobra 995 699
Stallone’s Cobra B9S 6.25
Fire lord 895 6.25
Donkey Kong 895 6.25
Footballer of the Year 995 6.99
World Games 995 6£.99
Jail Break B.95 6.25
Sky Runner 9.95 6.99
Double Take 895 6.25
Tomahawk 995 6.99
Hand ball Maradonal 695 5.20
Marble Madness 995, 6.99
Avenger 995 6.99
Legend of Kage 8.95 6.25
Top Gun 8.95 6.25
Super Soccer 895 6.25
Z Zap Sizzlers

Who Dares Wins ||

Drop Zone

Wizards Lair 895 6.0
Thing on a Spring

Coin Op’s Hits

Yie Ar Kung Fu

Mikie

Green Beret

Ping Pong 8,95 6.99
Hyper Sports

Sold a Million 1l

Fighter Pilot

Kung Fu Master

Rambo 995 699
Ghostbusters

Durell Big 4

Saboteur

Critical Mass

Turbo Esprit 995 6.99
Combat Lynx

Five Star

Zoids

Equinox

Three Weeks in Paradise g 9.85 6.50
Spindizzy

Scarabeus

Speed King Joysticks £9.95: Pro 5,000 £9.95: Revs hot shots £9.95:

EMPIRE

118a Palmers Road, New Southgate,

Quickshot Il £56.99

PLEASE SEND CHEQUES MADE PAYABLE IN STERLING
FOR OVERSEAS ORDERS.

Please make cheque’s or postal order's payable to Empire Software

SOFTWARE DEPT CG 2

London N11 1SL
Postage and packing included in price. Overseas add 75p per tape
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few months ago | wrote a
review of the Doctorsoft

flight simulator ‘Double
Phantom' where two BBC
micros were connected to-
gether via a bit of ribbon cable and
two players could fight against each
other in their respective aircraft.
At the time | said that the idea
was excellent and the gameplay
was alright but that the game itself
was too involved and complex
being more of a flight simulator

Title:

Supplier:
Price:

two forward views. The planes in
question are dogfighting F-14
American air superiority fighters.
Armed with 20mm cannon, side-
winder heat-seeking air-to-air
missiles, and flare decoys, along
with a cockpit full of electronic
flight aids.

The vertical split screen is one
that | haven't seen before but one
that works extremely well. The
bottom section of the screen is the
instrument panel, which leaves the
actual action area of the screen as
a square. Which is a very reason-
able shape to use in this context.

The instruments consist of a
top-down radar display of your im-
mediate vicinity. Thrust, gun tem-
perature, missile lock-on time, and
damage indicators are all on bar-
chart/thermometer type displays.

than a game (| used the phrase
‘flight simulater” as an insult in this
context). At the time | said that
if anyone could come up with a
head-to-head flight combat game
with the playability of ACE | would
be a very happy man.

With Top Gun, Ocean get very
close. The game is a one or two
player combat game with a verti-
cally split screen to provide the

The speed (in Mach) and height are
at the top of the screen in figures.
The other instruments are the
atctitude (which way up you are),
whether the enemy is above or
Jpelow you, which weapon has
been selected, and the enemy
missile indicator.

In the centre of the screen is
the sight. This has three modes, a
crosshair for the cannons, a largish

TOP GUN

Computer: AMSTRAD CPC

OCEAN
£8.95

square for the missile targetting,
and no sight for the flare mode.
It may all sound a bit cluttered, but
it is very easy to read, especially
at high speed (ie. most of the
time). The important instruments

Each mission gets

harder and harder

have extra warnings to them, such
as the altitude flashing when you
get oo low and the plane bouncing
slightly when you approach stalling
speed.

The game is either played head-
to-head, where two players get
three planes each and the winner
is the last one flying. Or as a one
player game against the computer.
The one player version is set out
as ‘missions’. Each mission pits you
against three enemy aircraft one
at a time. When you have
eliminated them you go onte the
next level.

Each mission gets harder and
harder. In mission one, the planes
just use their guns on you. In
mission two, they use flares and
can avoid your missiles. These first
two missions can be polished off
with no loss because the cannons
that the enemy planes use are no
match for your missiles. However,
if missions one and two are dead
easy, the third mission is almost
impossible.

Mission three is where the
enemy planes start to use missiles.
To understand why this makes win-
ning almost impossible it is neces-
sary to understand how the side-
winder missiles work in this imple-
mentation. The sight in front of
you changes to a square about an
inch across. To target the missile
you have to hold the enemy in
your sights for three seconds.
When this is happening you get a
beeping noise and the missile
countdown bar reduces. As this
reaches the bottem you get a
continuous tone. If at any time the
enemy drops out of your sights,
you start the three seconds again,

T N S S S S S S S S S S S S S S

microsecond before you see him).
The result, at best, is a draw with
both aircrafc being hit. The only
way 1 found to play the level
properly was to use my guns at
long range for the few seconds
that | was being targetted. This
considerably damaged him. When
the missile was launched | then
switched to flare mode (next one
up from guns), accelerated at
maximum towards the missile and
dived just before it hit. At this
point you can then run rings
around the enemy plane (thus
avoiding being in its sights for the
required three seconds).

After 20 seconds the missile
will burn out, or the flares that you
are dropping will decoy it. Then
you can start on the enemy craft
with your cannons. With any luck,
the damage that you have done to
it earlier will be enough to even up
the differénce between you.
Shooting down one plane like this
and suiciding into the other two is
the only way that | have managed
to get to level four (don't ask
about level four!).

The graphics are fairly crude
but completely in keeping with the
style of the game. The vector
graphic picture of the enemy F-14
is excellent and it moves just as you
would expect. The vector explo-
sion is also great.

The game is very fast and
would be totally unplayable
otherwise. My only reservation is

For head-to-head air

combat this is
definitely the tops

that the game could be a little
more realistic in controlling the
plane, | found it very difficult to fly
inverted loops, and the self
centering of the joystick was a bit
of a bind.

For head-to-head air combat
this is definitely the tops. Along
with ACE, they are the most
enjoyable flight games that | have
ever come across. Sure to be a hit.

I've not seen the film, but who
cares! The game is excellent.
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ool ... £7 25 o Fesvol Ll on veo... D684 Stainkess 51l ... 655 fi05 Match substitutes allowed, Discipline table, 7 Skill levels and MUCH MUCH MORE! Includes a
Sekd A Mliioe it S €725 $10.00  Scooby Doo.............. E5.T6 Shockway Rider ... 835 = full text match simulation with Injuries, Bookings, Sending OM, Cornars, Free kicks, Maich
& tar Trok i 5 E.:hj .:.Hu.u T e Eﬁ grﬁ:n;;"llﬂ a i {;5 E; %II:EE'E timar, Injury :iga, Extra tima, Goal 1|E'|:$.Eanl.'.l MORE
The Pawei .. ..........— 1496 SP3CE Hame .. ... . Ba.ra afer Ttk Price 48/128K Specirum £8.95. B4/12 ommadone £7.95
TN ... ... BE00  — S G gii.2e Sowby Doo ....... 5655 S11.A EUROPEAN Il - CAPTURES THE FULL ATMOSPHERE OF EUROPEAN COMPETITION -
an Dear 5 2= Tear OF Tramton . ... ER.55 Sikend Seroce . ..., E7.25 EILAD :
P e PSES —  Tui ST gess StarTeek ... £7.25 £1129 Home & away legs, Away goals count double (if drawn), Full penalty shoot out (with SUDDER
| Top Gun ........-. D655 - TR PR L LR il o ¥ DEATH), 7 Skill lavels, 2 subs allowead, Pra match learm naws, Discipline table, Full tearm &
Trap Door 6. 75 Frval Fursoe L. B0 ENAS
" i g e neee SETE Tobook £7 08 81109 substitute selection, Disallowed Goals and MUCH MUCH MORE! Plus FULL TEXT MATCH
hi a%a . T — B - -saaa ' =T L - DR . Slh‘ULATlC'H
v 1 miblazer......... E7.25 EILMA
oo R R Tt Pl ... B B2 e Price 48/12BK Spectrum Only £6.95
| MIIJEWI B TR Tarsan ..... o s T L. BT ETLR FANTASTIC YALUE — Buy any 2 games Deduct £2.00
I§ N R ML e §855 Tap Door . ........ €575 = Bu mrSE-m'ﬂﬂur:tﬂ-m
! ZarRs . . LETES M Memn ...l ... T6S8 Tempest .......... £7.25 £10.00 All gamas are available for IMMEDIATE DESPATCH by 1st Class Post and include Full
| 10 Comp Hits 3 ... £7.25 —  Hnvious , 575 Uchi Mata .. 725 11085 Instructions. (add £1.00 oulside LIK)
| 1042 T eT8 €180 fﬁ'qr;ij' : Eg;g :';a_fuuz feawsines Eé. ;2 i::?ﬁ From: E & J Software, Aoom 4, 37 Wesimoor Road, ENFIELD, Middlesex, ENJ TLE.
i i ; : ,
Pratags s E:."-"E"E.ﬂ.'i’“.lﬂ'." o 1) p:rn: ot A Mai dntv From: E & J Software,
WORLDWNDE SOFTWARE. (Mail Order Dep], | BRIDGE STREET. GALASHIELS, TO) 15W, Room 4, 37 Wesimoor Road, ENFIELD, Middlesex, EN3 TLE.

JANUARY CLEARANCE

BY LEADING SOFTWARE SPECIALIST
(AS SEEN AT ALL MAJOR EXHIBITIONS)

Over 40,000 pieces of software carried in stock at our premises. Machines

catered for are all models of Amstrad (+PC) Atari (+ST) (2600) BBC,
Commodore, Electron, Sinclair. Also smaller stocks of games machine and
obsolete computer software.

Examples of our prices

C64 Cutthroats Disk Infocom ..
Amstrad Strongman

Amstrad Revolution .
Atari 2600 Triple Pack Classics .

Spectrum Hunchback Il Ocean

Spectrum Roller Coaster Elite

C64 Ultima 111 Disk .. 2.99
Ced Jump Man EpyX........c0ha000....1.99

J. B. SOFTWARE
P.O. Box 247, Birmingham B11 3SD. Tel: 021 236 1976.
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Laslr. year, Alan Sugar put the cat
amongst the pigeons by launching the
Amstrad PC, a machine which offers IBM
‘compatibility’ (for those people who feel
they really must have it) at an affordable
price. Around the same time, Mirrorsoft
started to import high quality software
from America for the Macintosh, slashing
prices to half that of the Stateside
original.

The effect these developments had on
the games market was not particularly
dramatic but was significant all the same.
This is more true of the Amstrad PC,
since the Macintosh is still far too
expensive to be a major force in the
entertainments field. Which is a paradox,
since the games emerging for Apple's
machine are some of the most exciting
to appear on any micro, including the
redoubtable Amiga.

Mirrorsoft distributes software from
several sources. But of all the names on
its books, there is one that stands head

and shoulders above the rest. Mindscape,
an lllinois-based company, has original and
imaginative software, not only for the
Macintosh but also for the Amiga.

One of Mindscape's most inventive
games is Deja Vu, an elaborate graphical
adventure, that uses every trick in the
Macintosh's repetory to make the player
feel he is part of the world within the
game, rather than a passive voyeur.

In Deja Vu you play a character,
similar to those in "50s B-movies, called
DO.A (Dead On Arrival). You begin the
game by waking-up in the squalid toilet of
a rundown downtown bar. Where you
are and how you got there eludes you, as
does everything else, since you've been
injected with a lethal mixture of truth
drugs. Unless you can find the antidote,
you will become, to put it bluntly, dead
meat.,

As the game evolves, cleverly
interspersed flashback sequences provide
insight into your past, enabling you to

gradually piece together the events
leading up to your falling foul of ..
whoever,

Deja Vu works because it does away
with the keyboard almost entirely, and
allows you to investigate its various
locations simply using the Macintosh's
mouse. The majority of objects shown
onscreen are icons, which can be pointed
to, picked up, and planted in an inventory
window to one side of the main display.
Many pieces procured in this way can be
opened by double clicking the mouse's
button. Some things even contain smaller
articles which themselves can be opened
to reveal a further object.

Mot only can items be picked up and
examined, but they can also be used to
cause an effect. For instance, one of the
Icons is a gun. To fire it you first point at
the gun, then at an option called
operate, and then finally at the target
you wish to shoot at. The gun goes off
with a bang and, if you are lucky enough




e

BRI B

to hit what you were aiming at, the
picture changes to show the havoc
caused.

Another option, ‘hit’, works in very
much the same way as firing the gun.
This comes in very handy when tackling a
mugger, who has a habit of always
turning up at the worst possible time.
Striking out at your attacker sends him
running, only to return several moves
later with either a black eye, a broken
nose, or even a mouth full of smashed
teeth.

| first saw Deja Vu towards the
earliest part of 1986. Since then,
Mirrorsoft has released Mindscape’s
second adventure. Uninvited relies heavily
on the tricks that can be performed with
the Macintosh's WIMP operated system,
though this time there is the added bonus
of digitised sound.

Uninvited is a wierd tale about the
spooky goings on in the house of Alistair
Crowley. The object of the game is to
rescue your brother from the house,
after having wandered into it following a
terrifying car crash.

Like Deja Vu, Uninvited features
superb graphics, lots of tricky puzzles,
and odd touches of animation. On top of
all that, there are some superb digitised
sounds, including the baying of distant
hounds, creaking doors, an old
phonograph, thunder, and even a scream.
All of which go to make Uninvited an
unforgettable experience.

One of the most recent Mindscape
products to come out through Mirrorsoft
is Defender Of The Crown. This is one
of the most artistically accomplished
games yet to appear on the Amiga, being
composed of beautifully designed screen,
drawn, I'm informed, using Electronic
Art's DPaint software.

Defender Of The Crown is a strategic
simulation in which the player takes the
role of the Saxon lord who, together
with two others, is trying to keep the
English throne out of the clutches of the
Mormans, following the murder of King
Richard II.

The throne is won by overthrowing
three Morman lords, whose castles are
based in the South of England. Gain
control of a large enough army to defeat
these lords, the player must win land to
reap enough taxes to pay for soldiers,
knights and catapults.

Money needn't always come from
taxes, but can also be had by sacking the
coffers of another lord. On the other
hand, land need not be gained by force,
but can be won in a joust on the fields
of Ashby-De-La-Zouche.

The road to vietory is strewn with
danger, although it does have its more
pleasurable moments. For instance,
Morman lords often play host to
reluctant Saxon women whom they
imprison in the towers of their castles.
Were the player to rescue one of these
lusty maidens, he would be rewarded
with the lady's favour and finally her hand
in marriage, a partnership that boosts
your lord’'s morale no end.

Throughout Defender Of The Crown
there are numercous full screen pictures
that far outstrip those seen in anything
else. The inside of a castle, for instance,
is depicted as a shadow filled hall with
flaming torches adorning the walls, while
the joust sequence actually makes you

feel as if you're astride one of the
horses.

Defender Of The Crown is a masterly

and colourful twist on the old "Risk’ or
‘Kingmaker’ scenaric. Even with its
superb graphics, it still has enough depth
to hold your attention right to the end
of the struggle for the throne — which
can be quite a long time.

Another company that has been
writing adventures for some years now is
Infocom, another American based
software house, whose products are
distributed in the UK by Activision.
Unlike Mindscape's adventures, Infocom’s
are all text based. At first this might be
offputting to those players who like their
games to be full of graphics, but it really
doesn’t reduce your enjoyment, since the
atmosphere created by Infocom's writers
is both imaginative and vivid.

Two of Infocom's latest releases,
Leather Godesses Of Phobos and Trinity,
come in IBM format, although they are
available for other machines as well.

Leather Godesses Of Phobos is a
risque tale about a race of alien
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domnatrixes who plan to invade Earth
and turn its inhabitants into sex slaves.
Your task, after being abducted by the
Leather Godesses and imprisoned on a
Martian moon, is to escape and thwart
their plan of world domination. The enly
way to do that is to build a machine that
will bring about their downfall.
Unfortunately the items necessary to
construct the machine are scattered over
several planets, and none of them are
particularly easy to get hold of once
you've located them.

One of the nice things about Infocom
games is that they always come packaged
with unusual paraphanalia. Leather
Godesses, as well as containing a disk and
playing card, also comes with a pair of
3D glasses for reading a specially drawn
comic strip of the story and a scratch 'n’
sniff card containing a fairly repulsive
selection of smells, each of which you
are asked to sniff at various points in the
game.

Up until now, Infocom games have
een relatively serious affairs. Leather
odesses is its first in a series of tongue
n cheek (though they don't say whose
cheek) adventures. From what I've seen
of this one, the same high standards have
been retained by Infocom. However the
level of humour, which never really rises
above that of a |4 year old schoolboy,
leaves a lot to be desired. The company's
second new release, Trinity, is much more
in keeping with its old style, and a lot
more stimulating intellectually than
Godesses.

Trinity is a frightening story centred
around World War Ill, in which you play
the part of an American tourist in
London. When the game begins you find
yourself taking a morning constitutional
through Kensington Gardens. In the time
that it takes to walk from one side to
the other, London is vapourised by an H-
bomb. The only way for you to survive
the same fate as that of the city's people
is to slip through into another dimension.

As new bombs explode, so doorways
open onto other worlds and strange
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Supplier Price
Mirrorsoft £26.95
Mirrorsoft Elﬁ.?ij
Mirrorsoft £49.95
Infocom £29.99 Y
Infocom £34.95
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dimensions. However, to enter such
places you must first escape London.

If you should unlock the secrets of
these worlds, says the Trinity manual, you
will end up in the New Mexico desert,
just before the world’s first atomic
explosion. The untimate aim, | guess,
since | haven't completed the adventure,
is to prevent the test happening.

Unlike any other adventure | have
played before, clues in Trinity are picked
up by unravelling the quotes of famous
poets, writers and scientists. These hold
the keys to the doorways and events that
lead back to the New Mexico desert on
a day in July, 1945,

Both Leather Godesses Of Phobos
and Trinity are graded as Standard Level
Infocom adventures. Which is to say that
anyone buying them will get weeks, or
even months of enjoyment.
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8-BITCOMPUTERS ,

With minimum
48K RAM

LASER HAWEK

Your LASER-HAWE helicopier is ready
o g, but are YOU? To destrov the §
command centres af the evil Proc Irala,
your ship will have to oul-My or blasi
away ils incredible defence sysiems,
which include air cannons. smart rmissiles,
falling meteorites, heat-rays and high
level bombers, Eve stunning graphics and
unbelievable non-siop action make this
game a winner!

sk £0.9% Tape £7.95

T

‘ OMALS OF THE L'SDEAD

Maltking human exsis i the
cemelery or can survive there
For the Evil Dead are waiting
Iy grasp you in their skeletal
embrace, Can you  get ol
alvwe?

The YVampire bais are wailing

and a full moon 1% rsing, .. run
while vou have a chance and
while your supply of crucifises
pridects you from a hornbde
| death® Keep shooling as long as
your silver bulleis lasi! Dromain
iy of the Undead v the arcade
- I : game with scrolling sereams!
o ; kK "
{* -2 \ r | o AMom il Disk £9.95 Tape £7.95
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Red Rat Software

11 FENNEL STREET MANCHESTER M4 3DU
TEL: 061-834 494]

Distributed in the U.K. by .

CENTRESOFT, LEISURESOFT, R & R, L: 3
SILICA DISTRIBUTION,

MICRODEALER, VANGUARD

LEISURE & Worldwide by

P.5.L. MARKETING Ltd.

FACULTY ENTERPRISES LTD.
SOFTWARE FOR ALL

Sky Runner Cascade Ce4 £8.25
Ace Cascade C64 £8.25
Ace Cascade Ce4 £8.25
Ace Cascade Sp. £8.25
C-50 Cascade AM 50 games
C-50 Cascade Apples 50 games
C-50 Cascade e a0 games
C-50 Cascade BBC 50 games
C-50 Cascade Atmos 50 games
C-50 Cascade Vic 20 50 games
C-50 Cascade Cé4 50 games
C-50 Cascade ap. 50 games
C-50 Cascade Diragon 50 games
Silicon Dreams Rainbird MSX
Starglider Rainbird AM
Space Harrier Elite ap. 48
Hitpack Elite C64
Hitpack Elite AM
Hitpack Elite BBC
Hitpack Elite El
Dandy Electric Dreams AM
Footballer of the Year Gremlin MSX
Desolator MSX
Ace Cascade C16
Ace Cascade C16+4
Joystick + Interface Cascade Chess IV
AM B526
U.S. Gold Sp.
Imagine Sp.
Imagine Sp. 128
Imagine AM
Legend of Kage Imagine ce4
Cobra Ocean Sp.
Lightforce FTL Sp.
Neverending Story Ccean : Sp.
Scooby Doo Elite Sp.
Battle of Britain Wargames Sp.
Hardball Accolade Sp.
Ghostbusters Acitivision Sp.
Football Manager Addictive Sp.
Spitfire 40 Mirrorsoft Sp.
Friday 13th Domark Sp.
Aliens Electric Dreams ap.
Masters of the Universell.5. Gold Sp.
Batman Ocean 48/128
Life of Harry Cascade Sp.
View To a Kill Domark Sp.
Chess the Turk 0.C.P. Sp.
Video pool 0.C.P. aSp.
Casino Royal O.C.P. Sp.
Daley Thompson's Ocean aSp.
Decathlon
Booty

Gauntlet

Super Soccer
Legend of Kage
Legend of Kage

Firebird aSp.

Endurance
Mirrorsoft
Mirrorsoft
Bubblebus
Mastertronic
Codemasters

International Karate
737 Flight Simulator
Spitfire 40
Wizzard's Lair
storm

Vampire

Cheques payable to either

FACULTY ENTERPRISES LTD. or
7A SHERWOOD CRESCENT
MAREKET DRAYTOMN

SHROPSHIRE

0630 57465

FACULTY ENTERPRISES LTD
43 MANOR ROAD

ENFIELD

MIDDLESEX EN2Z DAN




he main problem with playing

adventures for the first time is an

inability to come to terms with the

puzzles and problems within a

ﬁan're. I'can sit here 'til. the cows
come home'({or agdeast undl Manchester
City win 2 game) saying that | think game
A is great and game B rubbish, but that
doesn’'t help you very much if you can't
find a way of apening the door in the
first lacation.

Unfartunately, there is no universal
panacea — you only have to look at
adventure pages in any magazine to
realise that. Pleas galore from
experienced players who just cannot
fathom out a particular problem — one
that is annoying them so much that they
feel compelled to write in and ask for

Before your sense of impending doom
reaches epic proportions, let me pinch a
phrase from Hitch-hikers Guide to the
Galaxy — DON'T PANIC. A systematic
approach to ﬁ{hﬂ adventures should
yield considerable rewards. Mo, it won't
tell you how to open that
aforeméntoned door, but it will tell haw
to go about getting the job dope.

