


0 earl

. r_tﬁthe 4 Bo and Luke Duke ar
_Tolsy, annuga it Boss Hogg knows abo
| boys pla : R0SCOe and company
; 1heirr ‘

-
lj Y. & #
’ " ?
SN T—— = /,.J S Pl ® A B
# - >
" : " .
’ =
- - -
i
| | | =

oming to your |

e
o B
\ C VIlCr
: e ST 3
g . - W [, i A
T i = 4
., 6 1o A i
> \ 1 I

pRESE NT Every single Eml;Ee pmqu::t
LEE MAJORS Holographicsticier

A 1
e

EAVY AV

w,
.
1-% "
e,
-

f

S AT

48K Spectrum and Commeodore 64

. Telephone (0922) 611215, Telex 335622 SPETEL G At
i = =y

= —
a i



SPECTRUM

5: Knight Lore the fantastic 3D adventure from Ultimaie.
134 pcis map of the massive Underwuride, with Knight Lore our joint Game of the Month,
1 05 Production Line - a great platform game for you to typein.

COMMODORE 64

34 Ghostbustersand Psi Warrior head the stack of hot reviews.

130 niustrated playing tips for Tales of the Arabian Nights. Ancipital, Potty Pigeon, The
Guardian,

' 36 A remarkable map of the entire 1000-screen playing area of Quo Vadis.

BBC/ELECTRON

129 Playing tips on The Elite, Acornsoft's incredible space blockbuster.
8 Type in this remarkable BBC listing and get that Monster Mania

ORIC/AMSTRAD/ MSX

51 ouwr fact-packed reviews of the latest greatest titles staris here,

GHOSTBUSTERS

A3 win2s games ol your choice plus greal Ghostbusiergoodies in our magic competition.

GAME OF THE YEAR

| 36 The Hits and the Pits of 1984 —asizzling PCG special,

1985 DIARY

@1 Youwant io know what the New Year holds? These are our entirgly serious predictions,

WIN AN ARCADE MACHINE

44 You could pick up a genuine Defenderarcade machine in this great Taskset competition.

NOTICE o SCREEN TEST L § TRICKS 'N

BOARD 17
Our letter to you, details of a great
competition, the low-down on the
Fall Guy, and our guide 1o
cunlpuler-lhug;ﬂrym.

BUIL 18

The latest news in the game world:

Britain's most authoritalive games L '1¢

reviews. Comments from the PCG "I'. a4 'Acl-lti . 1 '.19'
Myee Superb playing tips from us and
v }g from you. Plus maps of Ancipital,

Quo Vadis and Lnderwuride.

panel, screen shois, detailed rat
ings. PCG hits, and (gasp) TWO s B
Games of the Month. "11;_{

PROGRAM g FINAL

Ultimate's "64 release, Horace's
gossip, and the most informailve
charts in fown.

BYTE-BACK 25
Your letters 10 us - including a
stack from the falrer sex in re
SpOnEe I our u.ppl.:ﬂl.

COMPETITION 43
They get juicier every month — (his
time you could pick up 25 prog-
rams of your choice, or a genuine
Defenderarcade machine.

LIBRARY 98 §i CONFLICT 146

This month we print fwo great
platlorm game listings for the
Spectrum and BEC

ADVENTURE-
WORLD 111

Five pages for adventure lovers
from the White Wizard, News,
reviews, tips and helpline.

CHALLENGE
CHAMBER i1

The room in which the Chamber
Master tesis your high scores. This
month two mega-zappers fight for
supremacy al Beach-head.

The results of move soven in our
nail-biting nationwide war game.

ARCADE

ANGLE 1352
Reviews of [ Hobot, Circus Char-
lie, Star Force, Return of the Jedi
plus expert tips on Defender.

GOODBUY 155
The list of games which have the
full PCG seal of approval. Listed
lor all the most popul ar micros.




sty

o
W‘ﬁ%ﬂ"ﬂ s

--
.-"

-'."“.‘"‘: i:#.'.;'u; JRENIR e ANy

If you're tough, youll stil need to be tougher. If you're quick, youl stil need to be quicker. If you're
smart, youl stil need to be smarter.

Recause CBS Computer Software & here with EPYX —a range of action-strategy programs from the
US. that wil make whatever you've played before look ke st a game.

PIT STOP IMPOSSIBLE MISSION BREAKDANCE SILICON WARRIOR TEMPLE OF APSHA|

The thrils and spils of the incredibie praphics, sound All the music and. mavement Compettion n tne wong af A chassic Muture o 5
ndce trock where g soit and speech, A specioouor of the craze that 5 Sweeping oD wSLrES, b 5
second Can mean win ar rrixtLre of puzze soiving, the nation: brought skap Dang versal oo and
iose and the ployer cohtros adventure and orcode on o your [V screen
cor and it crew. styke gcian
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EPYX come on dsk or cassette and, for the first time in the UK., both systerns are avaiable in
one-sze packagng, colour coded for hardware compatabilty.

EPYX from CBS Computer Software. They/'re good. Pay them and find out the hard way just
how good. Look out for the fist eight advertures now.
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JUMPMAN DRAGONRIDERS OF PERN LUNAR OUTPOST

Runring, urping, cimbing Based an ¢

LR -

ELECTRONICS Ep)O(

E ! foice FOR COMMODORE 64
an rcrecioe 0 ook SEWE nowvels; IS ot 2 Foo e
gomes off roled into one, bregthtakin el
with great graphics, colous i Awallable from af good software outlets. Authorised dealers arder from
and sound R e Software Sales Service, Tel 0638 £433/4. C85 Computer Software

Ashbroox Howse, 3-5 Rathbone Place. Londan W]




Warning: these ga




Tes show no mercy

Acornsoft have now unleashed ﬂght more mer-
ciless g games onto unsuspecting BBC micro owners,

Ranging from ‘Gateway to Karos; where putti ng
a foot wrong could mean instant death. To the relentless
antics of [}rogna which could have you dying with
laughter.

Gateway to Karos.

An adventure game in which you'll need all
your patience and ingenuity just to stay alive. Your
nh_;e*cnw is to find t]le Talisman of Khoronz but,
whichever pdlh you choose, you'll be beset by treachery.
Serpents lie in wait and nmg]{,alpht*nnmennna are in
abundance. Should you find the Talisman, vou'vestill
to find your way back.

Labyrinth
A superb real-time game with fast 3D graphics.
As you guide Mork through the Labyrinth, he'll have
to eat fruit to kee 'p going. Crush the Tiger-Moths,
shoot the ﬂtth‘r]mga, dodge the Threshers and find
the Magic Crystals which lead to new and more
challenging levels of the Labyrinth.

Tetrapod.

You're in an arena littered with dormant lizards,
killer bees and other hostile ereatures with whom
vou'll have to do battle to survive. But beware of your
own laser bullets, as they bounce off the arena walls,

Drogna.

A game fortwo people - preferably with devious
minds. There are two vaults (‘liﬂidlﬂlnﬂdl.ﬂ[l]{illlibdnd
your job is to collect and transfer them to your home
base. While your opponent s out LU"P(‘IIII"\ ou could
sneak in and steal his loot . . . but keep an eye out for
him doing the same to you,

Crazy Tracer.
An arcade style game where you're in charge of
a paint roller. Guide vour roller around a maze of
rectangles while evading monsters who are committed
to destroying it. Gain f‘\tl’ﬂ rollers and bonus points

by pdll’lil]‘lgdlﬂl rent objects. But you'll have to avoid
runmngr out of pmni.

Volecano.

Mount Crona has ¢ rupted after 150 years of
silence. And your mission as an hmvwenﬂ Rescue
Helicopter Pilot is to save sightseers stranded on the
slopes. Time is of the essence as the lava approaches
the sightseers. But you'll have to take time to evade -
orshoot— tht‘l}Dul[]t‘l'bbt.‘lﬂghllrlt‘.{]ll’Dm thevolcano.

Carousel.
A re-creation of the fairground shooting gallery
— with a difference. Shoot down all the ducks, owls
and rabbits before you run out of ammunition.
Watch out for the low-flying ducks. If you fail to shoot
these, they'll steal your bullets and reduce your
chances of success.

Meteor Mission.

On an alien planet are six stranded astronauts.
Launch your capsule from the “ﬂtlu*rahlp and by
amuhnu or shooting — meteors and alien cralt, [mL
up the astronauts one at a time and return them to

the _“ﬂthﬂrhhip.

All games — with the exception of Gateway to
Karos which is currently only available on cassette —
can be bought direct in either cassette or disc form.
You will find all these programs at your local Acorn
stockist. To find out where they are, or to order by
credit card, simply ring 0933 79300 during office
h{iurh

Alternatively, you can order the games by

sending offthe coupon below to: Acornsoft, /o Vector
Marketing, London Road, Wellingborough, Northants
NN8 2RL. Please allow 28 dah for delivery.

To: Acornsoft, ¢/o Veetor Marketi ng, London Road.
Well inghﬂruugh. Northants NN8 2RL.

Please send me the followi ng software games:
Ceateway to haros

QUANTITY | DISC/CASSETTE

Kingdum of Humil - | e =
'I}'lr:-llmmi i | b

Dirogna

Crazy Tracer

Yoleano

Carouse]
Meteor Mission

TOTAL
Price Cassetie: £9.95: Dise: £11.50
I enclose PO/Cheque paya ble to Acornsoft Lid. Or charge my
credit t.'hargt'.

Card Number:
Barclayeard/ Avevss (Delete)

Name

Address

. Podbcode - - —

== o e
YAT M. 215 BI23 85

Signature 2
Hl rigtered Mo, 1524763

ACORNSSFT
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REWRITE THE HIGH Ssamy’ SC

With the Gunshot, you'll have all your enemies cowering in corners. 8-directional action and an all-in-
| one moulded stem allows accurate annihilation and strength to survive those all-night
/gx, sessions. Dual fire buttons for fading fingers (and a rapid fire version when

they're really coming thick and fast). And, if you break it (and we know you'll

| /| try)our 12 month guarantee will prove invaluable. The Gunshot plugs directly
I} into practically all popular home computers (ask about Vulcan interfaces

for the BBC, Spectrum, Electron, C16, Plus 4). Only £8.95.

See the range of Vulcan joysticks and interfaces
wrseooonne Y ILILICATE S
high score tables. ELE':TF!D“I[S, LT}

Tystick Gemns

200 BRENT STREET HENDON NW4 | BH TEL: 01-203 6366
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Prizes to be won valued up to

Britain's number one best selling CBM 64 game (Gallup) has now got an even
bigger prize to be won. If the winning entry is received in
The Edge offices after the 100,000th copy of the game has been sold, then the
winner will receive not only the Quo Vadis Sceptre (estimated value £10,000),
but also £30,000 in cash!

Also for the CBM 64 from The Edge:

. . . what a splendid entry into the market . . .”
... most impressive . . . animation . . . almost cinema cartoon quality”
“With more games of this quality,
The Edge are going to be a force to reckon with.”

Rating 9/10, Personal Computer News, 3 November 1984

31 Maiden Lane, Covent Garden, London WCZ2E 8LH Tel: 01-240 1422/7877 Tlx: 892379 SOFTEK G

The Edge is a division of Soltek International Lid.

Available from good computer stores everywhere
JANUARY 1985

PCGAMES 9



FAST LOADERS COMMODORE 64 TAPE TODISK
3% R.B.S. N ( s~ DISKUS I )

! W
A NEW GENERATION conversion utility, developed from Introducing the new market leader. This is the simplest to
the acclaimed Hypersave-64, R.B.S. converts virtually all use and most efficient tape to disk tansfer utility yet
your long loading cassette programs to TURBO-LOAD, devised. No program rewriting is required and transferred
faster than the CBM disk drive. Multi-part and autorun programs will automatically run when loaded.
programs are handled with ease. Converted rams load : -
independently. No additional hardware, no pokes, no SYS g W ST prosome

i W 1 L g
calls, no user knowledge required. Load “The Hobbit" in * Efficient use of Disk space
120 seconds. Tornado, Lightning load, Fastback now + No user knowledae repuired
obsolete. R.B.S. will convert more programs than any e

competing utility. Cassette £7.50p. j Dils.lklus 1 will handle several program types which other
¥ utilities ignore, including headerless files. A bonus program
is included which will transfer a number of fast loading

- HYPERSAVE-64 \ \Programs o disk. Cassette £9.99p. ‘g

Retaining the flexibility which the programmer demands. \
Hypersave leaves you in control. 8 additional Basic
commands. Save, load, verify up to 48K continuous Ram at P RO'SP R ITE
HYPERSPEED with full hecking. -
L U Siror cHSORG. COPVERa. pro Library, Editor, Animator for single and multicolour sprites.

rams reload independently, Autorun facility. a
9 RNCRINE < SUNONNT RENY. HyPaTeane Joystick control. Packed with features. Menu driven. 100%

also allows a small number of fast loading programs to be : : vl
converted 1o Hvoeroad. Reviewed in Your ; : machine code. Complete with your first sprite library.
ype i in Your 64 issue 2 . te £7.50p.

Cassette £7.50p.
k p

J
FREE WITH EVERY ORDESR: DOSOFT v iwoor i newamensvsres.soe.

SECRETS! A GUIDE TO CASSETTE 1/0 CONTAINING ALL THREE ONLY £15.00P.
PREVIOUSLY UNPUBLISHED SECRET 2 Oakmoor Avenue aj prRoGRAMS SUPPLIED WITH FULL

With Primary Imbalance

10 PCGAMES JANUARY 1985




The SWAG-man’'s on the job to burgle
the millionaire's. mansion. It’s full of
beautiful, valu SWAG ready for
nicking! Unfortunately, he’s gate-
crashed a fancy dress parly gihd the
guesis are in pursuit. -

 him through the seemingly
ending maze of rooms fo
1d find the

' o 7
\ picdl stonaqrd, mﬁ%ﬁnﬁ code,
: CITEZinEy g ressEluton
: Qrophics, in sound eftects, ihe
toiaily oddgic’ 2 concebt: .

e

SWAG is available now! On high speed loading
Cassette or Disc from all good software outlets or direct
from:
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Seeing iIs

See the pack-see the screen-see the game.
See the difference the moment you pick up one
of the games from Firebird’s new Silver Range.

The difference is that our packs show the high
quality yow'll see on the screen when you play,
_gzso you know exactly what you’re buying.

Here's a sneak look at three of the NEW games:
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RUN BABY RUN BOOTY CRAZY CAVERNS

RUN BABY RUN is a demanding cop Well shiver me timbers and splice the Ten Crazy Caverns, ten hungry mouths
chase around five derelict locations. mainbrace and pass the grog, me to feed. Line up the Crunchy Cubes
You, the getaway driver must dispose hearties. Here be the greatest pirate and cannon them into the Craving
of six pursuing police cars and elude adventure of them all, aboard that Craw. Watch out for the Crazy Crashers
the seventh car’s fire power to make scourge of the Seven Seas-thedreaded 5 ming to convert your little Cubey
good your escape. It'snotaseasyas  Black Galleon. Feast yer eyes on ihe Crammer into a Crushed Crisp. It's a
it sounds... BOOTY-ful treasure stored in 20 holds. cracker!
There be pirates, parrots and fun galore. e
If you don't like it, matey, we'll hang you
by the highest yard-arm!!!

Look out for these games in the FIREBIRD silver range at selected high street stores.

SPECTRUM: THE WILD BUNCH . BOOTY - MR. FREEZE - TERRA FORCE - VIKING RAIDERS - MENACE - EXODUS - RUN BABY RUN - CRAZY CAVERNS - BYTE BITTEN
COMMODORE 64: BOOTY - MR. FREEZE - EXODUS - HEADACHE - ZULU - GOGO0 THE GHOST.

VIC 20: SMAKE BITE - MICKEY THE BRICKY

BBC MICRO B: BIRD STRIKE - GOLD DIGGER - ACID DROPS - DUCK! - ESTRA - THE HACKER,



believing

The same high standard applies to all twenty
games in the range and all are available at the
remarkably low price of

£2.50

= =14o

SOFTWARE

The new range from British Telecom. ® You'd better believe it!!!

FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2H 9DL. TEL: 01-379 6755/5626
Firebird and the Firebird logo are trademarks of British Telecommunications plc.







FLYER FOX™ .5~

A 3-DIMENSIONAL PERSPECTIVE FLIGHT-COMBAT GAME
WITH THE ADDED DIMENSION OF SPEECH

Flyer Fox, a one-player, 3D simulation, is part of Tymacs Game Gems series. Fast arcade action combined
with dazzling, high resolution graphics and software generated speech puts you right in the game with an
impact you never thought possible!

Tymac Talkies —No Extra Hardware!

Sitting in the cockpit of your sleek jetfighter, you escort a commercial jumbojet through the once-safe
international skies. Suddenly your scope lights up and the reason for Jour presence streaks by. A Mig
fighter has ruthlessly opened fire on the helpless airliner. It breaks off and you give chase. You track him on
your scope. You veer r:ff. You fire. You veer right. The ground zooms past. He tries to evade, but you
doggedly follow, knowing that you must not allow him to complete his mission of destruction. Suddenly

you receive a mayday from the airliner - another Mig is attacking. Afterburners, blazing, you streak back
to the rescue, in defence of freedom of the skies!

AVAILABLE FROM: BOOTS, WEBSTERS, MICRO DEALER, MICRO DEAL,
AND OTHER LEADING DISTRIBUTORS AND ALL GOOD SOFTWARE DEALERS.

WATCH FOR FORTHCOMING RELEASES

INCLUDINE

GANDAEEEQEE'EM~

SPECTRLIM VERSIOMS AVY

TRADE DISTRIBUTOR ENQUIRIES INVITED!
TYMAC (UK) LTD 4348 NEW STREET BIRMINGHAM 021643 B899




YOU MARVELLED AT BEACH-HEAD...
NOWACCESS PRESENT THEIR LATEST MASTER PIECE:

t'a'r {J..:m.

llll* .-n
II By Wl (e

ol

STATUS: READY

rnr LAUNEN sETECTED
n-}nrﬁml

U.S. Gold is stocked by all leading
computer stores including:
BOOTS WH SMITH JOHN MENZIES
WILDINGS WOOLWORTH

(

Dealers! For information on how to become a U.S. Gold Stockist write to: CentreSoft, Unit 10,
The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 3020. Telex: 337268.
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Santa on the '64
l}]:em'l.ins crept into December’s list-
ing for the Commodore 64, blotting
out Par’is of the DATA lines. We've
reprinted the offending section be-

low. Sorry for any trouble caused. || pmmint:ni.ﬂu
;ggn?‘la:mz' 0, 189, 63. 3 133, W IWeﬁﬁyitd{:pf:n < on the Pros
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294, 10, 144
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Marks +
Sparks

Marks and Spencer have
joined the growing number of
high street chain stores stock-
ing home computer software.
Initially, only Spectrum soft-
ware is being stocked.

The first three products are
all two-cassette packs retail-
ing at £6.99. Start to Program
is an introduction to comput-
ing. Games Maker, writlen
by Quicksilva, is a games de-
signer and the Games Pack
contains two games — Fear-
less Frank and Frozen Pen-
guin - converted from the
BBC.

The Commodore emulator, reported in

our June issue, seems unlikely fo ever
see the port of o Commodore 64, Riod
Kaottar of Video Voult, who were to sell
the emulator, soys he has still not seen a
working version of the hardware,

After six months without oction it
seems that the development difficulties
mentiored in June hove nol been over-
come, Mowever, Video Voult still hold
the rights to the machine and may still
relecss it if it ever materialises.

In the meantime SPE‘E"HTII and Com-
modore &4 owners will bave te continue
to bicker over the guality of software
available for each machine.

All the latest noises in the

L AN R R TR PR TN,
FootballManager
winners

‘WELL,

BRIAN, what a great competition that was

100

winners each picking up a copy of Football Manager for their

micro.’

‘What were the answers, Jimmy? I couldn’t work them out.’
‘It was Manchester United who paid the most for a player —
tor Bryan Robson. And the scorer of the SUPERB goal against

Brazil was John Barnes.’

‘What about Mark Hately, Jimmy? He scored too.’

‘Not as superb a goal, though, Brian. Sneaky question, that,
But almost everyone got it right. And the last answer — the
latest Scotland-England score was Scotland 1 England 1.’

‘Sowho were the winners?'

‘They were the ones who worked out the funniest new
names for KEVIN TOMs, Football Manager's creator, Most of
them were pretty disgusting. Like KEN VOMITS or MIKE V
SNOT. We also had VIM TOKENS, VENOM KITS, SMOKIN

VET and even ME &

Kl ON TV. Here are the winners, each of

whom will be sent their program direct from Addictive Games.’

Andrew  Beevers Muxbarough Paul
Quinn, Dumbaronshire;, H ] Parry,
Chatham, Skmon Monk, London; Steven
Henderson, Bideford, Dominic Smyth
Harrow, € Garbutl, Basildon; Ereol Abra-
ham, London; Darryll Taylor, Folkestone
John Dyche, Doncaster, Devin Jones
Leicester; Andrew Kempster, Heywood
Paul Whitchouse, Heading, Gilanfranco
Manini, Glasow: Steven Howard Lowes
ioft, Alastair Cook, Stranracr; David Bell
Glasgow, Michael Smith, Huddersfield G A
Hitchen, Canterick Garrison, M. Yorks, Gra-
ham Shackie, Bolton; Graeme Lurring, Co
Fermanagh: Adam MNewton, Harpenden
lames Huni, Hershom: Doavid Rowles
Egham; R Hindle, Poulton-le-Fyide; Paul
fohngon, Potters Bar, Gethin Thomas, Lon
don. Andrew Houston, Aberdeen. Andrew
Sharples. Bramhall; Jonathan Lattin, Wir
ral; Keith Harris. Easthourne, David
Emeney, Coventry: K Strickson, Uxbridge
HRobert Irons, Farmnborowgh; Stuart Wilson
Sunderland; :ite-phen Heslon, Sunderland
Jason Woolliscroft, Tamworh, Paul Leb-
rasse, Isleworth, Nick Wilson, Bridiington;
Gary Mackey, Noitingham; Dennis John-
som, Raylegh, Andrew Sharp, Gilasgow,
Adrian Murphy, Carlisle; Antonio Cusano,
London; Oliver Horn, Welwyn; Michael
Campbell, Mid-Lothizn; Christopher Hal-
ligan, Malvern; Richard Dalion, Stockport
MNorman To, Fife; Gareth Hughes, Clayd; M
Handley, West Bromwicl, Anthony Dohen,

London; Steven Archer, Keni, Steven
Tovovan, Leeds; Simon Harrison, Tintagel
Louis Clement, Richmond, Tony Fitegerald
London; Andrew Wood, Co  Duriam
Robert Dodson, Birmingham, Paul Dug-
gleby, Horsham; D Kentley, London;
Robert Milligan, Fearnborough; Tim Legge
Berkhamsted: David Burden, Tiverion;
Bryden Darley, Sherborne, Michael Dag-
ley. Cheshire, Daniel Robinson. Leaming-
ton; fohn Hooley, Twickenham; Shailen
Thaurar, London; Avril Greenland, Lon
dien; Mr Johnter, London; Ivor Gray, Glas
gqow, lain Stewart, Edinburgh: M Lloyd,
Mewcastle upon Tyne: Philip Symmons,
Castlefurd; Jeffrey Fawthrop, Littlehorough;
“ii[!.'dd LI-:r].rd West fa'|.1||'.||||;.*;.|||_ Martin
Robinson, Isleworih; Duncan Lawrence,
Cwm Talwg, Graham Warder, Rickmans
worth,  Marco  Glacomelli -'l.:l,.":_'5|'|:|r!,-_
Micholas Smith, Maulenhead: Stuart Lee,
Leicester; Mark Bowen, Sidcup; Gary
Newell, London; Wing Yik, Twickenham
Richard Salter, Peterborough: Trevor Ro-
gees, London; Chis Webb. 5 Wales: James
Liebnitz, Livingston; Leslie Blackman, Old
ham; Alan Scott, Mewcastle upon Tyne:
Arthur Ballantyne, Hamilton; Michael Wil-
liams, London, Barry Macloughlin,k Weyh
r'l.lj.';.'. Ehli!lﬂphel Man, Twickenham:
Hevin  Queenan, Clydebank;  Wayne
Arthur, Rotherham; Alan Stitd, Purley: and
Paul Williams, Tamwarth

ULTIMATE

It was the moment Commod-
ore 64 owners have been
longing for, Spectrum owners
dreading. Ultimate, the num-
ber one British software
house, have at long last come
up with a ‘64 release.

What's more it isn't just a
conversion of one of Ulti-
mate’s famous Spectrum ti-
tles, but a genuinely new
game.

The Staff of Karmath can
be described as a 3D arcade-
adventure. The idea is to ex-
plore a castle in search of 16
pieces of a key. The player
faces numerous enemies and
must use a range of spells to
stay alive.

The screen display has an
original look to it — the 3D
display allows the main char-
acter to move forward and
back as well as left and right.
But it is questionable whether
the graphics overall will have
as much impact on '64 own-
ers as previous Ultimate
games have had on the Spec-
trum.

PCG will be reviewing The
Staff of Karnath in the next
issue. It comes in Ultimate's
colourful, large packaging
and costs £9.95.

TITLE HITS '64

Exclusive
Karnath

competition!

The mapping of Ultimate games

is fast becoming a national pas-
time and now ‘64 owners can
join in.

We've fixed up a great com-
petition with Ulimate to (ry to
irack down the best possible
map and playing guide to The
Staff of Karmath. The winner
will get a specially made Kar-
nath trophy.

To enter jusi posi your map
and guide to Karnath Competi-
tion, Personal Compuier
Games, 62 Oxford Street, Lon-
don W1A 2ZHG. The closing date
is January 21.

CROWTHER JOIN!

Tony
Crowther, author of such '64 hits as

Wandering programmer

Monty Mole and Suicide Express,

has settled down with Wizard De-

velopments of Sheffield.

After his much-publicised splits
frem Alligota and then Gremlin
Crowther has joined on
old friend, Roger Taylor, os o
co-director of Wizard, o company
best known for its hardware — it
produces the Joy Rom and a joys-

Graphics,

tick interface for the BBC.

Crowther is working on a new

‘64 gome, to be colled Griffon,

which the company hopes te have in

the shops soon for argund £7.95.
Further plans include work on the
Commodore 16, conversions to the
Spectrum and moves into the Amer-
ican market, Crowther alsa said
that he intends to ‘toke an interest
in the hardware side and the busi-

ness side of the company’.
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humming world of micro games

Boulder
Dash on

Speccy

The triumphant arrival of Boul-
der Dash on the Commodore 64
has been closely followed by its
release on the Spectrum,

The Spectrum version has been
programmed by Fronf Runner
and sticks closely to the '64 ori-
ginal with all 16 screens and
intermissions. The scrolling effect
has also been reproduced,
although it isn't so good on the
Specirum and Rockford can fair-
ly easily run off the edge of the
screen,

I'he graphics are still excellent
though and this highly addictive
game should soon be inflicting
sleepless nights on Spectrum
DWIIETs.

It should be available now at
£7.95 from Front Runner

MOVE TO THE GROOVE

Giant record and entertain-
ment company, CBS, have
launched into the home com-
puter software market with a
vengeance

Their six new releases are
now in the shops, selling at
£8.95 for the cassette versions
and £11.95 for disks. All the
games are for the Commod-
ore 64 and have previously
appeared in the U.S A on the
Epyx label.

The games include the
road-racing game Pitstop, the
platftorm game Jumpman,

S WIZARD
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Jeff Minter doesn’t spend all his time writing programs or
playing Star Raiders. He’s pot to relax sometime, and find
the inspiration for another bizarre game.

Here he is wearing an awesome hat and soaking up the
vibes from a cuddlesome llama in the wilds of Peru. It must
have done the trick, because Jeff's been ‘working like a
demon’ on a new game, the idea for which came to him on a
bus in South America. “The music’s a treat’, he says. ‘The
game will look nice, sound nice — but play meanly” he warns

us. We can’t wait.

EUREKA!
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and Silicon Warrior and
Dragonriders of Pern — a
blend of strategy and arcade
action based on the fantasy
novels by Anne McCaffrey.
Impossible Mission is an
arcade adventure in which
you have to prevent the evil
Elvin Atomsmasher from des-
troying the world. Break-
dance is just that; vou have to

dventure PDCBG?G
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move to the groove and hop
to the beat in an attempt to
win a contest of breakin' and
poppin’ against other slick
movers.

CBS plan to release gpames
at the rate of three or four a
month during 1985 and are
considering the possibility of
conversions to the Spectrum
for selected titles,
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Creative
Sparks
fobs shock

Creative Sparks have made their
in-house team of 18 programmers
redundant and are now relying
on outside development for their
future games.

Gorden Reed, Creative Sparks’
spokesman, denied that the re-
dundancies meanl the company
was in trouble. 'In fact’, he said,
‘we've done better than expecied
this year.'

He explained the move as a
rationalisation of Creative
Sparks' plans, adding that ‘the
figsures just didn't maich up' be-
tween expected revenue and the
cost of mamntaining a large in-
house team.

Creative Sparks' next releases
before Christmas are an MSX
version of Danger Mouse in the
Black Forest Chateau and
Leonardo, a graphics utility for
the Spectrum,

Before Easter 1985 they expect
to launch six programs, three of
which will be conversions and
three will be new. These new
games will include an arcade
adventure for the '64 with over
2,000 locations and a Spectrum
game, provisionally called Rol-
lergoal, featuring skate-born men
ina dangerous game,

Return of
Chariot Race

Chariot Race, a PCG Hit on
the unexpanded Vic back in
April ‘84, looks set to make its
debut on the Commodore 64
early in 1985 in an en-
hanced form.

The game involves a race to
the death against other char-
ioteers in a Roman arena. On
the Vic the action was viewed
from above. But on the ‘64
the players will have a grand
stand view, giving something
ofa 3D effect.
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A load of tosh?

A hundred guid’s not much
tc me — 1 often spend that
much on luncheon - but
there are those who might
think it's a significant amount
of money. Especially if it's the
difference between what a
computer costs before Christ-
mas and what it costs after.

My mole deep in the heart
of Thorn-EMI, distributors of
the Toshiba MSX computer,
assures me that prices of the
MSX machines will tumble in
1985 — by £100, bringing them
down from £279 to £179.

This is stirring news for the
nation's gamesters, said I,
reaching for the phone to
confirm the details with one
of those MSX companies. But
what did the Japanese fellow
on the other end say? ‘No,
there are absolutely no plans
for price cuts next year.’

Horace just doesn’'t know
what to think.

Royal cheek!

Don’t spread it about but I
happen to be quite well ac-
quainted with certain mem-
bers of the Royal family.

Hence | was scandalised to
hear of the release of a game
called Di's Baby. Surely, 1
thought, it cannot be about
that charming lady married to
my old school school chum
Charles, but horror of horrors
itis.

I have bought a copy of the
game, purely so that 1 could
defend the couple of course,
and was shocked at the fac-
tual inaccuracies. The prog-
rammer obviously can't
count, they've got two kiddy-
winks not one, and the Palace
potties are very well trained.

In fact, I'm so annoved that
I think T'll go and have
another game to get it out of
my system.