Solving an_adventure is a 'bit like trying
to do & cryptic crossword. Initially
incomprehensible,s you slowly get used to
a certain style of cluc and certain
conventions that crop up again and agaimn.
Thus, if you find a monster blocking a
path, the chances are that you will either
have to bribe it to go away (food and
treasure are the most likely). kill it
{usually with a specific weapon) or scare
it off (shawing a mouse to an elephant
etc.) Once you have the basic idea, you
will find that most solutions are just
variations on a theme. 5o here are a few
basic ideas to get you started,

|. Always get the full story
Imagine trying to solve a whodunmir if
someone has torn a couple of chapters

Come to terms with difficult
problems using Gordon Hamlett’s

guide to adventurers

0O

out of the middle. Not impossible but a
lot mare difficult. The same applies &
adventures. The descriptions are there to
help you. Make sure’ you read them all,
Examine every object that'is described in
the text Even if you gera ‘there is
nothing special’ type response, that is saill
usefial ‘as the ‘chances are that that
particular feature plays no important part
in the game — negative clues can be just
as helpful as positive ones. Authors are
getting progressively more cunning in how
they disguise important objects so this
really is important. It is also worth typing
‘examine gwerty' or some other gibber-
ish, just ta see how the prograim re.
sponds to words that you know are not
in its vocabulary. '

2; Draw a map

Or rather draw several maps. Murphy's
Lawé says that if anything can go wrong, it
will. Hamlett's Law of Adventuring say
that Murphy was an optimist! ¥YWherever
you start drawing your map, you can
guarantee that the paths will immediately
take ‘youoff the edge of the paper
Redraw and revise as often as possible.
MNathing elaborate is required. A box for
each location containing some way of
identifying the room plus brief 'details of
the. contents and puzzies eg Crypt. Silver
Mace. 4 skeletans. That's all. Nothing
elaborate. Be sure to mark on the
locations of all exits, even if you can't
irmymediately go- that way., This will remind
you which areas of the game have still to
be explared

3. What's it for?

Never amongst of the more genercus
types;’ adventure authors den'c go
scatterig objestsuaround for the fur of
it} Everylitern has @ purpose If it s-not a
treasure, then you. will have to use iLata
latgr stage of the game.ry to imagine
what af'seoh a§ you find something
Again, the obvigus aftensholds true.
Weapons are for fighting. Containers are
ior. putting something in. Magnets attract

metal etc. Keep mates of what objects do
wihat,

4. Use the parser

The parser is the part of the program
thie “understands your input, The trend
is to'go for highly,complex parsers that
understand prepositions and multiple
objects ete. This is'all'well"and good but
my advice is keep it simple. Try to say
exactly what you mean in 2% few words
as possible: VWhere the extra facilicies are
useful are in casesisuch as “kill dragon
with sword" as opposed to just kil !
dragon’ or tie repe to window . The
extra couple of words make it clear
exactly ‘what you want te do. Read the
instructions carefully.. Fknow the
temptatien is tolload the game and get
started straight away but you can gain
some useful ideasi If the blurb says the
prograrm understands ‘exorcise, the
chances are that there isssomeone or
something that will need exorcising. ‘As
this is ‘nor the sertiof wordgou are likely
to.come across by chance. you would be
stuchk unless you had a relevant hint.

5. Two heads are better than one.
This is my final tip for this month. There .
is bound to come a time when you are &
stuck  You getfixed ideas in your head
and none of them work. Try playing the
game with a friend and bouncing ideas
and pessibilivies off each other. You will
be amazed how often you come up with
an answer between you that neither of
you thought of individually. If that sull
fails to providc the goods, try to ignore
that problem for the time being and go
and explore somewhere else. One of the
nice things about the games mentioned in
last menth's Gamer is that they all have
huge areas to explores You are not stuck
preene particular problent with ‘ngwhiere
clse to go. Of course there comes a
time. when-all problems have to be solved
eventually, but you can cross that bridge
when the time comes — if the troll will
let_you
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It's been a long time since the last
Activision product, and those of us
who miss the excellent David Crane
(Pitfall Il, Ghostbusters, Little
Computer People, etc) will be
looking forward to this latest batch
of imports with some enthusiasm.
‘Howard' arrived in some impressive
packaging and had all the hallmarks
of a real winner — | broke into my
belated Christmas present with
uncustomary glee,

First, however, a bit of history:
Howard the Duck was a Marvel
comic in the mid-Seventies that
attracted a cult following, ran for a
few issues, and then disappeared.
Legend has it that the great
American kid, weaned on a diet of
real sentimentality and real
violence, found the flippant
approach of the comic less than
attractive,

Howard the Duck (later re-titled
‘Howard — a new breed of hero')
was also a potential blockbuster
movie in the mid-Eighties with a
cult following. Unfortunately the
cult caught up with it and kicked it
into little bits. Just about everyone
has now dubbed the film a disaster
of biblical proportions and George
Lucas must be longing for the old
breed of hero that made him a
fortune in Star Wars, and Indiana
Jones. The sad truth is that here, as
in the comic, the joke about a wise-
cracking duck that smokes cigars,
likes girls, and reluctantly fights

down with the

crime wears thin in no time at all.
What's left is a poorly drawn image
that lacks most of the charm of
better known cartoon ducks.

Don’t, however, avoid this game
because of the adverse publicity

Howard the Duck}

Tina Milan thinks Howard might go

—
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surrounding the film. Beautifully
presented, and well programmed, it
rates as one of Activision's better
recent releases and deserves
consideration outside its unfortunate
tie-in,

The plot is to overthrow the
Dark Overlord (obviously you must
find him first) and your task is split
into phases that attempt to cover
all of Howard's fictitious abilities. At
the start you parachute onto the
island, and your first hassle is to
recover the backpack that was
obviously thrown clear in landing.

The island is really several strips
of land separated by water, Mutant
S5lime (more of this later) or foliage,
and it is revealed to you in a pseudo
3D, bird's eye perspective as you
move around its surface. Howard
himself is truly duck-like, with a
slow waddle and a comical Quack-Fu
kick when confronted by enemies.
These take the form of sprites
which pop up from mounds in the
ground and home in on you as you
maove. One kick sends them
spinning, and thus helpless, and a
second kills them. On later levels
they are immobilised for less and
less time and come at you in
greater and greater numbers. You
may, however, destroy their source
by jumping on the mounds
themselves, although if you're not

littlies. Is she

quacking up? o =

quick you will find yourself
surrounded and trapped.

The game has four levels, which
unfortunately have to be accessed
separately from disk. Level | jn-
volves finding your backpack (you
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can cross water after this) destroy-
ing all the mounds on the island,
and then crossing the rope-bridge.
Scattered around are patches of
Slime that can only be leaped over
(I found the animation on this a bit
weak) and you may walk or swim
(sort of ...} in one of four direc-
tions. Level 2 takes you to the top
of the volcano using the micro-lite
aircraft you found in the backpack
(handy, ehl). Level 3 takes you
through the volcano, dodging
cravasses and falling stalactites as
you go, and finally the last level lets
you use your Neutron gun to shoot
the Overlord himself, Then you just
have to get out again before it all
blows.

Of the 4 levels the second was
dull — little more than left, right
and up until you land, and the
others were passable sub-games in
themselves. The graphics were
always colourful and generally well
designed, and in making sense of a
film license Activision have once

in shown the others how. Taken
all together, however, | felt the
slowness of the gameplay less than
addictive. The cute waddle that
gives your hero his immediate
appeal soon becomes tiresome, and
the fighting sequences were not
varied or fast enough to keep me
involved. For the younger player |
cannot recommend Howard highly
enough but | fear the seasoned
gamescer will play it twice and
never return again.

Lameplay
X-Factor
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Welcome to another PBM Update. This
has been a very hectic mongh for me
but the arrangements for the PBM
Convention are now complete and | have
been able to rownd up the news from
the hobby. This month the features are a
good look at Arcadia from Jade Games
and tome ideas on how 1O SLart up your
own fantasy game. | hope to see many
of you at the convention. However if
you can’t make it but would still like to
know a'bit more about PBM, just send
me a large stamped addresses envelope
at the Gamer office and you will recieve
a free copy of the soon to be published
‘Guide 1o PBM '87", which at present is
offered exclusively to Gamer readers

Calling Scandinavia

PBM is very popular in Scandinavia and
quite a few Gamer readers have written
to me [rom this area: A happy New Year
to-all the Norse alliarices and' heré is a
message just for. you

Hallo alle Computer Gamer lesere |
Morge, Sverige.og Danmark. Jeg hoppas
dere tycker PBM Update. Huorfor ikke
skerive til. mej huis dere har noe paa
hjertet {skriv paa engelsk).

My thanks to Peggy Stalsberg (Holy
Mary of the Cop Killers) for the
translation

One of the advantages of posta
gaming is that distances mean wery little
Players from all over Europe are active in
British PBM and | would be pleasad to
hear from them with their thoughts on
this pastime. Please write in English for
P fio linguist

Arcadia

It is.always good to see a new company
doing well-and Jade Games strike me as
one that is going to challenge the major
names in 1987, They have two new
games. under development and have
recently negotiated a deal to write play
by modem games for Arari. Their
established game is called Arcadia and
thaugh it has only been running for
about nine months, has already attracted
over 300 players

Jade describe Arcadia as a 30 player
fantasy wargame and this sums it up very
well. Wou start the game with one city
under yourscontrol, three armies for
scouting, fighting,.exploration and
conquest. Two wozums — birds that can
be used for information gathering
purposes and two rocs, Whose main
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purpose is to capture wozums. You have
anumber of points to allocate towards
troops to man your armées and garrison
your city and initially you ' can chogse
from fairy, undead, or orc warriors,
Later on you will have the chance to
recruit mercenaries from other races

The aim.of the game is to achieve
the pasition where you and your allies
control all the cities in the game. There
are 40, ten being free cities initially
controlled by the computer. You wall
probably find that in the early stages you
will be interested in recruiting and
exploring, and there are many weird and
wondérful things to discover but
probably meost important at this time is
ta establish alliances, even il you intend
to renounce them later on. Arcadia is
not 3 game that you can win alone 50
write 19 as many players as possible.
Everyone starts the game at the same
time 5o if you can gaim an early
advantage you will be well set up for
later on.

For the wargamer the main tactical
skill comes when attacking other cities,
There are lots of options regarding
battle plans and organisation within your
alliance also comes into play. Fighting can
accur when you meet armies controlled
by other players or by the computer,
but here it/is more a question of
numbers and the retreat factor that you
set for your troops.

If the fantasy element of the game
appeals to you, then you will probably be
a bit disappointed early on. Early rounds
are entitled 'Phase one, the dawn of a
new era and this is a time of
exploration and fortification. You will
however find spell scrolls and magic
artifacts though their uses may not
become apparent until a later phase

Trade is also a.major part of the
game. Other armies will not necessanly
be hostile and may have items that €ould
be of great use 1o you for sale or
barter. The free cities may be beyond
your capabilities for conquest but are
mportant trade centres.

Here are my tips for the game and
you may reject them as you wish. | must
agmit that my success at thes game has
been limited to say the feast: However,
you may learn from my mistakes

Make sure that you leave enough
troops in your ity te adéquately defend
L.

As sobn as you have enough money
from: selling your grain in the markets,
nerease your grain production rate
NEFBAsE your recruitment rate and start
building walls and towers around your
gity

ANVIL GAMES
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Postal gaming is increasing in Egg;ﬁsgaﬂoﬁozozl
popularity as each month passes.
Mike McGarry takes up his post as

surveyor of the scene.
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O Play - by - Mall

Always leave one army within one
move of your city if possible

Mever trust any other player
completely.

If-you get the chance, attack a city
as soon a5 possible. The other player will
not have had time to build his defences
and may not have been as wise as you in
-E!‘Lal::-|i$|"|'ng his garrisan

| would recommend Arcadia 1o
anyone who has not played a strategy
type PBM game before. It is not unduly
complicated to play but has a lot of the
elements that go towards a good game

set turnrounds with few delays, lots
of player contact, not too expénsive,
fast moving, well documented, and
approachabbe game masters: It is entirely
computer moderated theugh you get
occasional messages from the GMs and
they are always happy to answer any
problems. Startup costs £5 and includes
a comprehensive rulebook, a wall map
and some stickers, future rounds are
£1.50.

Starting your own
game

A'lot of people have asked me for
advice on how to start and run their
own game, Most seem to have played
one of the major fantasy games and feel
that they can do just as well. 5o _here
are some tips for budding game masters,
notdrom me but courtesy of some of
the current giants,

|. Make absclutely sure that you have
enough time to run the game. PBM
games can be run on a part time basis but
leave: litthe time for anything else.

1. Spend a lot of time in designing the game.
Al your towns, nan-player characters and
scenarious should have as much depth as
possible, for you can be sure that the
players will soon find you out if you
decide to make it up as you go along,

3. Try to think up some aspects that will
make your game unique; why should
anyone want to play a Saturnalia clone
when they can have the original.

4. Get at least 20 experienced plyers to
playtest the game for at least 15 rounds.
They will find all the holes in the game
that must be plugged befare you can
think of taking meney from.it, and you
will begin to realise what you have let
yoursel in for.

5. Spend as much meney as you can on
designing and producing your, startup
package. A well printed, well illustrated
rule book and good maps, tokens etc. will
suggest to prospective players that this
is a_game that is worth 2 look.

6. Think very carefully how much ta charge
Often you will achieve the best results if
you are prepared to take a loss on the
startup pack and the first few rounds. If
the game is good enough you will sgart
making money soon enough.

7. Seek advice from everyone you can. PBM
is an incredibly friendly-hobby and even
the biggest names are always prepared to
give the beginner a few tips

I would not try to dissuade anyone
from having a go at their own game but
do not expect to become rich avernight

It you are locking to run the game part-

time, limit the number of players to a

figure that you can comfortably handle

and if you see PBM as a career think
very carefully first

In a future issue | will be looking at
the more difficult job of starting your
own computer moderated game

PBM Convention

A last reminder that the Second British
PBM Convention takes place as the
Porchester Hall, Queensway London W1
on Jth February at 10.30 am. As well as
the obvious attraction of the Computer
Gamer stand, there will be PBM, RPG
(advanged Dungeons and Dragons),
wargame and computer game
competitions, live role playing
demonstratigns as well as a chance 1o
sample and talk about PBM. Admittance
s £8.50 bur the first ten Gamer readers
who ring 01-80F 0958 will receive two
complimentary tickets if they can answer
the following question — which game
currently running in the UK has the
largest number of players’

News

There is not a lot of space for news this
month but here are 3 few snippets:-
Jon Micholson has released Super

Vorcon the follow up to the highly
successtul Vorooe! aes [here will'b
full Gamer review later n the year
! LILE ;.- - 18 " Pl 2 LF | :- -. | = r'-l-.- :. -
well worth'a look at are The Hunti“g
from DMC Games anc Metro o
Anarchy Unlimited. Eoth prove the
5 pOssiblie (4 ur :':';.._-".-' .
: s -
o Un .

£3 for the startup pack
The excedent AES (ay-us) whicl
roy-Hidar thet top mo|987
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Legend Inc and fee
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i the-playtest-stage so f you'weild liks

to get.in at thestart of a brang.new
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Addresses -:-:- .:.
VORCON GAMES 59 |uniper Birch O
Hill. Bracknell, Berks, RGI2 4ZG ".‘.," -'.'
DMC GAMES ? Pemerton Rd, M SO
Basingstoke, Hants, RG2I 2LW %" o9
ANARCHY UNLIMITED 30 Hazel 5t, '.,"'."' ..’
Leicester L52 7JN % B%"
LEGEND INC. 38 Overton Dr, OO0 5
Chadwell Heath, Essex, RMé 4EA '.'.l. l.i
ANYIL GAMES 74 Aarons Hill, l.!.!. I.I
Godalming, Surrey, GUT7 2L) * % %0
JADE GAMES PO Box 54, Southsea, 'I'.I-I- l.ll
Hants, PO4 OND - "'II. ..
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We have been monitoring your
performance on Tau Ceti and it is
obvious that you need practice.

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

CHL have opened their Academy and they agree
that a few people should be offered the chance of a
free place on the course. Aapplications are invited
from those who think they can pass our initiative test.
Only twenty places can be offered so do your best.

Academy is a development from the original Tau
Ceti game. You can choose a mission, design a
skimmer which will give you the best chance of
success and then enter the simulator to see if you were
right. The game features superb 3D graphics and an
easy to use screen designer so you can place all of the
readouts where you need them.

To win your copy of the game make as many words
of three letters or more from the words:

TAU CETI ACADEMY

Each letter can only be used once in each new word
(so, for instance, you can use three letter ‘A's, two
letter 'E’s, etc, but only one letter ‘Y’) and all the
words you have found should be listed on a sheet of
paper accompanied by your entry form. The number
of words which you have found should also be written
on the back of your envelope.

Twenty winners will receive a copy of Academy
from CRL and in the case of a tie the winning entries
will be drawn from the editor’s hat (it's the only one
big enough).

All entries should be received by February 28th and
the results will be published in Gamer's April issue.
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= |. The competition is open to all UK readers of Computer Gamer ©35-%
except employees of Argus Press Group,  their printers,
distributors or employees of CRL.

2. All entries must be on the correct form — photocopies are not
allowed. Multiple entries are allowed, but each must be on the
appropriate form.

Prizes will be awarded to the best entries judged by the editor.
The editor’s decision is final.

The entry instructions form part of the rules.

All entries become the property of Computer Gamer.

All entries must reach us by February 28th, 1987,

The rules form the condition of entry.
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Welcome to the new
look Gamer. The
changes go deeper than
what you see, it also
affects what you'll be
reading. Let's be honest,
there are some games
which are the great and
worthy products of the
best software houses in
the world but there are
others which are just

worthless and te. We
spare no-one. If it's naff,
it's naff and you ought to
know about it. Equally, if
it's great you should
know that too and we
have initiated the Gamer
Gold award to show it. If
it gets the Gamer Gold
then it's worth your
hard-earned pennies.
Over the past few
months we have seen
the annual farce of the
rush to get es out
for the Christmas
market. This period has
been marked by the
lateness of some of the
games and the panic

- -_— - - — -
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shows through. Games
which should have been

rly tested have

launched with the
minimum of attention
and there's more bugs
around than ever. Even
the wonderful Gauntlet
isn’t free from this
criticism. We have found
a bug or two in all

versions. None of them
are serious and the game
does deserve a Gold
award but they should
not be there.

It has been said that
the home computer
market is ‘maturing’, |
think it's going mouldy
with companies
becoming more
concerned with profit
than product. Pull
yourselves together, set
realistic schedules and

l.I.l.i
I.i e o 9 _

mEDitations

don't take so much bull
from the Primadonna
programmers, delicate
little flowers that they
are! When will we see
Cyborg from CRL!? When

will the Commodore
version of Startrek
appear! OK Beyond, |
realise that it's not all
your fault and the ST
version looks excellent

but will we see the gme""'xh

in March or will it be
dela in?

The suffocadng
dominance of the chain
stores is becoming more
and more apparent. The
way in which software is
selected leaves some of
the best games out in
the cold and dictates

— _lIL
L
5

what sort of games are
developed. Like the pop
music business, the
commercial aspects of
the es industry are
strangling originality.
The Golden Age of the
small, innovative soft-
ware house is over and
the era of the fast buck

has arrived.
Not all is doom and
gloom, companies like

Firebird and Ariolasoft
are will putting out
original games. US Gold
have a few gems on offer
though | must say that
their policy seems to
lack the finesse with
which they set the
standards in their early
days. Quantity rather
than quality seems to be
the order of the day.

Let's hope that the
industry’s resolution for
1987 was ‘give the
customer what he wants’
rather than trying to
please the bank
m r. The software
market has been
declining over the past
few years and | feel |
must ask why.

If you have anything
on this subject or
anything relating to the
computer market please
write to Computer
Gamer at | Golden
Square, London WIR
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Young Player’s Edition|

Machine: Cé64

Sup
Price:

plier: Domark

£14.95 (£8.95 as
expansion pack

- g
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o

.k'p.'

h_f'-.

f you thought that the original TP
|questiﬂns were just that little bit too

hard, this could be just the thing that
you were looking for. The Young Player’s
Edition is designed for anyone aged seven
and older. Not that the questions are any
easier, it is just that they have been
restructured for a lower age group to
give kids something of a fighting chance
when playing against their parents.

The six categories are somewhat
different from the original game. They
now consist of People and Places, Art
and Culture, Natural World, Science and
Technology, Games and Hobbies, and
Good Times. Questions tend to be on
children's books, teleyision programmes
and pop.records'$6 that parents have a
pretty good chance of being totally
baffled. Indeed, at the recent Trivial

~ Pursuit Computer Championships, the
~ Journalists had a chance to play this

version with the average mark being only
seven out of ten.
' is exactly

- Presentation of the
version ‘which is in turn the same as the

as the ori
board game with a few extra
“enhancements such as score charts. One

~ excellent touch is that the package is
. available in two versions — game plus

i
ey

n tape or question only tape if
you already own the first version.
mansiun kits are being planned.
- Trivia games on the computer are
‘either very good or very bad. |
~ Fortunately, this falls into the former
~ category and can be recommended to
“any youngster who loves filling ‘their mind
* with totally trivial bits of information.
; G Hamlett

4Originality
“rimpact

- -

Title:
Computer:
Supplier:

Deep Strike
Amstrad
Durell
£8.95

public eye with their highly successful

game: Combat Lynx. This used an
excellent new system for presenting 3D
landscapes, based around contour lines, it
was very effective indeed.

3D landscapes have cropped up again
in the latest game from Durell, but in a
slightly different form. The game puts
you in the seat of a Sopwith Camel
escorting a flight of bombers out to
destroy a Hun fuel dump. However,
enemy planes and barrage balloons are
standing in your way.

The screen is set out with you sitting
on the bomber’s tail and slightly below.

? Planes come at you and you can shoot at
= them, although this is quite awkward as
the bomber is in the way. The ground is
a fast{ish) moving gridded surface with
the occasional surface feature to break
the monotonous, flat, and yellow surface.
Every now and again small buildings
appear. Apparently you can bomb these,
though the aiming system is a bit crude
and | always missed.

Instruments comprise a damage
indicator for you and the bomber, ammo
and bomb levels, and a compass to guide
you through the worst of the flak. There
is no gunsight, you just have to aim by
the trails of your tracer bullets.

There is a map to help you on your
way that lets you see your position in

Awhilre ago, Durell flashed into the

4Machine:
Supplier:
Pri

ro Golf is the second Spectrum golf

simulation this menth and despite

being written in BASIC and being a
fraction of the price of the Konami
version, it is really a much better game.

Up te four people can play and there
is a choice of two courses — Sunningdale
and Pebble Beach. Each hole is presented
as an overhead view with a small inset
showing the golfer actually swinging the
club. There are various playing options
including choice of tee and practice. You
can set the wind or ground conditions or
let the computer throw out random
factors on each hole.

el el d S

relation to the position of your main
target. Once this is flattened, it is up to
you to get the tattered remnants of your
flight home for re-fueling.

The game has a nice look to it, and
the crudity of the instruments makes it
very WWi-ish. However, the 3D effect
of the ground never really works. The
other 3D effects for the planes getting
bigger as they approach is done in steps
that are too big, giving the objects a
jerky appearance. The gameplay is also a
bit wierd due to your plane reacting very
sluggishly compared to the enemy craft.
This makes it a game that | am none too
keen on. M Roberts

[t 2T

Clubs are selected from the menu
with. the option of backspin on your iron
shots. The direction and power of the
shot is then chosen in similar fashion and

're on your way. When your ball has

d, you are informed of the lie and
the type of ground that you have
d to hit. -

Depending on the hazard, you may §
find that your next shot is enly playable
with certain clubs and that there is a
reduction in the maximum power
available to you. Alsa there is a random
variation in the direction that your next
shot goes. For e , if you have a
bad lie in heavy r , you can only use
a 5-10 iron with a 48% reduction in
distance and a 20 e random
variation in chosen direction. All these
figures are tabulated in the instructions.

As you actually make the shot, your
little man swings his club and you have to
time the shot correctly otherwise you
will hook or slice the ball, usually with
disastrous effects. Once on the green,
you have to allow for the direction and
degree. of slope as you play your shot.
More ¥, you have to be very
careful in determining the power of the
stroke. You can adjust the power from
zero to as much as you like. When you
hit the ball, this power value decreases
and must be less than twelve when the
ball reaches the hole. Again, timing is
crucial. Too early and you lose power,

A e e kv
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Title:
Machine:
Supplier:
Price:
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science fiction follow up to the
fantasy based |ewels of Darkness,
ilicon Dreams is a trilo
of previously released Level 9 adventures.
The games have all be reworked to take
advantage of the latest parser and
compression techniques and, in the case
of Snowball, graphics have been added for
the first time.

In Snowball, you play the part of
agent Kim Kimberley. Awoken early from
your hibernation, you are aware that
something is wrong, but have no idea
what. Discovering how the colour coded
control panels work is your first task as
you try to avoid the sinister nightingales
and save the space ship.

This you manage to do but the
powers that be get hold of the wrong
end of the stick and accuse you of trying
to sabotage the ship and sentence you to
death.

In Return to Eden, you manage to
land on the planet — the first human to
do so and must try to find a way into
the city of Enoch. At the same time, you
must also give your pursuers the slip as
they try to bring you to justice as they
see it.

Céb4
Rainbird
£l 4._:?5

Coming to terms with life in Enoch is

the main problem in the Wormvin
Paradise. It has a strange political system
with a thriving market in selling bits of
your body to people wishing to become

immortal, no taxes but an instant system

too late and you hit the ball harder than
you intended.

Although the presentation of Pro Golf
is nothing stupendous, it is parfectly
adequate. Where the game scores over
Konami's Golf though is that it creates a
much better feel for the game — it is far
more realistic. Complete a round here in
under par and you really will have
achieved something.

_ G Hamlett

Silicon Dreams

of fines for the slightest misdemeanour.
Oh, there might also be a chance to save
the world as well!

The parser is of a high qualrt}f and
understands such phrases as ‘get all
except the laser” and ‘take the box and

open it. You can temporarily save your
- pasition to RAM and, should you make a
- fatal mistake, the DGFS command lets

you go back a step.
The three games come complete with
comprehensive instructions and a forty

Title:
Machine:

the Quill took the adventure W‘H
by sterm. It allowed anybody to
write an adventure for thm even

if they had little experience of
programming. Then a rival arrived. The

Acnuple n-l' years ago, a m&ilh:yr cal[ild

Graphic Adventure Creator has been

receiving rave reviews throughout the
computer press. Winter wmm is
one of the first games to be
commercially released using l:hE new
system.

You have been an anthropologist for
some ten years now but that one
discovery that will make your name has
always eluded you. Just as you are on the
verge of throwing the whole thing in, you
receive a telex from an old Russian friend
who is currently working in Tibet where
he claims to have found something
extraordinary.

Quickly booking a flight, you land in
Tibet and hire a light aircraft to take you
to the site. Unfortunately, you don't pay
enough heed to the Tibetan equivalent of
lan McCaskell and your plane crashes in
the Himalayas. Your only possible help as
you prepare to hit the ground is that you

odd page novella. This package is@ lf‘ﬁt
for adventurers everywhere.

ﬁ wlutt

see the ghnnn off t.tm
sunm;n thtgdrsl:aﬂﬂ. -.x

in question n fac
prove to be Shangri La — a p
were suppcsed to have dmlnped at the

centre and a fixation with ski lifts.

The best thing that can be said about
this game is that it is poor. This is
nothing to do with GAC although | think
it will be some time before it is seen to
its best effect. It's just that the storyline
is weak with no real atmosphere created
within the game. It is also overpriced and
would have made an average budget
game. Leave well alone.

G Hamlett
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. Title: Aardvark ® bugs appear and the problems arise

L & *_when your tongue's at the bottom
:. cumPUtEr- Clé ': of the maze and the bugs are at the

. gt e_top. The bugs kill Aardy when they
.:. su PPI Ier. BUE‘ BrtE Ir: touch any part of his tongue,
. - ®_except the tip, so you have to be
.:'E:'!:EE: e"es"e" ‘5‘3;?.9_ o 0 0" .‘: quick to withdraw it in order to

eat them.

The worms are a particularly
annoying breed because they can
only be eaten tail first and avoid-
ing them head-on can seem, at
times, to be a virtual impossi-
bility.

Aardvark is certainly a difficult
game but one that continually held
my interest. There are over 1,000
maze combinations and 16 levels to
complete, all with a good standard
of graphics. This is a game that will
keep many Cl6 game players
occupied for a while,

Stuart Kirkham

ontrolling a long, wet, sticky

tongue may not sound like a

particularly pleasant task, but

it is one that has contributed.

to a very good game in
Aardyark.

Finding himself situated on the
top of an ant burrow, Aardy
Aardvark has given you control of
his enormous tongue in the hope
that you can satisfy his mounting
hunger by consuming a selection
af ant eggs. The eggs themselves
are scattered in a maze and lurking
amongst them are several other

‘bug forms, few of which enjoy

2Title:

LSupplier:
- Price:

aving established yourself as
one of the best treasure hun-
ters in the business, you are
chosen to explore a strange
uninhabited land that no
ordinary mortal would dare enter.
Rumour has it that an evil magician
once ruled there and left behind
a priceless golden statue and other
treasures that would make a wel-
come addition to your collection,

The land into which you must
venture is divided into 48 screens.
To get to the statue you have to
colleet seven talismen located in
different areas but there are also
certain other objects that must be
located to reach the final screen.

Firstly there are three different
potions, all identical in appearance
but each serving a very different

purpose. There is a magic potion

- al W iy, P e E T M EL = WS

. The Magician’s
1Computer: Commodore 16

Gremlin
£9.95

o - Y T tfﬂﬁ’,':fjl.‘r;_'*JTRx.J i

Qe fartys e, TR Mot afimoi
ikeé ants, super ants, queen ants, ',. Impact ; . . 4
worms and caterpillars all " Drl:iﬁginal . o 3 slightly different missions system

85% _and much better graphics
various problems as you try 0 Y Cameplay 90% * To those who Ifavfn't seen the
consume the eggs. Y X -Factor

/5% :uthar versions of the e, here

809 4is a quick resumé: the peaceful
~o"a" e a"a"=planet of Novenia has been
attacked by the warlike Egron's in

huge bird-shaped spaceships built
to mimic the natural space-going
Starglider birds on their migration
through the Novenian star system.
These spaceships managed to slip
through the orbital net of Sentinel
space stations guarding the planet:

Soon the planet is under Egron
rule and the only defending ship
left intact is a museum piece on
MNowvenia's moon. You fly this ship
and have to save the planet single-
handed. The game is very Elite-ish,
even down to some of the attack-
ing ships that have a very familiar
shape to Elite craft. The main
difference is that Starglider is
fought out on the ground. Tanks,
transporters, rocket launchers (of
various types) all sit around or
drive around on the surface. Also
on the surfaces are bunkers to re-
arm and regenerate your shields,
and power towers that you have
to fly between to refuel.

For weaponry you have the
usual lasers and a maximum of two
camera-guided missiles. Armed
with all this you then have to start
playing the game.

J0%

On either side of the screen .
are several exits from where the r'_ﬂVEHALL

- W W
R & B & B0 B0

his is the latest game from
Rainbird that features the 3D
wire graphics that made Fire-
bird's Elite so popular. It was
also the game that Atari 5T
owners were so excited about until
'3 they actually started playing the
J

T e e LU Bt S TR ) A S TR
\ L}%Tltlﬁi Starglider ;
X "\ll Computer: Amstrad
P% ESUPP“EI‘": Rainbird improved (honestly) on the Atari

'!';.:i* . 4 original with a real purpose to the
W3 Price: £14.95
.\ l"" Tk T RSTF LR FRAS N .

4 game with missions and things to

game. The 128K Spectrum version

that reveals concealed passages, a
posionous potion that decreases
your strength rapidly and lastly a
health potion that is an antidote,

Also scattered around the 48
screens are keys to open locked
buildings, a candle to help you to
search underground and some
goblets of drink to replenish your
strength.

Starving vampire bats, apples
falling from trees, water and a
series of forcefields all stand in
your way in this challenging game.
A satisfactory standard of graphics
and sound combined with eight
skill levels of enjoyable gameplay
make The Magician's Curse a very
worthwhile buy.

Stuart Kirkham

Curse

)
Z
&2
o
“
<

;--.-'.-I-'l e oM @ v Ad . ----.I:u

C SCORELINE Yy

#mpact S0% R

# Originality 40% ?

» ) Gameplay 75% A
A-Factor /5% W

'« OVERALL 64% E'&

"l TP Sk v

The main aim is to destroy
Starglider |, this is the command
ship of the invasion fleet and needs
a couple of missiles in its weak
point (its rear end) for it to be
destroyed. Other than that you
just go blasting around until you
build up the required amount to
earn yourself a mission.

These missions relieve the
tedium of the game as they give
you something to go for. Usually
an extra item of equipment like-a
super missile or a rear view scan-
ner. These are the only two items
of equipment that | have found so
far, though the section on the
cockpit display for indicating which
items of special equipment are
present can show more than two
— perhaps items such as the
energy unit present in the |2BK
Spectrum are provided.

Picking up energy is one of the
harder things to do, as a power
tower transmitter is made out of
three towers formed into a pair at
one end and single pylon at the
other. Between the single pylon
and the pair, power is transmitted
along subterranean cabling and can
be picked up by skimming along
the ground between the pair of
pylons and towards the single
pylon. Your energy then gets re-
charged. However, this can be
rather difficult when there are
walkers and stompers (they do
exactly what they sound as if they

a T s -

|
!
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XOR |

"'.Fj"'-ul‘_l-'..rt_.--.-.—-___

)-Tltle‘ The Way Of The -
. Exploding Fist
:;-Cnmputer. Clé

r>Supplier: Melbourne House!

tféFl'lCE. £7.95 '
fag ¥ S P e & o B T o I Pos 2P

At long last, The Way Of The of the somersault, kick, etc ... so

Exploding Fist has finally reached the game becomes increasingly

Clé owners. However for those of  annoying

you expecting something as Apnrt from this great irritation

addictive as the other versions then it is a good adaptation of the game

prepare to be a little disappointed.  with nice graphics and a very good
The major problem with this joystick response.

game is the infuriating movement Stuart Kirkham

restriction that prevents you from

doing moves such as the flying kick

L e

to the head or the forward and o= T W e Ko F . B

backward somersault. When plarmgcr" SCORELINE -

in the one player mode it can =~ Impact 70%w* :
become particularly frustrating. Drl_glnallt} 511}-"5’»_. r-.lﬁ- o N — - i e - "
Having reached 5th Dan Status the L Gameplay 0%% xTitle: Xor -
next computer opponent is, it o7 X-Factor 38 -'-*":ur .

seems, twice as fast and almost

: Cnm uter: BBC
impossible to beat without the help ""',.. OVERALL A P

60% 5

EARYAS 1S

< 7 WX v 7 AR Pata -rSuppller' Lﬂgﬂtrﬂﬂrfj}‘ 2
: 1 Price: £12.95 - o4
o68868 * g BRI 111145 P PN Ll e S XA
ou may have seen a sample move, they are actempting to give
version of this game, given that same level of support to a
away on the cover of our game — but what a game!
companion BBC tite A&ZB Basically, Xor is a series of
Computing. If not, thenmay | mazes which you must clear of
suggest that you do, and quickly! masks, using shields as your playing
ron are well known for pieces, in a certain number of
their Loge series of programs moves. Ho hum. However, the
(now accepted as the standard by game is so expertly programmed
Acorn in the Compact) and for the  and so filled with humour and style
support that they give to their that it becomes instantly com-
software. Now, in a radical new pulsive. &
The graphics are excellent and
do) marching all over the place, = cw .o o . o ra mAw g the puzzles fiendish — one level,
shooting at you and stamping on v »Title: FI\"E Star Games for instance, has masks which turn
you. }.a the lights out leaving you with a
The graphics afsyery good and ﬂCnmputer: BBC < dark screen and the problem of
uite quick. Colour has en . i inding the mask that will Swi
added 0 2 certigg Anitat STl :Suppller: Beau Jolly /,:. them on again.
is especially effective when the self- P £9.95 = Lively touches abound too. On
propelled gun is tracking towards 1. _"‘CE* o, later screens there are fish _whuch
you in glorious close-up. The #M?ﬂlﬂﬂﬂﬁ - fall if unsupported and chickens
s A alsnkz.l'rlyf:nandhwu he computer business be- There are certainly three ;'.'h'[hbzz, arzmtf_:nth;:;:;: ;i::::
ok ﬁmﬂh . m?tlrw I’:."ﬁght comes more like the music classics here: the excellent arcade Tﬁ:";‘lu& aﬁ d Lles il intritse
er;:L dﬂﬁ“ ﬂh . SEU Iﬁ;-'t: business with every month puzzler Repton (and if you've never o . o o F‘: siad IF M rgne
: " WI? 3?1':’ ks SE t?.::lg ' EI that goes by — stars, charts, seen this or one of its two sequels, i tria & nﬁhe Rep Py
l"ﬂ:“ (EhCugh nat _Largr; e promotion budgets and, in- then you've missed a real treat), rhen il s Rl B e
ook mast Impressive TaPPINE  creasingly, exploitation of the back the shoot-em-up Deathstar and ki tha Kitors Lc:P-:F:r.rcm P2t
am#d' e catalogue. Beau Jolly is a bit like K- the flight and warfare simulator rele:se ;m energ-a dotighpada s
bli . Emeg:mes s I{; ';m; Tel: grab the rights to some hits, Combat Lynx. These, | think, ccleat) e En 5 rollathian 8f
OOlgatory o% page ralnbir repackage them for maximum should all be in your collection. bo' BT ST P e BB
novella. blll:}n th'i ::;;caslcm o |5Ha appeal and count the profits. The other pair are weaker: the ;ue nEr‘:L E:I Eaig Y P
rmea:tc::a: 'nw‘:;:'der :1-; }::I:L:Jrlzegui Not 2 bad scheme at all, Geoff ® oss not inspire pﬁ: may be unu,lf,ual it may not
w;_j ; Siin e ok L LS especially when the package is as me at all and, although it is ki killliin R A buy this
TR ST YA, e gy, U W strong as this one. For just under rumoured to be a classic, the g ; 4
game. The instruction book is . hie nchie Tovin Valley Ki one. You will not regret it!
much smaller at a mere 15 pages, a tenner you can pick up Geoff graphic adventure Twin y King- Sieve Ribder
bt i ik ol i Capes-Strong Man, Deathstar, dom | find tiresome. However, this ek YL LS L
but it packs in all the necessary i cingdom Valley, Repton and s an excellent collection, bound to %SCD“-‘HE,_,HE -
";'_Iarﬂa"!m." ah' vl ”_"'E b A% Combat Lynx. The real question please a great many BBC owners. p E-Dfn,. :
thought it is a ;;;ﬁ; ""‘"I" o a; is, | suppose, just how many of | just wish the choice could have ;impact 809
EE:E:;;: ‘1::.::? e n'll 1:;: "cﬁﬂ'c these you have have in your col- been a little more imaginative and ig”ﬂ'mll'” ?D“?{ .-i
A good looking game with a SR I PSR W advantinou . . }{j-rﬂetp rl1 . 90%
high Iferceim . mﬁli though it is only just greater than one Dave Reeder ; o 5% %
goes get boring after a while as gﬂﬁ;}:n Eilﬁﬁt ;?Juﬁ‘fﬂta” be ISLI".‘. EEE‘EI‘HE st e ;.-r =OVERALL _ = .-.a
there is so little depth to the play. - 'y
Mike Roberts FIlmpact EU%’
IR IO TR L FDrugmaIt}r FD“,
... SCORELINE . g Gameplay 700%,
h‘IImpact %'y }'i Factor 70% & .
o¥\ Gameplay 55%. sovenar,  _ 68%3
l.'}: -Factor 35% ot A
2¢.OVERALL 66%'s' 31
- 8 -_‘I-. -l'.l‘I - -.i..i-
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Computer: Amstrad

his phenomenally fantastic,
futuristic road-race game,
previously only available to
Atari and Commodore
owners, is now out on the
humble Amstrad. The idea of the
game is to drive your car across
alien looking landscapes. 3D

objects block your path like float-
ing prisms hanging over the road

and zig-zagging, bouncing balls
shoot down the road towards you.
All this is supplemented with
enemy aircraft dropping sinister
glowing pillars in your way.

e road is strictly in the
standard mould with the 3D, dead
flat road stretching away in front
of you to a horizon replete with
the ‘traditional’ mountains. Along-

side the road, trees appear occas-
sionally and every now and then a
tunnel looms up on the horizon
and you flash towards it. This
heralds the next stage of the run.

The game proceeds section by
section with a time limit on each
run, any time left over from one
section is carried over to the next.
The original game had no score —
it's not whether you win or lose,
but how you play the game — burt,
like the Commodore 64 version,
the Amstrad variant has a score
related to time and distance.

There are three different
tracks in the game. Named Eng-
land, Awustralia, and America.
These three tracks bear little
resemblance to their adopted
countries (mountains in England?)
and are just different tracks with
different colour schemes. Each
one is about five sections long —
so you should spend a lot of time
with this game.

The Amstrad implementation
has taken a very long time. The
original game was written around

high speed of the 6502 processor
compared to the Z80 processor in
the Amstrad. The result is a lot

JOVERALL 90%
A Tl J L Fareas W

Firebird Silver

better than it could have been. The
road moves very quickly, but the
movement of various objects can
be a bit slow and jerky, though this
only really shows up when
approaching or leaving a tunnel,
The Amstrad’s good colour ability
is used to its full effect and the
whole thing looks very attractive.

Whilst you are thrashing
around all these roads there is
some really incredible music play-
ing away in the background. | admit
that it isn't as good as the Com-
modore 64 and the Atari versions,
due to the limitations of the
Amstrad's fairly crude sound
system, but it is still excellent —
real scene setting stuff . . .

On the whole, this is an ex-
tremely enjoyable game that is one
of the few that | will keep coming
back to over the next year. Play
it and believe it!

Mike Roberts

impact
the very special processing abilities -|Originality
of the Commodore and AtariflGameplay
video '.'.hlp&, .E.ll'.ll'lg with the relative ™ _Factor

__:;L . icie: p1
r ,W AComputer: Clé
W : Martech i All the while, of course, you are Supplier:
._t:. being buzzed by wave after wave r
7 ' £8.95 “of aliens and having to dt:H:I,gEF: ice*
ot § e V7 = Y scertain buildings on the surface. A"~ ~ ==

n a year that has already pro-
duced two excellent and classic
shoot-em-ups (Galaforce and
Psycastria), BBC owners gain an
extra treat with this superb
space game. I'm not sure if this is
a direct conversion from another
machine but, even if it is, it is a
gem!
A small vertical windoew holds
a very smoothly scrolling vertical
planet surface. Your ship can move
in all four directions but, obviously,
you must move deeper and deeper
into the game and get past the sur-
face to the enemy’s installations.

bit like a cross between Uridium
and Galaforce, | ose.

The graphics are amongst the
best | can recall for the machine,
the sound effects involving and the
game play compulsive. It is perhaps
the nearest game so far on the
Beeb that captures the style and
excitement of playing in the
arcades. Well done, programmer
Michael Archer — more please!

Well done, too, to Martech
who usually embarrass us with real
turkeys like the Sam Fox Strip
Poker game. This has to be one of
my nominations for BBC Game of
the Year!

Dave Reeder

The object of this game is to gather
enough food for Harold the
hedgehog to live on during
hibernation. The essential items are
scattered on and below a large
hedgerow whose other inhabitants

would rather see our spiny-backed

hero starve to death. Amongst the
many items to be collected are
coins that give extra lives, glasses of
wine that reverse Harold's direc-
tions, apples and other such
delicacies but unfortunately all the
items are protected by wasps,
rodents, sulphur clouds, bouncing
balls and other devices.

All the items have to be collec-

ted within the 14 hours displayed
on the clock at the bottom of the

™~ et e

screen. If you manage to gather all
of the items in the allotted time,
then you must return Harold to his
pad where he can sleep the winter
away.

Spiky Harold is a good platform
game and has plenty of entertain-
ment to offer for such a small price.

Stuart Kirkham

e
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ur featured game this month

is Gauntlet and we are proud

to offer 20 copies of the
game to the most sneaky, fiendish
and cunning readers. To show that
you re nasty enough to desérve a
prize you must prove it by sending
a map for a new level of the
Gauntlet dungeon. The craftiest
design will be forwarded to US
Gold for inglusion in the forth-
coming Deeper Dungeons expan-
sion set as the official Gamer
screen. :

US Gold are alse offering the
outright winner a e Com-
memorating the nt and
ant offical Gauntlet multi-coloured
T-shirt. TR

To help you de W
dungeon we inciu&?ﬂm Level
4 of the official US Gaold game and
a key to the generators, treasure

. and other features found in the

game. Draw your design neatly on

Amaze our friends with a screen
designed by you in the forthcoming

addition to

squared paper to the same dimen-
sions as our example. Please attach
your entry form firmly to the back
of the drawing and send it to

Gauntlet, Computer Gamer,
ASP Ltd, | Golden Square,
LONDON WIR 3AB.

All entries must reach us by
February 10th,-1387.

We regret that we cannet
return any maps unless you enclose
a stamped, addressed ‘envelope
with your entry and write SAE
clearly on the back of your en-
velope. The map selected as the
Gamer map will not be recturnable
but the designer will receive a free
copy.of Deeper Dungeons, as well
as the original Gauntlet game, the
commemaorative plaque  and
T-shire.
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Generator, Medium {coffin). C2
Generator, Weak (coffin):  CI

DEMONS:

Demon, Strong: D3
Demon, Medium: D3
Demon: VWeak: ¥

Generator, Strong: (hale)® ~H3 “ Gerdratsr, Stang

Generator, Medium (hole)) H2  Generator:Medium:

Generator, Weak (hole) Hl.....Generator, YWeak:
SORCERERS:

Sercerer, Strong: Z3/ Generator, Medium (castle):

Sorcerer, Medium:
Sarcerer, YWeak: Zl

Destructable Food:
MNon-Destructable Food:

Poisoned Food:
Destructable Potion:

MNon-Destructable Potion:

Invisible Amulet:
Key:

Trap:
Transporter:

GRUNTS:

Grunts, Strong

Grungs, Medium:
Grunts, Weak:
Generator, Strong (liar):
Generator, Medium (liar)
Generator,Weak {liar)

LOBBERS:
Lobbers, Suong:
Lobbers, Medium:
Lobbers, Yeak:

Gauntlet.
Symbals which may be used in your design:
Floor; blank
Wall: ®E
Destructable Wall: *3
Trap Wall: *T
Horizontal Door:
Vertical Door: i
Start: ST
Exit: El
Treasure: 55
GHOSTS:
Ghost, Strong: G3
Ghost, Medium: G2
Ghost, 'VWeak: G3
Generator, Strong (coffin): C3

Z1l Generator, Weak [castle):

Mr. Death:

Generator, Strong (castle):

DF
NF

PF
DB
NB
IN
KY
TP
TR

R3
R2
RI
L3
L2
LI

B3
B2
Bl
M3
M2
NI

T2
Tl
DT
13

Use the symbols sparingly, you don't have to use all of them.

Gauntlet
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ADDRESS:

Gamer February

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

| agree to abide by the rules of the competition.

L P S R

Computer owned: Spec/Ams/Cé4

(ring as appropriate)




With our brand new look we have
decided on a radically new marking
system. We believe this to be the
definitive system of software
evaluation but an explanation of the
categories will clarify the finer points
of the scheme

S W ,ﬁ&:
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The Scoreline is the reviewer's We now have two types of award: 3
considered opinion of the success the Gamer Gold and the Bane of the '
with which the program entertains Month. q
and this is reflected in the Overall . Gamer Golds will be awarded to -
percentage derived from the four those games which reach a :E
categories. sufficiently high overall score but the
award will be weighted towards the '3

L]
o

Impact, Originality and Gameplay
categories.

At Gamer we've noted certain
other magazines which set a cut-off
mark of 90% for an award. Games
are often awarded B9% and just fail
to receive their deserved accolade,
any reviewer who can show me a 1%
difference between two games can
have my job tomorrow. In program
assessment, percentages are arbitrary,
comparitive values NOT statistical
values. It's just a simple means of
saying that this is a mark on a scale
of a hundred, the actual value is a
reviewer's estimate. Our awards are
made with this in mind.