Playing Havoce
Those naughty boys at
Dynavision arent exactly

playing fair with you Spec-
trum owners. On the back of
the Havoc packaging for the
Spectrum version are screen
shots of the Commodore
game,

A little note tucked away in
small print at the bottom says
that the Spectrum display
may vary from these. This is a
bit of an understatement.

Come along now chaps, it
just isn’t cricket. Anyone
would think you had some-
thing to hide.

The Ultimate recluse

Heard about the nationwide
telephone game that takes
place every time an Ultimate
game is released? Journalist
hacks from a score of compu-
ter rags dial the Ultimate
phone number in a frantic
attempt to talk to Tim Stam-
per, the only person able to
fill in details authoritively ab-
out the game. But do they get

If you're
around the HMV shop in

| Oxford Street
pen to pick up a Master-
tronic game — watch out,
you may be pounced on
by manic photographers
menacing

with
lights.

recognised.

wandering

and hap-

flash-

The first victim of this
practice is Cliff Levings
(pictured) who while in-
nocently buying Chiller
discovered he was Mas-
teronics millionth cus-
tomer and was merciless-
ly caught red handed.

Cliff got a £200 Com-
modore disk drive which,
as you can see, pleased
him immensely. Horace
advises that you wear
dark glasses next time you
buy a game to avoid being

to talk to him? No they don’t.
‘I'm sorry, Mr Stamper's in

ameeting.’

“Tim won’t be in until Mon-

day.

‘He was here on Friday, but

today he’s away.’

‘He'll be in Software all

By Phil Elliot

TOBY AND THE PROF

—]

L0 Qi T e

YEF THATS RIGHT PROFE}IOR
. TAKE MY LOMPUTER AMD
GAMES AND HIDE THEM !
I cAN DD WITHOUT THEM
30 UMNDER NO {IR{UM -
STAMCES TELL ME
WHERE THEY AaRE ,

Bl
PROFESSORT

afternoon. Can’t be
tacted.’

‘Sorry, Mr Stamper's just
popped out.’

I hear this journal finally
made contact only after 13
successive days of dialling —
that's five more days than for
the release of Sabre Wulf and
three more than Atic Atac.

Still, if your games are
spiffing, who cares if the old
public relations are a sham-
bles?

Butler on the loose
Times are hard, and nowhere
more so than in Liverpool
where once the games biz
seemed to promise young
men a lifetime supply of Pors-
ches and champagne.

Now, Horace hears, ex-
Imagine man Mark Butler is
tramping the streets in search
of the chance to earn an
honest penny. Software Pro-
jects were unable to help.
Bug-Byte couldn’t find an
opening — even though
they've just lost John Philips
to Prism.

Can somebody please find
a job for this young man?

| NEW
 RELEASES

US IMPORT

Software Projects have
produced a Spectrum version
of Lode Runner from the US
company Broderbund. The
game was a best seller in
America and has a special
generator that allows you to
alter or create screens.
PYJAMARAMA

Pyjamarama, PCG Game of
the Month in November, is
now being released on the

con-

Amstrad. The game costs
£8.95.
BOARD GAME

A new computer assisted
board game called ATRAM
has been released to be
played in conjunction with a
48K Spectrum. The gameis a
battle simulation using the
computer as an assessor of
the action. Itis distributed by
Websters Software at a price
of £19.95.

SPY vSPY

Beyond's computer game ver-
sion of the Mad magazine
cartoon Spy ©. Spy should be
in the shops now for the
Commodore 64, price £9.95
cassette and £11.95 disk.
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”Match Day is no ardina

;e soccer game. Blistering 3-

his powerful half-
volley rattles the cross-
/ action, total animation and bar, the ball returns,
/ 1 automatic camera scan floating menacingly

above the

which make

v are just some of the
. intricate techniques g

penalty

” Match Day

‘ the league
leader of soccer
g . area -
Now follow the _ ¢ and your star
“Action’: WO~ striker selzes

o Your striker m - this half-chance

. traps the ball from y - R e T
a perfectly placed corner-Kick ?‘ S R R TR P R B
takes on the defender and dribbles et

o,

neatly round him making space to

. chip in a teasing
¥ cross-ball to his
) — aduancm?
fintd team mate
inthe

Six-yard box. There - Match Day is as compelling as
iS No time to control : :
the ball, your player must commit himsetf '

soccer itself. You will marvel at
the depth of play and ball control

to a snap shot on goal. ... offered only in MATCH DAY ...
Shoot to win!
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Ocean House - 6 Central Street - Manchester - M2 5NS - Telephone 061 832 6633 - Telex 669977
Ocean Software is available from selected branches of WOOLWORTH, WHSMITH (4557,

Johin N

el LASKYS, Rumbelows. COMET,
Spectrum Shops and all good software dealers. Trade enquiries welcome.
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ULTIMATE
STORM
THE CHARTS

Raid Owver Moscow and Tir Na Nog leaving the previously
all-conquering Daley's Decathlon at number five.

There’s no keeping a good arcade-adventure down and with
its release on the Commodore 64 Jet Ser Willy has started
climbing again, back to number ten.

As Christmas approaches compilation tapes like Select 1

THE ONLY SURPRISE about the charts this month is that and Chartbuster are doing well.

Ultimate's new games are numbers 1 and 4 instead of 1 and 2. Notable casualties this month are Wanted: Monty Mole and
The explanation is simply that the release of Knight Lore came Sabre Wulf, but watch out for our little sword-wielding friend
just before the charts were compiled. Louise Stamper of after hisimminent appearance on the BBC.

Ultimate said that the two games were the ‘best they had yet ~ Two budget games are also doing extremely well with
produced’ and that even better things were to come. ‘We hope Chiller from Mastertronic hanging in there and Booty from
Knight Lore will alse go to number one,’ she added, and who's  Firebird making an impressive entry.

going to argue with that? Next month’s tip for the top? Sure you don’t need us to tell

Also zooming in from nowhere to the top six are Eureka!, you that!
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Your favourite bell ringer,
the all-conquering Quasimodo;

g leaps back into action
on another breathtaking
epic with Esmereldal

Another superb
Ocean extravanganza!

- . ; -' . !
Ocean House || . ~ — . ‘ II
61C al Sor -
I“"I:nnchoftrf;tr'l?ﬂltgﬁg e A A -AJ*- - “
Tel: 061 832 6633 — =

Ocean Software is available from selected branches of WIOOLWORTH, WHSMITH "4, 420 |, LASKYS, Rumbelows

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




Young talent

On a recent wet and gloomy
Sunday I was idling away
the hours blasting camels on
Jeff Minter's Attack when my
son, who had not played the
game before, decided to take
over. After an hour or 50 of
practice he was regularly
clocking up scores of over
two thousand (yes, two
thousand). Aha, T hear vou
say, so what's special about
that? Well, he’'s five!

Despite the fact that most
of the participants in your
Challenge Chamber are in
their teens, perhaps vyou
might like to consider a
‘junior’ (perhaps ‘toddler’ is a
better word)  Challenge
Chamber.

[ dread to think what to-
day’s five year olds will be
doing with home computers
in ten or fifteen years’ time;
the mind most definitely bog-
gles!

P5. Your magazine beats all
the other games mags out of
sight!

D Farrow, Hessle,
N Humberside

Not a bad idea, Mr Farrow.
put age five is the limit. The
Challenge Chamber doesn’t
have room for prams.

Work and play

How sad and pathetic to read
the letter from M Aherne last
month, about how he can
only save 50p a week to put
towards games for his com-
puter. So who cares? And
who’s he to condemn people
who buy a game a week.

[ work 70 hours a week and
buy one or two games a
month but I don’t moan and
cry about it. What does he
want? Game distribution to
the hard up, or a limit on how
much software a person can
buy a week?

D Henry, Leyton

Oy R

BYTE-
SAMANTHA HEMENS replies to a selection of letters from our ever-growing mailbag. It's great

hearing from you, even though we can’t always give individual replies. Write to: Byte-back,
Personal Computer Games, 62 Oxford Street, London W1A 2HG.

WOMEN ARE OK, OK?

Bet you've had hundreds of
letters from wus ‘superior
beings’, ie females, since your
Memo in November PCG.

You see, we're all so busy
running homes, offices, the
country etc, plus writing ter-
rific programs that we just
don't have time to write to
games mags. We only just
manage to find time to read
them!

You've got three fans in our
house, and we're all female
(shocked gasps from all
chauvinists). And all avid
adventure players, so we real-
ly appreciate the White
Wizard.

Liz Tomlinson,
Havant, Hants

Equal opportunity
zapping

In response to your frenzied
101%

plea, here I am -
woman!

Well now, it's all very well
for you to sit there and say
‘come on girls' but you ought
to try it! I'm fed up with

getting the cold shoulder
when 1 go to buy software,
too many retailers look down
their noses and frown, as if |
don’t know what I'm on ab-
out.

When I got my Spectrum, |
was conned into a cassette
recorder too, because | was
told the computer wouldn't
work with a radio/cassette.
Ha! The r/c works perfectly
with my computer whereas
the other won't load any-
thing.

Don't get me wrong, I'm no
women'’s lib freak, but life
isn't easy — take the arcades.
In I go and see what? Yep,
dozens of blokes hogging the
machines, flexing their joys-
ticks and concentrating in all

directions. If I should dare to
‘insert coin’, I'm instantly sur-
rounded by 'em all waiting
expectantly for a rapid loss of
lives!

We females are very in-
terested in arcade and com-
puter games so for God's sake
shove over and give us a
chance!

Well, I'm off now to bath
the canary and wait for the
insults to come pouring in.
Alli, Dymchurch, Romney
Marsh

Look out CCS!

We have just finished knitting
out favourite dollies some
brand new pink dresses
(cringe! cringe!), and thought
that we wou.d write to you.

We think your magazine is
wonderful, because of the
pretty pictures, but we do not
understand the complicated
words like ‘Basic’ and ‘Goto’
(ooohh!).

Our favourite game is Di-
amond Quest one of the
‘Games for Girls' series, be-
cause it has very pretty pic-
tures and no monsters or loud
noises which might scare us
(aah! quiver! shake!). Alas,
they are not too difficult for
our diminished intelligence
(fume!). We would love to

CS, in person, what
we think of these games
(THUMP! THUMP!). Must
go now because our copy of
‘Twinkle’ has just arrived —
Yippee.

Sarah (BBC Model B)
Ormes and Kirsty (Com-
modore 64) Lewis, Princes
Risborough

WOW! And this is just a
selection of the tons of mail
we've received from irate
females everywhere. Come
on lads give us a break!

Perils of panel
reviews

You undoubtedly get lots of
software companies who

complain about reviews given
to their games, but I felt I had
to reply to the review given to
Perils of Bear George in your
November issue.

The main reviewer, Martyn
Smith, liked our graphics,
sound and game idea but
rated it poorly because it
‘does not increase in difficul-
ty’ and ‘requires little effort’.
In the same review, Peter
Walker and Richard Boniface
say Bear Georgeis too hard!!

My point? How can poten-
tial buyers make purchasing
decisions based on such ex-
tremes of opinion. You have
many games to review and it
may be a very difficult task,
but a poorly considered
games review section is the
worst thing a software maga-
zine could be accused of.
Don'tlet it happen to PCG.
Peter Hardingham,
Cheetahsoft, London

We think that readers
should know when there's
an honest difference of opin-
ion over a game. That's the
whole point of having a
panel, rather than just single
reviewers. But we do try to
iron out absolute contradic-
tions.

Spoilsports?

Personally [ think your Tricks
n' Tactics section in PCG is
stupid. What on earth is the
point of buying games like
Sabre Wulf and Trashman
when you are told how to
complete the games. Surely
the enjoyment in such games
is to find out things and com-
plete them yourself.

Jeremy Burrows, Doncaster
in-

The T'nT section was
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corporated in the mag due to
popular demand. We've had
loads of people writing in
asking us to do tips on va-
rious games. If you're stuck
on a particular game, they
can be very useful Of
course, if you don't want
help you can skip the pages.

Revenge of
the user port

Please forward my sincere
‘thanks' to the Vulture for
giving me tips on how to
cheat at Revenge of the
Mutant Camels on the CBM
64.

I did as he said, connected
the two pins of the user port
and my computer decided to
break. Now I'll have to wait a
month for it to be repaired!

Ian Armstrong,
Tyne and Wear

Well lan, we didn't recom-
mend it — sorry aboul your
computer though - at least
vou'll know not to do it
again.

Machine
availability

In your magazine, there's one
thing that continues to annoy
me. This being that a game
may be made for both Com-
modore and Spectrum, or
BBC and Electron yet you
always put it under one categ-
ory. This has the effect of
making people think it's only
made for one machine.

The second thing I thought
you might like to know is the
way in which 1 solved the
anagrams in your competi-
tion.

I wrote a small program in
Basic to input the letters in
the anagram and then print
every available combination.
I then just had to watch the
screen until the correct com-
bination of letters came up!

Colin Goldin, Eastbourne

Wedo try to find out whether
the games we receive are for
more than one machine, but
sometimes they do slip
through the net. In many
cases the software com-
panies themselves, fail to in-
form us that the game is on
another machine.

As for your other little re-
velation, all we can say to
thatis— CHEAT!!

Kokotoni cock-up

Having read your review of
Kokotoni Wilfin the Novem-

Stop the micro
slanging match!

During the four years I have
had an interest in home mic-
ros | have read many different
computing magazines. | have
also used several different
computers and own three. I
have a good old ZX81, a Vic
20 and now a Commodore
64.

Up until now I have never
actually written to a maga-
zine. So what has made me
write now? Well, it is the
constant slagging off of diffe-
rent computers and software:
silly and immature argument
such as ‘my Spectrum is bet-
ter than your 64." This has
been going on in the many
letters pages of different
magazines.

Until now 1 have tried to
ignore it. In the November
issue of your magazine, 1 read
a letter from P Lowe of Man-
chester. In his very short epis-
tle he made various slagging
off comments of the very chil-
dish kind. He or she said that
the Commodore 64 was a
Yankee machine and that
most of the games available
for it are ripped off Spectrum
ideas. This comment really
spoilt your otherwise excel-
lent mag.

Firstly, OK, the '64 did ori-
ginate in the USA but is now
being made in the good old
UK. Secondly, I don't think

any of the games for the '64
are ripped off Spectrum ideas.
Most companies such as Soft-
ware Projects have converted
their games to the '64 and
also to other micros, This is
obviously the way the com-
panies will make their money.
As for Ultimate sticking to the
Spectrum, surely they would
have a bigger market if they
converted software to the '64.
I hope, if you print this,
people will stop all this slag-
ging off and just stick to using
their micros more maturely. |
mean, most people know
which micro they want before
they buy it, and that must be
up to them and no-one else.

Paul Rawling
Scarborough

Call it quits

Why do we have to put up
with the Commodore 64 ver-
sus Spectrum battle?

There’s nothing really
wrong with either machine to
make people hate them and
there's no real differences be-
tween the capabilities of each
computer. Each has its good
and bad points.

Mr C Thompson,
Church Fenton, N Yorks

Well, you could both be right
but some of those letters can
be gquite funny. ..

ber issue I rushed out and
bought a copy, but I just can't
agree with the reviewer on
how long it would take to
discover Ulrich’s secret.

It did, in fact, take me 90
seconds! (Which must qualify
for some kind of record.) Un-
fortunately, 1 have yet to play
the game! My copy failed to
load and run properly and
when I pressed the fire button
on my joystick, Ulrich’s secret
was revealed on the screen!

Malcolm S Matheson,
Aberdeen

Vicrub
I am writing to you as a point
of sympathy for us Vic 20
owners. When I go into a
computer shop and ask for a
newly released Vic game (not
many about) [ am looked at as
though I'm a loony from
another planet.

The problem is that there

are very few newly released
Vic 20 games and if there is
one, it's highly unlikely you’ll
find itin a computer shop.

The real problem is the
manufacturers — they've for-
gotten us! They use the ex-
cuse that we Vic owners are a
dying breed, but Vics are still
being made AND bought!
Even if they do stop selling
them there's still millions of
us out here in the darkness
that need light — and that
means NEW games.

Games like Pharaoh’'s
Curse and Shamus prove
that the Vic has the capabili-
ties. So hear our plea! Soft-
ware companies everywhere,

PLEASE get programming!
Paul Burton, Durham

A sorry story indeed, but
don’t despair, we're still
hunting out those elusive
new games for you,

I am writing to tell you about
a time when my dad and me
were in a John Menzies com-
puter centre writing a little
program on the Acorn Elec-
tron when my dad moved the
computer nearer him and a
wire came out of the back of
the computer and an alarm
went off.

All the shop assistants
rushed to the shelf where the
computers were and tried to
stop the ‘robber’.

However, everyone calmed
down when they found it was
accidental. T thought it was a
bit silly really, I mean who's
going to be daft enough to
steal a computer in broad
daylight. After all it's not the
sort of thing you can just put
in your pocket and walk out!

Another time, my friend
and [ were in Dixon’s when a

computer ‘know-all’ was
spouting his mouth off, My
friend and 1 burst out

laughing when he casually
said ‘I'm quite interested in
programming on the new
Sinclair 16." What a Wally!

James Faux,
Darby Green, Surrey

A shot in the dark?

In the November issue of
PCG, Pyjamarama was rated
Game of the Month. What's
wrong with that I can hear
you ask. Nothing, I answer,
the game’s pure brilliance.

The problem arises in the
screen dumps printed along-
side the review of the game.
In only three of the seven
pictures is Wally in correct
dress, his nightgown and
floppy cap. The other four
have him in his overalls, fresh
from Mikrogen's other excel-
lent program, Automania.

Also the pictures with the
incorrect Wally in them, call
the glass of milk at the top of
the screen Dream Power,
when it is of course, Snooze
Power.,

I can’t wait to see how you
explain this one PCG, surely
yvou haven't got a pirate copy?

Jason Duckers, Chester

Hard luck Jason, you won't
catch us out with this one —
Mikrogen themselves sent us
the screen shots! Apparently
they're from a  pre-
production copy of the
game...perhaps you'd like to
talk to them about pirates.
No? Oh well, never mind.
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k| 1 was very annoyed when I
| read the letter headed ‘Really
pathetic reply!”” from some-
one using my name. 1 don't
mind being criticised for my
views, but I do resent the fact
that you printed the letter.

Had you compared this
rubbish with my original let-
ter, you would have seen the
difference. Unless, of course,
you wrote the libellous piece
yourself, and I wouldn't put it
past you.

If you have any standards
whatsoever you will print this
letter and/or a formal apolo-
gv. How can you possibly
believe that 1 would write an
apology for my other letter
and publicly humiliate my-
self? And just when the quali-
ty of PCG was improving too.
THE Tim Russell, Coventry

Sorry Tim, one of our other
readers took it upon them-
selves to use your name
when writing,

The culprit has promised
not to do if again and on
behalf of the PCG Team 1'd
like to add our mega-sincere
apologies.

Swiss supporter

I am writing from Switzer-
land to tell you how super 1
find your magazine. I am 10
years old and many of my
friends also read this mag. In
Switzerland the most popular
computer is the 64, but I own
a Spectrum. Although I have
to wait two weeks for the
magazine to be on sale, every
hour of this wait is worth it.
Henry Dubois-Ferriere,
Geneva, Switzerland

Englishman abroad
May I introduce myself. I am
an English 15 year old living
in Holland (long story) and 1
buy the mag every month. I
especially like Adven-
tureworld, Tricks 'n Tactics,
Screen Test, Buzz and Byte
Back, but may | suggest a
column where people can sell
things, such as - games!

I wrote to vou because I'd
like people to see that us
English in Holland, about 90
to 100,000 of us read vour
mag too!

It anybody in England who
owns a '64 would like to write
to me I will be glad to hear
from vou!

Chris Hooson,
Grevingaheerd 9,
Groningen,
Holland, A737 SB

How to frustrate a shop assistant

I would like to give you an
example of a typical con-
versation that actually took
place between me and a gulli-
ble assistant in Boots the
Chemist. It happened one
Saturday...

ME: Excuse me, but could
you please tell me a little
about this? (Pointing to a
Spectrum.)

ASSISTANT: Er, certainly,
it’s a computer.

ME: But what sort?
ASSISTANT: A ZX Sinclair
Spectrum,

ME: What doesitdo?

ASSISTANT: Well, you can
buy all these games for it.

ME: (Butting in) What are the
graphics like?

ASSISTANT: Well, they're
colourful, and on some
games...

ME: (Butting in again) What's
the sound like?

ASSISTANT: You have to
buy this thing here to make
sound.

ME: What interfaces does it
have?

ASSISTANT: It hasn't got
any with it, they come sepa-
rate (pointing to a joystick).
ME: What different types are
thereofthis computer?
ASSISTANT: There is a 16K
and 48K.

ME: How much memory
does a 48K Spectrum have?
(This is a classic guestion.)
ASSISTANT: Er, er, er (long
pause), oh, erit’s 48K

ME: How much ROM has it
got?

ASSISTANT: The 16K has
3K ROM and the 48K has 8K
ROM.

ME: What is the processor
type?

ASSISTANT: I'm sorry, but
you'd better ask that gentle-
man over there..

It's terribly difficult to keep a
straight face whilst asking
these questions!

Gary Howland,

Boston, Lincs

Many thanks, Gary, for this
enlightening conversation
and the many tips etc that
you enclosed.

Half a brain?

I am just writing to tell you
how sick I am of your unbe-
lievably terrible magazine
and the obviously wimpish
prats who read it.

I am a Spectrum owner and
anyone with even half a brain
could tell that all these Com-
modore and BBC users are off
their heads thinking they can
compete with the amazingly
superior Spectrum.

Your review section is the
worst part of the whole maga-
zine. Imagine not giving every
Spectrum game 10 in every
category.

Jamie Cowans,

Finchley, London
Thank-you, Jamie. That's
the kind of gentle, reasoned
criticism we really appreci-
ate.

Amstrad please

Just thought I'd write to say
that I'm fed up with hearing
about the black box with
squidgy keys (Spectrum) and
the computer with the worst
Basic and most biased advert
(CBM 64). Anyone would
think that these are the only
two computers in the world.
They are not!

I own an Amstrad CPC 464

which is much better than the
two combined. I hope to see
plenty of Amstrad software
reviewed in the future.

Michael Porter,
Colchester, Essex

Elite protest

On Tuesday the 16th of Octo-
ber I rushed into Smiths and
there on the shelf was my
eagerly awaited PCG. Quick-
er than quick 1 flicked
through until 1T got to the
Screen Test section. Then |
nearly died. Why, oh why, is
Pyjamarama Game of the
Month and Elite only a hit? 1
own a BBC so you may call
me biased, but in my opinion
Eliteis a far superior game.

Simon Scheverle,

Harlow, Essex

We agree, Elite is superb, and
! think if we'd known that
the casselte version was
almost as good as that on
disk we would have made it
Game of the Month. Unfor-
tunately the game was re-
leased very late in the
month, and we had little
time to check details. Any-
way, Pyjamarama is also a
great game. The following is
just one of literally hundreds
of letters we've had about it.

Pyjamarama
praise
Congratulations to Mikrogen

on the fantastic Pyjamar-
ama. | completed it in eight
days—and it’s not easy.

After buying your really ace
mag, I noticed you are quite
interested in Pyjamarama
which rightly was awarded
the acclaimed Game of the
Month. 1 bought this game
the first day it was released
and was more than satisfied —
I couldn’t drag myself away
from it.

On October 8th I did the
game after many hours of
logical thinking and experi-
mernt.

John Weedon, Telford

What a pity vou didn’t write
earlier, John, or you might
have been one of the winners
i our Pyjamarama competi-
tion. Clearly a lot of people
have solved the game -
we've had hundreds of en-
fries for the competition, and
they're still coming in!

The 26 winners were sel-
tled within days of the
November issue being pub-
lished. First off the mark was
Ken Armsirong of Black-
heath who wins a day out at
Mikrogen plus a special
Wally trophy.

The 25 runners up each get
a Wally T-shirt, plus a £10
voucher for the next Mik-
rogen game. They are:

John Brimecome, Cowplain,
Hants; Mark  Reynaud
(Cobham) and Tim Cosway
(Sunbury-on-Thames); Mar-
tin Ellis, Liverpool; David
Leech, London; A Milling-
ton and P Ford from North-
umberland; lan Hodassy,
Ashtead, Surrey; Warren
Dunn, Romford; A F Stone,
Bristol; John Ward, Halifax;
Martyn Evans, Birmingham,
D R Jeffree, Berkhamsted;
Mark Clayton, Rickmans-
worth;, Domenick [annetta,
Dundee; J] M Girling, Glas-
gow, Wah Wai Wan, Liver-
pool; Adam Davey, London;
Liam Humphreys and Miles
Simpson from London;
Jamie Bissmire, London:
Harvey Lodder, Bracknell
Berks; Alan Jones, Luton;
Adam Joseph, Croydon;
Andrew Hall, Cumbria; Paul
Cox, Romford; Robert Ham-
mond, St Albans; B J Ver-
non, London.

Those of you who sent in
joint entries will have to
share your prize, since only
26 could win.

JANUARY 19835




-NOW on 48K Spectrum

The uitimate
underground
adventure

Superb scroll routine, described by experts as one of
the best pieces of Spectrum programming ever!
Sixteen mystical caves, 5 levels of play,

joystick or keyboard options.

One of the toughest tests of strategy and reflexes
ever! Starring "Rockford” ns the incorrigible
burrowing bug in his restless quest for gleaming
jewels.

U.S. Reviews

"... Boulder Dash should be leading contender
for anybody's action-game-of-the-year award
Burt Hochberg GAMES Magazine

*...amagical mix of challenge, charm and
originality .. . easily one of the best computer
games of the year’

Michael Blanchet Chicago Tribune Syndicate

“This game will be mentioned in my will

... What sl licon is and integrated circuits
were always meant to be ... subtle brilliance
and unceasing magic...in a class by itself ..~
Craig Holyoak Deseret News

"First Star has done a first-rate job
on BOULDER DASH ... the graphics
aredazzling. .’

The Video Game Update

"BOULDER DASH takes the cake ... the
overall quality is excellent ..
John Skoog K-Power Magazine

ThiS one’s
hot for Xmas!
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48K SPECTRUM

PROJECT FUTURE - Your mission to teleport aboard,

Star Ship FUTURE.

The SS FUTURE is a huge labyrinth of a Star Ship,
covering 256 screens of the most amazing high
resolution graphics ever seen on the Spectrum.

and activate the Self Destruct System, of the dreaded !

tHE ULTIMATE ArcApE ADVENTURE

MICROMANIA _

AVAILABLE NOW FROM ALL GOOD SOFTWARE OUTLETS OR DIRECT
PRICED £6.95 INC P & P FROM:
MICROMANIA, 14 LOWER HILL RD., EPSOM, SURREY KT19 8LT




To: Front Runner, K-soft distribution,

620 Western Avenue, London W3 OTU
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‘Explosive
ACtIOI,‘jI!—

Feel your temperature rise asyo
battie to control the overh
boilers. Your challenge Is to

fight and defeat the machinery,
but the pressure can become
intolerabie!
%Boi!erhnuse is an all machine
X code game with keyboard
‘\-. or joystick
"y . =" options.

EB.95 INnC.VAT
48K Spectrum
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Available on the 48!( Spectrum
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You are a highly trained Galactic
Commando deep in enemy territory.
Power hu leaders of the repressive
Bungeling have stolena
fortune in gold from the peace loving
people, and you have just discovered
thdrsamatunnemmuudtmuury
Your goal? To recover every last ingot
of Bungeling booty. You'll be running,
jumping and climbing heroically,
solving perplexing puzzles and

] through sione floors and
barriers using your laser drill pistol.
You'll need more than fieet feel and
good looks to get through this mission
alive. You'll need gquick wits and brains!
CREATE YOUR OWN GAMES!
Lode Runner is more than a fast action
game. Ii's a game generator that iets
you design your own puzzles and
scenes. You can move, add and take
away countless ladders, floors, trap
doors, crosshars, gold chests and

enemies. It's easy and

there’s no end to the variations,
challenge and fun.

Software Projects Limited, Bearbrand Complex, Allerton Road, Woolton, Liverpool L25 7SF
Telex: 627520 Telephone: 051-428 9393 (4 lines).
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Can Thor save Cule Chick from the hungry
dinosaur? Omly you can help. At first he only has
to jump rocks and holes. Then he must jump and

Forest. The only way Thor can gel acsoss the river
is Lo hop on the turties’ backs, These turthes
sometimes get tired and submerge at the wrong
moment, much to Thor's dismay! To add to Thor's
difficulties, his arch-enemy Fat Broad is waiting
on the other side to ambush him. If Thor's timing
is good, the Dooky Bird is overhead, the
prehisloric bird will pick him up and carry him

Thor must build up plenty of speed during his
downhill run before the cliff. Timing is crucial,
too. If Thor's balancé is off or he is loo slow he
will crash into the ravine or the face of the cliff.
Omce over the clilf, Thor faces his most difficuit
challenge: the volcanic eruption, In addition to
the obstacies on the ground, he is showered with
boulders from the sky.

Once again Thor must cross the vver on the
turtles’ backs. Then, at last, he must face the
dinosaurt If Thor can get past the dinosaur and
into the cave, he has only a short way to go to
rescue Cute Chick. On his way, Thor must duck

wmmjmmmmm
Eﬁﬁ%ﬁﬁ;ﬁﬁiw Available on the Commodore 64
Cute Chis

© Sydney 1984. Licensed from Sierra-on-line .
Licensed to Software Projects. Produced by Software Projects.

Send a hlﬁﬂtﬂmm addressed
envelope for more detailed
information on our new releases,
plus a free large poster.

For Mail Order only:
Software Projects, P.O. Box 12, L25 7AF

Selected tities available from:—
John Menzies, HMV, Boots, Woolworth,

Spectrum and other large
g and all good major sofware




Watch carefully forthe thlling anel nerve!
adventure these two encounter
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B L  ‘Gremlin’s collection of softw.irc
=S8 hits are a must for any enthusiast's Xmas |i-!
From fast moving action in Suicide Express to the absorbing,
skill of Monty Mole, play with Gremlin and thaselong cold
winter days will pass in a flash. And don't be greedy = think of

friends and family as well — they make great gifts and at a good price
Thanks to a little Gremlin Santa's job will be a little easier this year



Alpha House, 10 Carver Street,
Sheftield S1 4FS. Tel: (0742) 753423
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‘ ORIC GAME OF THE YEAR:

Classic Racing

| This wonderful horse racing simulation
| was certainly the most addictive Oric
game we've received in the last 12
months. It has to be said, however, that
there weren't many contenders for this
title. Zorgon's Revenge would have
made it, but it came out just too early. As
it is, Salamander's Classic Racing, with
excellent graphics and animation, just
| made it to the finishing line ahead of the
| rest.

VIC GAME OF THE YEAR:

Pharaooh’s Curse

This game so impressed us here at PCG
that it almost beat Quo Vadis in the
battle for the Game of the Month slot.

Fifteen gripping screens of treasure-
gathering, mummy-blasting, rope-climb-
ing, trap-dodging, spine-chilling action
make Hesware's program an outright
winner for the expanded Vic.

e

THEHITS

ere they are — the computer game awards everyone in the business has

been biting their nails over. Who has won the coveted PCG award for _
the Most Poked Game? Which chauvinist pigs will be celebrating their GRETEST ATMOSPHERE:
capture of the Most Sexist Game title? We canvassed a huge cross-section | | Forbiddemn Forest

of games players. In all categories their four judgements were unanimous Our Game of the Month in April created
Here are the results. a spooky atmosphere of monsters and

magic. Readers often advised us not to
play it at night, and good advice it was
too. Cosmi’s Commodore masterpiece.