The Bane of the Month is not

IMPACT relates 1O the]F'sL:t::Tt::H
visual appeal of ;nrf.?.u:'_'lt:II sty Eni:.gpﬁere
but equally evaluates {‘lcdfl. oA
-reated IL'.'I"?" a tE';llZ'L-CII"I'l'J-' adve i
Tr::ﬁ:;;rzi all of the .r:.'lt-n'nemalr f_lq m_ i
i*:n;'n-ue from sound and grapmies ==
‘auality of the PEl:k-aE.lnrlf_; el
; Some games require very hie e
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necessarily the worst game, in fact, it
may be potentially worthy of a
Gamer Gold! A seriously flawed
masterpiece is as much a candidate as
the type of game in which the
loading is the most exciting part. 5o
it'’s not always a Duffer but certainly
the kind of game which gets you
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reaching for a crucifix to hold it at :51
bay! hy!!'
Y
Enjoy the reviews, we think . tﬁ
they're the best in the biz. '1‘%



From KJC Games, Britain's leading PBM CO.
AN OFFER YOU CAN'T REFUSE!

ABSOLUTELY FREE

TRY A FREE TRIAL IN THE WORLDS MOST
POPULAR PLAY-BY-MAIL GAME.

ITS A CRIME!

All you need to do is send us your name and address and we’ll send you a rulebook, start position in a new game,
and credit for your first two moves. If you enjoy the game, and we think you will, you can continue playing It's a
Crime! for the incredibly low price of only 62.5p a turn.

THE SETTING

The game is set in New York City in the late 1990's. You role-play the part of a gangleader who controls a group of
misguided youths. The city has severely deteriorated. The brave citizens who remain are now in a life and death
struggle with the ever increasing number of drug-crazed street gangs. The New York Police Department Is
severely undermanned.

Your main goal is to become a very powerful gang. This is measured by building your gangs turf into one of the
largest and by becoming one of the richest, toughest, and most notorious gangs in the city. This will allow you to
enter the MOB, and maybe later, become the Godfather.

noﬁaﬁoﬁ

On a typical turn you could send your Pros, Punks and 'Cruits out to take over a couple of city blpcks and a_mbush
an enemy gang, rob or firebomb a building, buy and sell drugs, have yourselves a party, terrorize the residents,
and much more.

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR
FREE TRIAL OF ITSA CRIME! THE WORLDS MOST POPULAR
PLAY-BY-MAIL GAME.

WRITE TO:
KJC GAMES,
PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FYS 2UL.

"\-._l"h v N % B "

- | EARTH WOOD |.<Cq

i
25 players compete to be the W ultimate ruler by controdling all the developed
cities either singulary or with an alliance. A typical game will last about
18 maanths, 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 recrut trolls wildmen and control powerful creatures such as dragons
Your characters will capture and control cifies, upon which you can spend gald to
Improve Security, workshop produc tion, defences, and maintain and enlarge
YOUr army . With gold, your wizards undertake magical research, Sphes search out
enémy strorgholds and then attempt acts of sabotage, theft and assassination
These are just a few options available to a player im Earthwood
Earthwond i computer moderated but the turm sheets and replies
are written in plain English
Mo need to look Through complex charts and code books to understand this game

Europe's most popular Play By Mall game
- the fanasy CAmpaign game wi th owver
1,000 player parties already participating
Ty enter, send £& 00 for rules. werup. first
three turns and COopY of larest newsketter
Furthars tumms £175 eath

Send to- KJC Games, PO Box 11,
Cleveleys, Blackpool,
Lancashire FY5 2UL

Welcome on - (0253) 866345

o enrol in Capitol send a £6.00
cheque/PO/International Money Order
payabile to KJC Games. For this you will

EARTH WOOD

To enrol in ¥ Earthwood send a £5.00

KIC

[

receive the rulebook, setup and first two
.o turns. Each turn of Capitol costs £1.75 for cheque/PO payable to KJC Games
For this you receive the rulebook, v e
- the first 60 orders. Each additional 30 setup and first three turns
ropean players are
L ] ﬁﬁﬁﬁ:ﬂs TANEN i Future turns are £1.50 G AM ES
.. i




Computer: Cé4
Supplier: Ariolasoft
(Price:

r — .
ell, it had to happen, |
’OGDC suppose. Computer games
o o o have been threatening to in-
O O' corporate board games for
FOOOC some time now, and the
) 0 c Domark brothers brought the two
o O unnervingly close in recent
) O C months. Enter Ariolasoft/Elec-
.Oooc tronic Arts (last heard of on
O 0 Marble Madness) with one of the
) O = C strangest games of the past year,
.O‘ 'D and potentially one of the most
ODQC enjoyable.
) 0 c Basically, this is a treasure hunt
0 = zame with lots of frills. The screen

' Ooc is split into 3 main windows: one

\ O C showing the whole map, one a
O O localised area, and one depicting
| O € your particular robot character.
IOQl‘Jc There is also a text window for

O 0 information on your progress and

Oooc a rather useless colour bar just in
O

case you couldn't tell by shape and
0 'GC name alone which icon was yours.
o] 5. o The object of the game is to find
O = avariety of items (there are 24 in
0 c all) and return them to the start
QOG point of the game — the first one
0 Oc to do so declares it (the computer
O c will take your word for it) and
(0 that's that. There are two things
0 c that determine the objects you
Oooc search for; the ltem Cards and the
OO Luck Cards — will find a pile
O . C of each in the box and you leave
O 0 them face down on the table for
anc all the players to take one when
O c instructed.
O The item cards have one object
OOOC pictured on each. Basically you
O c should be searching for the objects
0 O you hold, and you may hold 4 ltem
o cards at one time. The Luck cards
0 '0 give you instructions as to what
OOQC should be done with your current
0 c hand of ltem cards, and this does
o) not take into account which

Dooc objects you may already have

S #~ found. Thus you may have already

10OV 00000C
[36] cooco 0000
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Robot Rascals

£16.95 (disk)

-r-..rh.ﬁ...---.'

Ariolasoft’s robot recoveries
package combines the best features
of a board game with the power of

a computer.

retrieved an object when you are
instructed to give away that par-
ticular ltem card — in this situation
you may either hide the object
making it hard for the player who
holds the card, hope that the card
comes back to you, or hang onto
the object and force a confron-
tation at a later stage. The Luck
cards may instruct you to change,
swap or discard any or all of your
Item cards and obviously this gets
more absorbing the more players
are taking part.

In no time at all the frustration
involved in this part of the game
far exceeds the enjoyment to be
derived from the rest of it, and
leads me to believe that Robot
Rascals is probably a lot more fun
at a party than hunched around
your average domestic TV.

You may pick ene of 10 robots
to be your player in the game. In
effect your choice makes no dif-
ference as they all trundle about
in the same way, with no notice-
able features or distinctive proper-
ties. On screen they move in a
particular way, but this is the height
of their idiosyncracy, and | think
EA missed out here on the chance
for some fun role-playing. Anyway,
once picked, you can muck around
with the energy levels to give you
a fair or unfair handicap relative to
other players, and start the game,
You pick your 4 ltem cards and set
off (using the joystick) across the
on-screen terrain until the energy
for that move runs out.

You don't have to exhaust all
your energy, indeed it is better not
to, but some types of landscape
take it out of you more than
others. To help you there are
teleports dotted around the island,
and your robot also has the power
to scan for any particular object.

SUPER SHIELD]

When scanning, your on-screen
character rotates until he detects
the object, stopping and indicating
the direction you should proceed
in. The faster he rotates, the
closer you are — and if you are
close enough to pick it up it will
be automatically retrieved for you.
Both scanning and teleporting,
however, cost energy, and if you
want to defend your droid against
attack from another player it is
best to save enough energy to
construct shields. Whenever you
terminate your go, the computer
instructs the next player to take
his turn.

At the start of each move, a
global condition is set by the com-
puter which governs all players —
this covers everything from ‘Free
Scanning’ to ‘More Energy’ and
may help or hinder all players on
equal terms. YWhen everyone has
made their move the computer
picks a new global event and the
cycle starts again. It also picks
some short and cute ditties to
announce major events in the
game (| especially liked Home
Sweet Home when you reach
base) and keeps tally on which
objects are owned by which player
(but not which Item cards).

From this review, and from
playing the game at any length, you
will find that Robot Rascals is a
highly entertaining and unusual ex-
perience. Not only are there
several game variations for
advanced players, involving “wild’
cards, but the tactics in out-
manoeuvering your opponents
would not seem out of place in
Poker or Whist. On screen you
may actually crash into any
opponent, steal his objects, and
throw them in the nearest river
(thus making it virtually impossible

Zleitinlala
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for him to reach them) — that's
how dirty this game gets! Con-
serving energy, and keeping secret
your hand of ltem cards soon
become the only way to stay ahead
of your rivals, and the instructions
help you considerably with alter-
native strategies and tactics.

On the minus side, | felt EA
missed out on several chances to
make this a real classic — the
graphics, while cute, are really not
up to scratch, the speed of play is
often too slow, and the playing
area is probably too small by half.
That having been said, I'm sure
Robot Rascals gives us a glimpse of
how computer games might
develop when we've had our share
of shoot-em-ups.

The big question is not
whether you'll like this game — |
know you will — but whether the
shops will stock it. Major retailers
like Boots are getting increasingly
boring in the choice of games they
sell, often caring more about the
shape of their shelves than the
products they actually keep on
them, and | really can't see a
square box like this being ordered
in large numbers alongside the
boringly standard double-cassette
cases. If you can take the trouble
to seek this game out rather than
accept something else in its place,
it may actually receive the success
it deserves.

Ariolasoft inform me that the
packaging is now a more
conventional disk pack — Ed.
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OUT IN FEBRURRY
FOR COMMODORE 64/128
£9.95 Tape/£12.95 Disk
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FOURHYPO JETS
FOURPILOTS
ONE COMMANDER
900,000 ALIENS
BILLIONS OF PEOPLE
MUST BE SRVED!

. Maxwell House, 74 Worship Street, London EC2A 2EN
Tel:01-377 4645
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Commodore 64 available November 20th
Spectrum & Amstrad available February ' :

: Sales dept., . " R.R.P. £9.95 -
B Castle Lodge, Castle Green, '
“: Taunton, Somerset TA1 4AB Trade enquiries to Gentresoft
; England Telephene [0823) 54489 & 54029 . on 021 356 3388
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confess that | am a real zappem
fiend. | really enjoy the chal-
lenge of a good shoot ‘em up
(what a clumsy phrase). lhe
amount of thought that has to

out-thinking the ‘intelli-

This is

O Cover up

3 thought
usually an at C
their inability

T “Fallapaino
most "-h'-‘|"-'-'.5”'£1

Title:

ever invented. How can anybody
extol the virtues of spending hours
jor even days) slowly selving a
puzzle that in real life would have
to be solved in minutes or seconds.
In zappem games, you still have
puzzles, you still have problems,
you still have to out psyche the
author of the game, and the
pu zzles and [_:lr"[';-tzlh';-rrn:-. are 1_ir| their
own way) every bit as difficult as
an adventure game. The big
difference is that shoot ‘em up

»
to play these, the
type of game

games are in ‘real time.

You have to bomb a certain

‘43 — ONE YEAR AFTER

Computer: COMMODORE 64

Supplier:

Price: £9.95

This is one of the first games from
the Swedish software house Action
(or more properly American
Action) and written by Greve
Graphics.

The game puts you behind the
joystick of a P-38 fighter bomber
during the American Pacific War.
You fly from aircraft carrier to
aircraft carrier, and fly over small
pacific atols shooting as many
Japanese planes as possible. Occa-
sionally a large bomber will appear
and you can kill that with multiple
shots. As well as three planes you
have three loops per level, this is
for use in dire emergency, hitting
space makes you loop high into the
air, thus avoiding your attackers for
a short while.

As the more astute amongst
you will have guessed by now, "43

ACTION

is a close imitation of 1942. The
Capcom coin-op shoot ‘'em up that
came out in its official guise from
Elite Software a few months ago.
The ‘official’ game was extremely
disappointing, and failed to capture
the spirit of the original coin-op
game at all. The screen aspect was
completely wrong, and this made
the game more unplayable than it
could have been.

‘43 however, whilst drifting
away from the original concept, is
a much more playable game and
has the right aspect ratio on the
screen. The original coin-op game
had a screen that was higher than
it was wide. The official 1942
reverts to the usual computer
screen that is wider than it is tall.
This means that you don't get
enough warning of an approaching

Shoot 'em ups started the

computer games industry and,
despite the crowings of the

adventure brigade, will be here

forever. Mike Roberts is the one
with the itchy trigger finger.

number of ground targets, avoid
others, and pick up some other
objects. And shoot various ships,
ram some sort of craft, and dock
with others. All this whilst
watching your |‘|£~.l;§|‘|[__ speed, fuel
ammo level, and swapping between
different types of weaponry. All
this is ne at breakneck speed
oul .'|_|'|'|-:::-r'.551

COuUrse,

weaving in - and
buildings. And, ol
everybody and his brother are
shooting you full of holes at the
same time

I'm not describing any game in

particular, its just a peneralisation,
but most shoot ‘em Lif¥5 hawe this
number of things te think abou
Some, like Trap by Tony Crowther
* even more to worry about

swee a great deal more
||'|I!'_:-II:'r-'If!1 has 1o be .||||:.||||'-:'j r|'|.|r| 1h|-
‘thinking pames’  (hao,

parcnts/computer teachers would

have you belicewe
Here s a selecuon of shoot ‘oim
ups that have come out recently

.I|!.l"';;=I sl by cariee w1 .|| 'y |.r=.":.|-. L




enemy. ‘43 puts the status infor-
mation down either side of the
screen and thus presents a more
vertical screen section and makes
the game play more like its original.

The penalty to pay is in the size
of the graphics. In '43 the planes
are much smaller than in 1942, but
this is an advantage in some ways
as you can get lots more craft on
the screen without it appearing
cluttered and the graphics appear-
ing too chunky.

The game provides 99 levels
and a little map of the islands that
you will be passing over on one

and extremely challenging. My one
gripe is that landing and taking off
at the end of each level takes far
too long, though it is a good piece
of animation and graphics, it gets
a bit boring after the second or
third time. Look out for more
from Action.

SCORELINE
Impact
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After six levels (three levels
with two levels of difficulty each)
you get to the spaceman, which is
a Phoenix type of space craft
where you have to shoot a hole in
it and then destroy the spaceman.

The whole game is very similar
to the Galaxians/Phoenix genre
and works very well. There are
enough differences between this
and other games of this type to
make it worthwhile. The instruc-
tions are extremely good. Instead
of just saying ‘kill everything that
moves, they say ‘kill everything
that moves’ and then gives you a
recipe for cup cakes as well as a
conversion chart for modifications
to the recipe depending on the
altitude that you live at!

Title:

Supplier:
Price:

DEFCOM
Computer: VARIOUS

QUICKSILVA
£8.95

Definitely a shoot 'em up game
with classical aspirations. The ,
graphics are good, colourful, and
extremely fast. The usual Wemusic
muzak plays along in the back-
ground at a cracking pace and the
whole thing fits together extrem-
ely well. More from The Byte
Engineers please. |

SCORELINE

|r|1p.1:_‘._

Originality
Gameplay

X-Facror
OVERALL

side of the screen. It is very fast [ReldS i 1HE 659

Title: KILLER RING
Computer: C64/AMS

Supplier: REAKTOR (Ariolasoft)
Price: £8.95

03700
1-SCORE “
ccope 0002310 RINGS @ \»

@ @

Mew from the recently launched
shoot ‘em up division of Arioclasoft
comes this game from the little
known software house the Byte
Engineers.

A zap zap zap game in the
classic mould. You have a craft that
you can move around the screen

and that can fire up and down.
Waves of aliens appear and you
have to shoot them whilst they
shoot at you. Aliens start off in set
position like in Galaxians, but do
not move in waves in the same way
as if they were sticking to a rigid
pattern.

This is a prime example of the kind
of shoot 'em up that gives all of this
sort of game a bad name by its
mere association. The idea behind
Defcom is based on the ‘Star
Wars' (5DI) defence system being
designed at the moment. Appar-
ently in 2056 the aliens take over
the fully implemented and deadly
orbital defence systems and turn
them towards Earth.

The game itself puts you orbit-
ing above earth with your ‘bog
standard Eagle class E751". Alien
craft come at you from all direc-
tions with a selection of fast rotat-
ing globe below you that, | assume,
is the Earth. Your weapons are a
number of beam guns. Which ones
you can use out of a possible four
is decided by what your current
score is. This can be checked,
along with a map of the world, and
which options have been set, by
pop up screens that ingeniously
obscure the non-pausing on-screen
action to your extreme detriment.

The game has largish moving
objects that are quite quick, and
some come at you from 'in' the
screen, but use the kind of
pseudo-3D effect that went out of |
the window years ago with ‘Buck 1
Rogers. The game is also very
difficult to understand in some |
ways. The instructions go on about |
a deeper strategy to the game
where you are defending different
cities. However the indistinct in-
structions and certain control diffi-
culties make this aspect of the
game a bit of a farce. Shoot 'em
ups should be quick and easy to
understand, almost without look-
ing at the instructions.

In a world of good, mediocre,
and bad shoot ‘em ups. We don't
need another bad one.

SCORELINE
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Title:

URIDIUM

Computer: C64/SPEC

Supplier:

Price: £8.95

When this game came out over a
year ago, the shoot 'em up world
was in a bit of a decline. People
preaching the creed of the long,
slow, boring adventure game were
at their most vociferous. Graphics
were even introduced to
adventures in an attempt to make
those who prefer a quick zap to
stray from their chosen path (even
though most adventure players
can t stand pics).

However, a sign was sent from
the great Asteroids player in the
sky in the shape of Uridium from
His chosen messenger Andrew
Braybrook. Uridium was very fast,
very colourful, and extremely well
thought out.

You have to destroy sixteen dif-
ferent space cruisers, each one
named after a particular metal.
Each craft has various surface
targets that have to be wiped out,
homing mines to be avoided, and
escorting fighters to get rid of.

43

HEWSON

After a set time you have to land
on the ship, fiddle with the reactor,
and fly away. Blasting as much of
the ship that is left as possible.

The game is fantastically
complex, and one of the faster
games around. The gameplay has
been imitated since (see Psycastria
or YW.A.R.) but never equalled,
certainly never exceeded. Uridium
has recently come out on the
Spectrum, where most of the
original is retained, but without
colour or as good animation and
speed. Perhaps they'll get around
to the Amstrad version soon.

Uridium got the resurgence in
shoot 'em ups going, let’s hope it
lasts.

SCORELINE

Impact
C}riginﬁlir_}'

Gameplay
X-Factor

OVERALL

Title:

LIGHTFORCE

Computer: SPEC/AMS/Cé64

FTL
£8.95

Supplier:
Price:

This is the first release from the
shoot ‘'em up arm of Gargoyle
Games — FTL. If you have been
in the business for a while you will
know that Gargoyle started with
a zap game. [hey then went on to
produce Tir Na Nog, Marsport,
and the like. Not wishing to tarnish
their new image, their latest range
of zap games is being released
under the new title.

Lightforce started out as a new
idea for handling colour on a
Spectrum. This gives you some
nice graphics without all the
grotesque colour clashing that
goes on whenever anybody tries
to use any sort of colour on a
Spectrum screen. The resulting
effect is quite good on the
Spectrum, but the effect doesn't
carry across to the Amstrad and
Commodore with the same kind
of impact. This is because games
on these machines usually are fairly

colourful with no problems.
The game itself is very good.
You fly your ship across various
space and planetary surfaces, with
patterns of evil nasties flying
around the screen. In addition
there are various ground targets
that have to be knocked out.
The game is very well
presented, the graphics are well
thought out, and there is a logical
difficulty progression from level to
level. In all, this is a well thought
out game which is a definitive rep-
resentation of the genre.

SCORELINE

Impact
Originality
Gameplay
A-Factor
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Title:

Computer: Cé4
Supplier:

Price: £8.95

Terra Cresta is the sequel to the
old coin-op game Moon Cresta by
Nitchibutsu, with the computer
version by Incentive. Moon Cresta
was also a coin-op game, and now
Imagine (who used to do Konami
stuff) have licenced it.

One of the more complex zap
games, Terra Cresta has you flying
over an alien landscape shooting at
flying aliens as well as the ground
installations and pre-historic
monsters that wander around.
There are also homing missiles to
worry about and supply silos that

TERRA CRESTA

IMAGINE

will improve your ship’s armament.

All the usual problems and one
or two more to think about.
Good graphics and animation make
this a good game to play, though
rather dated in concept.

SCORELINE

Impact
Originality

Gameplay
X-Factor

OVERALL

Title:

PSYCASTRIA

Computer: C64/BBC

Supplier:
Price:

£8.95

This generated a lot of interest
when it first came out on the BBC
as it is very much like Uridium,
except it's a bit cut down. How-
ever, Beeb people are used to cut
down games as long as they run
fast and on the BBC it does run
very fast. However, when it arrived
on the C64 it was a bit slower, still
quite a lot like Uridium, but was
still cut down.

So why buy a clone of Uridium,
that isn't as good, for around the
same money! No, | don't know
either. On the BBC it was all right
as there wasn't anything else to
compare it to. You can't compare
Psycastria and Uridium on the
Beeb, because there's only
Psycastria.

What about the game! well
you are in a left/right flying space-
ship, that looks like the Uridium
ship, and moves in the same way
as the Uridium ship. You are flying
over |6 different enemy ships, that
lock very much like the 16
Uridium ships, except the graphics
are not so good. And you have a
time limit to shoot up certain sec-
tions of the ship until you can land

AUDIOGENIC

at one end of it on a very Uridium-
esque landing strip.

On the Commodore 64, Psy-
castria is plagued by some awful
software synthesised speech. A
feature it could well do without.
Psycastria on the Beeb is a good
game, merely because there is
nothing to compare it to. How-
ever, as the Cé4 wversion is
plagiarised from Uridium | can see
no reason why you should buy this
rather than the Hewson game.

SCORELINE

Impact
Criginality

Gameplay
X-Factor

OVERALL

So that concludes my wander
around a couple of classics, a
couple of duffers, and a few of the
newer games. Lets hope that the
shoot ‘em ups keep coming.
They're the true computer games.




Hardball Soft 06063/07063 (Keyboard orJoystick)

Hardball puts you in the field as both player
and manager with control of physical play
and strategic decisions, testing your split
second reactions and your planned
approach to the game.

Order your copies now
at only £9.95 on tape
and £13.95 on disc

Available from good Amstrad computer stockists.
Or send coupon to Marketing Dept, Amstrad,
Brentwood House, 169 King's Road,
Brentwood. Essex. CM144EF,

AMSTRAD

Brentwood House, 169 King's Road, Brentwood
Essex. CM144EF. Tel. 0277 230222

 HARDBALL and TAPPER

Tapper Soft 06007/07007 (Keyvboard or Jovstick)

You are the frenzied bartender trying to
keep the never ending flow of thirsty
customers well watered. There’s the Old
West Saloon, the Jock Bar, the Punk Rock
Bar and the Space Bar. Keep the sodas
coming, but not too fast.

Send coupon to; Marketing Dept. Amstrad Consumer Electronics Pic, Brenbwood House,
168 Kings Road, Brentwood, Esasex. CM14 4EF
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his is the home version of the
Atari Coin-Op Game of the Decade,
the-four-player-at-a-time game of
adventure and role-playing that
everybody thought would be
impossible to convert onto any
computer, never mind the humble
ZX Spectrum. US Gold have proved
everyone wrong with a version of
the game that is similar to the two
player variant of Gauntlet that came
into the arcades a few months after
the original four player version first
emerged. 3

The plot of the game is very
straightforward, You and an accom-
plice descend intc the depths of a
treasure filled dungeon. Evil nasties
abound, and you need keys, food,
potion, charms, extra equipment and
lots of other odds and ends to
survive. Occasionally you find a
treasure room where there is masses
of treasure and no monsters, but it's
a race against the clock to find the
exit in time to pick up your extra
bonus. . .

In the original coin-op game, four
people could play using the four
characters that the game provided.
Elf, Wizard, Warrior, and Valkyrie.

Each character has a number of good

and bad points to it. For example,
the elf is fast, but isn't as strong as
the slower moving warrior, the
valkyrie has medium ability at
everything and the wizard fires magic
balls and has a more potent magic
capability than the rest burt little
hand-to-hand fighting ability. The US
Gold verions of the game only lets
two people play the game at once.
Which two, from the initial four, can
be selected at the start of the game
from an attractive menu screen that
is taken straight from the headboard
illustration of the actual game.