SWEATIEST GAME: |

Decathion
This is the game which has been keeping
washing machines working overtime for
the past few months. Some people wear
shorts and running shoes: if you don't,
all that joystick waggling leaves you
feeling soggier than wearing a wet-suit
1n-a saund.
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BEST ‘THIS IS THE AGE
OF THE TRAIN’ GAME:

Svicide Express

Loco, on the 64, was a PCG Game of the
Month. Stop The Express on the Spec-
trum was a PCG Hit. But the best game
with a train had to be Tony Crowther's
| Suicide Express on the '64 from Grem-
lin Graphics. It had everything: great
music, superb graphics, intriguing
gameplay and bags of excitement.
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MOST MAPPED GAME:
Sabre Wulf

No sooner was Ultimate's swashbuckler
on sale than fanatics were at work
mapping out its 256 locations. We
printed the first map, and where we led
{others followed. A Spectrum super-
game, Sabre Wulf should soon be
appearing in all the best atlases.

MOST POKED GAME:
Jef Set Willy

A clear winner. Perhaps the only game
this year that was more rokep than
played.

MOST PLAYED GAME:

Chuckie Egg

Sabre Wulf made a late run, but didn’t
quite have the legs to catch A&F's
disgustingly compulsive game. Some
people have been known to play this
game for six or seven hours at a stretch.
egged on by the desire to make it into
PCG’s high-score tables. Chuckie Egg
just might keep on clucking through
another year,

B MINTERest GAME:

Ancipital ‘
i October’s goatoid Game of the Month.
| Wacky, zany, witty, crazy, hairy, hippy|
. and heavy. And a great '64 game! Good.
! mness knows what Jeff's got up his llama
, wool sleeves for us next.

The Lords Of Midnight

Beyond decided that this brilliant com-
bination of adventure and war game
merited a new description, so they cal-
led it the first Epic game. And epic it
certainly was, with over 4,000 locations
and a cast of millions packed into the
Spectrum. The size, the quality of the
graphics and the complexity of the
gameplay all made Midnight into some-
thing the likes of which we had never
scen before — but many games in the
future will bear signs of its influence.

BBC GAME OF THE YEAR:

Elite

Despite competition from great games
like Frak! and Fortress, Acomsoft’s
Elite was the clear winner for the BBC.
The amazing 3D graphics, the sheer size
of it and the terrific shoot-'em-up action
make it an absolute necessity for Beeh
OWIETS.

BIGGEST LET-DOWN:

Alice In Videoland

A crying shame, this one. When we were
given a sneak preview of the game our
collective mind was blown. We hadn't
seen anything like it since the tea-lady
slipped something funny in the drinks
last Christmas. But when Audiogenic
sent the completed game a couple of
months later, a great wailing and
gnashing of teeth were heard. It was a
duffer and no mistaking, Pretty
graphics, but there was no game there
and, therefore, not a lot to play. Ah well,
Maybe next time...

BIGGEST RIP-OFF:

Formvula 1

No contest here. Outright winners were
Spirit Software, whose racing game on
the Spectrum — complete with ‘Steering
wheel' — was first advertised back in
February. The game finally made its way
into long-suffering purchasers' Spec-
trums this autumn, after much anguish
and a certain amount of interest from
the authorities. Let's hope this is one
category that won't have to be awarded
in 1985.

WORST PRETENTIONS:

Devs Ex Machina

The Spectrum game that takes vou from
the cradle to the grave to the accom-
paniment of a ‘soundtrack’ on another
lape.

The seven ages of man — cribbed from
Shakespeare, mangled by Automata —
give you a number of very dull games to
play. References to ‘Defect Police,
clones etc. are meant to give the game
some significance as a warning about
the totalitarian future, but this doesn’t
really work given Automata’s unfailing-
ly infantile sense of humour. Not even a
star-studded cast could save it.

MOST SEXIST GAME:

B.C. Bill

A real battle for the honours here. Strip
Poker, from US Gold, had a strong
claim to the title as players gave their all
in an attempt to strip the assets of
Melissa and Susie. But victory goes to
that prehistoric macho-man B.C. Bill
from Beau Jolly. His subtle courtship
methods — clubbing down a female and
dragging her back to his cave by her hair
—win him this coveted PCG award.
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A character you can really control, reacting realistically
to every twist of the |

oystick, as he jinks and leaps in and out

his 3D background.

F A\

Quantity

They have manipulated
man for tens of
thousands of years.

Only now have we

2 || discoveredit. ..

Only now are we
perceived asathreat . ..

Only now are we in

Please send me Psi Warrior (Commodore 64 £9.95)

From the authors of Psytron (Commodore 64 £7.95)

Order Hofline 0858 34567. Total

Enquiries 01-837 2899, P
|l enclose a Postal Order/Cheque payable to Beyond, or charge my credit cord
Card Number

Access/Visa (Delete as necessary)

Name

Address

Post Code
Please rush me details of
Signed the Bayond Clubl [ |

Beyond Competition House, Famdon Road, Market Harbaorough,
Leicestershire LE1? PNR




Available for B.B.C. Model "B",
Electron, Spectrum and Commodore 64
Espionage is available from all leading
High Street Stores and quality Computer
Games Specialists.
price £8.95

Retailers contact Mr. Len Fisheron

our telephone hot-line (0642) 227223. MODULAR RESOURCES LIMITED

A GAME OF INTRIGUE & SKILL IN THE OIL BUSINESS.
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The greatest animated graphic adventure yet, with over
70 screens to discover and conquer.
For the BBC and ELECTRON
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Play with Fire!
The best shoot “em up, ever written for the BBC,

C.5.M. [Consolidated Software Marketing|.
Suite 40, Strand House, Great West Raad, Brentford, Midd=. TWE 9EX. Tel 01 -580.4191,




PCG Special /
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PCG’s 1985 DIAR

Sensational exclusive! We reveal the New Year’s hottest
events before they happen!

'SplJANUARY

I Sinclair announce their new computer,
the 'Mystery’. The company say it
‘out-performs anything in the Pentagon’.

I A new Lliverpool software house

called Enigami is formed — they say
Imagine got things back to front and
promise: no hype.

] Enigami announce the imminent re-

lease of two 'hyper-mega gomes’
which they say will bear no relation to
Software As It Is Known Today.

2

FEBRUARY

PCG publishes o letter from a Mr Jock
Russell of Coventry saying all Spectrum
owners are violent, unintelligent yobbas.

Jeff Minter releases a game featur-
ing o man-eating hamster.

] Video Halt announce they have the

mail-order rights to a staggering
new product — a IXB1 emulotor for the
Commaodore 84. It will allow ‘64 owners to
play almost the entire range of ZX81
games. ‘We believe there is o huge
demand among ‘44 owners for classics
such as Hangman and Breakout.’ said o
spakesman.

I4A Mr Jock Russell is mugged in
Glasgow by a gang of stocking-
rubber

masked
keyboards.

youths  wielding

] Sincloir's ‘Mystery’ receives its first
public viewing. They promise they'll
have one you can actually turn on by the

end af the month.

2 The Mational Coal Board enter the
software market in a desperate bid

to recover losses from the coal strike. Their

first title is o platform game called Manie

McGregor.
2 Teaser ads begin for Legend's new
game The Great Game Wail.

Video Halt reveal further details of

their ZX81 emulator. ‘Not only will it
taithfully reproduce flickering graphics on
the &4," said the spokesman, ‘it will also
give Commodore users the full benefit of
ZX81 sound.’

PCG's exclusive Game of the Month
has an incredible 100,000 screens — all
identical.

20 Software Projects announce their
hot new release "Matthew Gives Us

The Willy’s'. The company offers £20,000
for a set of rokes to debug it.

26 Jeff Minter releases a new game

teaturing a four-wheel drive yak.
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Sinclair deny that their ods promising

delivery of the Mystery ‘within the
decade’ are misleading. A spokesman
says: ‘Full production will definitely get
wnderway by Movember 1989

22 Top-selling '64 programmer Tony
Crowther leaves Wizard Develop-
ment.

25 An exciting mail order company
Dispiriting Software place ads for o

3D space game which comes complete with
moulded plastic spacecrafi.

Ultimate announce they will now con-

centrate on the Commodore &4 and
MSX micros. Seventeen Spectrum owners
commit suicide.

] Details are released of the ZX81

emulator’s programmer. He is Igor
Rom User-Port, o &5-year-gld inmate of
the Home for Distressed Haockers. “We
have great faith in his ability,” said Video
Halt. 'He has written the best Space
Invaders ever for the Texas 1 Pocket
Caleulator. We expect great things from
him.*

26 Alarmed by PCG's booming sales
figures, Computer and Video
Games, Crash ond Big K announce o
merger. The new maog is colled Big
Computer Crash.

JUNE

Automata release a game called Far
Out and Intellectual in which you have
to laser blast your way through little grey
blobs representing Kierkegaard's existen-
tialist philosophy while simultanecusly
watching o home video of the Sex Pistols,
2 The Enterprise is launched, de-
scribed by journalists as ‘the hottest

computer of 1983°,

2 PCG receives 200 letters complain-
ing that Dispiriting Software’s 3D

space game hasn't yet arrived.

‘We expect great things from Mr
User-Port,” say Video Halt, adding:
‘the ZX81 emulator has yet to appear
because of his difficulty in obtaining @

X81.’

I JeH Minter releases a game featur-
ing o nucleor-powered bison.

2 Elite launch o new game culled The
Hypesters and offer a free holiday

in the Carribean for the writer who gives it

the most gravelling review.

] Mastertronic slash their program
prices to 50p and offer o £20,000

prize to the first person to buy one.

2 Enigami say their ultra-hyper-mega
gomes are almost complete. They

deny the company is facing financial

pressure.
2 Soinsbury’s announce their bid to

enter the software market. Their
first title is called: Wally's Trolfy.

PCG hold a games exhibition in the

Shetland lsles. s o rooring success
with a total attendance of 50 people, Jeff
Minter and 4,000 sheep,

'I 4 Video Halt announce that their

ZXB1 emulator merely needs 'a little
more time' for completion. "We confident-
ly expect to have it in the shops within the
next millenium,’ a SPDkesman said.

OCTOBER

Joystick manufacturers are accused of
bribing sottware companies to encour-
age the production of Decathlon games.

Jeff Minter reveals he's run out of hairy
animals to feature in his games. I'm
into hairy plants now,” he says.

] leff Minter releases his new game.
It's colled The Cactus.

22 Sinclair go bust.

The first copy of Dispiriting Software's

30 space game is received by o reader
in the Falkland lslands. The plaostic,
moulded spacecraft is 1 inch high.

] Fifteen  Jopanese  companies

announce they are abandoning the
MSX standard in favour of a more power-
ful one. It is rumoured to be 100 per cent
compatible with the Spectrum. A spokes-
man soid: *At rast the people of Jopan will
be able to pray Jet Sef Wirry.'

DECEMBER

Enigami’s super-ultra-hyper-mega
games appear. One features a thing
eating dots in o moze. The ather involves
shooting little green aliens as they try to

invade Earth.

3 UFOs land in Britain, but find
everyone indoors shooting little

green aliens and reading PCG. So they

leave in disgust.
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Three gargantuan ghosthusting prizes — 25 programs
of your choice

Four action shots from
Ghostbusters.

You've heard all about the all-action movie —
you’'ve read all about the remarkable game (see
p58). Now lick your lips over Ghostbusters the

incredible competition.

Three mouth-watering first prizes are on
offer, people. Just imagine being able to
choose TWENTY-FIVE different games
for your micro. And then being sent
them all for free. If you win this competi-
tion, that's exactly what you'll be able to
do —you can choose ANY 25 titles, up to
atotal value of £250.

What'’s more you'll get a great package
of Ghostbusters gear including a T-shirt,
a record and a copy of the game from
Activision. We'll also be giving away this
package to the 20 runners up in the
competition,

Sounds good? You said it. Get those
entries in.

e’

GELNSTBUSTERS

ACTIVEON

How to enter

Take a look at these three pictures. Each |
is a blow up of a small part of one of the
four action shots we've printed from the
Ghostbusters film. All you have to do is
work out which picture comes from
which action shot. Then send us, on a
post-card (or write on the back of an
envelope) the following information:

—your name and address

— your phone number if you have one

— the micro you own

the letters (in the right order) of the
action shots from which the blown up
pictures are taken. For example, if you
think picture 1 is from shot A, picture 2
from shot D, and picture 3 from shot B,
write: A,D,B.

Post your entry to Ghostbusters
Competition, Personal Computer
Games, 62 Oxford Street, London
WI1A 2HG. The closing date is January
21st.

After that date we shall make a draw
from the correct entries. The first three
out of the hat will be declared WIN-
NERS. The next 20 will be runners up.

JANUARY 1983
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Competition

arcades!
This amazing prize will offer you
hours of play on one of the most
sensational arcade games ever program-
med — and you won't have to dip into
your pocket for a single 10p bit! Just
imagine — if you're really mean you
could practise for hours before swan-
ning out to the local arcade and beating
your chums hollow! Or you could invite
your friends round for a championship
play-off that won't cost anyone a penny!

In addition to the arcade console,
Taskset are donating 25 copies of Cad-
Cam Warrior, their latest 8000 screen
blockbuster for the Commodore 64.
With games like Super Pipeline and
Poster Paster already under their belt,
Taskset look as if they could have come
up with one of 1985’s big hits, and 25
runners-up will receive a free copy of the
game direct from Taskset.

Now for the competition. All you
have to do is look at the three simple
questions below and enter the answers
on the form. You must then complete
the tie-breaker using not more than 20
words, fill in your name and address,
and post the form in an envelope to:
Taskset Competition, Personal Com-
puter Games, 62 Oxford Street, Lon-
don W1A 2HG. Closing date for entries
is January 21st, 1985. Good luck!

Here are the 3 questions:

1 Which software company has its
offices in Bridlington?

2 Which Taskset game stars a character
called Bill Stickers?

3 In which arcade do you encounter
Landers, Swarmers, and Pods?

Dream arcade action from Taskset and PCG

WIN A DEFENDER
CONSOLE!

What a prize! In conjunction with Taskset we're
giving away this stunning Defender console — a
genuine, full-featured unit just like the ones in the

CodCom Warrnior s o stunning 8,194 screen
mega-shoot-"em-up from Taskset, who've already
notched up a terrific reputation with gomes like
Super Pipeline and Poster Paster,

It is set inside a ‘'machine-generated envircnment’
— B,174 locations, every one different, ond all
leading to the System Core, which houses memaory
bonks that YOU must repair!

Each screen is different and threatens the player
with instant destruction. You con succeed by

TASKSET'S MASSIVE NEW RELEASE I

clearing every screen, which may involve blasting
everything in sight, collecting objects, or some ather
task. The game is so vast, however, that achieving
viclory in this manner could toke days of continuous
play.

Tasket hove incorporated on ingenious system
that rewards your performance on o parficular
screen by making special ‘short-cuts’ available te
the player. Once you've completed o screen, the
program offers you a choice of exils. Some will lead

you further on your journey - but athers could lead
Yo il EIG *ruuh!e!

Taskset Competition Entry Form —i Unlike a lat of mul1i~s:ree: games, :-,hrsf -;-:\e- will
257 L RN 1 W If I met a Mutant on a bus, I would | NP OUE IAGK] W YIUT SIOVIY SNECY: D) 08 e ey
[s0 be careful not to cough while playing), AND
l Address iiiininmisiiinnsiaias  (mae20words) s sanaiiannia s ‘ Hesbaiare 28 brish sopias ety Jor 25 ucky pasple
| I in our competilion — 5o get your enfry in now!
ars s . G e Above is just one of the 8, 194 hostile screens
The answers to the questions are: I ot s Eib viia g o
I 1]..............................._............................._._ I'ﬂ-eT{l”i{ d’esigﬂ weith ‘b SUF!:CIEEI!. Tl'lf upper half
2] I shows the top surface of the plate and the lower half
3) shows the darker, underside. You will have fo do
L ____________J bottle on both surfoces to emerge victorious.
a4 PCGAMES JANUARY 1985
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[ j id, 1e%ds a frustrating lite. !
All he really wants 1o do is his circuil boards and go [
ith the flow. But things keep aeMing in the way. 1
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prmiess, but only from a distance
_ Figsh, the lightening bolt, disconnech everything in his
; Your agents risked their ves 1o find the enemy’s secrat pegh. Which can be frustrating after Mgard day on the
en?lh're and surge ontafhe ; headquarters, cirluit,
p the hills, into Now you're risking yours Jo destroy it. Andgthe cunning Kitlerwatt is out to fry plie
you manoceuvre for pasition and And they know you're cajning. Bul &ur hero simply soiders on,
Time is shorl, 50 you'll hake o fiy. But fly too fast, and you'll  Juicd is the ullimate current event. You'll gf
squander your precious el supply. of it. Bnd o few jolts, loo! '
Needless o say, they dofi’t issue parachutes on missions
=

As you soar over hundredls of miles of distinety unfriendly
It you don’t, one of two things will hagpen. territory, the action is thigk, fast and frighteningly three-
You'll slow down and lose valuable spconds getting back  dimensional.
inlo the raee. Or worse, you'll end ug on the seat of your Fighter aircroft, Surfacedo-air missiles. Helicopler gunships.
pants, The attacks come from dvery direction,
Whe says computers don't like fo gt dirty? Even from behind,

HOW TO ORDER

Te pu Ehase any of the above games, simply fill in yalir name and address on a piece of paper, englosing your cheque
ade payable to: SYSTEM 3 SOFTWARE, and pos] fo the address below. Piease allow 7 fo 14 dd s for delivery.
Overseas Ordersf Add £4.00 per game orderad.

aysiem Diiware

South Bank House, Black Prince Road, London SE11
Tel: (01) 587 0873




e SPECTRUM 48K &5

SOFTWARE STAR is the NEW game launches, advertising,

game from Kevin Toms, who financial problems and more while /
designed the Software Classic —  trying to produce chart
FOOTBALL MANAGER. topping successful games. £

- SOFTWARE STAR allows you to One other thing, SOFTWARE P 135
try your hand at running a STAR has that gripping -. o o/ e

successful software company. You Addictive quality that all
have to cope with staff problems, Kevin's games have!

NOW AVAILABLE FOR YOUR COMPUTER!

FOOTBALL
MANAGER

i:-mTFAI.L
‘Hﬁ*ﬂcf‘\

TR R WA B X E SRR LE e

FOOTBALL MANAGER

is available for the following
computers: -

AMSTRAD CPC 464
COMMODORE B4 ................ 7.8

. A T I SPECTRUM4BK .........ocoo.0..
STRATEGY GREOF PUF - ELECTRON .................
Lum:r‘:m"uf”’““ BBC MODELB............

'1\ y ORIC 48K & ATMOS .............

! PRAGON v s
P v 2 i [ ] R S DN s .
VIC 204 16K

{soon for MSX)




EVERYTHING YOU WANT FROM A HOME COMPUTER

T.ATARI 64K BOOXL - £169: The Atatl BOOXL has many facilities and includes such advanced specilications that you will be amazed by s
porformancs. Al the new refail price of only £1689 for.a full specification G4K computer with a propar full stroke keyboard, we believe that
the BOOKL cannot be beaten. Just look at the following specifications:-

COLOUR CAPABILITIES: 16 cotoura and 18 intensitins giving 258 dilferent codours (all of e 258 colours can e displayes al Ihe same fime)
OPERATING SYSTEM: 24¥ ROM inciuding Atar Bast programming language snd a el diagnoatic best progeam

KEYBOARD: Full stroke sesign wih 62 keys mcluding holp key and 4 spocial Tunction keys. intermational haracier sed and 29 graohics keys

SOURD: 4 indaps nfant saund synihesissrs sach CARAAIe of producing mistss across a 214 Delavs ringe of & wide variaty of specisl seund eHects (hdditional
pragramming ean achieve an océlave rnge of up b nine oclaves’)

DISPLAY: 11 graghic modes and 5 toxt modas. Uip b0 320 =180 rassislian, Masimum text display 24 finas by 40 columas

SPECIAL ATARIINTEGRATED CIRCUITS: GT1A tor graphics dispiny. Pokey for scund and e onirolles ports. ANt for sgreen coniral and LB {Input/ Ouiped)
CPU: 8502C muaroproceskor - .50 miorosscond cycle and 8 clock spead of 1.7 MHE

EXTENDED GRAPHICS PUNCTIONS: High msolilion graphics. Mulli-coloured charagtar sat Sofiwere screen switching. Mulliple redifined charscher sels.
Playar midalle {sorite] graphses; Fine screan scrodling, Changesble calowr r lers Bmoolh chorasohor moyvemant Simple colour ansmatson Taciities
PROGRAMMING FEATURES: Bulll in Atarl Basic programming languagn supponing peas, poko and SR olus ai sast B othar languages avsilabie. The halp
iy will provide addibonal indarmation and mend screens with cortain soltware. Full an-scisen ooiling (s avnilntde a8 well a8 dyntax checking anantry
INPUT/QUTPUT: Extornal gracessar bus lar espansion wih medory ind paripheesls. Composie yaies manitst outpul. Peripharal port lar dirsct conAselian
to Alan standard penphesals, Spltwarp cartredga slot g included a8 wall a5 2 toystck conlrotiar parts

SOFTWARE: Crear 1,500 dems of soltware ke availabio ncluding seil imaching programs wilh unigues voice oeer The range ol programs includes Education
Home Managarant & Programming asds. Thaore i also APX {Atan Program Exchanga) and of cowse Atans lmous sniedainment soltware now ab anly
£595 In gadition thare 13.a hagt ot suppor and help svailsbie from spacislist Alar MaARAzines e Antic and Analag and Irai over 75 Atar hooks'manzsls

& ATAR| BOD 48K COMPUTER - £68: We have a limited number af fhe Mk1 maodel 800 computer with 48K. The price |s £68 (a5 a games
machina} or £98 with the Basic Programmar Kil (Basic cartridge & 2 manuals), Both come with & full 12 months guaranies,

3.ATAR! 1010 PROGRAM RECORDER - E34: For low cost slorage and refrieval capability. Dala transmission 600D baud Storage cepability
100K bytes on -2 sixty minube cassette, Track configuration four track, two channels (digital and audio). Auto record/playback! pause
controliunique scundthrough facility, Also included is buill In accidental arasure prsvention and sulomatic shutof aller each program as
well as a 3 digit tape counfer,

4. ATARI 1050 DUAL DENSITY DISK DRIVE - £188: 54" disks holding 127K randomly - accessible byles provide bolh expansion and
flemibility for your 4007800 or XL system wilh new helplul’ DOS 3. Al customers whi purchase a Disk Drive from Sifica Shop will be
mutomatically given a FREE sel of 100 programa on 3 Disks recorded on both-sides.

5 ATARI 1020 COLOUR PRINTER - £99: Printer and Plotter wilh four calour @raphic print capability. 40 column width printing at 10
characters per sacond. Can print 5, 10 and 20 charaolers per inch. 64 characler sizes. Prints toxt in 4 directions. Choica of fing typas.

& ATARI 1027 LETTER QUALITY PRINTER - £E24® For word processing letters in professional type. Printspead of 20 chars per second.

T.ATARI TOUCH TABLET - £49: Enables you fo draw and palnt pictures on your T.V. sareen, with he touch of a siylus.

8. ATARI TRAK BALL CONTROLLER - £18.95: Enables cursor mavemant in any direclion and adds arcede realism to your games:

9. ATARI SUPER CONTROLLER - £9.95: The ultimate joystick with double fire button 1o give youa gréater compatitive adge N your games

SILICA SHOP ARE THE No1 ATARI SPECIALIST

Silica Shop are naw firmly established as the No 1 Atan retail/mail order and wholasale specialist in the UK, We alrsad v offer our service to
aver 120,000 customars, 10,000 of whom hawe purchased Aliri Homa Compulers. Because we speclalise (and with & turmover of £1.5
millian], we are abke to keep prices low by bulk purchases. Ring one of our 45 staff and we will be glad to be of service 1o you. Complets tne
Coupon below and wi will send you our Alari pack with price list and cobour catlogue:

EXTENDED TWO YEAR GUARANTEE: Wo ars an Atar Service Conlre, gile b service ane Taphi Atar equipment and have added & T2 month guasaniae fo the
yrar afferad by Atark. giving ¥ou 0 full 2 year guiraros on your compuler if you Buy 1l am s

SPECLALIST SUPPORT: Our technicai stalf are always awailable on the Istaphomae 10 help &nd adwse you, We endeavour b hold siocks of every Alar
compatible item availablo in the UK. and we siook over 74 Alan books and manusls

AFTER SALES SERVICE: Your namp will nuboenalically ba ndded bo gur mailig 16t and you wil receive prics i+, newsieliors and dotais bf niw releases and
dévelopments as woll as special ollers which ars exchusive 1o Sidica Alan Computer Chwnors

LOW PRICES: Our prces are galremsly com petilive and we wili Rarmally mateh afy |ower price olered by dur compstiors.

FREE COMPUTER OWHNERS CLUB: This iv open io all Alarl computar awness irrespective of whers you purchased your equipment. Membership is FREE and
Onbitias e o recelve bullalns giving delsils of new ralrass and developmonts. Send now for your FREE inlarmation pack, price s & colaur catnlogue

PAYMEMT! Wa acue cash, cheques, postal orders ind all Gredit Cards. Wa also offar credil facifiles over 1, 2 on 3 vaars, piease wrils ora Wratan gustanion

NEXT DAY DELIVERY .. FREE. All goads despatchad from Saica-Shop are nasmally seni by Hrst class post or parces post FREE OF CHARGE. As u special
inroduciory ofter for a limited penod only we will be sending all Comaulers and Disk Dirives by & next day dRlivery ssrvice a1 our GipEnse

5o fill in the coupon below with a literalure enquiry or order and begin o experience a spec lsl Atari service that s second 1o nono.

SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111
ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE

-_----_-----------------v
To: SILICA SHOP LTD, Dept wM1 0185, 1-4 The Mews, Hatherley Road,
Sidcup, Kent, DA14 4DX Telephone: 01-309 1111

LITERATURE REQUEST:

O pisase send e your FREE colour brechures and 18 page price list on Atari Computers.

O] tawna .. ..., "l'lde-n-g.ume 1 T R R Sy 2 Computer
Mr/Mrs/Ms: . .. Initials: ] Surname . . oy A
Address; et ; : AL B e

........ Postcode: . e e
DADER REQUEST:
Please send me: O 1020 4 Colour Printer ... £88
O s00XL 64K Compuler i .. E189 C  LeMer Quality Printer S £249
L BOD 48K Compuler ... thinit £33 O Touch Tablel + Cartridge £439
1010 Program Recordaer . £34 [l Trak Bal E £19.55
O 1050 127K Disk Drive ... .... £198 O Super Controller . £9.95

O 1 enclose Cheque/P.0. payable 1o Silica Shop Limited for the foliowing amaount £

O CREDIT CARD - Please debit my Access/Barclaycard/'Visa' American Expross/Diners Club
Card Numibser : o Y ey PCG .1;‘3:5

oS N N N S S ame
Ll I B B B BT T T

*h-------—.----—------’_>=(z-h
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A game of distinction ® from British Telecom.

WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE,
LONDON WC2H 9DL. TEL: 01-379 6755/5626

Firebird and the Firebird logo are trademarks of British Telecommunications plc
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SPECTRUM

Jel Pac Litimate

Beach Head Access/US Gald ...
Ghost Busters Activision..........
Monty Male Gremlin........opns
FullThrottle Micromega.....
Pyjamarama Micragen
Daley's Decathlon Ocean. ..
Frank N Stein ey
Eddie Kidd Challenge ~ Martech ... .. .
Jasper Micromega..............
Sherlock Holmes Melbourne: ... con e
Sabre Wulf Litimate e
Raid Dver Moscow USGold .....-...
BBC
Frak Aardvark............
Elite Acornsoft. .. ...
Aviator Acomnsoft..,.............
Blagger Alligata . ——
Son of Blagger Aligata. oo
Tarzan Alligata ...
Scrabble Leisure Genius. ..
Eddie Kidd Challenge Martech ..........._.....

... 9.45
...6.45

... B.25

14.25 Disc 17.25
14.25Disc17.25

\:Jg ) g Dus Two Computer Games

/2., 62 Woodland Road, Chingford, London E4 7EU
We only sell the best and we will send out your order on the same day we receive it!

COMMODORE
Beach Head Access/US Gald ..........
Ghost Busters ACTIVISION. .
International Soccer Commodaore (Rom) ...,
Monty Mole BT | e L e e g ke ey
Eddie Kid Challenge Martech ...
High Noon DBBAN oo,
Daley's Decathlon Dcean. e PO
Tornado Low Level DR e e e T
Summer Games DuicksIVE oo i
Death Star Interceptor  System 3 ... ...
Raid Over Moscow USGold ........ooeevimiinnnn,
Zaxxon BssdEald s
ELECTRON
Blagger PIIGATA o i i vss e ps s
Guardian Alligata S G N —
Micro Olymics L1 e - L T S
Hunchhack DXCRAN s s
3D Bomb Alley SO ORI e srenreses
Gunsmoke Soft, Invasion..........oocoeviianinnn,
Blitzkrieg SWinvasion ...

Pleasa sand mea .,

Tel: 01-529 1891

. 8.95 Disc 12.45

... 145
.....1.45
13.95 Disc 18.95

9.45 Disc 12.45
...9.45 Disc 12.45

.. 9.45

VIC 20

GO TN oy e i e o e e A s
Tank Commander CreativeSparks................. . 5.45 ALt
Pharoahs Curse Hesware e T e L - e s R b e e S
Shamus L o BAS AOIBEE . e
Wunda Walter Interceptor ..., e | B TR o R e s e
Perils of Willy Soft. Proj. ..o, .5.45 |ENCLOSE CHEQUEP.O.forg..... PCG

Write or phone for free brochure — don't forget to state micro. Postage and packing 50p in UK — Europe please add 50p per tape.

P BARGAIN HUNTERS
poIrTwiTH ZEAL

SPECTRUM SOUND BOOSTER

LONG-LIFE SURESHOT JOYSTICKS

with volume control/load-save switch For: Spﬁﬂérgg% Commﬂ}dore_ Atari g ?gg
E14.50Justnlugin and go! 1 player ;
All connections external EE‘E%ESTLEYETSJ E?ggg
SPECTRUM POWER REMOTE SWITCH Programmable interface (Spectrum) £22 95
£2.95 Wizard Joystick Interface £14.95
For BBC (2 players)
Joystick Converter for QL £6.50
Saga Emperor Keyboard -£54.95
ZX81. 16K Rampack £17.50

All prices inc, VAT & P/P

PLEASE SEND ME: (please tick)
Sound booster |
16¥ Ram pack-2X81 |
Sage Emperor Keyboard

Pawer Remote Switch ]
Wizard Interface ]
Joystick Converter QL []

Joystick BBC 1 (1 Player) ]
- Spectrum etc BBC (2 Players) [
Dragon

| Zeal Marketing Limited
Vanguard Trading Estate

Prog. |'F for Spectrum

lenclose chaquaPOIGr ..o e

Storforth Lane
Zeal Marketing Limited, ChESterﬁE!d 840 2Tz
Vanguard Trading Estate, Tel. 0246_203555

Storforth Lane,
Chesterfield 540 2TZ
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ADVANCED TACTICAL RECONNA/ISSANCE AND ATTACK M/ISS/ION

AVAILABLE FROM SELECTED RETAIL OUTLETS FROM THE 1st NOVEMBER 1984.
TRADE ENQUIRIES COMTACT: SALES DEPT., WEBSTERS SOFTWARE. TEL: 0483 62223,

REB SOFTWARE

THE NEW NAME IN QUALITY SOFTWARE
Presenis

FIERY FRED

48K SPECTRUM

PLAYING FIERY FRED

Your task is to regain your garden from the alien invaders. To help you
fight the ferel beasts you are armed with the ultimate Mole-Blaster of all
time and to tap that there are rocks that come to your aid when you run

below them.
FEATURES
# 100% MACHINE CODE # BONUS LIVES
# S0UND AND COLOUR $ HOLD
& HI-RES GRAPHICS 3= JOYSTICK OPTION
# MULTIPLE NASTIES i FAST FIRE
# HIGH SCORE #: PROGRESSIVE DIFFICULTY

LIFETIME GUARANTEE
CHRISTMAS SPECIAL OFFER ONLY £4.50 inc. (normally £5.95)

" R.F.B.SOFTWARE

SOFTWARE HOUSE, 1 DRYDEN CLOSE,
CANTERBURY, KENT CT1 1XW.

Send order by 15t class post and receive Fiery Fred in 3 days

50 PCGAMES

BRUCE LEE.

@' by RON JFORTIER

8 Startyour search for the Wizard
M atthe entrance fo his fortress.

.\ Throughout the search you battle
s with tEe Ninja brandishing their
\\ bokken sticks.
| Butbeware of the Green Yamo.
L When you have overcome all
| the obstacles press the button

\ and destroy the Wizard
| and his fortunes are yours.

=" And remember you are
- Bruce Lee, one of the greatest
masters of the martial arts!

Both disk and cassette for Commodore 64 f'@'.,@:‘;

Atari 48K and now Spectrum. {eol)
ATAR 5.0 reutered trodemark of Adar,ine. COWMODORE Ad o o modemank of {ommodone Inismatona ¥ 4
S TRLIM, e seqesierear bkt of Sercloir Reaecrch Ld hﬁﬂ'ﬂ"f

SOFTWARE ALWAYS DISCOUNTED

14 THAMES STREET, KINGSTON UPON THAMES 01-541 4911
382 KINGS ROAD, CHELSEA, 5W3 01-352 9220
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he section this month is completely dominated by the two new games

%
W)

- w
LTI

from Ultimate. So much so that we've labelled both of them Game of
the Month. Many Spectrum owners will already have seen the games by the
time they read this — but perhaps they'll still appreciate our map of
Underwurlde, and some tips on bath games which aren't to be found in the

instructions.

Tir Na Nog, Jasper! and Buggy Blast are also big hits on the Spectrum,
while ‘64 owners will have to be content this month with Beyond's slick new
package Psi Warrior. There's also plenty of impressive software for the
BBC, Oric, Amstrad and MSX machines — so turn the page and feast your

The PCG ratings — marks out of 10

Byes.

GRAPHICS: Are they colourful,
realishic, defoiled? Are crestunes
well ansmated” |5 movemend
smoath? Daes the game look diffe-
rent, or is it smilar to plenty of
others on the merket?

SOUND: Does it succeed in
odding good atmosphere to the
game? |s there plenty of voriety? s

it annoying? ks there pood music?

ORIGINALITY: Does the game
confoin significant new idess, or is
it simply & rehash of ovenvsed ond
fired themes? When you play it do
you fhink “Wow, this is different™?

LASTING INTEREST: The
mast importont rating. ks the gome

oddicive? Does it hove depth? A
long-term challenge? Will you siill
be playing it in o monih's time?

OVERALL:  This rokes into
occount all the above, plus the
price of the game. If we think it’s
ower-priced for whet it it, it could
get marked down,

GAMES OF THE MONTH

PCG HITS Baoty 92
I i
Psi Warriar (Commodore é4) &0 e 2k
Costle of Gems (BBC) 58 -":
Tir Mo Nog (Spectrum) 78  Mightmare Moze &8
Jozper! {3pectrum) B0 Dacke! GE
Buggy Blast (Spectrum) 84 Caostle of Gems 68
:‘“u“n' “ Fd:ﬂ e Kidd's ..!l..lfl'li:-Cin:|||u!1n_:_|e T
; Falix Meets the Evil Weevils 72
Ghosibuskers L4 Scrabble 79
Bristles 3 Spacerman Sid 72
Recket Roger 56
Headache 56 “ix
Jinn Genie 56 i
i ¢ Supar Cobra &b
loy Bizarme 58
Fighter Filot 58 Emn-c Baketl_'-,- | &b
B oo in the Costle [als]
Drelts 58 Time Pilot i
Bird Maother ai 3
Cuthbert mnters the Tombs of Doem &0
bt e ELECTRON
R &d Eddieﬁldci'sJurrpCH:ﬂ:er-gr—e s
Aztec ad Felix meets tha Evil Weevils 72
Sorcary &4 Spaceman Sid 72
Firequast &4
ViC2
SPECTRUM £20
Fatty Henry 58
Enight Lore 2
N ::::- ML . jj Space Invaders 58
U =r u
Micke
TirNa Nog - n -:ke,- the E-rlr_k':,r 72
All or Mothing 80 AR RA
Volcang 80 ST D
b gn  Poland on the Run 75
Travel with Trashman a4 Hondfiosl 73
Sir Lancelot B4
Biiiaie last = ORIC/ATMOS
Underwurlde & 5"'5'3'- T
Mr Freeze ¢0  Fir=Flash 76
Meltdown o0
Country Cotteges G2 vlnlﬂ MNASTY
Insurgency Gz Coco in the Castle fala]

A Ko ‘L .-
= __,,f.t" : RN
==\

il i B
FRASER MARSHALL
A& 17-year-old Scot from
Gilasgow and owner of 8
Commaodone B4 and Vie 20
When he's noi playing one
ofhis B0 ‘64 games — o1
programmang one of his
own = he likes photography,
fishiing and hockey

Full-tirme: PCG stadl writer of
e age (bat @il under
30y, Has o pasaion fos [ast-
TPV Arcads games
Loathes adventares. None of
"o ant worth one screen of
Srapper or Rocke! Raid?

PETER WALKER
Chams from Prost bury
Cheshine and owns a 48K
.‘ilpa_*.'1r1.||:'|r which he
claims o have s ‘hefy
sufteare collectinn I yeass
old

trmed 19 and profers oo
afled Sam. Works full

or PG and shows a
mean Eoaick
“;-ll.'l'lhll-ﬂ"p 1 DSy
COINg W ith PCG's h uge
miazilbag

Y AINCS

A Te-year-obd from Oz ford
Haos a Drapon and [sends
with four oiler micnos
Enjoys plaving Chuckre Epg

JEREMY FISHER

A winmer in surcompetition
thanks to a sparkling review
of Intermational Saccer Aped
16, lves in Barmshey
Yorkshire and oomns 2 '64 and
an expanded Vic 5

Another 16-yearold, works
Fora computer shag an
Letcesterand claims a
backgroumnd knowledge of
severil thodisand different
compuler ganses

Anvdher full -time stafl writer )

he's already worked his way ||

through o massive number ol |
armes i U [ew months he's
e #l POG, Aped 19amil

the owner of a Sinclai QL

6. Too husy editing {
i speend as much feme s
like al the keyvhoard

ROB PATRICK

A Dh-year-old from London,
heginning work on A-levels
Has aocess 1o a Spect nem arsd
BBC an both of which hes
seen slacks of games. Dadnt
want his picture published

SHINGD SUENRA
A 17 vear-ald Londoner and
\.'\(Il'l'lpll:l.'r.lxldll'r Chwns s
BEC, Onc, CGL MY, and s
broken ZXE]. Alsowrites
programs and has had ane
published in PCG

RICHARD PATEY
Aged 14 and comes from
‘Cambndge. Everyone in his

lass at school has
| Richard h i b
an impressve wrikin

s.li-l-o-
His Bather woarks for the Daly
|'H| Frie.

MARTYM SMITH
Aged 15 and lrves in
Aylesbury, Bucks
E‘-r\cpar mig for O levels
Twiicd @ b pciriem ASK but |
aled Hwes loothall, music
amdl Marvel comics |

STEVEM FILRY

Another of those ‘64
awners, be's 1B and lises in
Bedford. Likes playing with
computers and playing with
wirds

STEVE SPITTLE

i i‘,.h-_s job in
inlormation technology
s himn acoess 10 miost
Fome ﬂamFulrrs Enjoys
bing on POG's pane
ecause | ke n'rrwi:w
balky parcels’

¢

DAVID WRIGHT
A 16-year-ndd from
Chesster and an avid Abmos
orwmeer. Hie's had his micro
seven manths and isa

keen adventurer, while
sl being partial io a bit of
Liakaxian -blasting

e

STEVE CODKE

PO 20-year-old deputy ||
edifor- Ilas:'jpl.'.'lrJPmu i
useqd 1o own a Lynx, and has
just hought an Amstrad
which he sees as Uhe best
thing simce the advent af
adventure games
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he inlay card for Knight Lore

makes intriguing reading. ‘3D sce-

nario’ it says. Also, ‘amazing
animation’. Plus ‘Filmation, a unigue
process whereby you have complete
freedom within the confines of your
imagination to do as you wish with any
of the objects and items.” Sounds like
the usual promotional con? No, this
game is as much of a breakthrough as
Ultimate claim.

For a start, the graphics are astound
ing. There have been plenty of 3D games
in the last year, but this one is in a class
of its own. The characters and objects
are large and completely solid, not just
line drawings. The perspective is as clear
and convincing as you could hope for
and yet, the action remains satisfyingly
fast and precise.

You might think all this is just pretty
window dressing. In fact, the 3D pre-
sentation is essential because most of
the pame’s numerous puzzles simply
couldn’t be displayed in 2D.

The story goes like this: Sabreman,
having escaped from the jungle and the

Underwurlde now finds himself afflicted
by a curse which has made him a
werewolf. The only being who can free
him from it is a certain wizard who must
be located and given certain objects to
create the necessary spell.

S50, Sabreman spends his time roam
ing through the wizard's Escher-like
castle, trying to get safely through 100-
plus rooms, picking up objects en route.
He has 40 days to complete the task —
the passage of each day being indicated
at the bottom of the screen where a sun
and a moon rise and fall alternately.
Every time the moon rises, Sabreman
changes into a wolf clearly a nasty
experience even though the wolf does
look rather cute,

But it's the challenge presented by
individual screens which makes the
game. There are spiked floors to bhe
avoided, floating paving stones which
may sink when you jump onto them,
and evil barbed balls which fall from the
ceiling. Then there are brilliantly drawn
ghosts which rush through at dangerous
speed, armoured guards plodding sober-
ly in straight lines, and white spheres,
which usually bounce gently around the
screen, but can also act as a kind of
ball-bearing to roll paving stones from
one place to another,

These elements have been combined
in different ways to create the most
ingenious puzzles. In one screen an

WHAT THE INSTRUCTIONS DON'T SAY

s with all Ultimate

games, the cassette inlay

is less than explicit about
what you’re actually meant to do
in Knight Lore. Now all can be
revealed:

Scattered around the many
rooms of the castle are various
objects such as crystal orbs, po-
tions, boots, and crystals. You can
carry up to three of these at once.

Once you've picked up three
yvou must find the location in
which the wizard walks around
his cauldron. One of two things
will happen. The flickering spell
on top of the cauldron may attack
you —in which case get out fast.

Alternatively, it may flash up a

picture of an object. If you have
this object, move it into the ‘drop’
position of your status display
and then hop over the side of the
cauldron (avoiding the wizard).
This effectively drops that object
into the brew.

You simply have to keep re-
peating this procedure with fresh
objects until the brew is com-
plete. The bad news is that you
have to put in no less than 14
different objects — which could
take some doing. But it can be
done. (Both Underwurlde and
Knight Lore were solved by
games freaks within a week of
their release.)

52 PCGAMES

KNIGHTILLC

object you need is surrounded by spikes

you can drop onto it from above, but
escape seems impossible. However, if
you stand on a sinking paving stone for
just the right amount of time, vou can
create a path to safety. Elsewhere there
are objects hidden under paving stones,
as well as booby-trapped objects — col-
lecting one might cause barbed balls to
fall and block vour escape.

Control of Sabreman marks a depar-
ture for Ultimate, There are two keys to
turn him left and right, another to move
him forwards, two more to jump and
pick up objects. This mode of movement
takes a little getting used to, but at least
the company have abandoned their tra-
ditional control key layout in favour of a
much more workable arrangement.
Joystick owners have an option called
‘directional movement’ which many
people will find even easier.

One criticism of the previous three
Ultimate games was that interest in
them was bound to wane once they had
been solved. | don't think this will
happen with Knight Lore, because even
after solving the game, there will still be
the challenge of solving it in fewer
‘days’.

There's no doubt about it, Ultimate’s
magic is as powerful as ever. Knight
Lore will be every bit as influential as
Atic Atac was a year ago, It's a spel
binding triumph. Chris Anderson
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CONTROL: KEYS, KEMP, SINC, CRSR|N |
m._".! ULTIMATE, £9.95 N | OVERALL -
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® Superb atmosiphere
and 3D l_.]rup‘hi{s

® Each room presents you with o purele - cvenifit's only
getting to the other side. Some of the more complox tasks
require really ingenious solutions.
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Screen Test

COMMODORE 63 e COMMOD

GAME: GHOSTBUSTERS

MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: ACTIVISIOM, E10.99, £19.99D

Ghostbusters has  some  beautiful
touches. The first is the horrible ghostly
laugh that drifts out of the set when the
game is loading, Then on comes the
chart-topping theme music, with the
words appearing line by line on the
screen so you can sing along - brilliant!

Bopping around on the chair I intre-
pidly pressed the F1 key and went into
the game itself. Your first task is the
rather mundane one of getting vour
spook-hunting franchise and getting a
loan from the bank.

The next screen displays a selection of CITY’S PX 32500
ghostbusting equipment and their
prices, and you have to consider how
best to spend your resources. The hard-
ware includes a choice of car (from
coupe to station wagon) and traps, bait,
image intensifiers etc.

The next step is to press E, which
shows you a map of the town, with your
position represented by the Ghostbus-
ters logo.

Your aim is to catch ‘slimmers’ and
stop ‘roamers’ from reaching the
dreaded Temple of Zuul. Roamers are
yellow ghostly creatures, and quite easy
to catch by freezing them. Pressing the
fire button you then see a representation
of your car on a three lane road and
when they appear you suck them in with
your vacuum. Slimers aren’t such a
doddle.

Stﬂpp]ﬂg outside a red ﬂii.:':l]'ilﬂg house Alh:rrtplingrcurrzli-:rrhy guiding it
— which means there’s a slimer inside, within range of your trap
you press the fire button. When you get ——— —
there, you have to deposit the trap, AT
station your men and catch the blighter. |
For this you receive money. If you

a
=2
L]
e
&
X
-
£
o
=
L
£
-
B
o
-
=
E
=
-]
Bt
-
W
e
s
E
:
L
=
£
=]
.
3
2
=
-
[~
-
a
B
=
T
o
£
—
o

| oriGINALITY

manage to catch enough slimers and LLASTING INTEREST
avoid paying damage when the marsh- | [Qvesau
mallow man appears (press B quickly)
T e the Teengl gt E v he presentaion and ey
be able to cover your bank loan. then .*h'spfﬂgmmﬂreunbefie ET o) enough money ¢
creep past the patrolling marshmallow parss 219 speech could hargly b ™ €Ombined with g
ma:'nltr!}::&ac[‘; rhf‘:.:p,uf:?::r‘:;urﬁd:?l; Ef:é bettered. And small f‘ﬂl.il:h::S :i:feth music | found i I'-‘ st
confront Zuul, :}E_,LLI::,: a fork-lift o load yu:.rr ch 2::2 I might have bg;i',-ce to h
The four kinds of screen you see aren't o g::-.rﬂh if e ' : :Frlmﬂn in the way you tﬂPfU:':ih
graphically hrililanttf but definitely come not for ¢ fucrsfh *:l_;ghr not work, were it Imers but overg| s & Wire, e
up to standard. Difficulty is determined : at it succeads ; :
blf: the amount of Psychnltl-{ inetic energy ;:";G fing the fee| of the film. Csfn::i” 'f:I Bob Wade
(PK) in the town. As your PK goes up 'hgnk:*gﬂm&ph:[y is ferribly simple ;qf 'dan;i”m“”.‘f Play around wi
the harder it gets. The PK will rise struct the music ang the averql] Y supernatyrq and Ghosrgu o e
drastically if you miss any of the ghosts. find ';ure o the game, most people will really made me much sk
When it reaches major prup(frtiuns 't offers hours of Eni‘nr;rh::inrll'n*a-r'rt_IMIrI The problem i I'crsffnm; :—;Emhuﬁﬂmc
around 10,000 — the Keymaster and Chris Anderso,, Essentially yoy, just drive g E"-';’- :
Gatekeeper will reach the temple and Uh-oh slimed ae: qur:i:n slimers, This isn't tEll_ﬁﬁli.-ln trying to
you, unfortunately, are bankrupted and well. Ti med again and laughed gt a5 FEisn Herribly varieq, yeasy. but
foreclosed by the bank.
Body-popping music, good graphics
and an obvious sense of fun, I felt this
game lived up to its hype - and will be a
real blast for people who enjoyed the

movie. p
!
Samantha Hemens ter Connor
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2 THE MICRODEAL
Y- WONDERLAND

~_ These terrific games from Microdeal are available %4
in Tandy Shops Nationwide for the i

Meet our héro Cuthbert”
Fight Deadly Katterpillars, |
Steer Donger Ranger through « "
the Deadly Chambers of Pasha, :
Fight Deadly Seals with

Pengon the Penguin .

5 |
or play real fime ]
odventuras with ‘m
the Keys of the -

Wizard. It s all therewi i

TRS 80™ COLOUR

Microdeal games.

oMM gumes raqﬁrm Emended Bosi,
33K Memory, Joysticks. Check with your

il Tandy Store for detods. ALL THESE GREAT

GAMES PLUS MANY
MORE ARE EXCLUSIVELY
AVAILABLE FROM

OVER 350 TANDY
STORES & DEALERS
NATIONWIDE

GAMES CASSETES

£l?5

EXCEPT
COMPOSER
£1495

TANDY & TRS B0 ARE REGISTERED TRADE MARKS OF THE TANDY CORPORATION

Tandy

TRS-80 COLOUR COMPUTER

Tha TRS-BO Colour Computer & idaol for anybody who

warits o enjoy video gomes in o system fthot can be used

tor vy odher household, business and educational tasks.

s for beginners wha want o compuler thaf's sasy fo

mm- hum. limiting. And ifs pgrmg" far Mctbyists 41 Truro Rd, St. Austell Comwall PL25 5JE
wha wont o fulk-feafured system with the coportunity for Phone 0726 3456

odvonced graphics and programming axpangion.
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GAME: BRISTLES

MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: STATESOFT, £8.95C, £10.95D

This game about painting houses comes
with a comprehensive 12 page set of
instructions. Don't let this put you off -
it is in fact a simple game of slapping
emulsion all over a house.

Each house has a number of rooms
connected by lifts and steps which allow
you to move from one to the other,
painting as you go. You have to paint the
entire house within a time limit which
gets shorter on the higher levels.

Each dwelling has a selection of

e e e e il e . o B e e

Blaggerbut it is still pretty difficult.

GAME: ROCKET ROGER
MACHINE: CEM 64

COMNTROL: KEYS

FROM: ALLIGATA, £7.95C, £11.95D

You control Rocket Roger, our intrepid
hero with backpack-and-all, in his effort
to collect 99 crystals from above and
below the surface of a planet where his
rocket has crash-landed without too
much apparent damage.

It 15 an eight-way scrolling game with
a little too much similarity to Son of
Blagger for my liking and I do not think
the added feature of being able to fly
compensates for this. The thirty square
feet of playing area boasted does not

hazards which you must avoid. For
example, Brenda the Brat puts hand
prints on the walls and has to be kept
quiet with a candy stick.

A series of malevolent buckets also
causes problems with flying half pints
whizzing across levels, dumb buckets
shuttling up and down floors and their
leader, the bucket-chucker, pursuing
you relentlessly. Don't worry though,
some of them don’t appear until higher
levels. Avoiding these horrors is mostly
a matter of jumping, ducking or moving
quickly to another storey of the house.

There is a total of 48 levels. Each level
consists of eight buildings containing six
levels. The graphics are pood and you

N

The planet surface where you start is
littered with volcanoes spitting lava and
you aren’t safe from these anywhere on
screen. Spaceships and descending
meteors are also early dangers but judi-
cious use of your jet pack and the fire
button can get you past them.

The crystals fuel both your jet pac and
your spaceship so you have to keep up
your collecting to avoid crashes, This
isn't easy in the caves where laser beams
and sliding doors bar your way.

Graphics are slick and professional in
all respects, including the nasties which
guard the entrance to the lower world
and all those in the underground zones

seem to pose as biga challenge as Sornof which the game is divided into, The

GAME: HEADACHE
MACHINE: COMMODORE 64
CONTROL: JOYSTICK, KEYS

FROM: FIREBIRD SOFTWARE, £2.50
This is one of the first in a new range of
games from Firebird Software, sold at a
price that won't break the bank. Firebird
are a subsidiary of British Telecom and
not surprisingly, from the people who
brought you ‘the power behind the
button’, a keyboard option is given. So
what do you get for your money? More
than you might expect.

This simple, yet originally presented
game, is made more compulsive by a
change of opponents with every level

“

GAME: /INN GENIE
MACHINE: COMMODORE 64
CONTROL: KEYS, JOYSTICK
FROM: MICROMEGA, £8.95

Jinn Genie is another Commodore
game set in mystical Arabia. Your aim is
to find the magic jar, the only vessel
capable of holding and banishing the
wicked Ifreet. You must save the Gol-
den City from his evil ways!

In the first screen you must fly
through the flying devils on your magic
carpet. You can also destroy them with
magic spells. To do this you press the fire
button on the joystick, which will make
a spell causing a cloud-like sprite to

e T

and good sound effects, including ex-
plosions and a noise similar to the
Tardis, of Dr. Who fame, taking off, The
final touches are a pause facility and a
music on/off option - a shortcoming on
most other games.

As Ned, a robotic-looking character,
you must run around a head-shaped
area collecting impulses from what
appear to be people sitting upright, and
carry these to either &« rather small-
looking brain at the top of the head or to
the neck. Blocking your path is Head
Banger, an unfriendly little chap who
wields a hammer and runs madly about
the screen chasing you. His aim in life is
to give you a fatal headache.

appear. You then manoeuvre it round
the screen until it is over one of the
devils. This sounds fiddly but it is quite
easy to do.

On the second screen you must find a
window which opens for you, by climb-
ing various ladders. This is a bit of a con
really, since it is always the eighth
window you try!

On the third screen you must light
various torches which will enable you to
find the magic jar.

Finally, you come to the inner sanc-
tum where you must trap the Ifreet in
the jar. Again you control both the hero
and the jar with the joystick, using the
fire button to switch between them. If
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can choose one of eight different pain-
ters to use as your character.

Each of the skill levels is different,
which stops the game from getting bor-
ing. For example, on level two your
painter uses invisible paint! And on skill
level six, not only is the paint invisible,
but you have to paint all eight buildings
in the dark! -

After you have completed each build- O houses by ﬁ;"mﬂe ON chargesers o
ing you are given a word which will i

und js really ; legant touches rhuf::"spﬁfnrgf ga ":sh” VErsion of the

eventually make up a sentence. This gea;:;;iiﬂﬂ‘ds Qs in the ﬂ::;ﬂsm T Crude pree. 5 Much moyrg Sois
makes the game even more addictive. the in discoyg: game, |4 There js lots tg 5.
end of ering th ook thi :
I recommend all Commodore 64 i Of the screen gng 9 he word ngs Moving You alerp with
owners to add Bristles to their shelves. © the d’"-‘"eng& this Seemed 1 "7’6”9 o refyer, YoU fo €. most of them
Painting has never been such fun! ertainly mor, the ba

Steven Filby

scrolling is what you'd expect from
Alligata — the best. There isn't an awful
lot of sound though.

An important word of warning - YOU
CANNOT USE A JOYSTICK!! Boo!
Hiss! I hear you cry. Never mind, there
are only four keys to use, and you can
really forget the jump key with your
super jetpac.

You could collect crystals or simply
explore the underground caverns.
Staying in a zone will result in being
killed by a vicious football. Do not hit
the edges of the caves or any aliens.
Don't run out of fuel either. All will
result in losing one of your five lives.
Plenty to keep your interest for a long
while. Simon Chapman

Head Banger is helped in his mission
by the Throbs — evil aliens who start off
as ‘jelly-fish™-like creatures but mutate
on later levels to weird and wonderful
things like potato waffles and octo-
puses. If Ned beats the clock. which
ticks relentlessly as he races about, and
defeats Head Banger and the Throbs, he

3 H"EI'E " h‘l.l

moves further into the game. My only 5 : ©re some g i,
criticism of Headache is that it is some- vecess go 1o their P‘reudznfpe 'f'“?' don‘t [ e m‘"‘“fﬂ Fnh)"
times awkward to move Ned up the Tt ). NG argyng
ladders. o oMy Fishey pronderfuligeq, LU OWn ey,

This game shouldn’t be discounted un A ¥ thirtie, ”ngfﬁ“ l'nsar*,',., id: no I fq |
because of its price. It isn't a great game udd?:? L was sty Ying featy, One ¥
but it isn’t bad either and it won't be a ve; it

costly mistake if you're not entirely
happy with it. Fraser Marshall

you manage to get this far, which isn't
too difficult, the game starts again at a
harder level.

I'Crnm i g
efinitg) Comme ﬁrig’“”“ :
¥ comme Mark

fep intg

: 3 ; |
Fortunately vou can start at higher Your mental i *ndable, 1 o incl ﬂ"ﬂgmm T ;

levels, which is a good ides since the are g pysh, an"'””“ndfh::;g,‘r:?hh p“”f;’ T"‘F"’an':g:h bmﬁ"’"“ﬂnd

first level is so easy it becomes a bit of a 3]1:;;95 get h“ghem ngreg: evels %&:rreyﬂﬁﬂdh*“?hng:::m" h

bore. erent sary:s th sey, Stopper ; Pot arg to
Sadly, most screens are of good old Yariety of 4 ;&:ﬂs ©each ty y;ur?, The s 'fh"ﬂpiﬁe(;:nnaw Mﬂfuqﬁy

Manic Miner type. Despite the fact that T Ve got so ound 4

the graphics are very colourful and of a
good quality, and that the game has a
good story, at £8.95 it is a bit over priced.
There are many other good platform
games that are a lot cheaper, so unless
the price of this game is brought down,
you might be better off buying one of the
others, Steven Filby
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GAME: FIGHTER PILOT

MACHINE: COMMODORE 64
CONTROL: KEYS, JOYSTICK

FROM: DIGITAL INTEGRATION, £9.95

Here at last is one of the greatest flisht
simulators for a home micro, translated
from the Spectrum.

Six options, from landing practise
through to thrilling 3D air-to-air com-

GAME: TOY BIZARRE
MACHINE: COMMODORE 64
CONTROL: KEYS, JOYSTICK

FROM: ACTIVISION, £9.95

A highly original game where you must
guide Merton the maintenance man
through *hours’ of turning off valves in a
factory. If vou don’t turn them off, yvou
get balloons that fill up and float
gracefully to the top of the screen and
mutate into nasty little gremlins.

These baddies — don’t be fooled by
their ‘innocent toy’ acts — will hop
around the platforms and six pistons
where you may jump out and nab ‘em.

To make life difficult, the overweight

® Nabbed by o Trellaboar with 13 squares completed

GAME: FATTY HENRY

MACHINE: VIC 20 UNEXPANDED
CONTROL: KEYS, JOYSTICK
FROM: SOFTWARE PROJECTS, £5.95

Ever been worried about being eaten?
Well here you are a nice fat little fish
called Thwitchy Thwilly plucked from
your watery wonderland and thrown
into the oven of a first class restaurant.
Trapped in the oven you find flames
licking along the bottom of the screen -
put them out or your goose (do | mean
trout?) is cooked. Thwitchy automati-
cally drops towards the flames so you
have to have a light touch on the
joystick or keys to avoid fatal crashes.

b

at, plus four skill levels, comprehen-
sive controls, and good instrumentation

make this a winner for anyone who

longs to take to the skies.

[ RIGIMALITY [—
[ LASTING INTERES]

| OVERALL
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Steve Cooke

Hefty Hilda regularly appears and turns
the valves back on. There are bonus
phases (called ‘Safety Checks’), an in-
creasing number of Hildas and gremlins,
and changing arrangements of plat-
forms to keep up the interest.

The display is really just a side-on
view but there is just a hint of 3D on the
platforms. Merton has to run along the
platforms, jump over Hilda and the
other deadly nasties, and super-bounce
onto higher levels.

A game with a good tune at the
beginning of each *hour’ (level). There is
a time limit on the game so be quick to
get those gremlins!

Animation is smooth and the sound

GAME: DRELES

MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: US GOLD, £9.95C, £12.95D

This i1s one of those simple two-stage
games which get progressively harder
the longer you play.

Stage 1 places you on a screen clut-
tered with revolving panels, which you
must arrange in sets of four panels so
that they form a square.

Once you construct a square out of
four panels it colours in. Nudging all the
available panels into squares takes you
on to the next phase of the game.

e —
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The flames are extinguished by collect-
ing the drops of condensation that form
at the top of the oven and releasing them
onto the fire below.

Needless to say things aren’t as simple
as that and there are a variety of hazards
to overcome. You can select any one of
six screens to start at, but some are much
harder than others and you would be
wise to begin with the first screen that
appears on the demo run. Different
dangers appear on each of the ten
screens but one ever present risk is the
flames that shoot up a column to try and
fry vou.

Other threats are flying pieces of food,
a rotating spit and the infamous animal
of the title — the restaurant’s pet dog

GAME: SPACE INVADERS
MACHINE: VIC 20 UNEXPANDED
CONTROL: JOYSTICK, KEYS
FROM: LIVEWIRE, £4.90
It's a long time since I've seen a micro
version of this game, the grand-daddy of
them all.

Even though I enjoyed the game for its
nostalgia value I have to admit that it
isn't one of those games that age cannot
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effects are continuous without being
off-putting. Pity there’s no music-as-
you-play which I do enjoy.

It's a little awkward to bounce onto
higher levels at times. Detail of the
graphics is only reasonable but it does
not need to be superb to be an entertain-
ing and pleasant game.

One of the better new releases from
Activision but, surprisingly, the loading
of this game is around seven minutes.
S0, it would benefit from a faster loading
system.