One of the big features of the

original game was the option for
extra players to join the game whilst
it was in progress. This is also
supported on the Spectrum version
of the game. Even if the one player

e LA

option has been set, a second player
can join the game by pressing the
second fire button on the keyboard.
He will then pop into existence as
one of the other three characters
(chosen at random) and start playing
the game with his full compliment of
2000 health points.

This feature can be used to great
effect with two players. As one dies

1|

he can re-enter the game at the
same level as the other player, who
will also exhaust his energy a bit
later and can re-enter the game as
well. It doesn’'t improve your points
standing, but it will get you a lot
further into the game.

The implementation of the game
on the Spectrum is as close to the
original as is physically possible on
that computer, at least as far as
gameplay is concerned. This is the
mistake that Dandy made, the
graphics had a lot to say, but the
gameplay suffered dramatically as a
result. In the official Spectrum
Gauntlet the graphics are a bit
simplified, but the play is all there as
well as the speed.

The gameplay is identical to the
coin-op game, the little heroes run
around in the same way, the nasty
monsters all move around in the
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same way, the dungeons are all the
same as the coin-op game, and all
the objects are in the same place.
This means that experienced
Gauntleteers will not have wasted all
their time (and money) practising on
the coin-op game.

The only difference that | can see
in the game are that, when your
energy drops a bit low, you can't
shove in extra coins. However, my
bank manager thinks this is an
excellent idea. Also there isn't a thief
to take your posessions, though to
replace this there is more poisoned

food than usual. Poisoned food takes
energy away from you, rather than
building you up.

The graphics all suffer from the
crudity of the Spectrum, but this is
only apparent with the colour
attribute clashing as the actual
graphics are quite effective and are
animated well. The use of colour is
extremely limited and characters tend
to be a single colour, over four
attribute squares, rather than being
larger and using a few different
attributes. Four attribute squares is
around the right proportion of the

Spectrum screen in relation to the
original Gauntlet screen. This works
well and allows the incredible speed
of the original game to be translated
(in part) to the conversion. The
game is certainly faster than on the
Amstrad.

The one main difference that the
Spectrum game has over the coin-op
or Amstrad version is the aspect of
the graphics. In the Amstrad and
coin-op games, the view is from
directly above the screen. However,
in the Spectrum game, the view is
slightly angled so, instead of having a
bird's-eye view, it is more of a
‘perched’ eye view. Where you can
see the characters from above and
slightly to one side.

The main problem that | can see
is in the way that the different levels
work. In the coin-op game, the first
nine levels went in strict sequence
and the 503 levels after that
appeared at random, with the
treasure rooms appearing every 3-9
screens also at random. The way it
works on the Spectrum is to load
them off tape. The game first loads
the title and credits screens (both
very similar to the coin-op ones) and
then the character selection screen.

From this you go into the main game

and go through all the set pattern
SCreens.

After the set pattern it gets more

compex. As far as | can make out

from looking at the game and talking

to US Gold. The game loads in ten
levels at a time. From these ten
levels the game actually plays four of
them and a treasure room if
required, and then loads in another
ten. When you get to the end of the
tape, you can rewind it to the
beginning. From the beginning you go
through the tape all over again, but
the chances are that the combination
of four rooms from ten will be
different. Ensuring a completely
different chain of levels.

THE DEEPER DUNGEONS

MNext year, US Gold hope to release
an expansion pack for Gauntlet that
will have more dungeons in it. In the
same way that Atari released
Gauntlet Il onto an unsuspecting
coin-op public. With the new pack in
mind, the people who have bought
the game will be asked to design
their own dungeons and the best
designs will go into the new game

Half the instruction space is taken
up describing how to design levels for
Gauntlet, how to enter, and what
you win (tee-shirts and copies of the
game or disk). This doesn’'t merely
waste space but provides a valuable
source of information about the
game, consisting mainly of a list of
nasties, their generators, and a list of
all the other different types of things
that you can find underground. Read
this, and you won't be surprised by
the unexpected.

WELL!...

So, what do | think of it? Compared
to the Amstrad game it is slightly
inferior especially when viewed in
comparison to the coin-op game
itself, which isn't particularly
surprising. However, its one
advantage is the great speed at which
everything happens. This totally kills
Dandy or any of the other Gauntlet
clones.

Compared to the state-of-the-art
in Spectrum games, this has got to
be the best thing to hit Spectrums
since Torus managed to turn out a
decent version of Elite. Lets hope
that the team of US Gold producing
and Gremlin Graphics programming
produce more in the future, because
Gauntlet is excellent,

LSS S A




WHATEVER YOUR STAR SIGN...
THE FUTURE HOLDS EXCITEMENT

IS ? - -

. 2. BARRY McGUIGAN
 WORLD CHAMPIONSHIP BOXING

Star Games,
Alpha House, 10 Carver Street,
Sheffield 51 4FS. Tel: (0742) 753423
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Addictive Games’ Football Manager
has a serious rival by Scanatron. Is
it really double the fun?

ddictive Games have had the
football management game
market sewn up for around
two years now but an heir
is apparent. Scanatron’s self-
heralded game of The Double is
here at long last.

The eventual aim of the game
is obviously to win the FA Cup and
the League Championship, but you
have a lot further to go. Your team
starts off in the Third Division and
must progress to Division One
season by season. This can take
some time, but more of that later.

The dream of every manager
is to pilot his team to the top of

important, without money you
can't get the team you dream of
managing.

Apart from buying and selling
players you must also decide on
employing one or two scouts, a
physiotherapist and paying for
crowd control and ground im-
provements. YWrong decisions can
prove a severe strain on your
resources but the bank can come
to your rescue. The amounts that
may be borrowed depends on your
team'’s status which can also
depend on your bank balance!

Each match you play is pre-
ceded by the routine of finding out
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*Wrong decisions can prove a severe strain,
/ on your resources /
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the League. If this can be combined
with a win in the Cup then his
dream is doubly fulfilled. For
players of The Double this dream
must be realised before you can
honestly say you have completed
the game.

You may ask why only three
divisions have been used. Ac-
cording to Scanatron this is
because of memory limitations in
realising an accurate simulation of
the football scene. This excuse is
also used for the rather jerky and
simple animation in the graphic
match simulations. Personally, |
suspect that the programmers
have not taken full advantage of
data compression although | have
to admit that the expressed philo-
sophy behind the game seems
extremely ambitious and could
account for this memory prob-
lem.

At the start of the game you
are approached by a Third Division
club who are wiling to gamble
their fortunes on your unproven
skills. You either accept gracefully

or suffer a reload in the desperate o

IS/ rr77,
! riots on the terracesj

V77224

hope that a favourite team rmghl:
be selected. It's best to go with the
first offer in the hope that your
skillfull management will eventually
attract an offer from your best
loved team later on.

As manager your two prime
responsibilities are the financial
arrangements and team develop-
ment. Finances are by far the most

if you're at home or away. If you're
playing at home you will have to
estimate the crowd you will draw
and inform the police accordingly.
Guessing too high will cost extra
cash but guessing too low may
result in riots on the terraces and
a possible heavy fine from the FA.
To help you get the closest possible
estimate, the game allows you to
look at your opponents’ support
to see if a large contingent of
visiting fans can be expected.

You will also have to pay for a
physio if any of your team are
injured and, if improvements have
to be made to your side, one or
two scouts can be sent out to suss
out likely signings

This phase is followed by
selection of your team from a
squad of up to |18 players. This is
the last piece of interaction with
your team. The computer takes
over to select the strongest teams
from the squads of the 65 other
clubs.

Before the match takes place
you have the option of watching

your team play, watching another
match or just having the results
appear on the screen. If you opt
to watch a match be prepared to
wait because each game takes
about 20 minutes. To watch each
of the 42 matches in a season

Title:
Computer:
Supplier:

Price: £10.95

The Double
Commodore 64
Johnson Scanatron

= &
BOURNEHOUTH
SQUAD DETAILS
POS HAGES PLAYED GONRLS
1 £338 1% B
4 £278 42 B
3 £270 3% B
e EZ290 43 3]
2 £270 38 |
i8 £258 36 3
T £270 17 <
6 £1908 30 3
11 £239 43 15
9 £278 38 1l
8 £239 42 8
8 £1390 T i)
18 £198 [ 3]
& £175 i 3]
¥ EZ218 i2 0
T £210 Z i
E £210 T 3
[ £218 26 3
LL A PLAYER Y /H?
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would take |4 hours. This excludes
any time spent on managerial
matters or the ten minutes to
complete updates on other
matches and match attendances
which accompanies each League
game. There are also Cup matches
which must be watched!

As you can see, you won't win
the Double in a day. With good
judgement and a fair amount of
luck, | estimate that the minimum
duration of a Double winning
effort would be three days of
round the clock gameplay! Thank
goodness there's a save facility.

The reason for some of the
time taken is that each match
played on a particular day is treated

[t O0UBIE

individually. As transfers and
injuries take place the strengths
and weaknesses of each club is
affected. This must be allowed for
by the computer and each match
must be played before a realistic
result is calculated. This is the
theory but in practise | found that
results of the same match could
vary considerably. Using the save
facility a win of 2-0 was replayed
to give a result of 0-4. Perhaps
some unseen changes bhad
occurred in the teams but | doubt
it.

Considering there are 1,000
players’ names and 66 different
clubs, there are very few errors,
Watford and Bury fans will be
irritated to see the suffix ‘Town'

following their team’s name and
Bury fans will further be irritated
by Jakub being constantly labelled
Jakup. | think Scanatron should
have taken more care to eliminate
all spelling errors because it can
create a bad impression. On the
plus side is the fact that the teams
are based on the 1985/86 season.
Supporters of teams like
Middlesborough will be pleased to
see their team in a higher league
than their flesh and blood
counterparts, though | suppose
Wimbledon's fans won't be so
pleased.

My given team was Bourne-
mouth and we managed to reach
sixth place in the Third Division in
our first season. | was then offered
a job with freshly relegated
Bradford City so | left my mistakes
behind me and took up the offer.

Currently Bradford and | are riding
high at the top of the division with
hopes of prometion buzzing
through our brains.

My main criticisms centre on

::::JJIJ’J‘IJ’J‘J’J"J’JJ’”

/7 You won’t win the Double in a day //
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the lack of choice when the Cup
matches are played and the inability
to remove poor players from your
side. One of the Cup games must
be watched even when your team
has been eliminated. Boring
(except for the Final). Duff players
fill squad positions which could be
occupied by better signings but
unless some mug buys them you're
stuck. Perhaps the ability to dump
a few at the end of the season
would help.

On balance, The Double is
streets ahead of Football Manager
and | found that the extreme
slowness of the game did not
detract greatly from the
satisfaction given by my
accomplishments. If you're mad

f.ﬂ'f.f.ffff'##l"'r-:tt--

;hﬂp‘“ of promotion buzzing through ﬂur;
brains /
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about soccer then give this game
serious consideration. Who
knows, you might not only win the
Double but also get to watch a real
match and meet a real manager.
Scanatron are offering the
opportunity to meet Howard
Kendall, Everton's manager, after
watching the team play a League
match. The first person to achieve
the Double and provide document-
ary evidence will win the trip.
Mmmm, well | must dash now,
Bradford calls. Here we go, here
we go, here we go ..

SCORELINE

Impact
Originality
Gameplay
X-Factor

OVERALL
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A lone tank battles in the frozen e

wastes of Antarctica. Eric Doyle
takes control of the situation.

he number of vector graphic

games seems to be increasing

rapidly as the months go by.

Until now MNovagen's Mer-

cenary gave me the greatest
sense of 'being there' but Ariola-
soft’s Arcticfox is a worthy
challenger.

The year of Arcticfox is 2005
and an alien force from the planet
STV-7X has taken over the Antarc-
tic regions of Earth. In their frozen
seclusion they are busily at work
converting the atmosphere to a
more acceptable one of ammonia,
methane and chlorine. This just will
not do and the only weapon
capable of defeating the invasion
is Slye-Hicks MX-100, codename:
Arcticfox.

The enemy have protected
themselves behind a force field but
the belief is that this can be de-
stabilised by destroying their main
fortress. To do this means ventur-
ing across the frozen wastes batt-
ling against untold odds. WWell
almost untold, there is a database
which details all of the enemy craft
and a more formidable line-up |'ve
yet to see.

Basically there are six mobile
units which will harry you to your
doom. These are usually found in
task forces but there are recon-
naisance vehicles which use stealth

Pl B F B F % FY A A o s e = o= -

allow task forces to home in on
you. Although the plane is other-
wise unarmed its accompanying
fighters spit deadly missiles in your
direction,

It is possible to blast them all
from the skies with a few well
aimed shells, but elevating the gun
often leaves you motionless and a
sitting target for any sharpshooter
in the area. By far the best way of
dealing with the airborne foe is to
blast a missile or two in their
general direction. Once fired the
missile can be directed by the joy-
stick according to flight control
conventions. This means that pull-
ing back on the joystick will make
the missile rise, pushing forward
makes it plummet earthwards,

On the ground there are
squadrons of tanks which may be
dangerous light, manoeuverable
vehicles or heavily armoured
sluggish ones in areas of greater
importance. The Light Tanks are
probably the most dangerous
because of their swift movements.
They can fire several shells in the
time it takes a Heavy Tank to fire
just one of its blockbusters.

The final mobile massacre
machine is the floating mine. These
will home in on any tank in their
vicinity and blast it to smithereens.
Fast action is required to eliminate

-_— - L |

' Suicidal maniacs can try the tournament

4 level .

rather than firepower to indicate
your location to their forces, The
unarmed vehicles creep up along
the ground and in the air. The
Recon Sled is easily dealt with as
long as you watch your radar. The
Recon Flyer is much more diffi-
cult.

Usually the Flyer is accom-
panied by fighter planes which are
the deadliest of the enemy's arma-
ment. If the flyer gets close
enough it will attach a transmitter
to the ‘Fox and this beacon will

their threat.

Immobile but potentially more
dangerous than any of these
weapons are the rocket launchers
littered about the high ground
vantage points. These units have a
firing zone which spreads in an arc
of 140 degrees. Obviously the best
way to deal with them is to
approach from the rear and stick
a shell up their backs.

Buildings such as cloaking radar
stations, communications forts and
the target of the mission, the main

ArcticFox

N
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Ariolasoft
£14.95 (disk) £9.95 (cass)

Supplier:
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fort, may be encountered. Apart
from the ring of steel around them
they are otherwise unprotected
and easy meat for the battle-har-
dened Commander of a “Fox.
Eliminating these units renders the
enemy vulnerable to attack and
gives you an advantage in battle
which could be decisive.

The final enemy installations
which will be encountered are the
numerous air converters which are
busy converting the atmosphere to
the poisonous mixture | told you
about earlier. As they are reduced
in number, so the rate at which
your percentage oxygen count

reduces. For a longer game these
targets must be eliminated as
quickly as possible.

Vector graphics allow you to
view any object in a holographic
way. As you approach an object it
grows in size but, more than this,
the aspect changes as you move
around or over the object. This
facility allows you to climb smaller
hills to gain a heightened vantage
point. So realistic is this effect that
as you climb you can occasionally
pop off a shell or two at passing
aircraft. This is because of the
increased elevation of your gun as
you climb upwards.

The ice world is crazed with
deep crevasses which must be
avoided at all costs. Even though
you can pick them out visually it
is better to use your compass and
radar to determine the most ad-
vantageous pathway. The enemy
are no fools and often position
their main installations on the lip
of a crevass which is ready to
swallow up any incautious attacker.

The display panel lacks the ani-
mated hand which featured on the
original Amiga game but is none-
theless an impressive piece of
graphics. Apart from the normal
forward-facing vector display, you

can switch the radar out and a rear
view display in. To have two juxta-
posed vector displays on the
screen at once is a brilliant piece
of programming which puts all
other similar games in the shade.

All the information you need
for your assault is here. A control
panel allows you to select the
‘Fox’s mode. Change elevation,
select rear view, drop land mines,
fire missiles or change the joystick
forward and reverse controls. The
final option allows you to go to
earth like a real fox by digging
down into the snow.

The play options allow you to
view the enemy craft or to enter
one of the three levels of play. The
first level is a practice mode which
may be followed by the beginner’s
game. Suicidal maniacs can also try
the tournament level but, be
warned, this is Hell on Earth if
you're not a seasoned campaigner.

The enemy force field forms an
impenetrable barrier around the
‘Fox, a handy way for the pro-
grammers to define the battlefield.
Within this ring is a range of
terrains spanning snowy wastes and
lush green tundra regions. On
snow the tank can reach its top
speed of |44 kilometres per hour
but on tundra this reduces con-
siderably.

Often the game opens with a
face-off between two tanks. The
best mode of attack is to move in
to close quarters by initially revers-
ing and turning in either direction
to avoid the inevitable shell hurled
in your direction. Then, keeping
the enemy on the edge of your
screen, advance until you can allow
the tank to slip off the edge of the
screen, quickly turn and fire. With
a bit of practice you can easily out-
manouevre your opponent and slip
off a shot before it knows what hit
It

Arcticfox is a state-of-the-art
game which uses all of the tricks
learned on the Amiga to improve
the standard for the Cé4. It was
just a few years ago that Battle-
zone was the slickest game in the
arcades, Arcticfox surpasses this as
it supercedes all but the depth of
play of Mercenary. The future is
here and its name is Arcticfox,

SCORELINE

Impact 97 %
Originality 86%
Gameplay 0%
X-factor 95%
OVERALL 92%
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 Super Bowl approaches
ick coaches can re-
» the action of Ameri-

can Football without the !

bruises, | he rwo latest con
tenders for the software Super

Bowl are Headcoach from Addic- :
tive “Football Manager™ Games &8 :
and the next game from MNexus, | et

Super Sunday
Unless you've been hiding in a

deserted cave in Outer Mongolia 3§
you must know something of the §
padded Quarterbacks, Wide Re- &

ceivers, Running Backs and Kickers
that chase an oval ball around a

j grided pitch.

The essence of the game lies
in the four attempts, or ‘downs,
to progress the ball ten yards. To
do this, and fool the defence, the
offence must devise a complex

series of plays. These usually &

involve either giving the ball to a

running back such as Walter Pay- £

& ton, Eric Dickerson or Marcus

Allen to run as far as they can with §

it or get the Quarterback to pass
it forwards to a sprinting wide
receiver. If they make ten yards or
i more then they start another

® series with a first down.

Reaching your opponents’ end-
zone (end of the pitch) scores a

& touchdown with an extra point
¢ kick, like a rugby conversion,

making a total of seven points.
| Kicking a field goal scores only
! three but can be the difference

| between winning a losing.

Each team play a series of |6

e games with the top teams progres-
& sing to the knockout playoffs that

lead to the Super Bowl.
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PASS BY MARINO

SUPER SUNDAY (Nexus,
Cé4, Spectrum, £9.95)
This latest game from Nexus takes
you straight to the Super Bowil
itself in a game inspired by the
superb Avalon Hill board game,
Paydirt.

All the actual passing. running
and kicking statistics of some of

Football's greatest teams are
. ; : s
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packed into this game but in
playable form. The details of the
28 teamns that contested the 1966,
&8, 70, 73, 78, 80, Bl, B2, B3, B4,
B85, 86 and 1987 Super Bowls are
all included and can be matched
against each other. You can even
play the 1973 Miami Dolphins
against the 1984 “Dan Marino”
Miami Dolphins. Because of the
college draft and players retiring

1 and trading they're totally different
| teams.

As in Head Coach you choose

! the plays that the on screen players
. attemnpt to carry out. Unlike Head

Coach you play every second of
the game, call every play, score
every point and hear (and almost
feel) every bone crushing tackle.

On offence you can choose

: from four running plays, three

passing plays, two special

quarterback moves (short yardage

ploys), punting and a field goal
attempt. You can then select one
of three formations either the
standard setup, one including four
wide receivers and a three running
back formation.

e

108 W - §
Finally you choose theg;

quarterback who is going to throw &

the ball and the receiver to catch SEs.

it in a passing play or a runner in &=
running play. Then sit back and 1
watch the action.
In defence the choice is simply £4%
to choose a normal defence or §
one biased to stop a run or a pass. '
You can then single out opposing
players as the ones to get. Either &
the runner, a specific wide receiver
or the quarterback. Get it wrong .
and you could give away a lot of |
yards. -
| played a pre-production ;
version of this game and enjoyed &
it despite some annoying bugs &
particularly when the on screen &
action doesn't quite match the 58
internal maths. Mexus say these @&
bugs will be investigated and ironed §
out before the game's release. §i
Even if they don't it's still §
compulsive action for gridiron &
groupies. 3
Mexus is also planning a®
supplement tape containing the
end of season statistics for all 28
MFL teams. ;
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~ HEADCOACH (Addictive Comparing the two sets of 5
“a Games, Cb4, Spectrum, £9.95) figures reveals your strengths and 1

3 |[_"$ almost in'lpf_'r!.s:iHE to mention "MEH":.I"I'ESSEE. that you can Explmt | __='
= Addictive Games without thinking

during the match. You don't get to ¢
of Football Manager. this incredibly play the game but an unspecified
part of it measured by a time bar
in which you must call the plays
(run, pass, lunge plunge or field
goal attempt) that your on screen
team then carries out.
If you're on top of your league
after a twelve game season (short-
ened because the game only fea-

simple yet addictive game captured
the problems facing a manager. It

il the S8
a8 isn € surprising that Addictive has

? adapted such a successful system
¢ to American Football to produce
& Headcoach.

Replace teams like Liverpoal,
Everton and Arsenal for the Wash-
ington Redskins, Chicago Bears
= and Miami Dolphins and you have
. a similar game in which you face
the familiar problems of team
selection, player trading (instead of
the transfer market) and injuries.

Before each match you receive
a Scouting report on your oppo-
nents that detail their passing,
running and line plunging (short
yardage) skills both on offence and
defence. You then choose your
offence, defence, and kicker to
take them on.

tures 24 of the NFLs 28 teams to %

make the fixure list easier) then
you qualify for the play-offs,
championship games and the Super
Bowl itself.

A season usually takes about
two hours to play and is followed
by the end of season college draft
where the teamns take turns to pick .
the best of the new players. Since
the teams that lost the most
games during the season get first
pick you can be sure that every
season will be different,

SUPER SUNDAY
Impact

Originality
Gameplay

X-Factor

OVERALL

HEAD COACH
Impact

Originality
Gameplay
X-Factor

OVERALL

90 %
65%
B5%
550
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MAGIC MADNESS

Acquisition of the four scrolls of magic'is®
vital before COLO, the sorceror can -
challenged. nghtnlng fast action, care In
choice of weapons and strategy are vita
in overpowering Goblins, Skeletons and
other henchmen who will be guardmg t
scrolls.

PRICE: £7.95 cass. £9.95 disc

\ | ESCAPE FROM PARADISE _
o g

—Joe had created a paradise deep underground but
_ finds his route has been blocked by strange
‘creatures with strange powers and he must escape
" to survive. Joe has to move from room to room
( . using any device that he can to help him reach the
" top and make his escape. The complex is huge and
. !he obstacles are too many, but Joe knows that if he
& perseveres he will escape.

b ¥ ,:.,

-;_:_ﬁ >E: £7.95 cass. £9.95 disc

T —

= Three Unique Packages in One. e T
SPEECH DIGITISER - SPEECH RECOGNITION - MUSIC _—

Your computer can talk to you in your own voice — Recognise words and phrases — Hum or
. whistle to write and perform music.
“CBM64/128 ATARI 800/800 < 1/130xe PRICE: £59.85:

R e h.-t ;
% w&ﬁ“ e _L ' o 1r"E =_'i" '., ..‘-:; b ¥ '.' e R e T




Not one, not two,

but TEN fabulous
Konix joysticks
await ten lucky
winners.

o what if you have a joystick

already? Chances are it's one

of those boring old designs.
Any serious games player will tell
you that one stick is never enough,
different games need different
styles of joysticks to bring out
your best performances. We've
joined forces with Konix Ltd and
Solution PR to bring you a
competition which you ignore at
your game-playing peril.

What better addition to your
championship collection of joy-
sticks than an ergonomically
designed Speed King? Styled to fit
comfortably in your hand, the
joystick features a cluster of four
sensitive microswitches operated
by a small, short-throw lever which
allows your natural reflex speed to
show through.

The fire button is a sensibly
placed bar which lies under your
index finger so that you don't have
to rest the stick on a flat surface
to play your latest shoot-em-up,
and you still have the avantage of
a two-handed attacking technique.

To become one of the winners
of this hunky chunk of high tech-
nology cast your eyes over the
picture and help little Mike to sort
out his problem. As you can see
Mike is a messy micro user and he's
got his sticks in a twist. He's keen
to beat his old high score and get
his name in Gamer but which stick
should he use!

Help Mike to get his hi-score
by sorting out the tangle and tell
us which stick is plugged in. There's
only one Speed King and this is the
one he should be using. If he

an ace,

Work out which stick is

connected to the computer and
whether Mike is an ace or an idiot,
write the number on the form

1
S

below and then tick the correct
sentence to describe little Mike. Fill
in your name and address and the
type of computer you own. Write
both of your answers on the back
of an envelope and send the entry
coupon to our offices.

Your name could be one of
those featured as a lucky winner
in Computer Gamer, so go ahead
and give it some stick,

. . i . | 4 The answers to the competition
doesn't he's an idiot, if he does he's | P

RULES

| Each entry must be made on the
official Computer Gamer entry
form, correctly completed.
Photocopies will be disqualified.

2 All entries must reach us by first
post on December 20cth 1986.

3 The competition is not available
to relatives of employees of
Solution PR, Konix Ltd or Argus
Specialist Publications, their
distributors or printers.

must be clearly written on the
back of the envelope.

5 The editor’s decision is final. No
correspondence will be entered

Konix Gamer February

Ty R W Y G SRR e IR T R B~ T
P70 RN S8 SRR AR e e Y i B L . ST A
................................. Postcode: ..........
=L T T e e SR R el R SIS e T TS e A N

Mike will use joystick number ... ...

into. J

Mike is an idiot

| Mike is an ace

Send your entry to Speed King, Computer Gamer, ASP Ltd, | Golden
Square, LONDON WIR 3JAB.
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A hatrick of new football

games are ready to thrill the
terraces of joystick Linekers but
do they have the excitement of a
thrilling FA Cup final or will they
send you to sleep like Arsenal's
defence!?

The lineup for this month’s
match features the curious Peter
Shilton's Handball Maradona from
Grandslam (APS), Footballer of
the Year from Gremlin Graphics
and the modestly named Super
Saccer released by Imagine.

Tony Hetherington tackles a hat-trick
of new Soccer Software

Title:

Peter Shilton’s

Handball Maradona

Computer:

Cé4, Amstrad,

Spectrum

Supplier:

Argus Press

Software
(Grandslam)

Price:

Handball Maradona has two main
claims to fame. Not only is it the
first game to be named after a
single controversial incident in a
World Cup match but also
contains the infamous phrase "a
game of two halves’’ in it's
instructions!

The game can be played in
three modes practice, skill
upgrading, and playing a match. In
each mode you must move your

_keeper and then make him dive in

one of seven directions to save the
computer s assorted scoring
attempts. These range from
corners and free kicks to neat
passing plays and single dribbles,
but most are easy to stop. If you
save all four shots in a skill

Title:
Computer:

Supplier:
Price:

This looks like another rewrite of
Ocean’'s Matchday. This time the
game features one and two player
options, practice, single game and
tournament options and a more
realistic gameplay including fouls,
set pieces and chips, crosses and
lobs. . This produces  more
complicated game controls but a
more interesting game.

Mow at last here's a computer
football game in which you can
chop down a forward that's left

£6.95

upgrading session you'll move up
the 16 skill levels that range from
AwP

Unfortunately, that’s all there
is to it. No international matches,
no cup finals just an assortment of
meaningless matches and sixteen
skill upgrading sessions. Peter
Shilton’s Handball Maradona would
be fine as a budget game but at
£6.95 it's an own goal.

SCORELINE

Impact
Originality

Gameplay
X-Factor

OVERALL

Super Soccer
Spectrum 48K
Imagine

£7.95

you standing. You might get a
warning or a yellow card but it’s
usually worth it.

It's at free kicks and corners
that Super Soccer scores on ir's
rivals as before the kick is taken
you've got 30 seconds to set your
players on a plan of the pitch. Then
you can either chip the keeper, lob
the ball over the defensive wall or
drive a shot from 20 yards out.

Unfortunately, Super Soccer is
also very slow to play and best

B
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played between two humans of
equal ability otherwise you won't
stand a chance and will spend most
of the game trying to make your
players run in the right direction.
However, players prepared to put
in the practice will find it to be an
excellent game.

Title:

SCORELINE
Impact
Originality
Gameplay
X-Factor

OVERALL

SFPEED =0
EMERGY
FORCE

Footballer of the

Year

Computer:

Cé64, Spectrum,

Amstrad, MSX

Supplier:
Price:

Gremlin's Footballer of the Year
challenges you to make it to the
top and win this coveted award.

You begin the game as a |17
year old apprentice with the team
of your choice. You have 10
scoring cards and must buy others
as the season's progress.

With a scoring card you can
elect to play in a match and,
depending on the card’s value, have
I, 2 or 3 shots at goal. If you use
a card then you immediately head
for the action, if not the
teleprinter reports the results.

There are only two types of
attempt at goal either a penalty or
a shot before two defenders close
in and tackle you. The number of
goals you score is reported and
may turn defeat into victory.

By selecting icons you can view
your current status which shows

Gremlin Graphics
£7.95

your skill level (from Awverage to
Excellent), your wage level (£75 —
£1200 a week) and the division
your present club is currently in as
well as your goal tally (league, cup,
Eurcpe, and International), the
league position of your club, buy
a transfer, or draw an incident,
These are the game's equivalent of
a chance card and can produce
anything from a speeding fine,
pools win, business profit or even
a transfer.

Transfers are usually good news
as they often mean a wage increase
which is more important to a new
player than promotion — or even
a cup winners medal.

The season lasts the full 42
games and plays in under an hour
since the games you don't have any
interest in are over in seconds.

Once you get to the first

a

.f' S .

___ife'g®
GREMLIN

THE GORLIE Sﬁ'.;l‘::ﬁ YOUR SHOT
PRESS ANY KEY TO CONTINUE

division and reach ‘excellent’ skill
level by scoring lots of goals, you
might get picked for international
matches (which brings goals and
appearance fees) and may even be
nominated for the Footballer of
the Year Award.

The game is highly enjoyable
and incredibly addictive to football
fans despite the occasional bug
(3rd Division Walsall once played
Bayern Munich in a league match,
and league cup goals are counted

twice!) and the fact it's too easy
as | managed to win the award
three times in a row!

SCORELINE

Impact
Originality

Gameplay
X-Factor

OVERALL

BT o . o A0



busters are everywhere an’
Melbourne ‘ouse wanna hEIp
someone, see. YWhat we've

blng;_red from ‘em is 20 copies of §

& their fabulous beat-em-up and a
special first prize of a tracksuit so ot

y“éﬁ Rl e o s T Tt

{ you can be a cool dude as you beat
i the wit out of some wiseguy

android.

| In the game you become Deke,
I 2 rebel with a cause, and your aim

i is to escape the Penal Reform 3

i Centre. Deke has successfully de-

f activated the alarm systems but
% the androids are on his trail and he &S
. has to fight his way out of prison s

8 or become an android himself.

| -;éHuw to Enter

' What you must do to qualify
for our prizewinners’ draw is to
ijhmlc up a name for the city in

-.-.-hurh the game takes place. If you 3

ﬁwant to know more. Write the
i

R

- Knuckle dnwn tn our Melbuurne . ;

House competition and you could*
. win a smart new tracksuit or a

_,.f copy of the game at least! %
/7

- W T W W W W W W W=

name on the back of the envelope, s F

iI_,,.L'EI:I | Golden Square, London

* WIR 3AB, to reach us by Febru- B

i remembering to put your entry i
[n::rr'r'l inside first! &

Send your entry to Knuckle- %%
¢ busters, Computer Gamer, ASP

£ ary 28th, 1987. The T’E!-I-J|II" will be ,.‘ : _
[J,_L published in the April issue of the 28

;L magazine.
S
__1..

|. The competition is open to all
UK readers of Computer Gamer
except employees of Argus Press
Group, their printers, distributors
or employees of Melbourne
House.

2. All entries must be on the
carrect form — photocopies are
now allowed. Multiple entries are
allowed, but must be on the appro-
pr1a.te T::rrrrl

3. Prizes will be awarded to entries
judged to be correct by the editor.
4. The editor’s decision is final.

5. The entry instructions form .:

part of the rules. :
6. All entries become the property -
of Computer Gamer. .
7. All entries much reach us by
February 28th, 1987

8. The rules form the condition of
entr}r.
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Team up mtﬁ THE THREE MUS ",-,

crusadess far juStICE and freedom and ﬁ:
mﬂﬂerzaﬁe missing diamonds!

MMO@GRE 64, 128 er AMIGA
Commodore 64 - Tape £9.95 - Disk £14.95
Commodore 128 (uwith enfianced graphics) - Tape £9.95 - Disk £14.95
Commaodore Amiga - ‘Disk £24.95

COMING SOON FOR.

Sinclair Spectrum - Tape £9.95

Amstrad OFC - Tape £9.95 - Disk £14.95
Atani ST Series - Disk £24.95

e Macintosh - Disk £24.95

X

-'l

Distributed in the UU. x‘;\

MICRODEALER INTERNATIONAL
Telephone (0908) 74000

els

} 25 20, Tlx 32135 Comput S

e

Tel (+46) 4



c first 133 years of its

the America's Cup was

ore than an excuse for
355 binge.

ity behind the Mew

g club invited

their equally rich

Britain, Europe,

come and take

he trophy. All

yet nobody

ey all had a

rules were

were
nissioned

ERI

by 5ir Thomas Lipton who also
staged the first World Cup and is
another example of British eccen-
tricity at it's best. Three years a
everything changed when Aus:rjg
Il won it with a revolutionary new
keel design (that’s the bit that
sticks into the water from the
bottom of the hull).

By the seventh and deciding
race, the world was gripped with
yachting fever as the Australians
won. They celebrated with amber
nectar and the Americans
drowned their sorrow.

That changed the nature of

i L e America’s Cup racing turning it

. R ko s P B E

Title: Ame ﬂ*h_{_% B2k b e into the most expensive and
b Lo ' bizarre of all sporting events.

. -1'::1-.",-1'r
Cnmputer. %% In the three years between the
antics of B3 and the B&/87

Supplier: US |
challenge in Fremantle, Australia,

a record number of countries

Price: £9.99 %

CHRALLERGER

.I.'-."j’ j. g : designed yachts, trained sailors and

sised meney as the event became
matter of national pride.

The venue grew from part of

Australian outback to a cross

2en New York and Las Vegas.

Australians don’t retain the

this billion dollar city will

into obscurity, but if they

rs, sailors and compu-
been busy designing,

esting new hulls and

d make their yacht
than the others.

jon is supposedto
achts but since




i B thsis only based on an equasion

8 ~ comparing masts to hulls and so challengers then m

B . on, some competing yachts are finals and final to find

- ~ over 2| metres long! f challenger.

il : The British challenge comes in / By January this will be

- the form of White Crusader. _ British ::hallmgthmi‘g
There was a White Crusader Ii as in every sport we hﬂﬁ
featuring a revolutionary new hull A the seven race :hnllengl
design which unfortunately be- e _ cup willbe on.
came a revolutionary new flop s / Each race takes about
when they actually tried to sailit. ot andahalfhnrllﬂﬁ :
So the arl;ln:L Enwadm* n;rd;;“_ AR ¥/ spectator sport and so

continue with enly the

interruption t

g

very ordinary hull design and the
now compulsory Australian-style
keel design joined the Americans,
French, Italians, Canadians and y |
New Zealanders in the incredibly m ,
long and involved competition to j Bd or jc
decide whe will challenge the ' - wn D
: for the America's Cup.
Hﬂnwh'le the Australian
achts Australia IV, Kookaburra Il
ookaburra Il and Steak n
dney, battle it out to find out
o will defend the Cup.
Both competitions are a series
of round robin leagues in which
every yacht races each other with
the points for winning increasing

1 -
*|. 1# 'lr'"'r

- ".'". T
Py, Py

® Originality
Gameplay 85%
X-Factor 85%

B OVERALL




Leisure Genius pre
these all-time favourites
to a large range of hc

uses the capabilities of the computer
to enhance the games as much
as possible, a large dictionary
incorporated in SCRABBLE,”
lap timers in SCALEXTRIC"
and the computer even rolls
the dice for you

AVAILABLE AT ANY GOOD SOFTWARE SUPPLIER OR

2 AR 4 —
AVAILABLE DIRECTLY FROM LEISURE GENIUS BY FILLING ‘ Avallable for | Scabble | Monopoly| CGuedo Fcahrm-
i

IN THIS FORM. i cass disc | cass disc | cass disc | cass disc
Please circle the software you require. r Enmmnd__ 1 P = - 4_ e
Make chegues or postal orders payable to Virgin Games Ltd. The Ch m? _._E L _C | E iad C_ f C | ""‘ |
address is 2/4 Vernon Yard, Portobello Road, London W11 2DX. Spectrum A - A - | A — D -
{Please do not post coins or notes.) — — e ———— — - '
L | AmstradCPC | A C | A C| A cC| D D |
Name ST s b e BBCB i i S e e
: = — ——— e ' - 1_ ——
Aﬂlﬂil"ﬁ'ﬁ.-- - e ——— e e | MH | A = A —_ } A —_— | ot —
— s | s-mda"rm c HEE £k fuld l __ . ! Bt Rl
| have enclosed a cheque/postalorderforf i Einstein Er o Fe e E i A5 _E il £ i T e :
Leisure Genius " is a wholly owned subsidiary of Virgin Games Ltd A=£395 B=£12.95 C=£14.95
D =Not available yet, but coming soon! E=£1595
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:. El_gi"lt grappling greats of the American

arrive on the computer screens to
crunch, mangle and maim their opponents
in an attempt to win the
World Wrestling Title.

The conte for the title are the
biggest, baddest bruisers of professional
wrestling who know all of the 25
regulation wrestling moves and a
customised one of their own. You can
play‘any of these gripping grapplers in
gither a practise bout or against the
computer. You can also: arrange a
knockout tournament for up to eight
humans to decide who is the King of the

ngEfOFE gach bout the screen.is
dominated by aclgse-up of .the
combatants.as'they sfarl their motto (in
wrestling terms this means threat). These
range from the subtle 1'll rip off your
gars and feed 'em to ya!' (KE, Caolussus)

SCORE 3:00 ﬂgiﬂﬂ
H.C.COLOSSUS W, MANSLWER
£ J_r." 7 el

to the incredibly meaningful ‘Haaarggh!
Oooorowrrr . . . KILLL!" (The Beserker).

Then its into the ring for the three
minute bout. The scene is set for the
match as a capacity crowd prepares to
furl support, abuse and bottles at_the
grunting grapplers as they pummel-each
other into submission.

The contest is scheduled for a full
three minutes but since only one fall is
required to win it's usually all aver within
the first twenty seconds.

Your first opponent s usually an Indian
brave who's definitely on the war path,
His maotto *Scalps?! I'm talking heads!’
should give an idea of what Howling
Brave has in store for you. His clistom
move is the Bow and Arrew which is an
incredibly painful arm twist-and kick that
will stake you out en the mat.

Obvious joystick moves control the
actions that are structured so that you

Grab your

partner for the latest
sports simulation from US Gold.

Title:

Computer: C64
1Supplier:
Price:

Championship Wrestling

US Gold
£9.99

——

— .

only have to move the stick in the usual
four directions. The actuil résult depends
on whether you are near your opponent,
further away, have him in a headlock or if
hes flat.on the canvas.

It's best to start the Bout with a few
punches and kicks to soften up your
opponent, These don't score very much
but they weaken him enough ta allow
you to get close enough for the real
bone-crushing blows. These also include
the spectacular.spin kick and flying drop
kick that can land-you'in trouble if you
miss. They're usually worth the risk,as
they. score more points‘and can ofren
prove to be the decisive blaw.

Orice you get your opponent in'a
headlock you can drop him on your knee
for an atomic drop, hurl him across the
ring in 2 body suplex or pick him up to
take him for a spin. Then you can simply
drop him on his head for same heayy
duty demolition work known as the pile
driver, get him nice and dizzy.in an aero-
plane spin before slamming him on the
mat or throw him out of the ring and
into the jeering crowd.

¥When he's flat out you can add to_his
misery and bruises by planting youir leg
into his face in a leg drop before going
for the pin-fall,

Youscan add to the fun and your
scare by climbing onto the ropes to try a
fiying (turnbuckle) kick or punch. Get it
right and you'll score heavily against a
weakened opponent but if you, miss you
could be out for the count.

The strengths of both you and your
opponent_are shown as red bars in.a
display above the ring that also includes
the clobbering time left in the bout and
the comparative scores. Simple moves
such @s headlocks, punches and kicks
scoré only afew points 5o you will have
to infliet airplane ‘spins, dropkicks and
turnbuckle punches and kicks on your
hapless_opponent if you're going to
impress the crowd.

dg-score big points you must
complete your own custom move. This
can only be attéempted when your oppo-
nent isal-buc flattened and you're still

fighting fit. Then simply selecting a right
headlock will produce a spectacular move
resulting in_a win-and lots of points for
you. cheers from the crowd and-a head-
ache.for your opponent:

After you've tamed the brave, you can
tackle the head butting Beserker, send
the cow poke Zeke VWeasel back home,
hammer the hooded mystery man
Zantoklaw, blast.Colongl Rooski_the
Ruski, beat the purple haired. Pringe
Vicigus, 'stack, the ghetto blasting Purple
Hays andfinally earth the electrifying
KLC. Colossus.

Your. fight continues from opponent
to opponent until you either cream them
all or are finally flattened. Then if your
score is'good emough it's recorded as a
WYorld Record.

It is inevitable“that-C
Wrestling will have to grapple with
Melbourne House's Rock ‘N Wrestle 1o
see which grabs the grappling groupies.

I found Championship/ Wrestling to be
the easier game to play and graphically
mere impressive. Championship bouts are
dominated by kicking moves and then
usually finished off by a spin. In Rock 'N
¥YWrestle the head butt (missing from
Championship Wrestling) produces results
against ten (that's two more) opponents.
Championship Wrestling also allows
tournament play between eight humans
and also features a World Record table
of the top eight scores and a custom
move for each competitor. Rock "N
Wrestle more than makes up for this
with two more wrestlers, a bopping
sound track to pummel your opponent to
and more wrestling moves, including the
head butt and bonecrushing backbreaker.

All things considered the result could
only be a draw between two outstanding
games that are far better than the sport
they simulate.

i P
i _-____F.M

=SCORELINE ———
= Impact D) Oy e
= Originality S e —
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- e
SOVERALL 88% ———=
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f you feel like giving the aliens a
Ir‘ni55 at the moment, perhaps

you ought to consider exercising
your grey cells a bit. Three
different chess games have just
been released, two for the Cé4
and one for the BBC series.

Cheapest of the three is
Master Chess from Mastertronic
for the Cé4. Itis far and away the
cheapest of the three versions at
only £1.99 but none the worse for
that. As you might expect at that
price though, some of the features
available on more expensive
models are missing.

The number of different skill
levels available to you is as many
as you care to choose from as at
the start of the game, you input
the number of seconds that you
are going to allow the computer
to analyse its next move. The
suggestion is that you start from
about thirty seconds and work
your way up but if you are an
absolute beginner, then shorter

presentation is average and the
only other features available are
save game and the ability to set up
a position.

Also for the Cé64 is Cyrus Il
from Alligata. The first thing to say
about Cyrus Il is that it has by far
the best on screen presentation of
any chess game that | have seen.
Forget 3-D, it tends to hinder
rather than help you play. The
pieces are large and clear and there
is no problem at all distinguishing
between king and queen, bishop
and pawn.

There are nine skill levels to
choose from ranging from a three
second to three minutes response
time. Other features not available
on Master Chess include a demo
mode and the facility to play
against a fellow human should you
get fed up of the computer beating
you. If you discover that your
master plan has gone astray, then
you can step back through as many
moves as you desire. You can also

—

7

/7,

times may be advisable (the editor
came in crowing because he beat
it on a pathetic 10s, but then he
still has trouble remembering
which colour he is). (There goes
your payment this month — Ed).

The main problem is that the
computer will take its full allot-
ment of time for each move,
which can be frustrating in the
opening stages. In theory, you can
press return at any stage to force
a move but this did not work on
my version. Entering moves is by
algebraic notation only. On screen,

m o
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ask for a hint if you are really
desperate although there is no
guarantee that the move suggested
will be the best one available!
Moves are entered by moving a
cursor around the board using
either keyboard or joystick. There
is a comprehensive set up position
facility. Cyrus Il is a stronger player
than Master Chess and much bet-
ter presented but you are paying
considerably more for it.

The last of the programs to be
reviewed is by far the strongest of
the three currently on offer.

CYRUS 11

08:61:33

Chechmate

L8353, 08Ys

06:67:30

Colossus Chess 4 is for the Elec-
tron, BBC B/+/Master although
the full range of features only
appears on the latter two models.

A  results panel in the
instruction booklet shows the
outcome of sixteen games against
a whole range of other chess
programs. Colossus 4's worst
result was an Il-5 victory! An
incredible 15 of the 21 matches
were won 16-0. In a match against
Cyrus Il (Amstrad version),
Colossus won [3-3. Its estimated
ELO rating it 1850+,

The game also features a host
of features not found in the other
games. There are thousands of skill
levels to be selected from and you
can choose from a whole range of
initial parameters if you wish to do
s0. The computer guesses what
move you are about to make and
thinks at the same time as you on
that basis allowing for deeper
analysis. You can display all legal
moves for a given piece, replay a
game, choose a mode that tries to
match your skill and even play
invisible chess!

The only thing that lets Colos-
sus down is its presentation. The
3-D representation of the pieces
is not particularly clear and the
method of changing to a 2.D
mode is not very easy being well
obscured in the instruction manual.
Also included in the disk version is
a selection of games featuring
computers and a number of prob-
lems for you to try and solve.
Colossus 4 is also available for
other formats but not all the
features mentioned above may be
present.

All the above games assume a
prior konwledge of chess and | am
surprised that no-one has packaged
a book for beginners with the

S

program, especially as CDS did just
that with their recently released
Colossus Bridge.

Which one you buy depends on
your needs but if you are in the
least bit serious about the game,
there is no real choice. It has to
be Colossus 4.
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Classic
arcade action with
this all time coin-op favourite.

Outwit the giant gorilla and save the girl in this historic rescue. Mario is armed with
only his wits and his trusty hammer as he climbs the girders in down town New York.
Multiple screens and fast moving action, dodge boards, fireballs and much much more.
In the final screen remove the rivets in the structure to finally bring the beast crashing down.