However, I think it's neat, well pre-
sented and with enough different varia-
tions to be worth the rather lengthy

they have finished
won't mind S0 muc

There is no doubt that this
~why balloons, indeed?! Deg

never want 1o see o e/
again after th; i ?ﬂther Y SID echoes f, th
simple ot d; gome! |'s very I‘Iﬂppy Orth a tune, everyone g
' e icti : .

is that the mu;;: :nuln_l': I:;Er;j M{r complaint Toy Bizarre dig h

The toys look sq lovable :: f':"ﬁr- for long, TEchnEl:ﬂI;;'c}: ol my attention

irst, . me s

S€ems a shame 1o finigh them off) ﬂl:f after [Ust not addictive enough. ¥ be good — jy

¥You off g few times you

Steven Filby

afairly playable game v ideq of ysj :
: me bogst
:nferesﬁng Ql‘uphf:s_ with iR Qd"r’ersuné:?s on;ﬂ.irﬂ?ﬂds to stop your
I didnt th; renetic € best, There's
ink so action as you chase =

much of the sound, byt

en Activision do set the registers and

initial wait. Simon Chapman
h. L]
There are a couple of problems, S‘Dm"h""“ Drelbs ;
however. The first one moves clockwise glm;wrf,i E;cmng - “"Gfreehmr Cute colleagyes.
around the perimeter of the screen, - 'rst stage of the game i« -~ 1.: raphically, there js syrmric: )
blasting off the occasional bullet and :"‘E Ladybird, anq the semndgsr:::f 0 Hiere except for the de]ighﬁli: 9 hm_e
another patrols the rest of the display, rankly dull. | foynd Drelbs 10 be almepss 2€sn't detract much from the ;ES' o
shifting panels (but without filling in one of those simple games that ke ost  whichis more ghoys reaching ekl
squares) and killing you on contact. Playing unti| your fingers fal| pwit :Ps you - thinking even faster. ¥ Quskly and
What's more, every so often a tfljldeuus the floor . .., but not Suite ching to 2 ob Wade
. e A H = : = _' v re
i?;;; :E; ”adnpdp(-li; rma {Jr; ; S_t HWUI]:.IIL:I‘J] iitc{il j:; Peter Connor gaume ::::Tr f;: f:;ﬁ:;fuie?fures in this
appears you find you've got to fill th}: Wacky games are the thing of the However You can't help ,:;:k?"dm”“g
square all over again. Occasionally this | Moment and fhis i have you pugsl; could have taken the ien g they
ugly mug is replaced by a damsel in for many an hour, Despite fher?i:: "9 andmade q truly novel au £
distress, whereupon you jump into the | only two parts 4o the game | f ing Interesting soung ef'fegt it
square and give her a kiss, thereby L3frangely compulsive tryin *:‘l-':“d it Presented — pity bour ﬁ': 5r— well
earning mucho (or should it be macho?) 9 10 box gates interes. =55 e ft;strng
- antha Hemﬂns

bonus points.

The second phase is very simple - you
find yourself on a screen littered with
images of your Drelbish self which you
must walk over, whereupon they turn
red and flee from the screen for bonus
points. While you're doing this, a robot

5

Fatty ‘Schizo’ Henry who is very fond of
fish.

On each screen there are also layers
through which a droplet of water cannat
pass. Then you have the tough job of
trying to dip below these to release your
burden without getting hit by a flame.

It is annoying that every time you lose
a life all your fire-fighting is undone and
you start again in a sizzling hot oven.

The graphics are chunky and there is
only one basic screen with variations
but it's an original game concept and
very well packaged for the unexpanded
Vic. There are no fancy tunes but some

oven-like sound effects as you rush
about trying to save your bacon,
er...sole? Bob Wade

wither. But this is a reasonable version.
It has chunky graphics and smooth
movement that will not disappoint you
if it's a game you want to play.

Peter Connor

[ GRAPHICS
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patrols the screen blasting away verti-
cally and horizontally,

Success, however, just starts you all

over again, with more enemies (of the

ame kind, though) to thwart you.
Drelbs is graphically attractive, easy

B
Yuu‘f I need
on

¢ed strong arms 1o play this
€, since

You're consta

go. Putting out flames with dr?::;;nr:e

ihrn1g; but you've also got to keep

Thv:fnchy from falling into the deadly fire
I'm not sure what animal Thwitchy is ‘

sUpposed to be, byt since it comes from

an aquarium, the thing it looks most likel

:; ::: s an octopus. This gives ¥ou an fda:

€ graphics — ifi

o agle-ph not terrific, byt

The sound is acceptable, with all the

9ppropriate noises whooshing out of your

bTE, and there's the added bonus of yoy
ing able to start on any one of ten

GAME: CLUEDO
MACHINE: COMMODORE 64

CONTROL: KEYS
FROM: LEISURE GENIUS, £12.95

The Whodunnit board game on your
home computer, and a pretty straight-
forward translation it is too. No stun-
ning animation or sound — although
each character does have his or her own
theme tune. If you like board games

bR

&

Y

to play, and enjovably addictive when
you start. Though I'm inclined to doubt
whether the addiction will last all that
Steve Cooke

long.

screens. One of the better Vic games,

Samanthg Hemens
Ja:rsf bett:ll;lse a game’s on the unexpanded
_"u"rtc Fi?esn t mean you have 1o put up with
it if it s boring, which this one is.
Whatever that creature is that*
h:r‘ kE'EP out of the cooking pot, | don't
ihrnl:c t_:l like to face it on o plate. It looks
U, i i i
mr;s: lously like a Vic graphics character
Afﬁmugh the game has ten screens,
they're I.':I” basically the same, with only
1 barriers varying. | prefer g liftle more
interest on the meny, Peter Connor

5 frying

you'll like this — but then you've prob-
ably got it already. The only advantage
this has over the original is that you can
play by yourself, with the 64 taking all
the other roles. Peter Connor

—
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GAMEBRONOTHER
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: CREATIVE SPARKS, £7.95

The world of nature is the setting for this
original game which with its stunningly
depicted hi-res background, looks just
the place to spend a summer’s day.

As Bird Mother you must collect
falling twigs to build a snug little nest.
Having caught a twig you must drop it
onto the nest and build, bit by bit. Witha
little practice this part of the operation
becomes second nature, you just have to
look out for the rocks and stones falling
from the sky...

GAME: CUTHBERT ENTERS THE TOMBS
__OFDOOM

MACHINE: COMMODORE 64

CONTROL: JOYSTICK

FROM: MICRODEAL, £6.95

You are in the tombs of Ledromica and
you are trying to find the temple of Rah
where you will be rewarded with a great
treasure,

The tombs consist of over 200 screens
through which you must pass. This is
made difficult by the fact that you
continually have to pick up keys to open
doors which block your path. It is
essential that you don't hang about in

In your nest, you must now lay three
eggs. These rapidly hatch into fledglings
and need to be fed with the insects
which fly about the sky at random.

You pick up twigs, and food for the
fledglings by pressing the fire button.
This opens and closes the bird’s beak,
but you have to be very accurate.

The flying insects are frustratingly
hard to catch making the second screen
more difficult than the first. At the same
time, a man paces backwards and for-
wards across the bottom of the screen,
viciously throwing his walking stick into
the air.

The fledglings are exceptionally hard
to protect and have to be bumped about
the screen, being careful not to let them

doing this because in each section of the
tombs you only have a limited supply of
oxygen. You only get more air when you
open the door to the next section.

There are also treasures trapped in the
walls and these can be picked up for
points. Greed can get you into trouble
though since some large batches of
treasure are trapped behind doors
which you don’t need to open in order
to complete the course. This may leave
you a key short and you'll asphyxiate
quietly in a corner.

Your biggest problems, however, are
the tomb-dwelling nasties that magically
appear through the ‘evyl’ portals. There
are two ways of dealing with them: the

get off the edge of the screen.

With these dangers avoided and vour
fledglings fattened up, you must now
teach them to fly. The main problem on
this screen is a ravenous hawk who just
loves the taste of baby bird. On comple-
tion of these three tasks you move onto
a higher level.

On a change of screen, a different,
although similarly repetitive little ditty is
played throughout, which can become
very irritating. Despite this, Bird
Mother is one of the most colourful and
well-animated games for the 64 and
should appeal to those of a gentler
disposition, making a refreshing change
from all-out destruction.

Fraser Marshall

best way is to zap them. Or you can take
on the monsters with one of your three
magic lamps. If a monster is touched ina
room of the same colour as the lamp it is
instantly immobilised. But you can use
the lamp only once, after which it has to
be refilled by gaining 2,000 points in a
chamber of the same colour.

In some rooms there are also trans-
portation chambers which can move
you around the screen from one to
another, often getting you past an other-
wise impassable obstacle.

The rooms are repetitive so the real
test is how much perseverance you
have. Size alone can’t make this game a
winner. Bob Wade

*[PICIGIe|H[[ TPAPICIGIe[HI[ TRRPICIG
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Psi’s, Id’s, surfboards, net projectors and
remote viewing may all sound compli-
cated but the wondrous plot and theory
of this game surround a straightforward
enough task.

You are in a 60-level ex-missile silo
which has been taken over by psychic
energy forces intent on destroying the
human race. The Psi's and Id's are
psychic entities which are controlled by
a Source at the bottom of the silo. You
have to destroy the Source and thus
banish the forces.

Your only weapon in this battle for
survival is a Psi-net projector which
traps the Psi’s and Id’s so that you can
drain their energy. The nets and the
energy are also vital for your battle
against the Source since to beat it you
have to have a massive store of energy
and the ability to hit it with three nets.

Your own energy comes in four
varieties: a main type, which ticks away
as a time limit in which you must destroy
the Source; board energy, which runs
your surfboard and can be replenished:
and Psi and Id energy which are
obtained by draining the equivalent
monsters.

Board energy is replaced by entering a

WAy your warrior skis around on his
is very iﬂ!Frmiva and the
menh::nn intriguing, futuristic look all
I didn‘t go for the intri i
which i 's all based —Iius;?:::gﬁs .

Chris Anderson
The gome was ; i i i
_ s 5 :nnmdnutely impressive,
animation of the
|0y to behold, especially the way his head

teleport gate, several of which are dotted
around the silo. Psi and Id energy must
be kept roughly equal as an imbalance
will cause problems with control.

To help you traverse the silo there are
lifts, slides and bouncemats (to break a
fall) but hindering you are turquoise
lines which you cannot normally pass.
To get down the whole silo you will need

Thisgnnmhmcsuwaee,'m:'f.ﬁ;e m

houglh ﬁsﬁlgnnm is comp.
. . really wasn’t convi

its lasting appeal: there gre rrn:m;‘rI T:::I:f
but they all resembe each other pretty
closely, as do the monsters,

Peter Connor

rw?ﬂ the Psychological Psi/id nonsense
! :{;yud this game simply because of the
k!b-aauhﬁ.:!ly smooth action and

The other thing | liked abous
: t
strategic element — having mumi i
yc;yr energy forces meant having to think
a -ﬂl_u more than usual when it came to
Pressing the fire button,
My only slight quibble wouyld be that
action is very slightly too slow, given
that you'll need to play for quite

a while to get to the Source.

Steve Cooke

several psychic powers which can only
be used when you have enough Psi and
Id energy. Teleporting will take you
back to a teleport gate while levitation
allows you to move over gaps or obsta-
cles. Remote viewing allows you to view
away from your body in black and white
while invisibility confuses the Psi if they
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are pursuing you.

All these skills take Id energy to fuel
them and Psi energy to control the use of
Id. This may all sound complicated but
basically it is a matter of zappi ng mons-
ters most of the time so that you can gain
the powers to reach and overcome the
Source.

The graphics are excellent and the
‘feel’ of the surfboard is terrific with
great sound effects accompanying the
skid of your board or the crackle of an
approaching enemy. Bob Wade
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GAME: SEE-SAW

MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: QUICKSILVA, £7.95

According to the blurb on the cassette
cover, the Evil Lord has imprisoned the
members of your brotherhood in his
castle, and it is your job to rescue them.
It doesn't actually say what you and the
rest of your kind are — but by the looks of
things I'd say bald hedgehogs come
close.

Anyway, on with the game! A quick
press of the old fire button presents you
with an attractive 3D view of a two-
turreted stone castle with a front of

GAME: ATTEC

MACHINE: COMMODORE 64
CONTROL: KEYS

FROM: BEYOND, £8.95

I had entered the South American rain
forest with some trepidation, it's not
every day that you search for an Aztec
temple. Soon 1 found it and explored it
to my heart's content. That is where the
fun really started.

Okay, now you know that Aztec is vet
another exploration game. Fortunately,
unlike Quo Vadis and its ilk, Aztec is
random so there is little point in map-
ping from one loading te another.

The temple is randomly generated on

M

GAME: SORCERY
MACHINE: COMMODORE &4
CONTROL: JOYSTICK
FROM: VIRGIN GAMES, £7.95

There has been a noticeable improve-
ment in the titles that Virgin have
brought out for the Commodore 64
recently. Luckily, Sorcery continues this
trend. It is a straight conversion of the
Spectrum game of the same name that
proved relatively popular.

It was conceived by Martin Wheeler,
the idea of the game being similar to that
of Ultimate's legendary Atic Atac.

The wizard moves about the screens
(17 of them) by levitation and doors.

GAME: FIREQUEST
MACHINE: COMMODORE 64
CONTROL: JOYSTICK, KEYS
FROM: THE EDGE, £9.95

Firequest brings with it some great
adaptations from such classical com
posers as Bach and Caruli, each screen
having its own rendition. However, the
gentle music slowly rippling out of your
TV set can always be replaced (press the
F3 key) by some rather coarse sound
effects. But these are best left to moulder
unless classical music isn't your bag,
You could, of course, always turn the
sound down.

The first screen appears at the touch

64 PCGAMES

coloured bricks, and the lord’s grinning
henchmen (er ... they're frogs...).

The Evil Lord wanders up and down
at the top of the castle behind the bricks.
Occasionally he stops to push a brick,
which moves with a realistic grinding
sound, and topples over the battlements
onto the see-saw below.

You, poor hedgehog, are situated
upon the aforesaid see-saw. You must
not only dodge the falling bricks, yvou
must also avoid being catapulted into
oblivion as they strike the see-saw.

Provided you manage to keep out of
the way, you then have a chance to get
your revenge by shifting the fallen bricks
on the see-saw so that when the next

each load and consists of floors con-
nected by steps. You have to explore in
search of the Golden Idol, fighting off
monsters and opening treasure chests to
find useful objects.

The Temple itself is uninspiring in its
design and one room looks much like
another. The interest is in the various
chests you'll find, the contents of which
are vital to your survival and the success
of your quest.

To negotiate the eight ‘storeys’ takes
skill, and there is a level of difficulty
selector to keep you in tight spots.

You control a fully (though rather
jerkily) animated Indiana Jones-style
figure, who can walk/run/shoot/jump

However, in each location there is a
monster or three that would just love to
star in the next ‘Hammer House of
Horror’ movie.

From under the very noses of these
creepies you must take objects (by press-
ing the fire button) and use them at
certain points during your quest to
destroy the evil Necromancer (boo!
hiss!), Of course you have to find the
purpose of each object by trial and error.
But this aim is made more complex
since it is only possibie to carry one
object at a time.

Ultimately you must place one of the
objects on the altar at the final location,
Stonehenge (yup, another spooky set-
ting). But if you leave the wrong thing

of a button, filled with Ugh, green grassy
slopes, a sparkling river next to a fiery
mountain (no less) and some rather
carnivorous, hairy spiders. Those of you
with high blood pressure may need a
cardiac unit on hand as vou tackle the
first of what turns out to be one of seven
joystick jamming screens.

Frustrating? Yes! But, boy, once
you've got the hang of it you're up and
away on your fearful quest for fire.
Problem is, how far you're actually
gonna get!

You're not only plagued by the regular
nasties found in most games, but also
exotic looking things like fumaroles and
malicious firebolts that spring around,
not forgetting those other little cavemen
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one falls, it may — if you're clever —
catapult another up into the air, taking
one of the Evil Lord’s henchmen with it.

The basic idea is to knock a gap in the

row of henchmen guarding the lord
! (who grab hold of everything that passes

them, including you!) and catapult
| yourself onto the battlements, causing
| the cowardly lord to flee,

Although simple in concept, See-saw
is infuriatingly difficult and involves
enough logical thought and fast actions
in manoeuvering the bricks around (you
can only move two at once, and some
are twice as heavy as others!) to make it
playable and compulsive.

Jeremy Fisher

and even use dynamite. But the price
you pay for this complexity is a heavy
lvad of 21 functions all accessed from
the keyboard. And that’s no fun when
you've got a high-level toughie to deal
with.

Sound effects are minimal, but then it
must be said that this game was written
in 1982, s0it's only to be expected.

It will be a while yet before Aztec
loses its appeal — the fact that it has
survived for almost three years in the
cut-throat software market is proof
enough of that. But today’s 64 owners
demand today 's hi-tech games. And
Azfecisabitlongin the tooth...

Richard Patey Steven Filby
— i ST Al i e T A B T
there ... watch out. sB\rer.reEn totally o 23 mm
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who seem to be out to hinder you at
every turn,

The 3D perspective has certain short-
comings, but it doesn’t really detract
from the game’s playability which, I may
add, is based pretty much on milli-
second timing.

Even when yvou've worked out how to
do a screen you're not going to be able to
get through it every time.

If you finally manage to complete all
seven adventures The Edge promise ‘a
lot nicer surprise in store for you than
most of those you've met and conquered
travelling the Adventures of Ugh’.

Wonder what it can be ... your own
pet hairy tarantula?

Samantha Hemens

. and into Y.§;

onts if this game js

Man ever got gy of

JANUVARY 1985

T




- ——— w1

et

i ———— = &

MSX e MSX o MSX © MSX © MSI

GAME: SUPER COERA
MACHINE: MSX
CONTROL: JOYSTICK, KEYS
FROM: KOMNAM)|

This conversion from the arcades is best
described as a cross between Scramble
and Blue Thunder.

In your Cobra chopper you are on a
mission into enemy territory to grab
booty from their base. The landscape
scrolls from right to left and your chop-
per can move up, down, forwards and
backwards. The opposition appear in
several zones the first of which pits you

| against ground-launched missiles and
lweell|  tanks. The missiles take off sporadically

[ GRaPHICS

I [ ORIGIMALITY
[ LASTING IMTEREST

OWVERALL

® The pesky racoons in Comic Bakery are out to drive you crazy

GAME: COCO IN THE CASTLE
MACHINE: MSX
CONTROL: JOYSTICK

and arc across the screen, sometimes
wrapping round and reappearing on the
other side if they miss you.

The missiles and tanks can either be
shot or bombed, both armaments being
operated by the fire button. You also
have to bomb fuel dumps to stay air-
borne.

If you can survive zone 1 you are on to
an even tougher section where the mis-
siles no longer come at you but UFO’s
oscillate up and down the screen. The
best strategy here is to keep low, moving
up and down only slightly to keep the
oncoming UFOs in your line of fire.

MNext you're on to a short tunnel
packed with alien weaponry, promising

GAME: COMIC BAKERY
MACHINE: M5X
CONTROL: KEYS, JOYSTICK
FROM: KONAMI £

Comic Bakery has you taking the part of
a pot-bellied chef in a bun-fight with a
band of rascally racoons.

Bakery products move along the con-
veyor belt and tumble off the end into a
lorry. The racoons run along the factory
floor flipping the on/off levers with their
tails and stopping the flow of goodies.
Others run along a platform above the
furnaces and dangle their tails down,
sweeping cakes off the belt.

The p]Ltymg area is about three

(GRAPHICS

ORIGINALITY
| LASTING INTEREST

‘leaping’ across cha@sms while arrows
" toward him. ‘Sharp
‘soldiers thrusting upwards

0 1riestoleapacross. It's likea
FROM: KUMA, £6.95 . gm that was lhrgw away from
My first MSX game to review and s | ]Hunﬁhbad:. Other screens have Coco
what I get: a program that leoks more mmmﬂam;ﬁnaf tasks.
like a magazine listing tham a lﬂufﬁk On' one partic ious screen \
sionally produced piece of software. ' | Coco has to cross a pond (or is it a
I do not exaggerate. You aré Coeo (of pﬂﬁlﬁ} by leaping_on. the backs of
clown fame), and the game ‘certainly! turtles. These mise and fall from the
makes you feel pretty foolishs The! -=[ﬁepthb with _great sloth. Play. it, and
Creepy King has kidnapped 3{1urﬂance uniderstand’ theirdéiek of enthu-
and you are supposed to rescue g, m it's'hot hard, it's not original, and
There are nine screens, each of them ‘it's notata@l pretty.
exceedingly boring and none of them afg#*Phe graphics, though, are what first
all original. ‘Awful Arrows' hagii@eco strike you about this game. They fill in

| [CRGINALITY
[_LASTING IMTEREST

| | GVERALL

e GAME: TIME PILOT simple. You control a jet-fighter and
= MACHINE: MSX must do battle with successive waves of
' enemies, beginning with the antique

OB (R biplanes of 1910 and going through the

FROM: KONAMI

Time Pilot has been around in the
arcades for quite some time and still
attracts a fair number of punters want-
ing a good blast. This cartridge is a pretty
faithful copy and provides the goods if
zapping is what you're into.

The scenario of the game is very

present day to the sort of airborne
weapon that Ronald Reagan dreams of.

Control is similar to Asteroids — you
rotate and move forward, spewing out a
stream of bullets. It can take some time
to master the art of movement, but once
you've cracked it it's plain flying.

The green biplanes aren’t too difficult
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a real ‘gauntlet run’ at the higher levels,
First time round though it's a cinch,
Your only problems are the stalactite-
like missiles, which periodically drop
from the roof. Accurate shooting, a
quick knock-out of a vital fuel dump, a
little crafty hanging back to wait for
threatening missiles to fall and you're on
to the home run of level 1. This time the
tanks are firing their lasers, so you're a
proud pilot when you dodge their blasts,
and the hurtling missiles, and hover
down to the booty.

The MSX scrolling can’t match the
smoothness of the Commodore, but the
sound gives you all the zaps, bangs and
crashes that you want. Bob Wade

____-

screen-widths in length, and a scanner
shows the state of the furnaces and
position of the croissants as they move
along the belts, so you can quickly
identify bottlenecks even if they're off-
screen.

Dealing with the racoons on the floor
involves giving them a quick blast from a
spray gun and kicking them out of the
way. The ones on the platform above
can be immobilised by jumping up and
spraying them simultaneously,

Whenever a furnace is switched off
you must run to the switch and turn it on
again by moving past it. The spray-gun
only holds a limited number of charges,
but will recharge itself slowly if you run
out. You have three lives which are lost
by bumping into the beasts.

There’s a clock at the top of the screen
which counts rapidly through the 9-to-5
working day. At 5 o’clock the hooter
goes and a bonus is awarded according

on screen like the illustrations to an
adventure game — incredibly slowly.
When at last they have appeared, you
will be amazed by their crudity.

The only good point about this prog-
ram is the introductory music, which
gives a jaunty lift to the player’s spirits.
Alas, the sound effects during play are
awful.

If software compatibility merely
means finding a lowest common de-
nominator, MSX is not going to be the
brave new world that was promised.
Coco in the Castle is a rotten game.
Let's hope the MSX circus can find
s0me more entertaining acts.

Peter Connor

to see off: they fire few bullets and less
bombs. At the end of the wave you have
to destroy their controller, a red Zeppe-
lin which lumbers across the screen.
You then warp on to 1940 to face the
more formidable challenge of WWII
fighters and bombers. These throw a
great deal more lead in your direction
and also get on your tail in hot pursuit.
Next, you're in 1970. Now it's whirly-
birds. They're faster than the first two
waves and they also fire semi-guided

ack of coloyr
t Plays at the

here and v b game, whilst little blips
going

'cate your ovens

w“}" ”'!E bﬂker
"S off the screen,

to how many cakes you've got in the
lorry. Then it’s back to the joystick for
another day's work.

There’s some lively music while you
play, and the graphics are attractive.
Megazappers may find the game a bit

Ggainsy You.
Y only reservation

not be mych of a lastin
You are only lif
ro [a]

tame — after all you don’t exactly die of
fright when you see a racoon swiping
croissants — but for my money it's
original, entertaining, and one of the
better MSX games. Steve Cooke :

infact o good One
€ playable by it
: from more work
fy to start af any
take since there js o

and some Screens gr

missiles.

Then it's the present — 1984 — which
was presumably in the future when this
game was written. Sleek jets are after
you here, again firing those black and
nasty missiles. In 2001 you're up against
blue flying saucers sending out their
futuristic missiles.

The trouble with Time Pilot is that
after 1970 it doesn't seem to get any
more difficult or introduce any new
elements: your opponents may change

S o PANEI.POINTS |
; t get better sofs : : -
B'ﬂ:t:ﬂhth's then its explosion fn*z t:;ﬂre incentive fo get to the next. Bok Wad
ome m f 5 ; Gde
g Icro market js going fo be g E?rer}dhmg about this 6me is
: S 'mPPOfnﬁngﬂ th :
"5 game jg indicative of the typesof  97€€n) graphics g (ond most|

. 8i 'e % ;
Cbﬂﬂ"’c}r over ’he chﬂ-n::c?e?und and hDrrld

€ idea is okay by
eod
€ execution of this one. STE;I:?UH e

but you just do the same thing.
The graphics are colourful enough
and the sound is okay. But overall Time

Pilot's now looking a little bit dated.
Peter Connor
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GAME: NIGHTMARE MAZE
MACHINE: BEC B
CONTROL: KEYS, JOYSTICK
FROM: MRM, £5.70

This game is basically a cut down Pac-
man in three dimensions. Your job is to
send your character around a simple
maze collecting keys. Once you have the
required number you progress to
another maze where you repeat the job
hindered by another set of monsters.
The first maze is occupied by a strange
bunch of creatures called the Springy
Things. These may look rather stupid
but they move very quickly and you
have to be very quick to avoid them. The
game is played against the clock (pre-

GAME: DUCK!

MACHINE: BBC

CONTROL: KEYS

FROM: FIREBIRD SOFTWARE, £2.50

| eagerly loaded this curiously named
game while I read the instructions. It
reads: ‘Farmer Tubby is out to bag a few
ducks, and maybe a swan for his dinner.
His trusty blunderbuss is small comfort
against the zany hazards and surprises
he encounters. Can vou help him?" It
also tells vou that Duck! is the daftest,
funniest duck-shoot of them all and a
sense of humour is essential.

When it finally loaded, vellow ducks
assembled at the top of the screen and

sumably you have to escape the maze
before your nightmare ends) so strategy
and precision control are musts.

Occasionally, to help you keep going,
a cup of black coffee appears and
collecting this not only adds a few
seconds to your life but also freezes the
monsters so that you can rush round
and gather lots of keys.

Nightmare Maze has some pretty
nice graphics and the 3D effect is fairly
good. Your enemies float above the
ground and cast a shadow, and the puff
of smoke which appears when you die
hovers quite convincingly. Colour is
used quite effectively and despite fairly
small characters the general effect is
pleasing. Sound isn’t too impressive and

Tubby appeared at the bottom. You
move him laterally and take pot shots at
the ducks. From time to time, one of the
ducks take a quick dive towards him.
Yes, it's another Galaxian rip-off. Just
when I thought I wouldn’t be reviewing
any more Galaxian copies!

But the game does have one or two
nice points. On the second screen ducks
descend to the ground if you don't hit
them. They then waddle around and get
in your tubby way before zooming back
to rejoin their brothers and sisters.
Pretty zany, eh?

The graphics are guite good. The
ducks do look like ducks and they do
waddle. Your man is indeed tubby and

neither is control — directions are de-
scribed as ‘up-left’, ‘up-right’ etc.

On a joystick you can overcome the
difficulties by turning the joystick
around, but on the keyboard you run
into real problems. This is something
you come up against in all Q*Bert-style
games, but it never seems to get any
easier.

To be perfectly honest 1 didn’t think
Nightmare Maze was that impressive
and MRM. although they've included a
number of nice touches (such as the
floating assailants and the cup of cof-
fee), seem to have forgotten that origi-
nality is the name of the best games
these days and we won’t be fobbed off
with rehashes. Rob Patrick

he is animated very well. The sound is
lively and the general presentation is
quite high.

Nevertheless, there is no way that this
can compete with offerings from soft-
ware houses such as Acornsoft, Aard-
vark, Micropower and Superior Soft-
ware. Maybe some people will buy it
because it's so cheap but I only buy
games if they are worth playing and this
certainly isn't.

If British Telecom's subsidiary
seriously thinks this is the daftest, fun-
niest shoot-'em-up, I'd hate to know
what they'd think of Frak!. They'd prob-
ably die from laughter.

Shingo Sugiura

o PICIGIs[HIII T p{PICIGIe[HIITYATPICIG[o[HII[TYAPICIGle[H]I Tig

This is a cross between Pacman and a
lithograph by that favourite artist of all
mathematicians, Escher, best known to
games players as the inspiration for Ant
Altack.

In Castle of Gems you must move
vour character, Bertie Bear, around a
3D maze collecting gems, accumulating
points and avoiding such varied nasties
as gem gobblers, trees, ghosts, gremlins
and the deadly and invincible witches.

These monsters are particularly amus-
ing. For example, the trees move at an
incredible pace and the gem gobblers,
though more ponderous, wander
around seemingly unconcerned about
you, then suddenly they will home in
and you don’t have a snowball's chance
in Hell of surviving.

But you can get those gobblers by
passing over them as the gems go down
their transparent intestinal tracts.
Timing is essential here. Other enemies
can be opposed if you can find the magic
hat: put it on and it renders you invinci-
ble for a time. That's when you can get
your revenge on the nasty trees.

The 3D effect gives each of the mazes

[ —{ PANELPOmTS
i5
'E:':'U-gh to put yoy :;;:’ . I.I-g.h- it's :
o t your L reas ﬂc‘lr life. tlhel esentation, quick k oy
u{:; a;""“}’ﬁ feel you h;‘: :'y Mpressive qu”'"""ﬂl extra fegtyres miﬁ and gf|
Very ni o urviving. The magic hg addictjy i and the shee, <
br ce touch, givi IChat was o eness of this ga
b eﬂ&!‘ when ¢ g:rgn;gu a wele wﬂsﬂ; goon P['n}’fng fﬂn:ee:";kﬂi you
not - got fo could -
o Particy| ug _-nd cou
:‘ﬂﬂ'f:f\:hhich i arly Smﬂﬂ;tfﬁﬂfure i ;T:ﬁgi;::w but that dh”: " f: fz' m:;re
5 e playi Uto diffe game, o | Tuin this
: ng t -ﬂlln
® ¥arious " F g0 s“ﬂi v
MRM's Usual ;,m:d?:ﬂ § are we|| up fo Bertie Bear, js obvi b
complj - With 18 diffe,. stof  this in i 70 of the micro
niPlicated screens ghis e 2nd it e 4 PITES sequels of o e O World, f
eeb Owners. 1515 & must fo gei:;daﬁnde"y agood m:r;m::w “ﬂndﬂrd
i i .
o otor Comnor S50 50y rrond Wisnow
i'l'}sfnn#f_y r;z;f:me p[ﬂyﬂl‘s will which_}"ou d;:,: :wesi:f?ﬂfh a ‘?‘n
ystal Castle, Iy s hmaey. S0 of  YHing s
"ePlica of the gy an exact J is

more than one ‘level’. Bertie must there-
fore run up and down stairs, or stand on
rising and falling platforms, to reach all
the gems.

This is a strange game with a nice feel
to it. The graphics are fairly good and
the use of colour is quite pleasing. The
trees look like trees and the gem gob-

blers look like nothing I've seen on this
planet. The sound isn't exactly out-
standing but it is satisfactory, though it's
a pity it doesn't go beyond simple
effects. Overall, the game is good, clean
fun with some nice touches. Rob Patrick

|
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BRITAINS NUMBER ONE CARTOON CHARACTER
ON COMPUTER GAMES FROM CREATIVE SPARKS

BV ERNErEre YVVE 'Y
IN DOUBLE TROUBLE

The evil Baron Silas
Greenback has bullt an
androld Danger Mouse
which must be destroyed and
there Is not @ moment fo lose.
Guide Danger Mouse and
Penfold through the deep
Jungle to the layer of the
Baron and then halt the
loading sequence before it's
too fate.
€Can you help Danger Mouse
save the world?

Fast loading cassette
(€-64 version).

: illrﬁ’wiﬁlﬂ VOV TG
WMMWMM

This adventure program is
no piece of cake!

operator....and will develop
o range of useful skills as =
you go. (P
® for early adventurers of ",
any age ”

@ no typing skills required
@ Jots of superb graphics

' “The graphics...are stunning oa the Spectrum
-and even better on the C64"

Computer md‘u"ldmuGu‘r LR . Sy o

TWO GREAT NEW GAMES FORTHE cﬂwomum
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SUDORDS € SORCERY

fwords and Sorcery represents the first example of the
ultimate in graphic adventures using the unique MIDAS
ayEiem,

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

‘r'nu_hs'nln a5 a novice with limited abilities in the use of
magic, sword play and stealth (lock picking, thieving etc),

As you wander the corridors, you will encounter beings

meek and mighty, discover untold wealth and worthless

trash. Bome abjects will increase your powers, whilst some

will be dangerous and still others will be protected from

pilferers (you!) by friendishly ingenious traps, all designed

;_-. help or hinder you on your pilgrimage to power and
oy,

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

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

WHEN DARK CABALLLUS HIS COUNCILS LEND US
LET NOT THE RED CLUPEA HARANGUE US
TURN US FROM WHAT SEEMS TREMENDOUS AND
THUS TO ZOBS GREAT TREASURE SEND US.

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

Available on Cassette £9-95
SPECTRUM 48K OR COMMODORE 64

PS.S 452 STONEY STANTON RD. COVENTRY CV6 SDG. TEL: COVENTRY (0203) 667558

(Mult! Dimensional Animation System)
MIDAS ADVENTURE CONCEPT
Stunning 3D graphic animation simulating video disk k
games, H
A unique fully interactive adventure language using the |
latest ARTIFICIAL INTELLIGENCE technigues. |

State of the art dats compression technigues enabling
enormous scenarious and vocabularies to be incorporated.

Real time Interactive Conflict Sequences.Talk to your
opponent, attack them, flee them and even confuse them. |
Joystick capability for movement, combat and actions
through unigue menu feature. Keyboard operation

for more complex interaction with the adventure when
time permits.

Develop your own unigue player characters. For exam-
ple — specialize in magic, swordplay etc.

Total expandability — your own characters can be
transferred to future adventures and new opponents,
scenarious and objects can be added to all the games,
A peries of expangion modules to incresse indefinitely
the playing life of each game written with MIDAS,
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GAME: EDDIE KIDD'S JUMP
CHALLENGE
MACHIMNE: BBEC, ELECTROM
CONTROL: KEYS, JOYSTICK

FROM: MARTECH, £7.95

Jumping over rows of cars on a motorcy-
cle has always struck me as a pretty
strange thing to do, and an even stranger
thing to watch. So it was with some
trepidation that I loaded up this compu-
ter game version of Eddie Kidd's liveli-
hood. And found a surprisingly enjoy-
able game.

There isn’t really very much to it, but
what there is is done very well. The

principles of Jump Challenge are very
simple: speed along on your bike and
clear all the cars in the row

But before you get a go at this you
have to endure the game’s major draw
back — a practice run on a BMX bike.
There's absolutely no skill involved in
this as you merely press a key and make
your jump. There's no avoiding it. And
there’s no excuse for it.

The real thing is much better and
requires a certain amount of practice
and skill. Eddie's bike is controlled with
keys for the gears, throttle and brakes.
To accelerate you have to move up
through the gears. Accelerate too quick-
ly and you end up doing a disastrous

L " [
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Felix with an evil weevil hot on his heels!

GAME: FELIX MEETS THE EVIL WEEVILS
MACHINE: BEC, ELECTRON
CONTROL: KEYS

FROM: MICROPOWER, £6.95

You play Felix the factory worker in this
exciting, extremely difficult game from
Micro Power. Killer weevils have over-
run your factory and are being generally
unpleasant to people. You patrol the
factory, spraying any weevils with dead-
Iy ‘Ubik’.

Not only that, you also have to worry
about the deadly ball-bearings. Of
course, these don't harm the little swine
that you're after, but for you contact is
horribly fatal.

| GRAPHICS
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GAME: SPACEMAN SID
MACHIMNE: BBC, ELECTRON
CONTROL: KEYS

FROM: ENGLISH SOFTWARE, £7.95

This game sounds incredibly exciting on
the cassette cover but, in fact, it is a
version of Moon Patrol which appeared
in the arcades in the days of Scramble.
For those of you too young to remem-
ber, here is the plot: you drive a little car
across a landscape and shoot things that
come along to destroy you. The excite-
ment is in having to negotiate pot holes
that occasionally appear in vour path.
As you trundle along on your hazar-

dous journey to the enemy base, missile
launching meteors fly over head, rocks
block your path and various protrusions
appear on the ground.

The graphics are very good. The large
multi-coloured characters move around
the screen with imperceptible flicker.

Animation is very cleverly done too,
particularly the way in which the wheels
of your XRS5 hug the rough terrain and
the way they fly off in various directions
when you are blown up.

In fact, the attention to graphical
detail is almost scarey. The smooth
scrolling, the stars passing in the back-
ground and the very slick movement of
the baddies make this game a joy to

GAME: SCRABBLE

MACHINE: BECB

CONTROL: KEYS

FROM: LEISURE GEMIUS, £12.95

This has been converted from the popu-
lar program on the Spectrum. It has lost
much of its graphic flair along the way,
but still plays a mean game of Scrabble.
The vocabulary is only 8,000 words, but
includes many that are just the job for

this game. If you want to cheat, the
computer will accept any nonsense as a
word. Once it's beaten you a couple of
times you may well consider such tac-
tics. Up to four players.  Peter Connor

GRAPHICS =
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GAME: MICKEY THE BRICKY
MACHINE: VIC 20 UNEXPANDED
CONTROL: JOYSTICK

FROM: FIREBIRD, £2.50

Don't be deceived by the name: this 1s
Donkey Kong without the ape, which 1s
a bit like Hamlet without the Prince.
Mickey has to make his way up the
ladders and along the girders trying to
find the tools he has mislaid. Rolling
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wheelie. Change tear too gquickly and
you'll splutter to a halt.

Making a successful jump means cal-
culating the correct speed for the dis-
tance and the angle at which Eddie
should lean forward or back. Jump
Challenge's graphics are colourful and
clear, but nothing special — the wheels
on the bike don't move, for example.
The sound, though, gives a realistic
range of groans, splutters and roars as
you change up through the gears.

Jump Challenge is an entertaining
novelty, and this version is far superior
to that on the Spectrum. Amusing as it
15, though, I can't see it gripping many
gamesters for long. Peter Connor

tarting out on a BMX bike doec’
_sz,-f:m to me to be very sfy!islf,ek::ft
;mce it $ 9iving you the chance to get the
unughc;f Ilumping, | suppose it's OK .
N you get on to the big bike —
know, the one with the rnmilrg —b'r':: u;f}'-i
really Ibegins. However what | found S
annoying was the fact that every time
crashed you went back to BMX. UGH '}‘Du
he revving sound of the motorbike is
great and the scrolling background with

trees and grandstand af|
atmosphere. R e

Samanthag Hemens drawback .

The BBC version i
s really a challenge and
;freets uhe‘_:d of the Spectrum gumge. In
o?h there is the infuriating BMX stage
which takas no skill and there ought to be
a ulrrz}.r to avoid having to do it every time
i bec:;runl bike jump is exhilarating on
e beeb and you get a real taste of
excitement striving for each leap. Great
crashes as well as you land in o crumpled
heirp on the floor.
asting interest is inspired by i
the desir.
to go f:_.:rther but having to start at the 5
€ginning every time is o major
Bob Wade

The factory itself consists of several
moving conveyor belts connected by
tubes. The belts can be reversed by
picking up a belt lever which you find
lying around.

Felix can move around the tubes and
jump down very small distances, but
never up. You have to be careful not to
get these very small distances mixed up
with bigger ones or our hero may do
kamikaze-style jumps from the end of
the conveyor belt.

There are also bonus letters to be
picked up, and a special bonus if you get

'nLu [;Iimlrnglylr difficult and infuriating|
gn; u:‘lzlve, I'{Fce many Micro Power .
g es. It's a simple encugh idea but b
1Ust enough to it to make it an e
;::?rr.tﬁ:nmg game. The weevils gre
ﬁnigh‘-:h ¥ slippery and it's no easy task t
em off. | could've done with g “

ame hr i Id [ !lf
’ Ower IFI‘Sfe
can,

Peter Connor d
:::a:ing up the last Fel;
hemi ueanurr Monsters, this one finds our
ning around g ser|
’ d a series of co
elts and tubes avoiding bu![—benr?:;:cr

and attempting to ki i
Wik pting to kill fhepecuhﬂriy Evil

X game, Felix

them all.

Also hanging around the place, are
vital ‘Ubik’ spray cans. You can only get
one spray with each can so you have to
be careful how you use it. Along with
these, you can pick up oxygen cannis-
ters to replenish your supply.

When an ordinary weevil reaches one
of the flashing mutation chambers it

turns into a ‘Purple super weevil'. These
move like bullets so it is wise to bump
them off as soon as possible.

The controls are not too bad really,
although it might have been useful if a

-\

the platforms gnd |

odde ich i
S0 prevalent on the Beebﬁslg?;;:jfrhlm 5
addictive and most of all fun. '

This one is odd
- : T
@ one-shot spray excellent, All the :E

esigned and the way in wh:
: : Y in which ¢
@nimated is very impressfve.'c 2

good, slick presentg
vsual Micrg Power standard, g||

features such as qu;
s quit, free
::i on playability, this gn:: ;;::Und .
dly. '

Felix i
1 15 a colourfyl, noisy variation on

Rob Patrick

: graphies are
arg

cters are carefully
are

The sound i good, key response is

tion well up to the
the usual

T s down
hingo Sugiurg

couple of extra fingers had been sup-
plied for the emergency panic and
reverse-belt buttons. Simon Rogers

watch. The sound is OK, though no-
thing spectacular.

Unfortunately, this game is boring to
play. There’s nothing more monotonous
than one type of alien getting faster and
faster.

Similarly, there are only five sectors to
get through, which again limits the
lasting interest.

And what happened to the hall of
fame? This is definitely obligatory in
Beeb games.

It's almost a shame to criticise this
game because the original was so fantas-
tic and this could have been as good
with a little speed, variety and a little
more sound. Shingo Sugiura

[ PANEL

Fyou're lookin
g for a Moon Par f f
your Beeb then buy this, The grr:rr;hi:sr

are good if not Outstanding, with some

isn’t brilliant and ah
all of fame migh
:::}w?fbeerv @ good idea but the fncrkgu:‘ it
n't make you hate the game. Sq
excuse me while | sqve the L.lr'n'wurer.v.ns.-r

Simon Rogers

! }n a Moon Patrol fan o | was very
eq
Epi t;e:::l é?dsaf:- a hfme micro version, Jt's
: N 1stick more closal :
. * stick to the
original, but it's still an enjayag;e game

along are oil drums which he must jJump
OVEr.

One big drawback — it's far too easy. A
pity really. because for the price and the
unexpanded machine it looks good and
Peter Connor

plays smoothly.
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GAME: SUPER MUTT
MACHINE: SPECTRUM 48K
CONTROL: KEYS

FROM: SILVERSOFT, £5.95

Our droopy-eared hero flies over a
smooth-scrolling landscape. in search of
his sidekick, Pup. He must land and
explore wvarious strange buildings,
platform-style, looking for food and the
letters of a vital code-word.

Rob Patrick

Sid’s new ‘XRS5 Laser Armed Combat
u:;e:-r really seems g bt old-fashioned
o .::?d i f}]e \-Ivh:::le thing seems o Jiﬂlle
S ::j with its verticq| and horizontgl
> e{?rﬁn the b,::uncing over craters, |
i e graphics, though — especial|

€ lunar strawberriag blocking Sid’s d

path,
Peter Connor

Super Mutt has pretty graphics and
the movement is very smooth, yet it
lacks any truly compulsive element.

Peter Connor

[ GRAPHICS
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MEGASAVE FANTASTIC SAVINGS We apologise for any delay in the release of software
SPECTRUM MILES BETTER SOFTWARE
Hntang‘sﬂmamﬂm 590 Stangeloop.......498 JaISEWIY......... 898 221 Cannock Road, Chadsmoor,
Alien .. .8.50 Full Throttle ..... Spitfire Ave _............ 8.75 Cannock Staffs WS11 2DD.
Skooldaze .. 495 et SﬂlWilly..... Furt lypse... gsﬁg
Fotty Pi .. 585  SabreWulf. ; Rl Over MOSCOW. .
Haﬂﬂ%ﬂg&un ... B.BS 3032?1 Head.. ... 6. F-15 S!rlka Eagle ... 12.95 T‘EI' 05435 357?
Sir Lancelot . ... 498 Lords(d Mldnnght ..... B.50 PBruceles........... 850 B
Star Strike... "4.85 TornadeLowLevel . .75  Trollie Waliie. 5.85 Us GOLD SOFTWARE CASS DISK
SDM-IHM gﬂ mfn glu‘s-- . E:;m Wff"ﬂf : gg: “BEACH-HEAD 9 () 12.00
Lper MUt 2 Lo b i RAID OVER MOSCOW 4 i) 12 00
IMyutant Mon .5.85 Paytron.... Eureka........... 12.95 > A i : -
Air Wolf . i . 5.95 Fr:-mwsmn_. ; Amafican Footnall ... 8.50 STRIF POKER 8 (0 12.00
Pitfall 1 ... 6.88 FighterPilot ............. Summer Games ... 12.95 ‘DALLAS QUEST 12 45
Underwuride ... B.50 Rapscallion... Heebw Jeebies...... 6.95 *SMOKIE RATA] 12 00 |,
Kraght Lore ......ioeuees 8.50 Automania.. Dark Star .. coens B0 'B.HLT_“E." LEE 19 g5 1205, i
Doomdark’s Twin Kingdorm 'u'aﬁeyﬂﬂﬁ Stromlunﬂug .. 6.85 R T = |
Revenge.. B50 Psyraex.. . B8.50 Traffic.. . B.85 *FORT APOCALYFSE 9 (k) 14.00 I
Combat Lyn .......... 7.85 KosmicKanga ... 4.95 GhostBusters. ... 9.50 *DRELBS G () 14.00
American Football.... 8.50 Football l\-'la.nagar 585 HATO Gumrnander B.75 SEMTINE] 40K 14.00 |
Ghost Busters.......... 875 Vahald........... 11.00  MontyMgle............. 6.85 Pyl S . |
Travel Trashman ... 495 RiverRaid.......... 685 Suicide Express..... 6.85 LARKON 4L 14.00
Backpacker's Guide 6.75  Hero .. 6.85 Hunchbankll .. 6.95 ‘BLUE MAX 9001 14.00
12.95 KDHNMIWIH ...4.95 Sharlock Holme 1295 SO CLFLIGHT 12 65 12 G5
Deus Ex Machina... 1295  Dangermouse 6.95 SNATONCL NDER 4 00 12 00
1295 ‘WhiteLightning..... 1280 LazyJones B85 NATO COMMANDE L i
585 Dev-Pacd......... 10,50 Boulderdash .. TB5 “SPITFIRE ACE G () 12.00
585 Taswordll.. ~1LT5 PRiverRaid............ gg ‘15 STRIKE FAGLE 12 95 12 95
o o =Sel N i B “FORBIDDEN FOREST BOD 1200
;;;E;EE Codé Nomeal,... 478 ks e 1 *AZTEC CHALLENGE & 053 1200
Pyjamaramsa ., 585 Traghman.. EE SLISKY B () 12.00
Astronut... . 4.95 Tornada Low Level . 6, CAVERNS OF KHAFKA & (M) 12 00
Ediddse Kidid Jump C... 5.85 COMMODORE iesinsie. BUBS E:}::'K_.[;ﬁ{”{.l_}; - e l,ﬁ,“f
Battie Cars............... 6.85  TADPEF................... B.50 . 850 i o i A
Turmalk........... .. 585 Blue Max B.50 .B.75 SPY HLINTER .00 12.00
g:cﬂla Zonem ‘e gg Eﬁlfm”“a : ﬁ . :g TAFPER 0.{K) 12.00
ot 'ﬂ‘-'ﬂ : s—vny : : CONGO BONGO 900 1200
Tty " 880  Flghiar Pt g a7 SCROLLS OF ABADON 200 1200
FEJI Guy... - 595 Guzzler. ... 5.85 - 575 FOO YAN H 95 11495
o ﬁ:?‘?&f aiFiace. 8.90  Siove Davis Snooks 685 ELAR BS
§ 'A'I ' < 7 g . N
tétaguﬂiuﬁn 595 . StflkERE:IEE . 6.80 Glﬁm - 5 HE.&E MANY OF ABOVE TITLES AVAILABLE SHORTLY FOR ZX SPECTRUM
gfnmg.‘ ----- ﬂg Ew 55pY .. BS0 E’EWTH a;ﬂgw :gg TELEPHOME FOR DETAILS
nt Bike................
Sane Eilon 5.85 Kokatoni Wilf .. 5.95 *PHONE FOR SOFTWARE AVAILABILITY
Steve Davis Snooker 6.85 Currah Spa-ach ..... . 2750 AND SO FTWA;RE. LISTS FOR
FREE POST PLEASE STATE WHICH MICRD FAST SERVICE COMMODORE ‘?“ND A};r A']:“
SEND CHEQUE/P.0. To More software available shortly
MEGASAVE Add £1.00 for overseas orders |
Dept. PC 76 Westbourne Terrace, London W2 ACCESS/VISAWELCOME .
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KERIAN

Maotorcyche Crazy! is a
graphic adventure
where you, as the cen-
tral Tﬂmﬁtgr miest find
the ARD and return
eaaze ELE Lit safely to Ariel Castle,
w,,----- Unfortunately for you

alr TWARE
GRAB A PIECE OF THE

Meltdowm is a new clas-
sic in  arcade style
games for the 48K
Spectrum! This totally
original game sets you
in the not-too-distant
future, where wour task

isn ¥ there are several pitfalls as service engineer for
! ‘g ACME Nuclear Reac-
i tors, |5 to prevent over- ¥
£5 95 The Crystal Frog is a Your missian, W s haating of the reactor on
. traditional  adventure you decide to acceptif, /' 4 . J, the planet Haras.

i5 t0 go to a place deep
within the KGB's stran-
ghold from where no-
one has returned alive.
We have only one mes-

program for the 48K
g Sinclair Spectrum. You
play the role of the main
character, with the
d computer acting as your

£5.95

W eyes and ears. The ob-|  niw iruee sage from ?t?m iﬁ by
3 [N SRR

ng:t of the game is fo vt decessors. Cut short by

find the fabulously valu- | a4  blood  curdling

able Crystal Frog and| .. ... scream. It said “No-
B return with it intact, It] . " ,,.‘,,' f#ﬂa thing is what it appears
@ will not be easy! ...., 1’” tobeand. ..’

£9.490 £8.95

&
| enciose a cheque/P .0, for €. made payable to | KERIAN | (LK) LIMITED

DISTHIBUTOFIS

'I‘_:'Ef?’ E;Dagﬁclestti'n 29 GISBURN ROAD, HESSLE,
xE e g NORTH HUMBERSIDE HU13 9H

Wayferer =

Vanguard Cheques and P.0.'s made payable to KananU K. Limited.
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Screen Test

SRS HOLANT O THE RUN
MACHINE: AVSTRAD
CONTROL:KEYS
FROM: AMSOFT, £8.95

Roland, who is not, as some may expect,

plagued with diarrhoea, is apparently a

convict trying to escape arrest. When

you first see him, he’'s standing in a train

looking very white (I think this is due to

the graphics rather than the state the

poor guy’sin).

Anyway, he’s got to cross this road to

get to his hideaway (...sounding familiar
yet?) However, instead of jumping inbe-

tween the trucks you've got to jump into

the back of them. Frogger! 1 hear you
say. Yes, but I'm afraid this one is no
improvement on the original.

At the beginning you're given a choice
of how many men you're going to need
for the job (1 — 255) - I recommend 255.
This may seem excessive to one who's
not played the game, but I assure you it
is indeed necessary. To add to this
there's a choice of skill levels, but it
didn't seem to make much difference
when I played.

Then, having made your choices, you
get to the screen complete with train,
trucks, a town and a hideaway. The
problem is, your little guy can only jump
when he’s flashing (no wise cracks here
please!), which he does very quickly for
about half a minute.

MACHINE: AMSTRAD

CONTROL: KEYS
FROM: KUMA, £5.95

It says on the cover of this game that it’s
‘a strong intellectual challenge’, which
is no doubt why someone in the office
completed it after just a few attempts!

In this text-only game, you're a
staunch village elder whom the village is
relying on to obtain their much-needed
school and clinic. What can you do?
First, faced with a choice of five
appropriate options, one of them being
Quit Game, you use your talent to pick
the right one.

Each major decision affects the deter-
mination of the village of Holdfast and
of the Government. Both of these are
displayed at the top of the screen in the
form of a percentage, underneath which
are your choices, such as ‘Negotiate’
and ‘Indirect Action’.

Once you've chosen, you're con-
fronted with another set of decisions.
After this the initial menu reappears
with perhaps one or two more addi-
tions, you check your villagers' deter-
| mination and are off again.

I If you manage to keep Holdfast's
morale up for four weeks (be brave!) a
vaguely heartwarming message appears
on the screen telling you the flags are
flying and you're getting on reasonably
well. I'm not sure this does much for

If you don’t manage to jump him from

train to truck in that time you've had it,

until he flashes again. Mind you, you've

Eduks ann
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always got men on the go, since as soon
as one has moved on, (or passed on),
another of your store takes up residence
in the train.

The sound, which I believe I haven't
mentioned yet (with good cause) con-
sists of occasional beeps which occur
when you jump off the train, or when
you die.

What with flashing men and jerky
scrolling, minimal sound and not much
point to the game, I don't think there’s
anything more to say, do you?.

( Samantha Hemens

Your task is ridiculously straight-

rd — it doesn’
complexity of Frangg:? . N e

though, but that just makes
The1 train, trucks and back

Iso seemed i

giving little incentive for improvement
nt.

The first time 1 scrw the i o
[{lfﬂ'!t Rﬂfﬂ'ﬂd s Qmphiﬂ fﬂr ﬂ'lﬂ E&."ﬂnds graphi "
was in for a req| fremn lTh v : mnwuhoww have Dhiw;ﬁmﬁgmizhﬁ:: and

It isn't easy to do
it frustrating,
ground are

Bob Wade

they won't i ;
SEmE
€ory — you won't :;i?s;ﬁm
:::n:-.li that the In:a;:o m:mi :
Pauses he cron o arepand ey o

I guess we've been spoilt with the

Y. have been o number of excellent
Programs on it. This isn’t one of them,

Steve Cooke

your morale but I suppose it gives you

some kind of incentive to carry on

playing.

The whole game seems to be a rather
simplified version of multiple choice
and all you've got to do is pick the right
answers in the right order. I don’t think
it will hold the interest of many intelli-
gent people for long. Perhaps it should
say on the cover (after the intellectual
bit, of course) ‘for children under ten’.

Apart from the presentation being

OVERALL

lousy, the game’s quite addictive — until
you've solved it, and since there's only a
message to congratulate you, no fancy
tune or graphically amazing screen, it's
not really worth it. Samantha Hemens

=
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GAME: STYX
MACHINE: ORIC/ATMOS
CONTROL: KEYS
FROM: NO MAN'S LAND

Styx is an excellent version of Phoenix
for the Oric with some added ideas that
make it an extremely good game.

You have the usual familiar controls
of left, right and fire as wave after wave
of aliens drift down on you to be blasted
out of the sky. There are four screens of
shoot-'em-up action, the first three of
which have aliens swooping down on
you and the fourth in which you have to
attack the Castle of Hell guarding the
river Styx.

The first three waves are made up of

they are tough to track. All of the
creatures move rapidly and since you
can shoot only one bullet at a time,
accuracy is at a premium.

If you survive you are faced with the
castle which hovers in the air on its rock
base. You have to break through the
base and this is far from easy since many
shots are needed. Meanwhile, you are
continually harassed by eagles and
mines. Success will bring a fantastic
explosion with the beautiful castle dis-
appearing into a myriad of glittering
pieces.

The action is certainly fast and furious
and you’ll need a really good eye to win.
The graphics are terrific and the zappy
sound effects are a treat. Bob Wade

purple eagles, red goblins and yellow
devil’s eyes. These can all release bombs
and drop floating mines.

If they're allowed to pass you the
mines will move along beneath you

poking a spike up between the gaps in beaut; Your opponenys

the screen base. Contact is fatal of arhf:fr slarry backgroyng, froun the
course. The dying act of an alien is often se, byt Un of the mlj SPaceships ang
to release a mine so you should follow o yaumeEsfing fight ot ﬂ-.eEnd
up with a quick second shot and deal coloured cq ”Efo destroy the br:ghﬂn
with that as well. The other way to deal Reason "I:I E;fu defeat the enem ¥
with mines is to shoot a large green think 5,}““,].;& o play, byt | gy
vulture which removes all the existing interagy * maintain

mines.
The devil’s eyves cause real problems
because they blink on and off so that

GAME: FIRE FLASH =
MACHINE: ORIC/ATMOS =
CONTROL: KEYS =
FROM: NO MAN'S LAND E]

©0©

Having been invaded from the States we
are now seeing software from Europe
entering our shores, and on a minority
machine like the Oric it's great news.

Fire Flash is based on Defender and
has almost as many keys, but certainly
isn't as fast. You are trying to protect a
number of fuel dumps on a planet
surface from marauding aliens who try
to steal them.

You can scroll left or right over the
ground and you also have up, down, fire
and hyperspace controls. These are bad-

B-®]e

B e O s 1 e i e B e

;‘::ry hi?-::i make 'ern{ like this any more
c{;!';ncl:crﬁg:hem fouii;ﬁﬂtﬁeﬂ:ﬂnr
s forg .rnﬂ one of the hegt :::
o ;ﬁ_fhnﬁ oating mines are ve

2 Peter Con nor
IS game cartgy; !
for novelty, | inly gets o big raund Zero

Ireckon it desenres 10 out

allows you to dematerialise and avoid
missiles and collisions but doesn’t leap
you around the screen.

At the end of each wave you are
awarded 40 points for each remaining
fuel dump and 4,000 if you can survive
four waves. After four attacks the game
gets even harder and there's always
plenty happening on the higher levels.

Appropriate sound effects accom-
pany the game along with a couple of
ditties on the title screens, making it a
competent package despite the key con-
trols and sluggish movement.

Bob Wade

ly situated though and you'll find it
easiest to concentrate on only travelling

rivative doesn’t h
in one direction to minimise finger e hostages

waiting around for

cramp. Embarrassin wh

Your ship doesn't move very fast but faster than ,'r’gur hiﬂ pf‘:'F"‘FT‘ can welk
all the scrolling is smooth including the Another thing: “i':ﬂ';:m”'?’-
flying saucers. There are four waves of hyperspace | ex e

saucers, starting with eight opponents
and increasing by eight each wave.
There are four varieties of alien with the
higher-scoring ones appearing on the
later levels.

A radar screen at the top of the display
shows you the approaching craft and
your height so that you can position
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Tir NaNog

Any game with a hero called Cuchu-
lainn has got to be different, and Tir Na
Nog is certainly that. It's a ‘vast interac-
tive adventure, set in the magical land-
scapes of Celtic mythology’ and the only
games | can think of that even faintly
resemble it are The Lords of Midnight
and Valhalla.

Where Tir Na Nog is superior to both
of these is in the animation. Cuchulainn
is the most smoothly animated figure
I've ever seen on a micro. He looks a bit
like an old-time hippy as he bounces
along, bare-chested with his long hair
waving behind him.

But what's he up to? Well, Tir Na Nog
is the Celtic Other World, into which
Cuchu descends after his own demise in
order to find and reassemble the frag-
ments of the Seal of Calum. This is partly
because the Seal is needed to prevent
great evil etc. etc. and partly because
Cuchu wants to make up for the slight
mistake he made when he killed his son.

Cuchu has to travel through a huge
and impressively created landscape,
which scrolls past him at different
speeds in the middle-distance and the
background, The player watches Cuchu
through a camera which can be pointed
in any of four directions. Although the

| hero can only move left or right on

| screen, changing the view enables him

to move in other directions.

Emerging from the Altar Room at the
Entrance to Tir Na Nog, Cuchu is faced
by three doors. Often, before he can
even get his mitts on a handle, he is
confronted by a Sidhe. These are
malevolent creatures which pop up all
over the place. They too are beautifully
animated and are somewhat daunting in

N GAME: TRNANOG
Ny MACHINE: SPECTRUM 48K
Q - = -

CONTROL: KEYS

N FROM: GARGOVYLE, £9.95
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Commodore 64, available Now

POSITIVELY |
PRIME EVIL...

Steer our hero TROGG the cuddly caveman,
through 96 reversible levels of dangers — Occasional hails of descending
daggers, heat-seeking balloons and the evil BUNYIP will cause you deathly
problems; But don’t worry — your trusty yo-yo and off-screen action(!) will
win you points and keep you going.

SCRUBBLY guardians, HOOTER

POGLET and others will give you a hard
time, and the better you are, the nastier
and more unexpected the surprises in store.

LEVELS

FRAK 64! Grand Master Challenge:

Send us your name, address, hi-score and code, and we will enter H
you in our prize draw for the top score in ‘84 - details on request E)tat{jsoﬁ

Mail Order or Dealer Enquiries...
State Soft Limited
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GAME: ALL OR NOTHING
MACHIME: SPECTRUM 48K
CONTROL: KEYS, JOYSTICK
FROM: ABBEX

Your job in All Or Nothing is to recover
secret files from the enemy base situated
at a very secret location. Unfortunately,
the base is also populated by vicious
guards and their unfriendly tracker
dogs.

You aren't unarmed though — you
have some explosive charges which can
be placed at strategic points around the
camp. These charges draw the guards
away from you and allow you to com-
plete various tasks.