: Screen shots taken from various computer formats.
SPECTRUM C(C
. T Py ;_‘ "“'.':-'.-:' 2

; T . . .‘
o ._I:I:::-.__ ' " [ . F .
W -ll:.- . -1 LY L - == i
° \ H’
A =1_. ﬂ‘*‘;‘.: ‘A}_ﬂ:‘ o

#1 Nintendo SPECTRUM AMSTRAD Ocean Software Limited 6 Central Street Manchester M2 S5NS.

nidleates Trademark of Mintendo, lleansed by CGeenn Soltware Limlisd. silharicnd imae AT Biothbe T nsmmeoad Telenhana: &1 BR1Y 4611 Telaw: 669977




Roll up all you sexist MCPs as
Gordon Hamlett lays bare Strip

TI777777777777 770000200002

Poker

Nudge nudge, wink wink. Fancy a
game of strip poker! You know, that
game you used to play at school when
the bike shed was out of bounds.
Perhaps you never got invited to join in
that sort of game. If not, and you
happen to own a Plus 4, here’s your

chance to find out what you've been

missing. In case you're now getting all = = 2 .

hﬂ[ Under Lh'E' :':'”-:‘Ir, |'” I-F."t TGU intﬂ a E TItIEi Strlp Fﬂkera-_.--._.—-._.u—._——_-—-._-—-_—u_.--_—-._.—
little secret. The answer is: not a lot. ECumputer: Plus 4

Well, not from the game anyway. = g
The two ladies who invite you to *-,_:SUPP“EI". Anco

discover what they're made of are Suzi
and Melissa and you must select one at
the start of the game. The lass in ques-
tion starts off with $100. Should you
manage to relieve her of her money, she
will borrow another hundred at the cost
of one item of clothing. The game is five
card draw poker. An initial ante, betting
based on your original hand, change as
many cards as you want and try to im-
prove your hand, another round of
betting and the final showdown,

The girls are supposed to play in their
own individual styles but | didn't have
time to discover what this style was as
it only took me a total of twenty
minutes to totally disrobe both of them.
This included reloading the game SR
because, once you have beaten one of TURRE
the girls, you cannot select the other. >
Let it be said as well that | am not a good YNy A E
poker player — | know the rules and
that’s about it. Twenty minutes to finish v *
a game suggests that the playability is just
ever so slightly wrong.

.....

S0, the crunch question. What are
the pictures like! There are five digitised
images for each young lady and the best
way to describe them is to imagine Page
3 of the Sun — smudged! They are
about as erotic as a wet weekend in
Sheffield, although the fact that | was
sitting there dressed in hat, overcoat,
scarf, gloves and half a dozen jumpers
just in case | lost could have had
something to do with it! Seriously
though, if you must get your jollies this
way, go and buy a copy of Playboy. The
A CLiS : women are still plastic but ac least you
. g bt i can see exactly what it is you're missing.
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Title: Konami’s Golf B B e -%h’i.*‘;-ﬁ?xgh?

Computer: Spectrum 5 i 4

Supplier: Imagine . ’
£8.95
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simulations on the Cé4, it is now
the Spectrum’s turn to ready clubs
for battle. First up to the tee is
Konami's Golf.

The screen is divided into three
main area. A small bax, top right
gives details of the scores. . .
Underneath that is a map of the Title: inspiring, the small graphics jerk
chows the course just 86 the gotter (ISR SSARNEERtl  oriicr than normal to ger the
would see it. Playing a shot is dead SUPP“EI‘: KDI"IE.ITH aspect right, and the medium
easy. You select whether you want resolution mode has been used —
to play straight or deliberately hook £T'g5 which means little colour. All in all
or slice the ball. A cursor is then an average conversion of a dated

moved to the direction in which you Kona Ttoin-op giant that has game. These go together to make
want to hit it. Your club is selected been licencing its games through the game not worth getting at all.
. and then it is simply a matter of Imagine/The Edge for a couple of | don’t normally comment on the
waiting for a constantly moving years now, but has recently set up packaging, but I'll make an
P r indicator to reach the desired shop for itself. Jailbreak is the first exception in this case. It is the
: and pressing fire to execute result of their efforts, with games boring old standard Japanese way of .
your shot. like Nemesis and Salamander to packaging in a cardboard box that
You must avoid landing out of follow. However, looking at doesn't stack and doesn’'t fit in
bounds which to all intents and Jailbreak my hopes of seeing good anywhere. It looks like something
.purpums is anywhere on the course conversions of these is rapidly out of the old MSX days.
depicted as forest. Landing there fading. Mike Roberts .
results in penalty strokes being The game is based on the coin-op
awarded against you. You must also Konami game of |18 months ago. You
take the wind into account although play a cop who, single handed, is
its effect is fairly minimal, trying to stop a mass breakout from  |SCORELINE —
Once on the green, your putter the local nick. These escaped B 250 f———
is automatically selected. Little convicts wander across the screen =] - i ——
3 arrows lie all over the green making shooting at you, taking hostages, E'Garﬁe |El:lIII 250 —
it look like a sheet of material as and generally making a nuisance of ==y A o —
. ; S = X-Factor 20% p——m——=
_ used in prisoners’ suits but they are themselves. Later on they get extra =~ ——
= actually for a purpose and are used weapons and start taking over OVERALL 30% e
| L '”_ to indicate the Sl'an of the green. vehicles. You can get extra weapons
: . And that's all there is to it. The (grenade launcher, bazooka etc.) to
game is too easy to play and, with defend yourself against them as
: only nine holes, there is not enough well.
to it. Not recommended. The game worked well in the
! Gordon Hamlett arcades because it was fairly simple,
| . had detailed graphics, and was quite
| e quick. The fashion at the time was
__‘__ﬂ'___'___-"_—“"""__'_,_._..—_-—;—_*——'*—____.-._-— also towards games of extreme
FM violence and little gameplay. The
present trend in computer games,
| SCORELINE however, is someéwhat different to
| Impact 50%E this. Because of this the game has
Originality 0% an old feel to it. The mindless
Gameplay 30%p=  killing of yesterday's martial arts
X-Factor 3I0%== games comes to mind as the
— minimal gameplay gets more and
OVERALL i more boring.
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o the wuninitiated, baseball
looks to be no more than a
grown-up version of rounders
and indeed, there are a lot of
similarities between the two
games. After the ball has been
thrown (pitched), the batter tries
to hit it and advance himself round
the four posts (bases) in turn.
Should he succeed in doing this, he
scores one run for his side.
There are nine men on each

team and the visiting side always
bats first. A game consists of nine
innings and each lasts until three
men are out, If the scores are tied
at the end of the nine innings, then
there are extra innings until the
match is resolved.

The batter must attempt to
run to at least first base whenever
he hits the ball legitimately. A fair
hit means that the ball must be hit
in front of the foul lines. These are
lines which extend from the batter
to first and third base. Together

F F r

Hardball

omputer: Spectrum
Advance Software’

£8.95
Y 4

with second and home bases, these
form the diamond. The batter
tries to advance round the dia-
mond either Lhrc:-ugh his own
efforts or those of his colleagues.
He does not have to stop at every
base but must touch each one as
he passes it

Standing on a mound in the middle
of the diamond, he throws the ball
at the batter at speeds of up to
|00 mph hoping to induce some
sort of mistake. Each pitcher will
have several different types of ball
in his armoury. A fast ball is just
plain tast and hopes to beat the

f &TTTITIISIrrerrrry

/
/

Mo more than one batter can
be on a particular base at any given
time. The high spot in baseball is
when the batter hits the ball right
out of the playing area. This is
called a home run and a ‘homer’
is guaranteed to send the fans into
fits of delight. What it means is
that the batter and any other men
already on the bases can walk
round the rest of the bases and all
score runs. 5o a home run is worth
between one and four runs de
pending on how heavily the bases
are packed with players.

Maturally, the non-bartting side
tries to stop all this happening.
Their main weapon is the pitcher.

/

7/

Is it true that every pitcher tells a
story? Gordon Hamlett takes his

place at first base.
e v AV VAV DY 4

/

batter by sheer speed. Yith curve
balls, sinkers and the like, the ball
actually bends to varying degrees
in the air so that the batter mis-
judges its trajectory

One other type of pitching is
the old fashioned knuckle ball in
which the ball is gfippﬂ‘d in the
knuckles rather than the fingers.
Thrown this way, the ball's
behaviour in the air s totally
unpredictable.

STRIKING OUT

A batter can be out in a variety of
ways. He can be caught on the full
as in cricket. He is out if the ball
is thrown to first base before he

gets there or if he is tagged by a
fielder holding the ball when he is
running from one base to another,
Or he can be struck out

I he |:|ir.-::ha_=r cannot throw the
bBall a:‘.}r'-.r-.-'hi_ws: that he wants to, He
is aiming for an area between the
batter’s knees and shoulders and
over the home plate. If the pitcher
hits this target area and the batter
misses, this is called a strike. Three
strilkes and a bacter is out. It is also
a strike if the batter swings at any
ball, regardless of where it is going
and misses it. It is also a strike
when the batter hits the ball but
it goes behind the foul line but a
batter cannot be struck out this
way (it only counts as a first or
second strike, not a third)

If the pitcher pitches outside
the strike zone and the batter does
not aim a swing, that is called a ball
Four balls and the batter is allowed
to walk to first base. It is possible
to get two or more men out in the
same play (unlike cricket where
only one batsman can be run out)

(ther terms you may
encounter are stealing a base,
which is where a batter who is
already partway round the
diamond tries to run to the next
base even though the batter has
failed to hit the ball, and bunting.
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This is where the batter, instead of
taking an almighty swing at the ball,
just taps it and runs. The object of
this is to try and get as many men
onto the bases as possible.

50, that in a nutshell is a brief
idea of what baseball is about. It
is not very complicated. It can't be
if Americans play and understand
14

THE COMPUTER GAME

This is the game that US Gold
didn't think could be done
Hardball was originally a baseball
simulation for the Cé4 and the
powers that be in Birmingham
decided that it was not possible to
convert it to the Spectrum,
Advance Software disagreed,
signed up the rights and here it is.
And every bit as good as the
original It Is oo

The game starts with you
selecting your team. You are
presented with a starting line up
but can swap the batting order and
substitute players as you see fit. As
is typical with all American sports,
there is an obsession with statistics
and you are presented with a ple-
thora of seemingly meaningless
numbers, all of which give some
average of other designed to show
exactly how good. or bad, a par-

ticular player is. My advice, if you
don t know very much about the
game, is to ignore it all to start
with. It is fun to play about with
the statistics if you want to but you
won 't lose any enjoyment if you
forget about them totally.

The main screen depicts the
confrontation between pitcher and
batter. ¥YWhich man you control
depends, not surprisingly on
whether you are pitching or
batting. Control of your character
(keyboard or joystick) is deter-
mined from a series of options
displayed at the top of the screen.
Starting with the pitcher, he has
four different types of ball available
to him and your first job is to
select which one of these you are
going to throw. Each pitcher in
your squad has different abilities
and these might include fastballs,
sinkers, sliders, curve and screw-
balls. You must then decide where-
abouts you are going to aim —
high, low, left, right or straight.
Don't fall into the trap of chicken-
ing out and throwing everything
straight as you will find any curving
ball going way out of the striking
zone,

That is all you have to do as
pitcher. YWhat happens next de-
pends on what the batter does. If

he misses or is out, the details of
the innings are updated (strikes,
balls and outs) and you move anto
the next pitch. If the batter hits
the ball, the action switches to a
second screen depicting the whole
playing area. Control changes to
the fielder nearest the ball (he
flashes to let you know which one
it is) and you try to manceuvre him
to (preferably) catch the ball or to
pick it up. Once you have picked
it up. you must decide which base
to throw it to.

As batter, all you have to do is
to press fire in order to take a
swipe at the ball. True, you can also
aim high, low, left and right but you
have so little time to assess the
path of the ball, it hardly seems
worth the extra thought as by the
time the old grey matter has told
the arm to move the joystick up,
the ball has long since passed
Much harder is deciding whether
or not to hit the ball in the first
place. Initially, the temptation is to
swing at everything but you soon
find yourself being struck out as
you aim blows at balls round your
toes that you could never have hit
anyway.

Before you signal to the pitcher
that you are ready to receive, you
can also decide whether to steal

a base or bunt. If you do hit the
ball, the secondary screen appears
again and you can decide if you
want to advance any of your men
over and above their normal
running order

The game continues like this
until all nine innings have been
completed and the match is over.
You can change your line up
throughout the game, substituting
your pitcher when he gets tired
although be warned, once you
remove him from the line up, he
i5 out for the rest of the game.

One of the nicest things about
Hardball is that the computer plays
a good but not impossible game.
OK., you will probably lose at first
but you will not be outclassed and
the thrill of hitting your first home
run is tremendous {in one rival
baseball simulation, | lost my first
match 64-0. | have not played that
game since!). The animation is
excellent and you don't have to be
a baseball fan to enjoy the game
although | suspect that as a lot of
people will have been watching the
World Series on Channel 4 re
cently, they will be itching to have
a go. A great game, highly recom-
mended
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Richard Ewart
Migel Clarke
David Stein

Sigurd Winsnes
Dominic Anderson
David Brown
Robert Booth
Craig Burbridge
Jason Kennedy
Barry Dyson
Julian Bryant
Shaun Bowes
Adrian Watson
Mark Henley
Simen Jones
Mathew Taylor
Douglas Sinclair
Robert McKane
Chris Rasteiro

|eff Barber
Robert Montgomery
Paul Mahon

Peter Lipscombe
Steve McDonald
Freyr Kolbeinsson
Justin Brown
Sven-Arne Reinemo
John Watson
Christopher Brown
Michael Cameron
Aaron Hardwick
Michael Brown
Jostein Rortveit
Rick Oberoi

MNeil Fenton
Martin Craven
Mark Robertson
MNeil White
Loucas Thomas
lan Grimney
Richard Dunseith
Wayne Ingold
Morten Nielsen
Lee Markham
Graham Jones
MNeil White
Christopher Beard
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Mike Roberts
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elcome to our on-going hi-
score competition. A bit of a
change in style this month,

despite people sending in photographs
to prove their score, we are still
receiving one or two dubious scores
a month (most of which we weed
out). 50 as of this month you are re-
quired to send in a detailed ‘hint' of
a high level in the game. This serves
two purposes — to prove your claim,
and to help other players

The best hints will be printed, and
the best hint of all each month will
recelve 4 FII"iEE.

Also we are going to start printing
photographs of you, so when you
send in a high score, as well as

attaching your hint, you should attach
a passport sized photograph of your

orrible visage. We prefer
monochrome, but good quality
colour will do. If you want the pic
returned, remember to include an
SAE, and put your name on the hints
as well as the back of the
photograph. if you want the hints to
be published then we prefer them
typed with wide margins and double
spaced between lines.

All entries, as usual, to:
Computer Gamer

Hi-Scores

Argus Specialist Publications

| Golden Square

London WIR 3AB
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HERE’S YOUR CHANCE
TO WIN A HOLIDAY
OF A LIFETIME

A fantastic week for two in Rome,
Combine the excitement and spectacle
of the World Athletics Championships
with the sights and pleasures of one of
the world’s most beautiful cities.

Rome is a living vibrant museum with its
2000 year old past stamped all over its
modern 20th century face. Visit the
ancient Colosseum, scene of athletic
prowess of another civilisation. Gather
with the crowds outside the Vatican,
waiting eagerly for Sunday morning
blessing from the Pope. Enjoy the
hospitality of a nation renowned for it's
friendliness and for living life to the full.
Rome is not all museums and history,
its also a modern city overflowing with
fashion, shopping and nightlife. From
the moment you touch down to the time
of your final departure your week will
be crammed full with excitement and
fun.

.-~ Competition

T e

GAMIC

World Athletics
Championships ‘87’

Held every four years the World Athletics
Championships rival the Olympics for
their prestige and competitiveness, It is
one of the few opportunities for athletes
to gain worldwide acclaim and for
spectators to enjoy history in the making.

How to Enter

Simply answer the three questions below
and the three questions printed on the
packaging of the game “World Games”,
complete the entry form and return all
itens to the address shown. In the event
of a tie break the most original com -
pletion of the caption, as determined
by the judges, will be the winner.

—
__._-l-""' e

WD ANy

WORLD GAMES

CBM 64/128 Cassefte £9.99 Disk £14.99
Amstrad Cassefte £9.99 Disk £14.99
Spectrum 48K Cassetle £8.99

Atari ST Disk £24.95

Your Holiday includes

The winning prize includes two air
tickets to Rome, hotel accommodation
for one week, two tickets for the World
Championships plus £100 spending
money.

Runners-up Prizes

The 25 runners-up will each receive
copies of Supercycle and Winter Games
for either the CBM 64/128, Spectrum or
Amstrad.

RULES.

1, Thiscompetition = openioall residents of the UK. excepl
employeesof L%, Gold Lired., CentreSoft Limabed ard their
asknciated companies, families and agencies

1. The prioes daled will b= gwarded 1o (he emram sho
el Fhir qpuseslions -l_-l,u'hl:'ﬂ'r arsd in the eeent of a tie
ereak, complie thie caplion imthe most apt and original way.
1. Thie winning entrard will receive wo s lickets i ;
heoted accamimadation forone week, two tickets tor e world
champiorships, plus L1 spendng money, 25 nanners up
ol sy peCiEive Copies Ol SuperTyoke and Winter Games far
either e Ch41 28, & rum or Amsirad

4. Proofof posting will not be acoepiid as prool ol delery,
5. Eneries allensd, illegilde or nel 2o ed in accoedance
with the rules of ertry requecemsenis will be disgualifed.

6. All enires musd be an an official enéry foem.

7. ‘Howtoenler' fommspan of the rubes, All engdes become
the peoperty of L5, Gokl and canmot be reluresd

B, It is a condiiion of eniry thal the competiton. agiee 1 bW
ol oaeer by the rales.

4. The chosing date for receipt of all enres is 115 March
1907 The prizewinners will be notified by post, The names
of thee wimners will be available 1o fhose sencling a 5 AE.
marked “Workd Games Comgaelition’ in the res helow.
10, The judges’ desraon is liral @ no comespandence will
be enéered info,

11, The commpetition eniry should consisl of siv answenesd
aueslions, thiee an the sntng foem ard theee ncluded in the

packagng of the game and e o be forearded io;

-~

| = RUNNERS-UP -~ RUNNERS-UP
™ PRIZES """..,._ PRIZES
- -~ Complete the guestions and caption below together with the
# completed questions from the packaging and return to the address below.
7 All entries must be received no later than 31st March 1987 “~
| y i .
# Question 1. How many hills is Rome built on ... ; .."1\
# Question 2. In what year was the Roman invasion of Britain ... e B
Question 3. Who painted the renowned ceiling of the Sistine Chapel \u“
# Caption (complete in not more than 25 words)  Rome is an appropriate venue for the World Games because ~
by
Mame ... i b T PR e s e A h Y
/ Y
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2 (Title: Paradroid/Uridium:
chﬂmputer: Commodore 64 o

O Supplier: Hewson Y

J (Price: £8.95 ; O
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aradroid and Uridium were

landmarks of graphic perfection on

the Commodore 64 and their

realistic 3D images have been copied

but never bettered. Acknowledging
that times have changed since their first
release, Hewson have allowed the
programmers to rework their
masterpieces to produce one of the best
bargains of the decade.

| don't wish to sound disparaging
when | say that one of the best parts of
the new, Paradroid is the loading screen,
Andrew Braybrook has grasped the
opportunity to show what can be done
to relieve the boredom of still-shot
loaders. For Paradroid, we are presented
with a threatening silhouette of three
flashing-eyed droids collected around a
console with flickering status indicators
As the load procedes, the monotonous
electronic sounds which accompany the
scene are punctuated with the crackling
of an electrical storm. The resultant
lightning flashes detail onto the screen of
three very solid looking droids, a visual
symphony of light and shade.

The game fulfils the promise of the
loader and stretches the meaning of a
mind game to its ultimate definition The
Paradroid is an ‘influence device' which
can lock onto and control any droid. The

control and elimination of the
malfunctioning machines.

A standard para has two low-power
lasers for defence but these are no
match for the powerful higher grades of
droid on the freighter. Fortunately the
parasitic nature of the control device
allows it to take over the powerful droids
and utilise their weaponry in the
destruction of the mutineers.

Control is established by negating the
microcircuitry of the droid but the power

Hewson's latest twin pack offers two
games whose effects have been felt
far beyond the limits of high tension

action

you can send depends on the current
status of your para’s host. Each droid has
a place in the heirarchy dependant on its
numerical class, the higher the number it
carries, the more the pulses that may be
used.

Such a system has the obvious
drawback that the lower the grade of
your para, the less likely that an assault
on a powerful droid will succeed. Crafty
paradroid controllers will soon learn that
the best way to jump up the heirarchy is

i

{

para is only employed in extreme cases e - v " 9 80 a"a"a"." 0 0 a” v
of droid manual over-ride. Such an PR S g & A at.F B 8 a"a".00 &6 A ata RPN P S
occassion is the current mutiny on a :I:I:l:.- """ .Strenzhes the meaning of a mind game s
galactic space freighter. The para has 0%%,° o*s%, to its ultimate definition. gl X
been sent in to qUEH the uprising h‘f V.0 0B AT B B AT T 0 0T L 0 e Y

struggle has a side effect of eventually
destroying the host (as with most
parasitic infestations). On colliding with a
potential host the computer screen
changes to show a circuit board. Various
pathways connect with a central panel of
LED’s and the idea is to light up or
extinguish the majority of them by
pulsing a charge through the correct
circuits.

Which side of the panel you wish to
control is your first choice and you must
ascertain the most advantageous side
within a few seconds. Some pathways

ol e hon i 1on
by split in two, some have advantageous

pulser units or disadvantageous phase
inverters. The amount of pulses which

findrew  Bragbrook

to attack a high-grade droid and wait
until the pulse exchange time limit is
almost exhausted. With a bit of luck you
will be able to pass enough pulses to
overcome the host but failure results in
total anihilation of your device and the
failure of the mission.

The freighter is displayed in plan view,
deck by deck. Some decks are populated
by low-grade maintenance and messenger
droids, other decks have a strong
contingent of bagtle droids with powerful
armaments. As each level is cleared of
droids, the automatic energy
conservation systems on the ship will
power down that level and indicate that
this has occured by a darkening of the

i
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colour. The order in which you attack
each level is entirely up to you.

Old campaigners will be pleased to
learn that the new Paradroid is faster
than the original game. The messenger
droids fairly zip along and the net effect
is a greater challenge than the original
game.

Uridium has a similar scenario of
drama in deep space. Enemy Super-
Dreadnoughts have been placed in orbit
around fifteen planets in the galactic
sector. Each 5-D requires a different
mineral for its intersteller power units
and these minerals are being sucked up at
an alarming rate.

Using a Manta Class Space Fighter you
are transported to each planet in turn to
overcome the 5-D’'s formidable cloak of
fighters and eventually destroy the ship
and recover as many fuel rods as possible.

Once more the Hewson graphics reign
supreme. chiaroscuro effects create
realistic 3D images of the Super-
Dreadnoughts and their protective
fighters. The animation of the Manta is
brilliantly conceived and executed, adding
up to a deluxe shoot-em-up without
parellel.

240 0 0 0.9 T T "ot 9 0 B U B T TsTaT e S . =~
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From the onset the action is hot but
the 5-D’s are relatively uncomplicated
Wave upon wave of alien craft must be
eliminated as they patrol the scrolling
surface of the dreadnought. Various
aerials and shields protrude upwards
towards the 1V screen and block the

] pathway of the Manta so pilots must
perform an airborne slalom as they
persue the alien craft.

«v e
:r:..:.. some of the dreadnought’s surface
"8 e features can be destroyed for higher
| '.'. scores and when the titanic craft has
at.®_o been beaten into submission you are

invited to land on the master runway to
embark on the second phase of your
mission.

The second part is a fairly
straightforward reaction game. A pyramid
appears on the screen and horizontally
juxtaposed box pairs flash alternately.
One box has a value of recovered rods
and the other box contains the word
QUIT. Pressing the fire button to stop
the alternation when the rod value is
highlighted is the aim of this game. As
the values get higher the alternation
speeds up making it more and more
difficult to avoid quitting unintentionally.

When you complete this you have one
last run at any remaining surface targets

which you missed in the first assault, as

and a must for any 64 owner’s
collection. Even if you've played your old
versions into the ground, the new ones
on this tape breathe new life into the old
EBI'I'IE'S--

Other companies should take note of
the complete approach to added
functions which is contained in both
games. Especially worthy of note is the

: - " "o 8% T "g"g 0 O T T8 0 Ve
I'l-'.-:.‘ . -I_'-...l._'..‘a"-'_'._.‘:-.‘l'l'.'.-‘ .l‘_'..-
- | WEU?E new dimension to a FIEE HE}"Ed'

|

the dreadnought disintegrates before your e theme

eyes.