GAME: VOLCANO

MACHINE: SPECTRUM 48K
CONTROL: KEYS

FROM: COMPUTER MAGIC, £7.95

This is another game which boasts
about its size. Forty screens above
ground and 290 3D screens below, plus
100 shops and factories to ex-
plore...phew!!

The aim of the game is to escape from
an erupting volcano before all the roads
are blocked and the town destroyed.
The hero of this scenario is you — a little
pair of shoes.

The program is really two games in
one. The main part is played with a
bird’s-eye view of a map-like maze (a

Firstly, you must retrieve your watch,
which was lost when you parachuted
into the base. Next vou must crack the
safe in the main office.

This can be very nerve-racking, as you
have to input the correct four-figure
code within 30 seconds; if you don’t
succeed, the alarm sounds and you are
killed. But presuming you do manage to
open the safe you then move on to
examine the warehouses in the base to
find the files vou are looking for.

Graphics are drawn in a solid 3D
colour perspective, giving a sort of side-
on view of everything. The enemy base
scrolls by as you move around, and
perhaps this could have been a little

medieval city). All the time the maze's
roads are being blocked by boulders
which appears randomly

The only way to remove these is by
collecting dynamite which is to be found
in some shops and exploding it. Other
things which may aid your escape can
also be found in these shops.

One thing you must never do is run
out of food and there isn’'t much of it
about so0 it needs to be conserved. To
escape a boat must be found and here
the game ends.

The second part of the game comes
into being if a map is found in one of the
clearings. By picking this up you are
thrown into the underground caverns
below the city: 3D corridors.

[

GAME: JASPER!
MACHINE: SPECTRUM 48K
CONTROL: KEYS

FROM: MICROMEGA, £6.95
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® Polar boars and spiders
Jasper!

Jasper! is an arcade adventure with 22
screens in which you have to get past
animal and vegetable obstacles using a
variety of objects. Your character is
gracefully animated with a pot-belly and
curling tale which wobbles as he walks
along.

There are a number of things which
you can pick up and use: ropes, weedkil-
ler sprays, potions, brollies, a key and a
flag. These can be picked up so that they
appear ina box at the top of the screen.

You can carry no more than five at
once and use them only one at a time, by
pressing the number of the box in which
itis shown.
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smoother. The camp is not very large,
but the ability to enter buildings in the
base gives the game extra depth. The
movement of the guards and dogs is
fairly unintelligent — they seem to either
run or shoot past you.

There are some nice little tunes and
good sound effects accompanying your
mission. I especially liked the alarm
sound if you fail to open the safe
(...something I heard all too often).

It's possible the humour and un-
doubted novelty of the game could wear
off. If you take All Or Nothing as a good

Quickly . )

The controls? AAGHH! | ha,
I £

nightmeres abgo :
3 ut
rig hf~tun't-wmk e I‘}rpe of rotate.lefy/

challenge, you'll be satisfied; if you're
locking for a game to return to again and l
again, look elsewhere. Steve Spittle

Escape from this labyrinth is extreme-
ly difficult. Three matches are given
which when used give a momentary
glance at a map which only shows the
start and the exit — but it's almost
impossible to work out a route. This can
make the game extremely frustrating.

The graphics in Volcano are average
above ground and rather good in the 3D
perspective corridors below. The claims
of ‘290 3D screens’ are a little exagger-
ated since most of them are different
views of the same place.

However, the game is a bit thin on
playability and not particularly addic-
tive, despite the hype. In fact Volcano is
‘lava’ boring!!

Martyn Smith
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The obstacles that bar your way home
consist of realistically animated rabbits,
wasps, big cats, bears, snakes and scor-
pions. There are also deadly weeds, and
a fall from a tree or a vine is fatal.

Jasper can jump over obstacles or
duck under them and even swing on
ropes to cross some hazards. While
doing this the rope counts as an item
picked up, so don't try and grab any

; ropes while you're carrying five things.
Your journey will take a long time and
yvou will need sustenance in the form of
purple apples and yellow bananas to
keep you going. To begin with, running

® Jasper!'s programmer, 24-year-old Derek
Brewster. His previous hits for Micromega
include Kentilla and Code Name Mat.
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out of energy is the least of your worries:
vou're too busy dodging the killer bun-
ny. However, as vou get the hang of the
screens you can settle down to try and
work out the problems that face you.
There is no one way of doing things
and tasks can be completed in different
orders as long as you have planned out
vour route carefully. | haven’t told you

ame, which js pretty high.

i Pomeei PA!EI, POIM
think :
Occupants woyld h MOstofits  sound is fed:
whole thing, Iy's o ter:;:i ?::iil: 1!2 roughthe  doubt ;huif:;f i u?imp, essive and |
game, byt the : ra Y People could
pla yability h mediocre graphics and :1 ;:- re than fen minutes withoys vp.rlﬂy'fﬂr
All 1 di W::e '5:;-';:1&{:' the life oyt of it "' 1he programmer anting to
waddle aboyt 1
my Cfﬂd*famed alter ego lasis e place g No, | didn’t i ; Rob Patrick |
u? ‘q‘ﬂrmmg rate. | also foyng ﬂ-,ener yat  this one, Wufchpl ¥ith pleasure Playing :
o OV appeared 1o fast 1o ja; - 0% SCUrrying arany S, e POir of feet :
very far, Petrifyingly te dr'a: &t me get am u,v.ingg b :.;.:um_:l ::;E maze is initially |
5 o Quic ¥ paf Is. :
Bob Wagd raphics were very dylf :
My excitement ' it ::Eﬂ;l':e large "”mb&r DFIOC: :D"-'i'-'” il |
eb olcano is'::::s game soon relief ili fﬂr:rhpe]nm te for them. | v:ns a
; i « Omateyr; en the lavg, |; ' :
"9 The graphics gre g; mple,r;it @nd  putanend o it, like @ spill of red ink
Peter Conn
; or |
i [ )] I L
RPICGe [ ger e
|
J asper seemed to me 2 mrs !
kangaroo than Mok ks o So what -
: f -
15 dﬂresn’t make P, %*Em he up e game, can it mibf}" be

u:c:-r;hese high standards? Suffice 1 sa
"' % a complex mixtyre of areade c:nla::r

nture, requirin
. g care -
some thought, o Planning

¥

Peter Walker !

Peter Connor

om
graphic advent o ave got on the

e ba"d""‘“!?un with that

take you months to solve and | do :
months. It'll take a lof of time, a ot :?
;:nrrce‘ntrqh?n and a lot of skil| before yo
omplete this masterpiece. Well don g
Micromega, another classie. 3

Rob Patrick

how to use the objects but most of them
are fairly obvious while clues to the
others are on the cassette inlay,
Completing 22 screens is a real job
although once you have grasped the
basic principles it is less a matter of
discovery than of honing your skills to
finish the challenge. Bob Wade
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Now Trashman is a great British success o
he’s ready for international stardom — and you can help
him on his way around the world. Our hero has the tall
order task of cleaning up every major litter spot around the
Scooping up flowers thrown into the bull ring by matador
fans in Spain, collecting the tissues of the faithful as they sob by

Jerusalem’s Wailing Wall, picking up coconuts from a palm beach in
Samoa and collecting the empties at the German beer festival

(Trashman still likes his tipple!) are just some of the challenges that
make up Trashman’s task.

Of course, your skill can help our hilarious hero to complete the
on at every location, so he can earn the money to
und the world quest. And as he visits

globe.

TRAVEL WIFH-TRASHMAN. AUTHOR — MALCOLM EVANS

s e o TN DI — -

———— ,_

Selected titles of New Generation Software
are available from your local computer
store and larger branches of:

Sl PR/ John Menzies Spectaum




New Generation products are sold FREEPOST
according to their terms of trade Bath BA2 4TD

and conditions of sale. Tel: 0225 316924
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GAME: TRAVEL WITH TRASHMAN
MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP, CURS, SINC
FROM: NEW GENERATION, £5.95

British rubbish is no longer good
enough for Trashman and he is now
jetting round the world cleaning up after
everybody else. He starts his wanderings
in Britain with £250 and a choice of
three affordable destinations. These are
Paris, Madrid and Munich all of which
are marked on a world map, vour choice
flashing vigorously.

Paris is the closest destination and
costs only £100 to reach. Once there,
you are placed in a street cafe packed

GAME: SIR LANCELOT

MACHINE: SPECTRUM 14/48K
CONTROL: KEYS, KEMP, SINC, PRO
FROM: MELBOURNE HOUSE, £5.95

Lets not beat about the bush: Sir Lance-
lotis as close to Manic Miner as you can
get without copyright problems.

There are 24 screens for your charac-
ter to run through, collect objects and,
to finish the sheet, drop into a box.
While doing this he must avoid various
nasties including cooking pots on legs,
pacmen and birds.

Complete all 24 and Sir Lancelot
collects the Holy Grail. The screens are

with tables, people and four waitresses
running around. Your job is to pick up
the green frogs (looking remarkably like
a single pixel) which are hopping about.
You score points and gain cash for each
frog caught but lose cash if you leave too
many lying around or bump into a
waitress.

Once you have got all the frogs, you
need to get to another city. If you don't
have the fare then you are stranded.
There are destinations all over the world
and those further afield like Australia,
the USA and Africa take a lot of cash to
reach. Flying to a new city gives you
another task, which will take the same
general form as the first one — picking up
a number of objects in a single screen.

traditional platform-fare, though stair-
cases (‘'up’ only) transport the little
knight from level to level and he can fall
any distance.

So what's special about Sir Lancelot
—well, Melbourne House have managed
to pack everything into 16K ... now
that’s pretty amazing. Sir Lancelot him-
self is a far better graphics character
than Willy, detailed and very endearing.

The sound is also very reasonable
with a nice little bleep when an object is
picked up. The game is packaged very
well and there is a superbly drawn title
screen with music at the start.

Sir Lancelot is not an immediately
easy game to play. On the first screen it

Control is difficult, especially in the
beer hall in Munich, and the fact that
vou travel slower than everything else is
of constant annoyance.

The real lasting interest of the game is
the attempt to explore the whole world
rather than the challenge of each indi-
vidual screen. Some of the scenarios are
quite imaginative, others a bit cliché'd.
In Madrid you face a deadly threat as
you try to collect roses in a bullring. The
bull is less than happy with your pre-
sence and if he touches you with his
horns you'll meet a grisly end.

The game isn't as rivetting as the
original Trashman but there is still
enough action to keep me garbage grab-
bing. Bob Wade

can take some time to figure out the best
route to the objects to be collected. The
pacman at the top moves pretty quickly
and will gobble you up many a time
before you get the knack of evading him.

Other screens introduce military
opponents: they look a bit like Lance
but they're definitely not good guys.
They patrol the bottom of the screen and
make it tricky to get up to the objects.

Sir Lancelot is very impressive, given
that it's only in 16K. For those owners
with only that much memory it’s a great
buy. The many more with 48K will want
to think twice about buying something
that’s good, but not as good as Jet Set
Willy. Martyn Smith
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Buggy Blast

At last - a really good 3D shoot-'em-up
on the Spectrum. None of that nonsense
about guiding twee little animated crea-
tures around cutesy nightmares collect-
ing pieces of china to put on your
mantlepiece. No, this game is about
surviving the evil Lurgons, a ‘virulent
robotic life-force’ infecting the planet
Endra. And there’s only one way to do
that — kill with skill.

You are in control of the Buggy, a
space and ground attack vehicle armed
with Photon lasers — guns controlled by
the four direction keys — and Xion
Phasers, which are powerful bombs.

You start your mission in the womb of
the mother ship. This is a very pretty
graphic sequence with all sorts of col-
ourful gizmos twinkling and flashing,
The Buggy's dashboard displays instru-
ments and readings, some of which give
vou useful information.

After taking on some gas you zoom
into the wastes of space and head for the
planet. On the ground you find yourself
in a special trench, dug by highly-skilled
Lurgon navvies. You move along it at
impressive speed with oily smoothness,

First opponents to give you trouble
are the Lurgons themselves. These green

game’s been very
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or yellow robots, very sharply defined.
lurk at the sides of the corridor and
shoot at you. You shoot them back — if
you can swing your Buggy in time.

Still in this first sector you have to
cope with Helibombs, which hover
around and do nasty things, Orbital
Saucers, which come whirling down the
corridor like manic frisbees and Orbital

achieves the feel that S.P- Wars s

*1ing noises, The docking pe Nevertheless it is w worth
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of different stages, this one hu::um i

game,

rseverin
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Doomships, whose name is self-
explanatory: if you don't hit them it's
game-over time.

The game has eight sectors in all, with
more evil problems added in each one.
Not that it's easy to confront them: on
each run you must earn a minimum
number of Cycredits before you can
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progress to the next sector.

Once you think you've got enough of
this currency you can return to the
mother ship to stock up on energy. The
trouble is that between you and the ship
are the Mine Jammers — they hang
around and frighten mummy away. The
number of jammers depends on the
frequency figure displayed at the left of
the Buggy's dashboard. If this low — 1 to
3 — there aren't too many. If it's high you
could be a long time trying to get back.

On the higher levels of Buggy Blast,
the player comes up against some really
fearsome adversaries. Time Dimension-
al Spinners whirr around furiously -
you've got to stick them with a Xion
Phaser as they stop their noise.

Argon Magnets upset your Crystal
Converters: you have to jump over them
or die. Radiation Storms make it very
difficult to see, while Reverse Time
Zones do funny things with your tem-
poral adjustment. Buggy Blast is not an
easy game to do well on: it will take
considerable practice to earn enough
Cycredits to reach the higher levels.

Graphics throughout are excellent
and the sound provides a good range of
explosive noise. Control is keys only
and can be a bit finger twisting, but it is
definitely worth the trouble.

Peier Connor
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Your energy is going fast — an Orbital Savcer hos locked on, and o

GAME: BUGGY BLAST
"Q MACHINE: SPECTRUM 48K
CONTROL: KEYS
s FROM: FIREBIRD, £5.95

Helibomb is coming next
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ham'! Bounce! HELP . . .!
Just three seconds of play
and I'm head over heels.
Literally. Because the
nasties in this game don't kill you, they
just bounce you around the screen. It's
hilarious. It’s brilliant. And the game
itself plays and feels quite different to
Sabre Wulf, or indeed to any other game
around, You're sick of hearing it, folks,
but it has to be said: Ultimate have done
it again.

You could describe Underwurlde as a
vast platform adventure game. Vast be-
cause there are over 500 locations.
Platform because you have to do an
awful lot of leaping to get anywhere.
Adventure because the game involves
exploring in search of weapons to des-
troy the evil guardians.

The first thing that strikes you is the
animation of Sabreman himself. Make
him jump and he soars into the air like a
bird, arms outstretched, body gracefully
angled. Collide with an object or a
creature and he spins to the ground in
an ungainly sprawl. It's magnificent
programming.

And the creatures are just as good,
with winged ‘harpies’, jellyfish-like crea-
tures, gremlins and, in some locations,
eagles which may pick you up and carry
you through several screens away from
your desired course.

Contact with any other creature will
send you flying — sometimes this is just a
nuisance, but in many of the screens, it
means you get knocked off the platform
you're standing on, fall just a bit too far
and ...SPLAT.

If you're to have any hope of getting
anywhere, you must find a weapon to
keep those nasties at bay. Fortunately,
there's a catapult available right at the
start which can send out a spray of
projectiles in the direction you're facing.

As you painfully bounce your way
around you discover that the scenery is
of two different kinds. There's the in-
terior of what could be a castle, deco-
rated with book-shelves, chests, eagles’
crests, torches and other objects all of
which double as platforms to leap onto.
Then there are screens of underground
tunnels and caverns in which lines of
bubbles drift gently upwards from
numerous small volcanos.

These bubbles are an essential means
of transport. Jump onto one, and up you

SCORE 00202AYT
[070]

go with it — a refreshing change from
platform leaping. Also in the caverns
you can use a rope which automatically
fastens itself to a cavern roof if you jump
close enough to it - a brilliant touch.

Other features include a variety of
gems which temporarily make you in-
vulnerable, extra lives to be collected in
the shape of mini-Sabremen, and the
guardians themselves.

Once you've got past the third guar-
dian, you have to try to find an exit from
the Underwurlde. There are apparently
three different exits, and finding just one
won't be enough! I say no more.

What puts Underwurlde in a class
above most other recent arcade-
adventures is the way it plays. The
action is incredibly hectic, yet wonder-
fully different. This is something to do
with the fact that a single leap can carry
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GAME: UNDERWURLDE \

N MACHINE: SPECTRUM 48K \

N CONTROL: KEYS, KEMP, AGF, SINC [N

N llllnu: ULTIM#.TE £9.95

N

Sabreman the entire width of a screen.
It's one of that tiny elite of games
which you fall in love with in seconds,
vet keeps you going for weeks.
However four criticisms are worth
making:
— there is no high score table.
— once the game is solved, interest in it
will fall off. This could be avoided to
some extent by including a timer, so that
one could try to complete it more
quickly next time.

TOrr,rrOOO,O,O,O,O,O,rrrEEEEEs

@ Scobreman leaping from platferm to
platform in the castle, Firing the catupult
koeps the mansters at bay.

scending by a r 11: in the Unde
e voleanic bubbles provide nnnlh
means of fransport

. | E\p|urlng'l|'r|.|.tl tle. & harpie is on the

GRAPHICS
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LASTING INTEREST
| CVERALL

— Ultimate are still persisting with their
strange control key layout. Why not
have user-defined keys?

— some copies of the program appear to
contain a bug which causes the ropes to
stop working after a while. Ultimate
insist only a few are affected and that
these will be replaced.

Despite this, the game is another
certain number 1 and another glossy
chapter in the Ultimate success story.

Chris Anderson
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inSoftware! i

Superb software for
ORIC-1/ATMOS, COMMODORE 64, :
SINCLAIR ZX-SPECTRUM, AMSTRAD, MSX

Write or phone for details of
latest releases.
Program Authors: Send us your latest
software for evaluation and
perhaps make your fortune!

Orpheus Ltd., The Smithy, Unit 1, Church Farm,
Hatley St. George, Nr. Sandy, Beds.
Tel: Gamlingay (0767) 51481

Dealer Enquiries Welcome

ZOOMSOFT  comymnsormwane

COMMODORE 64 cass disk ATARI CASE disk SPECTRUM cass disk
Boulde: Dash e B9 1135 T O i gy 7 ST 85 Lode Rusmar... . - 845, N4
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Aste Chase...... ... B85 10.55 Mrcede Maching ... . . st e DI s e 44,55 Kong Strikes Back VRS | G
Fig Fop ........... Lot e i 10,05 Sorcener of Claymorgue Castle .. BRs . 17.55 Setee Wull wmssieicnive’, D i s N
g BESRENl a5 . 9 Warlock ... ... R 1485 1485 Beachhead.... ... ... WEEERCIERS & - - S—
Fart Apocehypse ... ... i B 14.95 Forbioden FOREL ... it BA5 ... NiA a1 A R 1 MIA
Rztec Chalenge. e PHRRSRS |\ [ A |1 LTS B MV R M 4185 Sorcerer of Claymargue Costle ... 985... ...
Keng Strikes Back raa. N PM. Animator o i ERRA Y Nik.......2595 TR ol s e R .. Bag WA
Shnky ... e B35 ..12.95 Basic Oebugger ... e Mik...... 2785 Duley Thompsoes Decathios ... . R —
ork ... s i el T Y NA_... 13.95 | Shadow Warkd.. MLl e 10086 . 14,85 Bugaboo (The Flaa) .. B.95 Nid
Zork 0 A NI 1.85 Juee ... PRl bt el N 4 e BT Gemes Designer ... ... AR kL i NI
Toek ... PRI R L Jethont Jack............ .85 Ni& o - ISR [ SRR 1)
SIS, ... LT, | e 11.85 Dismands ... e TR N E— The Secwman R R 1 T— T |
Deading............. RN, || T, [ Don Snries Baek ... ... L E: - T— Dragons Bane..............., EElvene 1 SR T |
Enceounter phindiarin i CHAS. L1188 S1ar Bawd Foothal . PR 1 ..-23.00 Games B84 aFNHEL L Ni&
Faght Simulanor sl s SRR T | SR ] Ste Leagon Basshal 2300...... .00 Ealtlprons ... LI L - T— ! }
SAM R sl anl N 4185 Seastaker . i e B 1 LIC LTS Gateerashes ., ML e B MiA
Forbidden Forest ... ... ... VR - PR [ ) o R R 3 LSS Ni& Poltergeist ................... e e 585.... L]
Jetbost Jack ... ... . e 1.85 Nid fombiss ... PR I T 1 2515 .5 1.1 Déympica B4 PR 1485 ]
Nato Commandes, ... . o 1 i L S Buck Rogers e s PO i SR T e e e A P R B8 N
The Sorcerer of Claymorgun Castie.. . g5, 1395 Graphicy Magicism . L NiA .. 4475 Hunchtack R O - E— T
Trolie Walle B45 o BE5 Désk Callector B P o T Nid e 1585 Harvign Aiimek .., 585 ... NIk
aley Thompson's Decathion 185 NiA Misc 85 (DS +A)._.... MA .. SR -] World Cop Football ... SRS T
Football Manager .., [A—— o BB NI Action._....... wilpaacd et e L AOM o FEBS Colossal Advestere... ... BA5.......NA
Super Basa B4, e Y A 8825 Basic XL SR ROM_...... 68,95 o AR R U B85 N
s, e .k, .. 2505 Rals Wesl... TR Ny ..28.85 Lords of Time...._....._.. PN | RN |
Aecventure Cremter ... ROM ... 29395 Adventure Craabor. ... RSl | R 2B T8 Frankansism AR .. 585 Nik
Oirs Wall ... o e ROM .. 26.95 Raater Blamtew ... _...ccooovo.. Nk 2155 !

Bayond Casrls Wrilfanstein .. T Mid 2185 MKIOpmIMEr ... ........... Gt u-: PN Y Software now available for Apple,
Castle Wolfensien ... e AN I | R 17.85 Tolwrtam.................. N ] 1805

Muster Type . SR — T )] Flight Samulator ... ey W Amstrad, BBC, MSX,

Master Type............ st TR s R TR Dancing Featz ..., Nik....... gl a5

Sprite Maker .. =1 LKL ..-BBs NIk Di'y Well........... RN L [ 2156

Stranded i b el e A b [ Te— [T Caatle Wollwnstei ..., Nik.......2185

Lot Wizerd ... : Qs g oM, 3495 Bagx Commander e o IR v 555 ATAH' AH D Cn M M u D u HE
Mask ol the Sum SRR 1 RN Oatn Perlect Wl SRRSO || W L]

Dol e A w— | L1575 [y REv e Nik.. ... 24385 Pnu E Rn M M E HS

Spell Wirard ... pERERRREE | SR Encounter ..., i B 1AHG L i

B.C.'s Duest for Tyres_... ... CEES. . NI Ciaim Jurrn;‘ ) ..;‘u_ua.... l:gﬁ Original games and utility programs
o 4 I BES.._... 1085 The Arcade Maker: NiA.. 5 £

Suln.‘it of Fortene ., il BH5., L1 Sorcerer.. . i MIA e wanted for the ATEFITEIHEI Cummﬂdqrﬂ
Taga Misson ... ... : 795 985 o R L U 1085, 1485 64 home computers. Top royalties paid.
Ant Attack ... ... BAG......NMA Covia of Rogel,........_..... ?;9 20 Hagf We can distribute your software world
Eapionage B Ni& Shme R b B WK ey Lo P s W E: L . 1 !
i 1198 The Protect iwrite 1o both sides of disk). ... o 1385 wide. For further information please

write or telephone.

e — -
Z 0 0 M S D FT Plus 100's more titles available. Send S.A.E. for frea catalogue ar
telephone 01-723 0562 between 10am and Tpm. All cheques,
46 HUNTSWORTH MEWS, LONDON NW1 6DB P/ made payable to Zoomsoft
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HE GOOD NEWS is that PCG
has once again sprung to the aid
of lost explorers and printed a full
‘map of the game. The bad news is that
there are no less than 594 locations and
survival can be tough.

Your first task (after picking up the
catapult lying next to you at the start) is
to locate either the dagger or the bow
and arrows. The locations where you
may find them are indicated on the map.
You can use these weapons to get past
two of the guardians.

However, we have deliberately not
revealed the location of the torch — we
think there's only one place you'll find
it, but you'll have to search it out
yourself. Getting the torch allows you to
enter the upper realms of the castle and
hence, finally to escape.

There are three different exits — going
through each one will give you a diffe-
rent message about a forthcoming Ulti-
mate game.

General playing tactics are best disco-
vered by experience but the following
may help.

@ Keep the fire button pressed as you
enter a new location — you never know
what you might run into.

T

ow to explore the Underwurlde|

SHCORE 0010684

Q0 | 14

® You can move down passages in the @ Your only

castle simply by walking off the plat- game is to pick up extra lives as you go
forms. You automatically land on the along. Their locations are marked on the
one below. map — but some only appear when you
® To move up through the Underwurlde  enter the location from a particular

it's safer to use bubbles than ropes —you  direction.
can jump off them more easily.

®Superb graphics add to the action in Underwurlde

hope of completing the

Chris Anderson
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GAME: MR FREEZE
MACHINE: SPECTRUM 4BK
CONTROL: KEYS, KEMP
FROM: FIREBIRD, £2.50
Mr Freeze is one of the games in British
Telecom-owned Firebird Software's
range. You control the title character
who must de-freeze six compartments of
a fridge. The fridge is a platform and
ladders arrangement frosted for effect.
To complete his task on each screen he
must reach the de-ice box which is
positioned in different places according
to the screen. The various compart-
ments can be attempted in any order.

However, the fridge is packed with
aliens and deadly food lasers which fly
about all over the place. There are also
ice cubes and gaps in the platforms
which block Mr Freeze's path (these
must be jumped). Falling from a height
or contact with the aliens loses him a
life. If this happens he becomes an
ice-cube himself — an attractive piece of
programming.

The graphics are detailed and colour-
ful, Mr Freeze himself is particularly
well animated, clumping along in his
heavy space-suit. Sound is minimal and
the controls are hopeless. There 1s a
Kempston joystick option but forget it.
There are four directions to move in,
and firing the laser pushes back the
enemy alien. Jumping is achieved with

GAME: MELTDOWN
MACHINE: SPECTRUM 48K
CONTROL: KEYS

FROM: KERIAN, £5.95

The cassette inlay describes this game as
being ‘classic in style’ whereas we com-
puter cynics know this to be merely a
euphemism for entirely unoriginal. This
it certainly is, with you controlling your
little jet-packed man, he being as obliga-
tory a feature of space games as was the
laser base a few years back.

He moves through all nine (now
there’s efficient programming for you!!)
rooms of the nuclear reactor, collecting
the coolant and thus preventing the
meltdown. And where would an unori-
ginal space game be without unoriginal
aliens? There are all of two life-forms
inhabiting this particular program; one
species having migrated directly from
Jet-Pac, the other being just misshapen
protoplasmic blobs.

Games like this can only be carried off
with any success if the programming
techniques used are exceptional. Unfor-
tunately, Meltdown’s graphics and
animation could have come from two
years ago. The characters are reasonably
detailed, but move in a flickery manner
and, worst of all, incredibly slowly. Thus
what is meant to be a game for reactions
virtually becomes one of strategy — more
akin to manoeuvring the QE2 than a
jet-packed space hero.
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joystick control by pushing the stick to
the top-right or top-left diagonal posi-
tion, and this mixes up with the direc-
tion controls making accurate move-
ments difficult and jumping ice blocks
almost impossible. So stick to the key-
board option it is marginally better.
Platform games have reached a peak
with games like Monty Mole and Jet Set
Willy so perhaps software houses should
be dreaming up new scenarios. Games
such as Mr Freeze seem to be taking a|

r step backwards in programming. Six
compartments seem pretty unamazing
[CRIGINALITY but with the awful controls you have a
[ LASTING INTEREST hard ]Gb on your hands. .
| [overaul ( Martyn Smith
==n——— PANELPOINTS
fﬂﬁ!ﬂramldmmpﬁm:wf’?““ﬂ bmm,ﬂmrsw 1o bi
simple platform darsaini 4o your only aim is to hj d fo pick up and
control game with rather dodgy ﬁew;ﬂ,ﬁ it the de-icing button ot
As a budget-priced game the si M""‘“‘“wmﬁm;gﬂ-ﬂﬂm
are fairly he six screens  would at leg s Six screens
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: " ing o screen each fime response is to simulate skiddi getting a {
Bob Wede SPeer bad technigue is not e o " OF IS
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This icy litle from the plavatie. || o iously detracts '
oy e number leaves me cold, Sk g
Gameplay is ibly unexciting *:ﬁ}:# £2.50 Mr Freeze is not
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Peter Walker

Special mention must, however, be
made of the sound, for the usual zaps
and blasts have been done in a manner
that would put a few major software
houses to shame. Also the control keys
are sensibly placed and easy to use.
Unfortunately, neither of these two
redeeming features can offset the poor
aspects of the game, due mainly to
unoriginality and bad programming.
This is the first game that [ have heard
of from Kerian, and [ hope that it is not
an indication of their future standard.
As it is, 1 would need a hefty bribe te
recommend Meltdown to anyone. - |
Peter Walker

prabqh}y the worst game [ve seen this

b Spectrum, so sl f
think it was in Basic and the c?p::r:vﬂzfu :
control sometimes stops when other alr:':lsl
appear. The graphics and sound are

okay, although the large s;
ge size of the

spaceman makes hi

ez .ma es him extremely

Seeing games like thi
s mak
-rl-f::,md to be able to warn yaf:sn"f;ebu}rfng
- Martyn Smith

This game
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much that
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Star Voyager
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Riddle of the Sphinx
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GAME: COUNTRY COTTAGES
MACHINE: SPECTRUM 4BK
CONTROL: KEYS

FROM: STERLING SOFTWARE, £5.95

Ever fancied yourself as a grasping
landlord? Well Country Cottages is just
the program for giving vent to your
venal impulses. You will need a partner
and at least half an hour to play this
game.

You and your opponent start off with-
out hard cash — just a loan from a
friendly bank manager. The first thing to
do is to choose the length of the game
which is done by entering a target
amount of money; the first one to reach

GAME: INSURGENCY
MACHINE: SPECTRUM 48K
CONTROL: KEYS

FROM: CCS, £5.95

Ever fancied yourself as a bit of a Ché
Guevera, fighting for the freedom of the
people? Or, for that matter, a govern-
ment, battling for democracy and stabil-
ity in a tiny state? If so, then C.C.8.s
latest release, Insurgency, will appeal to
you.

The cassette describes the game as
simulating ‘a campaign of subversion in
an isolated region of a third world state
that has come to a head'. It's a story that
will be all too familiar to anyone who
reads the newspaper: martial law, task

GAME: BOOTY

MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP, CURS, SINC
FROM: FIREBIRD, £2.50

The game is a platform and ladders
affair, not dissimilar to Pyjamara but
nowhere near as good. You, cast as Jim

exploring its twenty holds and collect
various treasures. Many of these are
hidden behind numbered doors and to
open these you need to find the key with
the corresponding number.

Every screen is packed with cargo,
treasures, doors and keys, most of which

GAME: TURMOIL
MACHINE: 48K SPECTRUM
CONTROL: KEYS, KEMP
FROM: BUG-BYTE, £6.95

You've heard the joke about the bounc-
ing Czechs, now play the computer
game with the bouncing Arabs. I'm not
sure the Race Relations Board is going
to like this game a great deal but I'm sure
you will.