What Hewson's did was to take the
tried and tested genre of the shoot-em-
up and add extra depth and superb
graphics to create a whole new
dimension to a hackneyed theme.

Once more the compilation version
differs from the original game by having
new dreadnought layouts to challenge the
newcomer or the battle-hardened expert.
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If the Gamer Gold award had existed

when the original versions of these games

had been released, then both would
already sport this accolade. This makes
the combined version doubly desirable

i
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monochrome mode. Not every computer
owner has the advantage of a colour TV
and some games are rendered unplayable
without chromatic differentiation and my
photographer would like to thank both
programmers for the pause modes which
make his life bearable!

| know that there is something new in
the Hewson pipeline which will hopefully
be as innovative as these games but, to
tide you over until that appears, dash out
and buy this or live in envy of your
friends.

-wvwuOOO000
SCORELINE

} Impact 95%
Originality 95 %
Playability o7

.
X-Factor

OVERALL



COMPUTER GAMER NEW YEAR SPECIAL

MICROWARE GOEL COMPUTER THE HOUSE OF
Home Computer SERVICES SOFTWARE m
Support Specialists (Degit. Cij e Snalon: Re, THE MIDLANDS MAIN SUPPLIER
Repairs Tel: (01) 579 6133 COMPUTER SOFTWARE. ;
{Qualified Service Engineers) We deal in all the following EXTENSIVE RANGE IN STOCK.
5 St Peters Lane, Leicester machines ALL AT FANTASTIC 64 Morth Street, Sudbury,
29023 IBM * APPLE * AMSTRAD * DISCOUNT PRICES!HE sl.l"ﬂ"l [ﬂ?ﬂ?} 311839.
— 7 Leicester Road, SPECTRUM * ATARI * THE HOUSE OF SOFTWARE Suffolk's foremost computer
Loughborough 234226 COMMODORE * MSX * BBC 51, sallgm:g.;ﬁu:fﬁ:u. software stockist, for
Centre, Lower Parliament Street, Computers — Hardware Software TEL: ! -
Mottingham 475872 (Also mail order] BBC Electron and C16.
THE COMPUTER Minimum 10% Discount on full MEGABYTE CAPTURE
for Amstrad, Atari., BBC, GEM 128, Amiga ?oun LocAL
205 Buchanan 5t, Glasgow Commodore, Spectrum 4Bk & Atari. 800 XL 130 XE, ST
G12JZ 128K. Also hardware, Joysticks, Amstrad. CPC, PCW, PC 1512 ! MARKET
repairs, bargain ':{JH"EIE- ﬁ'iﬁ"ew Sinclalr, Specirum, Spectrum Plus, {
. Software Arriving Daily!! Phone ——
Tel: 041-332 3944 -870- lus 2
= AR O1-4T0-5991. — IBM LEISURE SOFTWARE — HERE.
- Full range of new litlies an Suppliers of software and
loads of discount bargains. ﬁ:;l_lr_hg E:uﬁﬂlé.?:lﬁ'ﬁf hardware 01-437
- Computers and add-ons. 12 Etirick Square,
" WEEKLY SPECIALS " g Cumbernauld 067 TND 0699
A : Tel: (0236) 738398

COMPUTER GAMER
end to Computer Gamer
SPECIAL Classified Advertising Dept,
Why not include your business details in our Argus Specialist

special guide? Ring Nicola Baty on 01-437 0699 Publications,
or fill in the details of your business below and 1 Golden Square,

we will contact you. London W1R 3AB.
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NB Copy to be no more than 45 words.




CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden
Square, London W1.

CLASSIFIED RATES — 48p (vat inclusive) private
per word. Semi display £9.45 single column
centimetre plus VAT minimum 2 centimetres.
Series rates on application. Please note that all
classified advertisements under £20 must be
prepaid. All cheques or postal orders to be made
payable to Argus Specialist Publications Ltd.

Telephone Nicola Baty on 01-437-0699
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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.

ATARI 400/600/BO0XL/ST e
SOFTWARE

e have an all round selection of disks,
casseties and cartridges FOR HIRE. Apply
now And hire your firsd fowr games free
Around 1,000 ditferant orkgimal titles. Far
1ull details send large stamped addressed
enwelope or ielaphong evenings Tpm
10pm ar weskends
LOW ATARI PRICES
1050 Disc Drive E119.95 post free
130XE £122.90
Antic and Analey magazines availabla
BEST QUALITY DISCS
Memongs %" 5.5 /00 Discs 10 dor £13.88 prf
Undabeled 55" 5.5./00 Dscs 10l € 985 p
Il ' 5 3 UL Dheds 2% bor TSE S o 0
dnlabsled 54" 5.5 /00 hae S0 ko CAZ 96 oI
Unlatailed 5% 5 5./D0 Disc 100 for £79.85 &1
Menonex 3% [hsfs. Boses of 10
5.5 /00 T24.05 p1

Unlabelled 3%~ 55700 Discs 10 for £10.85 pi
Unlaballed 3% 5. 5./00 iecs. 25 for E44.95 p
Atlar 320 STM E345.50 post free

Atan 520 ST with %, Megabyte Drive

L448.00
Happy enhancameant 1or the 1050 Drive
with revision 7. E129.958 post free
GAMES & SOFTWARE CLUB

DEPT CG, 35 Tilbury Road, Tilbury Close,
Sunderland S5A3 4PD. Tel: (091) 5286351,

SPECIAL DEAL FOR
ATARI
400 / 800 / XL / XE

HIRE your first 2 games FREE

from our extensive range of soft-

ware. Up to the minute releaseas
available. Apply Mow!

OR

BUY all the latest software titles at
best possible prices. (New re-
leases available direct from U.5.)
Atari hardware and modems now

availlable at discount prices, For
further details send S A E. ta:

CHARNWOOD GAMES
30a WARWICK AVENUE, QUORN,
LOUGHBOROUGH,
LEICESTERSHIRE.

TEL: 0509 412604

JOKES &%

AMETRAD (CPC/PCS) & -
ORIC/ATMOS e
Software for Sale or Hire T o
We olfer unrivalled choice and Valus
sww CPC Users = first 3 hires FREEh P A ¥
For details send SA E. (slaling computer) Hritain's Mo: 1 Joke L \‘

to Catalogue packed
with ower 500 practical jokes from Sp
Stink bombs, Whoopee cushion, wob-
bly lager glass, laxative tea bags,
smoke hombs, willle sugar, cigaretie
bangers, joke blood, sick, mess, soap
swedts, wel |jokes, exploding jokes,
magic tricks, party fun kits, masks,
make-up, s&a monkeys, girl sirip pens,
adult party packs, saucy nowvelties,
naughly presents, posters, badgers,
the complete Joka Shop by Posi
Send 12p stamp with your namea and
addrass h‘:r bumper colaur catalogue
and Frea Gift to

MATCHRITE, THE FLMNMNY BUSINESS

{Dept C.G.) 167 WINCHESER ROAD,

BRISTOL BS4 INJ.

THE SOFTWARE CLUB
26 BEECHLEY DRIVE, CARDIFF.
(LK, Eire and BFPQ applications only)

01-437 0699 = HESULTSI

sTOP [

For fast and
effective
advertising fill
the gap by ringing
01-437 0699

PLAYING GAMES Our next copy

GAMES GAMES GAMES

Sinclair-Spectrum, Commodore,
Aamsirad, Atari, MSX, n'.:l.;lrg.m'.rl
lists. Sand saa to

D & H Enterprises

2 Mewdales Close,
London NS TAF

Uise your computer o make money, Turn your hoby

deadline is
wiz & home-based wniome. Foll ad par teme
opportunites 1o cath in on this Tremendors market

High earnings easily possible, Opan o sy amateu 23rd FEhruar}'

micro wiel and gamer Wrile for free delals .'Dr

Westlink Promotions
108 George Street the Apr“ Issue

Edinburgh EH2 4LH.

now.
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Ever since Front Line blasted the
arcades with real shoot-em-up
action, software houses have tried
to recreate that “one man against
the odds”’ heroism.

Elite licenced the computer
version of Commando which also
inspired Alligata's obviously
unofficial Who Dares Wins |l and
Ocean's official Rambo — which
was Commando but with
additional weapons. Each game
featured a lone hero armed to the
teeth with a machine gun and a
box full of grenades.

Meanwhile, Ocean also
released the official computer
version of Green Beret featuring
solo soldier action only in 2D
rather than Commando’s 3D

Since then countless raw
recruits have been trained and
paraded. Can the latest platoon of
soldier shoot-em-ups stand the test
of the battlefield?

Quicksilva's Star Soldier takes the
basic Commando idea to it's limits.
It casts you as a galactic mercenary
who must battle his way through
a staggering 100 scenarios to earn
enough money to buy some
decent weapons.

Using your available credits you
must arm yourself with as many
grenades, smart bombs, explosives
and energy packs that you can
afford and the biggest gun that you
can carry. Then you literally head
for the stars.

Your computer allows you to
punch up the information on any
of the planets in the system as well
as the appropriate job that needs
special services. These range from
retiring space pirates to putting

STAR SOLDIER (Quicksilva,
Cé4, £8.95)

down rebellions. All the
information is there that you will
need to plan your mission including
the strength of the opposition
(ranges from the encouraging
“non-existent’’ to the worrying
“Elite’") and the rate of pay for the
job. This is represented as a
multiple of your present rate
which depends on your level. You
can buy an increase in level for
1000 credits but since your starting
rate is only 100 this could take
some time. Nothing is free in Star
Soldier. Even saving the game costs
you 300!

In the mission you're on your
own against swarms of enemy
troops. The terrain varies with
scenario from the decks of a
spaceship complete with automatic
gun emplacements to jungle scenes
with bridges spanning great rivers.
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The object of each mission is
simply to get to the far left hand
end while avoiding as many of the
enemy energy sapping bullets as
possible. Everytime you're hit you
lose about half of one energy cell.
Lose them all and your game
comes to an abrupt end.

Blasting the enemy not only
earns you credits but also a bonus
in the objects they leave behind.
These include bonus credits,
energy hotspots to refuel your
cells and temporary shields to
protect you in battle.
Unfortunately, you can also lose
energy as some are booby
trapped.

As the difficulty of the mission
increases you'll have to face more
and more enemy troops until you
have to weave your way through
a snow storm of bullets just to
survive, If things get too desperate
you can always beam yourself back
to base with a warp drive — but
at a Cost.
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Spectrum/Ams, £7.95)

Rogue Trooper is a development
of a cross between a Commando
game and Knight Lore where the
2000AD comic book hero scours
a 3D landscape looking for the
video evidence to convict the
traitor that caused the ambush
that wiped out his buddies. These
buddies are now retained as chips
in his backpack, gun and helmet
and yell encouragement to Rogue
to stir him on to greater deeds.

MNu-Earth is crawling with
Morts that must be blasted before
they get a shot at you. As you
explore the desolate radicactive
world you may find medikits to
patch up your wounds and boxes
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of extra ammo among the ruins,
or norts and autofiring pillboxes.

Once you've collected all eight
vidtapes you can return to your
ship, bring the traitor to justice and
reconstitute your enthusiastic chip
buddies back into genetic
infantrymen.

k. . .

STRIKE FORCE COBRA

(Pirahna / Cé64, Spectrum /
71.95)

Strike Force Cobra consists of an
elite teamn of top fighters that you
must control in a SAS style raid on
the Enemy’s HQ.

This arch villian is threatening
to trigger a nuclear holocaust and
you must stop him.

It is just as well that your team
is picked from the best of the
world's fighters including the SAS,
Israeli secret service and even the
KGB as the Enemy cowers from
justice in a heavily armed fortress
protected by human guards, killer
robots, automatic weapons and
electronic traps.

Each team member is armed

W with a light weight sub-machine

SCORELINE
Impact
Originality
Gameplay
X-Factor
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gun  and a supply of
Electromagnetic Flux Grenades
(EFG) to destroy and distract the
robots.

Using the joystick you must
guide your team through the
fortress level by level until you
reach the Enemy himself. This isn't
easy and each team member will
need all his shooting, throwing,
diving and kicking skills just to stay
alive.

SCORELINE

Impact 70%
Originality 75%
Gameplay 65%

X-Factor

SAS: OPERATION
THUNDERFLASH (Super
Sparklers / Spec/ £2.99)

You play Rock Hardman who leads
a single handed embassy assault to
rescue the hostages in a game
promising “excellent 3D graphics"”
and “‘outstanding gameplay’’
Unfortunately, it has neither.
The graphics are wooden and
the gameplay is so restricted that
our SAS hero can only move and
fire in four directions. The result
is ridiculous, as Rock and a
terrorist can stand next to each
other and still can't shoot each
other. Once you solve that

problem you've only got 49 rooms
to go. | doubt you'll bother.

L.
SCORELINE
Impact
Originality
Gameplay
X-Factor
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THEY CALL ME TROOPER
(CRL / Spectrum 128k / £8.95)

Finally CRL's 12BK game They Call
me Trooper defies description as
it appears to be a cross between
a poor kung-fu game and an
ancient platform game.

Our 8 pixel hero leaps around
a blocky landscape searching for
pieces of his ship while fighting off
the bad guys by punching and
kicking them in appalling kung-fu
sequences.

It's hard to imagine why this
game needs |28K or why anyone
would want to play it.

BAZOOKA BILL (Melbourne
House / Cé4 /£8.95)

Meanwhile, the 2D Green Beret
style of game is fighting fit thanks
to a hero called Bazooka Bill. His
job is to save the President who
has been captured by an unknown
ENemy.

As you play the game you'll
discover that this enemy seem to
have enough men, planes and
helicopters to take on America
and the President, and they're all
out to gEt }"DIJ.

Armed only with your trusty
self-repeating fist you tackle these
massed hordes taking them out by
the 100 to gain you extra lives. On
the way you may find ranged
weapons such as a self-repeating
knife, gun and finally a bazooka.

'..._-. A
SCORELINE

G/ /A
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Once you've worked out how
to stop yourself from running
around in circles (if you stay on the
bottom of two levels you just run
round and round the same building)
you might reach an airport when
you can dogfight with a skyful of
enemy aircraft and finally find the
President.
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Impact 65%
Originality &65%
Gameplay 55%
X-Factor 55%

OVERALL



Odin look to the future of ball
games for an early New Year
success.
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STRIKE 2

elecome to the Hypa Bowl
arena for the Hypa Ball
Cup Final of the future
sponsored by Odin and
British Telecom. Their
latest game is also the greatest to
come from the company for a long
time and yet it's such a simple
concept that it deserves to be a
SUCCESS.

Down beneath the arena the
tension in the dressing room is at
fever pitch as the managers choose
their teams for the match. The
gladiators ‘wait to don their
Hypasuits for the battle royal
which is to follow but who will
take the field for the great day!
Will it be the sly, old fox Norman
Bates or the very youthful John
Machine? Maybe the evenly talen-
ted Morce Codine or the weak but
fast and agile Won Tin Ling.

The selection pool contains ten
potential champions but only six
will play in the match, three per
side. The menu screen shows all of
the candidates and awaits you, the
manager of the Hawks, to make
the first choice. As the cursor is
moved over each player in turn, his
vial statistics are shown on the data
area. Name, age, height and
weight are given above bar charts
displaying strength, agility and
speed.

For those unfamiliar with the
requirements of a Hypa Ball cham-
pion, a little explanation is
necessary. |he trio which make up
a side are the two strikes and a
grounder. Strikes wear anti-gray

suits which allow them to float
through the air above the pitch
while the grounder remains on the
turf beneath. The pitch is set up
on either side of the central pole
upon which the goal continually
moves up and down. At the edges
of the screen are force fields which
limit the players to their side of the
pole and hyperspaces the ball from
one side to the other.

There are three players on each
side of the pole, two from one
team and one from the other. The
ball floats through space and each
side must race to gain possession
and pass the ball until they reach
a position from which they can
SCOre.

As a player catches the ball, he
freezes in position and must make
a pass or attempt a goal within a
few seconds. Failure to get rid of
the ball results in a penalty for the
opposing team and this usually
results in a goal. Grounders can
only reach the ball when it bounces
off the turf but the opposing
strikes battle it out in the air,
blocking and passing to try to gain
a clear shot at goal.

The ball is passed between the
strikes by throwing it away from
the goal post, towards the force
field. From here the ball hypas to
the other side of the pitch and
continues in the same trajectory
until it is either caught or it
bounces off the top or bottom of
the pitch or riccochets off the goal
post.

The final is always between the

.Il‘ Supplier:

Vipers and the Hawks and we re-
join the selection process under
the Hypa Bowl. The players are all
young men with the exception of
‘Alex Grunt, 37, Fergie Fuzle, 43,
and MNorman Bates, the grand-
daddy of them all at 54.

Despite the balding head and
brutish features of John Machine,
his age is given as only five years
old in my programme. | think the
clue to this enigma is in his
surname!

All players vary in their key
attributes of strength, agility and
speed, 50 it is up to the manager
to decide which positions need the
most favourable spread. Selection

is taken in the order Strike |,
Strike 2 and Grounder.

The Hawks always have first
choice even if the Vipers are not
under computer control in the
two player game.

After selection, we rejoin the
tense atmosphere of the arena
where the crowd are whipped into
a frenzy of anticipation by the
appearance of the pom-pom wav-
ing cheerleaders. Rising up from
the bowels of the earth, the girls
go through their routine and then
sink back beneath the sward. The
crowd know that the start of the
game is imminent and the next
time the lifts rise they carry the
besuited gladiators ready for
battle.

The players then take up their
positions, one above the other,
three each side of the post. A

Vool

‘ Price: £98S .

],‘ X-Factor

Odin Computer
Graphics

strike and the grounder of one
team sandwiching the remaining
strike of the opposition. The ball
is served and the battle for
possession begins.

The computer plays a really
mean game and appears to get
better as your game improves. |'ve
never managed to win through
against it, the newspaper headline
displayed at the end of the match
always displaying the Vipers mssive
win. The encouraging thing is that
each time | seem to reduce the
margin by which I'm beaten so
there's hope for me yet.

The only tactics which | can
suggest are to keep your eye on

the ball, always go for possession
and get rid of the ball as soon as
possible (never give away a penalty
it always means a goal to the
opposition).

The game is hard, fast and great
fun yet such a simple concept. This
could be Odin's biggest seller to
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: version Ite 5upeic; Mike
takes on the Thargon invasion (again).

Frnnt-: View

Computer: ALL BBCs
Supplier: ACORNSOFT
Price: £14.95/£12.95
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The Superior Software/Acornsoft
hook-up has badged some reasonably
good to very good Superior games
of late. The BBC world waited with
baited breath to see what Superior
would do with all the under- J
marketed, but excellent, Acornsoft f(
games that have festered in a E—
Cambridge bottom drawer for the existing ones. In addition to this, it
o ast few years ®§was very, very fast.

' Along with the racing simulation, In all, Acornsoft sold about 200
8 Revs, and some compilations of their jcopies of the game. Which isn't bad
more blatant coin-op inspired games 48 considering that it wasn't marketed

o=
S

iy -
& the new version of the game the
B poster. key guide, and instruction
fo% book are all in the same tome, the
B novella is no more, but the function
© ey strip survives.

(see elsewhere in this issue) Elite has [ at all and was only sold to pecple The loss of the novella is no big
f received the new treatment — and in g who applied in writing to Acornsoft. thing. although it added a bit more §

a number of different versions as #1'm not even sure how much they atmosphere to the original game.

well. i sold it for. Remember that Elite was one of the i

But first, a story. Astute BBC ' MNow Superior software have first games to feature an all in i
| owners who bought Elite two years @ come to our rescue with their new . package like this. The Rainbird ‘game \ i
ago (yep ... that long ago!) will B multi-format Elite. This is a double- g% comes free with every novella’
¥ have read the intention to produce a B sided disk that will work on the E8 concept had yet to appear on a g f

sequel to Elite along with a second BEMBBC, BBC+, BBC Master, BBC B game from this side of the pond ;

novella in around a year's time (i.e. a Master Turbo, plus all of the above 8 "Gosh' | hear you cry, shock, horror, i
year ago). People waited, and waited, 8 with the addition of a second 8 probe. Compressing all of this bumph g

g into a single volume does make it ¢

® and waited, but nothing appeared. 5o i processor. As you may have guessed
they all bought Amstrads and played by my utterences above, the Turbo
the Firebird full-colour version of the B8 and Second Processor versions are
game. However, the new(ish) version 8 the same as that un-released Mkll

of the game had been written. S Elite. And what is more interesting is
Called Second Processor Elite, the that the Master version (without

B cheaper o produce, with the result |
f that the game retails at £14.95 —
g% some £3 cheaper than before, and
# remember you get a double-sided,

i flippable disk with the extra version

Expanded | g

9549
95%
95%
100%
925%

the images on the screen fast enough §
to shoot the missiles down. There
was also a bit more detail on some
of the ships, and what looks like a
few new ships (ones with wings etc),
) but they may just be modified

The original game had a poster B ‘classic’ and probably the only “classic’ 8
with all of the different enemy ships B that is still playable — especially two ESSE
: l years after release. The slightly lower 5SSt

controls, a novella (The Dark Wheel [l price makes this very good value for ™
by Robert Holdstock), a function key . i money and it is worth getting just ——

S cemplate, and an instruction book. In 2.4 for the extra versions of the game. MR
Moo - e iy 1T T i - o 1 . T R S g
S fir = e B *F_EF. Jih L g -~ "'H—uu-'\-:----..-\.ﬂ-h""
e . Wi

game required the Acorn 6502 il Turbo or Second Processor) is also fof the game as well as the original. I

second processor which ran at a very i very similar to the Mkll Elite (only g There is also a tape version of the o )

fast (for a 6502) 3Mhz. And, more [Elnot as fast). By game for the Electron and BBC N, | ELEE o

importantly, had an extra 64K of : There is also a Master Compact  [§8 series that sells for £12.95. This is a 3 e o

memory. B version of the game that is the same B8 cut down version of the disk game Ty

This new version of Elite had all |8 as the Master version, except that it % with less equipment available, only 1 \

the features of the disk based comes on the ‘funny’ 3.5 inch i five different kinds of enemy, fewer : \ =

original game, but didn't have to format that the Compact uses. B options and less atmosphere (e.g. no T & E"J i f.ﬁ; g LA

access the disk drive all the time and 8 The packaging of the game looks [ descriptions of planets or military 3 41! \ F oor~o
it was in colour. What | mean by B slightly different to the original in k lasers). Whilst the BEC rape game is S \

colour is that the suns were shaded jthat it is in a plastic box, where the B playable, it does give a real excuse o u

and filled in, and the line drawings of original was in a cardboard one. Each 8 for buying a disk drive (theyre pretty 8 Facls z X

the enemy space ships were in B has their merits and | think that one B8 cheap nowadays) along with the disk s ol =

different colours. This makes it easier "M is as good as the other. The contents@ll version of the game. SR .. =25 ¢

to see when an enemy missile is B of the package are slightly different &  Elite is an excellent game. One of @ i . ¥ E}E E E

coming at you as you can separate to the original as well. BE the few that can really be called 2 B '_ E-é'-. 33 E

M on it, a quick reference card for the




KONAMI COIN~OP HITS

~*—=*‘-'“: SPECIRUM-COMMODORE-AMSITRAD-C16-BBC .
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| CASSETTE DISK —~—
TWIN -
£9:95 3 14-95 "
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Screen shots taken from various computer formats



 THE COIN-OP SENSATION FROM DATA EAST..
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DATA EAST

DATA EAST

Just like in the classic wild west films of old, you'll be in the thick

of the action I'lght from the Available in the following formats: Cassette Disk
start! Hold-ups, robberies and ; >

] Commedore.................oc..ceu. £9.99 £14.99
rooftop fights, Express Raider AMBTM ............oocconinssiscssaseinnss £9.99 £14.99

has them all! Spectrum ........ . £8,99 —
U.S. GOLD-WE’'RE AT HOME WITH THE ARCADE THRILLERS!

U.5. GOLD LIMITED, 2/3 HOLFORD WAY, HOLFORD, BIRMINGHAM B& 7AX.