Taking the role of Mic Mechanic you
must negotiate your way round a factory
collecting tools, returning them to the
workshop and collecting oil so that you
can fill your car and make your escape
to the next screen. You collect the oil

itwins.

Next the two players take it in turns to
buy, sell and rent out cottages. A proper-
ty is described and shown in hi-res
graphics on the screen, and the players
bid against each other until the price
goes too high for one of them. Sup-
posedly the program holds thousands of
different cottages, but in fact they are all
variations of the same cottage and back-
ground.

After purchasing a cottage you can
rent it out by advertising the cottage
and your chosen monthly rental
Humourously named people then come
to rent the cottages. Other game options
include selling cottages, adjusting rent

forces hunting down dissidents, neigh-
bouring countries supporting guerilla
forces.

It's a two-player game, with one play-
er taking the part of the rebels, the other
controlling state forces. Whichever role
vou choose to play — you will have an
equal number of complicated options
and eventualities to juggle with.

The tape contains two programs. The
first holds the routine which sets up the
game — the two players choosing the
various forces with which they will wage
the campaign, and the map upon which
it will be fought.

The next program uses this data for
the game itself, a complex affair in
which the players can move forces,
occupy villages, bring in new supplies,

past them. This overlapping sometimes
makes it difficult to see whether or not

you have picked something up.

To make your job more difficult there

are ghost pirates, trapdoors, the cap-
tain's parrot and some extremely large
rats. Also lying in wait are booby trap-
the cabin boy, must run about a ship ped treasures which, when picked up,
give you very little time to get away. The
idea may not be original but the ele-
ments come together to form a fairly
nice game which needs some quick
thinking and a sound strategy.

Generally, graphics are good, though

animation is a bit jerky and there is quite

and tools by running up and down
ladders and jumping between platforms

using ropes, springboards, conveyer

belts and a wrap-around screen to help
youL.

If this isn't enough, you are chased
around by sword-wielding Arabs who
are more than a little disgruntled by the
mess you've made in the factory and the
fact that you're stealing their oil. Con-
sidering the price of the stuff these days
I’'m not at all surprised!

The game has twenty-six screens
(Coded A to z) and each one presents a
new challenge. There are some really
difficult obstacles to overcome and it's
easy to become addicted. The main task

and viewing the state of your bank
balances. Hazards include cottages
being burgled or catching fire — they may
even suffer damage from thunderstorms.
When a player reaches the target
figure which was set at the start of the
game, he/she has won. The instructions
say that the winner will be, ‘justly
rewarded for their victory'. What you get
is a corny message in red lettering.
Country Cottages is a fairly standard
property management game. It is simple
to play and neatly presented, although
not the most sophisticated game of its
kind. If you are looking for a fun game to
play with family, this will keep you
occupied for a while. Steve Spittle

receive intelligence reports . . . and so
on.

As you can tell the game is fairly
complicated, so arcade aces who cannot
think beyond the trajectory of their next
missile should give this one a miss.

Graphically it is quite well done, the
map being clear and easy to understand.
The text is laid out neatly and with some
thought and is therefore simple to fol-
low. Sound is necessarily limited to
informative beepings, and the controls
are limited to the keyboard.

It is difficult to follow at first and takes
a lot of thinking — every tactical nuance
will not be immediately obvious. If you
do enjoy tactical games, then this is
about as good as they come.

Peter Walker

a lot of colour clash which, though
inevitable, can be kept to a minimum by
some not-so-tricky programming.

The game starts with a pretty seascape
with a jaunty hornpipe tune which
continues throughout the game. If it gets
a little tedious you can turn it off.

If you manage to collect all the trea-
sures you have to find a bronze key to
the next collection of booty which is
tougher to get.

Despite Booty's lack of originality, 1
feel it is very good value for the mere
£2.50 you have to pay. And it certainly
bodes well for the full-price range of

Rob Patrick

on each screen is to collect enough oil
for your car to drive away. The real
problem is not getting at the car but
obtaining the oil in the first place.

You drop the oil down a grid to fill up
the car which gradually appears from
the wheels up till the roof plonks on top.
The car trundles off the screen sounding
rather sick, so it's no surprise that you
have to fill it up all over again.

Graphics are excellent throughout the
game and that all-too-frequent phe-
nomemon of colour clash is virtually
non-existent. There’s some nice anima-
tion and the Arabs can be quite fast and
extremely ruthless so you've got to be on
yvour toes. Rob Patrick

i e R L e T T e T
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overlap rather badly when you walk
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game yoy cqn alwg
You've got friends round whe 8
tbefore, Afig, all, it's Pretty simple stufs

fnll'mvl'ng, though | don‘t think I've aver
S€en one in the charts) this s Perhaps one
YOuU might like te invest jn. Howwar, |
think it s rather Overpriced.

quick

treasures 1o collect, dogrs to open gng
things to ave id it really is maryel lous
value.

The coloyrs are a little garish and the
W&anping of characters is Unpleasqny

Ut l suppose You can't ask for foo much
for £2 50,

With three differens levels there's
i eep yoy going. If this is

fax even the moss proficient player.
One reservation js the lack of variety in
ec ¢ 1Ust you and the Arabs,

and r:h-:::”engfng Screens, But jgn this
game g [itt]e racist?

PANELPOINTS

i F'm not syre who's Jike|
fsfrmegyg 5. The troub)e is that Particular game. The
bad strq tegy games are easy o Program game that has sofef rea
and good ones are hard 1o, fi,, ountry anager from Addictive i3

Graphics are used to display the troop
POsitions but moss of the symbols gre
unclear, The mq s are Probably more

P
confusing than helpfyl, Sound s virtually
Non-existent.

would Jike o Play a quick game, (by

come home from work

' Quick, somebody give Me an arcade
Marty, Smith game, Steve Spittle
PAH.MTS e

Ifound the game 1o be g |ip)e low on
concept and really more strategy than

anything efse _ deciding which key 1o pick
Up and when,

¢ €onveyor belts 44 anficipate. . . el there

¢ touches shoyly give it the edge on s

el Lan
TR .
L I ru LE&
sur ekl il che

‘ TCRAPHICS

d a certain degree of ‘ T
complexity tq hold one’s aHention, gng S———
and doesny e€ in joystick ountry Co 5is really g by too I Fary —
contro| 4o play, simplistic, RS
| Steve Cook

I mean |egs than o day) when they

FOVERALL

| GRAPHICS

[ CRIGINALITY
[TASTING INTEREST
| OVERALL

sting interest? Twenty-six very
difficylt screens to complete, that should

enough 45 keep yoy glued to the
omputer for o good while, The original

[ GRAPHICS

:..DEEGIHALI-""
| LASTIMG IMTEREST

LoOmpetitors. CVERALL

|

Marty, Smith
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100% GRAPHIC EX LOATi

=irREsired

A game of distinction @ from British Telecom.

WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE,
LONDON WC2H 9DL. TEL: 01-379 6755/5626

Firebird and the Firebird logo are trademarks of British Telecommunications plc.
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Watch out for them—

these four new games
could be dangerous to
your health. And, as
they’re from A'n’F, they’re
second to none, calling for
a level of skill that’s

bound to set the adrenalin
racing.

GUMSHOE

Qe

"i‘- "!"
LY

..-r' -.‘::‘:
e o
5%

ALPHA ..BETH
.

I-._i

HEW CYLON ATTACK

SPECTRUM 48k CYLON
ATTACK—Now with better
than ever isometric perspective
graphics (3D). £5.75

BBC 32k SNARL-UP—Sheer
bumper to bumper frustration
and only five chances to hit the
fast lane. £6.90

COMMODORE 64 GUMSHOE
—One bleepin’ obstacle after
another stops you reaching a
girl who needs you—
desperately. £7.90
SPECTRUM 48k ALPHA-BETH
—The brain teaser that makes

— it doubly difficult for you to give
A &\\ the right answer. £5.75
F’;I..::. _n gl :

ALF Software, Unit 8, Canal Side Industrial Estate,
Woodbine Street East, Rochdale, Lancs OL165LB.
Telephone: 0706 341111

1 *
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EVERYDAYTIS
CHRISTMAS DAY
WITH 285 -
SPECIAL* %2

DELIVERY FRO

HIRE SPECTRUM
SOFTWARE

SAVE £3.00!!

For a limited period, we
are offering HALF-PRICE
membership o readers of
this magazine. Join now
LIFE membership is only
£3.00 (normally £6.00)

OVER 280 different tapes for hire in-
cluding ARCADE, ADVENTURE, BUS-
INESS, EDUCATIONAL, eic. —even anm/c
Compiler. FREE 26 page catalogue. FREE
newsletter, with hints, tips and our lop

tape chart

OVER 3000 tapes in stock, with up to 60
copies of each title for fast service. All
iapes sent by 1st class post

LOWEST PRICES - hireuplo 3 tapes al a
time. from 63p each for two weeks hire,

SWOP SHOP
(Plus pEp and VAT). European members

welcome. A new service fram N.S.L.
Tapes for sale at DISCOUNT prices, Jj SWOP Tl ”"”[r”“
Telephone 01-661 9240 (3am - Spm) or J 1aPes wilh lapes from
write: for further details, or complete the [f Oher members for a small

coupon and JOIN TODAY —you've nothin handling charge of only
to Igse JHids . 60p (plus p&p and VAT)

T 5 O O O S o ) 0 9 6 9
l ]
' NATIONAL SOFTWARE LIBRARY §
§ 42 Harefield Avenue, Cheam, Surrey SM2 TNE. |
| lenclose cheque/postal arder for £2,00 for LIFE membearship. Pleasearush =
= my membership kit to me. If, within 28 days, I'm not delighted with your i
1 sarvice youll refund my membaearship fee_. [ ]
I MName A ial =

|
= Address e ]
] |
B T T [ ]
= pcgies U
“.-.-----------.‘-.--‘-‘.....-‘---I
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ADDISON- WESLEY' 4

PUBLISHERS

AGAMETO
LEAVE YOU

THE §
Am NDARYS “”ET{

5
AREND HT:LE D H'.ilﬁ'ﬁ g

Yet another
mindless
program
which tells
you how to
exterminate
a million “u
extra-terrestrials? @

Not quite .. p
THE SECRET 'I‘JF ARENDARVON E.‘-H.ETI-E
mvalves no annihilation, ocbliteration or vaporization of innocent

;E|I. 1= [t's a microworld adventure with a difference. This value for
Dney mystery dJ‘ enture 1s set in the remote castle of Arendarvon
in ‘m otland, where alist mysteriously dis sappears whilst

Janng a genr—; H strange events. It s your task (o retrace his
teps throughout the perilous secret passageways of the Castle
criptions, maps and illustrations will provide the clues to help
you survivet his ordeal The program listing is given at the end of the
book ; Jrf‘ th c*rn ogramming isarranged on a day-to-day basis so that
cey 1n the program all in one go. The fast digit of
T ¥ oaram for errors 5o you know immediately if
Vol "L Ve T -L.i‘-! a mistake. You d no pII-‘UIUlI K] ance of
programrming, just a vivid imag s little boldness

S0 - GOOD LUCK — and remember,

GIVE THE ALIENS A REST THIS CHRISTMAS!!!

A . . . . T . . . . . .
Please order your copy from your local bookseller. In case of
difficulty order direct from Addison-Wesley. The prices are valid
for the UK and Eire only
POSTAGE & PHGE]NG
For orders under £60 2
items and 50p for each a :"
handled free of charge

lease send me
THE SECRET OF ARENDARVON CASTLE
] Apple Il Book {14565) £5.95

'”‘Lk“l«’}' *_’.ﬂ,&h -
O BBC Micro Book ( lECRf“ £5.05
._] _assetta [J.'U[:IJ.J i .D
L Commodore 64 Book (14563) £5.95
Eif '\-h-'«.-. .—R"‘IT' I:J. 4:‘ d_.' PC‘ 70
[11BM PC Book (14564) £5.85
[ Disk (14576) £6.85
O ZX Spectrum Book (14578) £5.55
O Cassette (14579 £5.70

De

1 value, please add £1.50 for single
nal item Orders over £60 are

Mame

Address e 1)

[ enclose my cheque for £ OR please debit my
Access/Barclaycard/Visa/American Express/Diners
Club (Delete as applicable).

BecontNo[ [ T[T TTTTTTTTITITTT]
Expiring Date = e g
Signatare e e = u i
Dept C, E
A  Addison-Wesley Publishers Ltd §
vv Finchampstead Rd, Wokingham,
Berkshire RG11 2NZ Tel: (0734) 794000 .
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hat a game!! We reckon this listing is
easily up to the standard of many
commercial Beeb programs. Type it in, save
it to tape (just to be on the safe side), RUN
it, and g..a..s..p at the graphics. What’s
more, it doesn’t just look good —it's a real
challenger when it comes to gameplay too.

You siart at the bottom of the screen and
must fill in all the platforms by passing over
them. You can jump up the ladders, and
dropping from one platform to another is
allowed. You get one point for each
platform filled in.

You have four lives and lose one if you
collide with a monster or with the display
border. A screen is cleared when all the
platforms are filled in. Keep an eye on the
oxygen level — you get a bonus for the
amount remaining when you've cleared a
screen, but you get killed if it runs out.

There are three different screens to clear
before you reach level 2. You are then
awarded a bonus life, but from that point on
afilled platform will de-fill if you re-cross it,
making life much, much harder! You will
lose a point each time a platform de-fills.

There’s a hi-score table waiting for you,
so get those fingers tapping!

Main variables

v% Whenv%<>=0stop the game,v9%=1
then screen cleared, v% =2 life lost

1% Lives

sc% Score

name$ Hi-score top eight
SCOTE Hi-score top eight
sh% Sheet

le% Level

X% x co-ord of player
Vi vy co-ord of player
w Monster 1 x co-ord
% Monster 1y co-ord
r% Monster 2 x co-ord
5% Monster 2y co-ord
a$ Player figure

h$ Monster 1

1% Monster 2

i$ Flower

v Speed of monsters

Program description

Line

10 Title

20 Error trap

30 Calls proc to define chars
40-130 Main loop

140-190 Check move proc
200-530 Defines chars

540 Initialise variables
550-740 Print screen, tune etc
750 Tune 1 data

760-820 Screen data

BR0-900 Chars for screens 2,1,3
910 Delay proc

920-990 Proc move stage/level
1000 Tune 2 data

1010-1050 Move right proc
1060-1100 Move lefi proc
1110-1120 Check if dead
1130-1200 Proc drop man
1210-1270 Fill platforms

1280 Print score

1200-1440 Proc jump

1450-1580 Move monsters, bonus etc
1590-1660 Lose a life

1670-1720 End game

1730-1940 Introduction
1950-1960 Error routine

1@ REM MOMSTERMAMIALIc) BY P.AIIOFARDI

28 DNERRORGOTO1FS@

3@ PROCDEF INE

4@ REFEAT

50 MODE?

&8 PROCINTRD

7@ MODEZ

BA PROCINIT

20 REFPEAT

18@ PROCSCREEN

11@ REPEAT PROC_CH_MOVE : FROCGAME : LNT 1L
Vi< @ IF V=1 PROCLEVEL ELSE FROCLIFE

128 UNTILI%=8

138 UNTILFALSE

140 DEFFROC_CH_MOVE

158 IF INKEY-1 FROCJUMP: ENDFROC

160 IF IMEEY-%8 PROCLEFT: ENDFROC

178 IF INEEY-&7PROCAIGHT  ENDFROC

18@ FROCDELAY (3@

1598 EMDFROC

288 DEFFROCDEF INE

218 FORA=1TO9: READE: A=A +CHRFB: NEXT

270 FORA=1TOY: READE: B¥=BF+CHR$B: NEXT

3@ FORA=1TO%: READE: C¥=CH#+CHRFB: NEXT

Z4@ FORA=1TOP: READE: DE=DF+CHRASE: MEXT

258 FORA=1TOV: READE: EF=ES+CHR#FB: NEXT

268 FORA=1TO%: READE: F$=F$+CHRFB: NEXT

278 REM=DATA FDR CHARACTERSS

788 DATALB,3,3,224,68,18,3,1,225

290 DATALE,3,8,224,8,18,3,7,227

I8d DATALE,3,11,2268,8,18,3,7,229

318 DATAI®,3,3,2308,8,18,3,1,231

120 DATALE,S,18,232,8,18,3,7,233

338 wTALE,3,15,298,8,18,3,8,241

4@ ENVELDPEL ,2,-1,-1,-1,295,255,255,1
EB.B,B.-lIB.IBH,aﬁ!‘

5@ ENVELOPEZ,Z,9,0,0,0,0,255,3,.0,0,-1
29,1258

I6@ ENVELDPES,) ,.B,0,08,8,.8,202,0,8,08,-2
, 188, 48

379 ENVELDOPES,130,0,-2,.8,8,25,79,08,4%,
-8, =5, 125,48

a8 UDUES,‘ZE‘#,&B,i?b.iErI.16“?123f;.1ﬂ'n!16
B,182

I9@ VYDU23,225,24,.9,102,102,0,24,8,@

4BQ VDUZZ, 224 ,54,124,144, 146,254,198, 2
54,170

41@ VvDUZ3I,227,0,0,1008,40,8,54,0,8

A20 VDL2E, 228,34, 102,153, 153,255, 182,35
&, 1082

438 VDUZ3Z,Z229,8,0,1902,46,0,24,0,8

449 VDUZE, 230,68 ,170,08,108, 108 ,8,0,0

458 VDUZI, 231,0,8,56,14, 184,254 , 254,84

A58 VDUZZ,232,8,8,62,8,127,93,20,54

478 VDU23,233,5%4 .34 ,0,0,0,0,0,0

428 JYDU2Z 255.8,1268,1268,128,128,128,12
H.8

470 VDUZI, 740,68 ,68,40,40 40,40, 14,145

S0 VvDU2Z,241,0,130,138,48,68,568,48,14

)

518 VIUZ3, 254, 255,255, 253, 250,235,295,
255,255

570 DIMMNAME® (&) , SCORE (8) : FORL=2TO7 : NAM
EFIL}="F.C.G. Reader MNo."+STR¥(L-1):SCOR
EiL)=(8-L)#30:NMEXT: SCY=0

53@ ENDRROC

“4@ DEFPROCINIT YDUL®,2,4;@; 1%9,5,3;8;2
3;BIOZ;B;B;0; :LEXE=1: 1%=4:5HI=1:5CK=0: END
PROC

550 DEFFROCSCREEMN

5468 R=RND{5): IFR=1H$=C¥: [$=B¥ELSEIFR=2
H¥=D¥: [ $=BLELSE IFR=CHE=E#: | $=B$ELSEIFFR=4
H¥=C%: I ¥=DPEL SEH¥=ES: [ $=C¥

5708 H=11921 X%E=448: Yi=180: Wi=76i: I k=188
VE=@: FR=@: =1 R =448 SX=924

SBE@ TFSH%=1 RESTOREG®R ELSEIF SHYE=2 RE
STORE 75 ELSE RESTORES4R

578 DN SHAGOSUBSYA 068, 00

s08 VDUle. 18, 8; 819,11 . @;@: 19, 13,@:0: 4
W1 IR 12, 2E 127 18, 3,17 128, 12, 28,1,3
818,29, 12,256

418 PRIMNTTABCL 1) ;SPC(18) :READA,B,C,D,
CA%,CBY ,CCY ,CDY: Ki=RA:E=B:F=C: I=D

29 COLDUR1LB: FORD=1TOE: READW, B, C: VINEE]
yAB:FORG=1TOC: VDUZ38: NEXT

LT0 VDUL9 18, CAL; B

S48 COLOWRLZ: FORD=1TOF : READA, B, C: YIHIS1
yA,B:FORG=1TOC: VDU234,8,10: NEXT,

LS50 SOUNDZ .2, @,.22:50UNDE, 2,1, 22: FDRF=1
TOBLSTER. 3:VDURT ,&,1,F3;@;8; EMEXT

548 COLOURCAZ:PRINTTABCL, L} 3= =3;5C%
COLDRCEL: PRINTTARB(1@, 1) "LE="3 LE%X: COLD
URCCE:PRINTTABILS, 1) ; "SH=" 3 GHX;

A78 VD9, 18, CA%L;B 19,11 ,CDX:@; 19,13,
CA;@319,14,3:0:5

488 FORD=1TOI:READA,B:VDUZS,4,A:B-3231
B,5,CH%,239,8,1 1 :FRINTF#: NEXT

AT MOVEXE, YE:PRINTASF: MOVEWL , I i1 PRINTH
F:HMOVERY , SE:PRINTIS

by Peter

Azzopardi

For the BBC

7ol IFIY>i FORT=1TOIX-1:MHDVET=T1+32,74
iPFRINTA¥iNEXT

718 SOUND®, 2,6, 14z MOVESOR, To: GCOLA 7 F
RINTSTRINGS(11 ,CHRE(254) 3 : GCOL 3, &4: FORL=5
12701 1BASTEFB: VDUZS , 4,L; 745 255: IFL-72@ G
COLS,3

T2 MEXT:MOVERSLS ,SE4:PRINTy "GET READY™
:FORG=1TO2: RESTORE 758

738 FORT=1TO0%: READF ,D: SOUNDL ,—- I8 ,F ,D:N
EXTINEXT : MOVEZ&A , 534 : FROCDELAY (9971 1 FRIN
T: “6ET READY":FORL=3TOL1STEF-.2: SOUNDT , -1
@,141,L:S0UND] @, 8, A:NEXT

74@ ENDFROC

7SO0 DATAIDL,S,121,.3,
121,2,129,2,121,4,117,

760 DATATZ,20,8,3,4,

TR DATAZ  5,5,68,3,8,
R T 12,215,112, 8,2,17
B,17,8,17,17,2,1,20,
$B,1,27,.5,5,27,8,11,

780 DATAL,B,5,12,5,3.8
y B S8 17,7, 16,17 ,6,8,25,4%

798 DATA&L4D, 314,320, 794,832,508

808 DATASE,23,9,4,1,3,8,2

B1@ DATAZ,6,2,3,8,5,11,46,1,15,4,2,18,4
IR SO G- B 1 B B O - SR T T S O TR -
14,14,1,1,16,2,5,14,1,8,15,4,1,21,2,9,21
o T N - T 1 ” e R B, R S, R e i L S P 1
13, 27,317,272

BZB DATAS,b6,6,10,6,4,17,46,5,2,12,4,135,
1110, B, 16,6, T ,16,6,17,21,6,3,21,5

B3I@ DATASZA,S40,894,4604 384 ,188,1152,5
e

848 DATASE,18,8,5,2,7.,48,4

B8 DATAZ, 8,1,5, 7,213, 7,2,17,6,1,4,13
GBI AT S 14,2, 13, 146,2,8,17,1,10,17,2
+7.19,8,10,22,4,10,25,4,2,27,&6,14,27,2,8
rT!qf:!anlllTn!}

Bab DATAL,4,24,18,9,24,7,7,4,12,7,6,%,
13,6,6,19,8,9,22,6,14,22,4

878 DATAZSA4, 188,320,540 ,3684 634 832,63
&, B9, 548

E88 VDUZ3I,238,255,1565,90,1465,99, 36,24,
@,23,739,.0,90, 14%,90,34,24,0,0,23,234,25
5,0,24,8,50,08,24 ,0: RETURN

gwa vDuz3,z238,255,0,245,21,21,10,8,4,2
3,239.8,255,18,18,10,8,8,0,23,234 255,34
S 36,36, 36,348,356, 35 RETURN

8@ vDUZ3,238,235,12%,195,90,175,187,@
L1B2,23,239.,0, 124, 34+24,145-127,460,0,0,0
(23 234,755 .8,14,8,14,8, 255, RETURN

218 DEFFROCDELAY (J}:FORP=1TODJ: MEXT: END
FROC

520 DEFFROCLEVEL

3@ IFLEX=1ANDSHE=31%=1%+1:FORL=1TO2@&:
SOUNDZ ,~18,2708, 1: SOUND2Z 0,8, 1 :NEXT

248 SHEY=GHX+1: IFSHX=4 LEEZ=LEX+1:5HE~1

5@ FOR R=H DIV 1&4#1& TD 512 STEP-14:5
OuUND1 ;~12,15@, 1

948 VDU2S .4 ,R; 765 18,3,1,255: PROCDELAY (

MONS
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28@) : SCA=5SCYL+1@: FROCSCORE : NEXT
P70 RESTORE138@:FORR=1TO1 1 READP , D2 S0OLU
MNOE,~1@,P,D: NEXT: SOUNDR , 2,4, 18
TB@ VDU4,31.,8,31:FORF=ATO31: VDULD: sFX 1
o
7@ MEXT:CLS: ENDPROC
1920 DATALZY,7,117,3,121,3,129,7,181,7,
121 ,3,120 .3 137,3,145, 3,149 4,149 4
1810 DEFFROCRIGHT: SOUNDLBA, S, 3, 1: SOUNDL
11,8,69,1
1820 MOVEXY Y2 PRINTA$: Ki=X¥E+32: PROCPOI
MT: MOVEXY , YX: PRINTAS: IF POINTINL,YEL=-32)=
BFROCDROFP
1830 1IF VieZ ENDFROC
1848 IF POINT(XZ,¥Yi-32)=10PROCFILL
1858 ENDPROC
1860 DEFFROCLEFT:SOUNDE®E, 3,3, 1 : SOUNDL L
1,8,53%,1
1878 MOVERL ,YX:PRINTA®: $E=%%-32: PROCFDI
NTiMOVEXYE YX:PRINTAS: IF POINTIXE ¥YL-32)1=
aFROCDREOF
Id8d IF YWi=2 ENDFROC
1878 IF POINT (XY ,Y%-32)=10PROCF ILL
1108 ENDFROC
1118 DEFFROCPOINT: IFPOINT ( XE+24  ¥E-281
BORPOINT AXX+32, YL-28) < @ Yi=2
11268 ENDFROC
1138 DEFPROCDROF
1148 IFPOIMTIXE, ¥X=32)< »BORPOINT ( EL+54
¥YE-32)< @ ENDPROC
1158 S50UNDL, 1, ¥4/ 5,25%5: S0UNDL10, 3, 3,255
L1688 REFPEAT
1178 MOVEXL ,Yi: PRINTAS: YYi=Y%X~32: PROCFO1
NT:MOVEXY , YLiFRINTAS: FROCGAME
1180 UNTIL POINT (XY, Y¥YE-32)< -@0RYE=1540R
DIINT (XE+56, ¥YE-52)< @8 OR vi=2
11780 SOUND&LIL . @,8,0: SOUNDE1@, 8.8, @: IFYX
= ] S&VE=2
1200 ENDFRROC
1210 DEFFROCF ILL
1228 IFXEA&ACEINT (XL 48 ENDFROC
1458 IF LEX=1 ANDPOINT{X¥X+B, ¥i-3&F=8 VD
U1g, 8, CRE 25,49, X YR-223 23T : Fi=Fi+1: 5C%=
SCY+1: PROCSCORE : SOUNDA , 18,5, 2: GOTO1 248
1249 [F LEX<>1 VYDIMB, X ,CHYL 25,4 X% V-T2
§239
50 IF LEX<>1 ANDPDINT (X%+H,Y%i=-3&)=8 F
E=FE=-1:BCU=8CYE=1 PROCSCORE : SOUND@ , -1@, &,
2 ELSE IFLEYC *IFE=FXE+1:SCL=5C%+ 1 FROCSCD
RE:SDUND®,—-18,5,2
1268 IF Fi=KX Visi
1278 ENMDFROC
12680 DEFFROCSCORE: WD 31,5, i FRINT BCX
1 WDUS: ENDPROC
1290 DEFFROCJUMP: SOUNDLOS, 3,2, 1
170@ IF INEEY-98 RESTOREL42® ELSE 1IF IM
KE¥Y—&67 RESTORE143@ ELSE RESTORE134@
1318 FOR D=1TOZ
1220 READE L:MOVEXYE  YE:PRINTAE: X=X +k:
Yi=YE+L: PROCFOINT: HOVEXY , YL FRINTAS: IFVL

=20=T: BOTO1 358

1320 PROCGAME

1348 IF POINT (XX, YX=32) < >@0ORFOINT {XX+56
yTE=32) < 2@D=3

1558 MEXTD

1368 PROCFOINT

1370 IF Yi=1i5L DRPOINT (NX+24, ¥i-120 =4V
=3 ENDFROC

138@ IF POINT (XX, Y¥X-32)=0FPROCDROP

1399 IF Vi=2ZENDFROC

148@ IF POIMT (X%, Y¥E-Z2)=1BFPROCF ILL

141@ EMDFROC

14298 DATA-32,32,-64,8,-32,-32

1478 DATAS2 ,Z2.44.8,32,-32

1448 DATAD,52,0,8,.8,-32

1458 DEFFROCGAME

1450 IF INEEY-48 GEOLS, 3:MOVEZSS  S4d: PR
INT*Freeze": 50UND%1@,0,8,0: SOUNDRLL1 ,B,0,
B:REPEAT UNTIL INEKEY-S4:MOVEZLA  S4R:zPRIN
T"Freeze"

14TE M=N+1:IFN<V4S GOTO155@ ELSE M=1
1480 MOVEWY, IL: PFRINTHS

1478 IFZE>YYL IN=7%-32:GOTOIS1@ELSEIFZX:
Y3 TU=T¥+32:GO0TOLSIO

1500 IFWEFNE WX=WL-I2:ELSEIFWNC XN W=
+32

15318 MOVEWY , IX:PRINTHS : MOVERY , S FRINTI
&

1528 IFRYL MY RY=RY-32:G0T01S548 ELSEIFRE
X% Ri=RE+32: G0TO1S548

1538 TFSYYWYE CE=CY-T2:ELSEIFS¥:YY GY=0X
+32

1548 MOVERY Bt PRINTL#

1558 IF Z%U=YYE AND XE{=Wi+3I2 AND X% =W
T2 WE=2

15368 IF S%=YX AMD XE<{=RE+3IZ AND X% *=R%
IZ2 Vim32

1578 H=H-1: IFH/14=INT (HA1&) WVDUZS, & H: 7
8318,3,1,255: SOUNDZ =1, 148,3: IF H<72@ 50
UND2,-148,.208.3: IFH=512 Vi=2

1588 ENDPFROC

1'59a DEFPFROCLIFE

1488 SOUNDELL ;1,200,208: SOUNDEI8 ., 3,5, 2@:
[X=1%-1:6C0OLD,2:E=1

1418 FORFP=YETOYX-ZBSTEF-@. 4

1420 MOVEXY,P: DRAWXE+SS P MOVERY+E YLz D
RAWXEL+E , Yi-28: E=E+D. B: NEXT: 50UMD1 , 4, 1358,
75

1438 IF 1¥=0 PROCDEAD

1548 FROCDELAY (100@) VDULF,11,@8;@;19,13
B0 SOUNDLLL B, 0.8

1450 SOUNDELZ, 2,8, 28 SOUND
F=81TORSTEP=. 3:VDUZ3 0,1 ,F;
150 ENDPROC

1470 DEFFROCDEAD: RESTORELIT1@: SOUNDA, 1, &
...-':‘ll

1&B0 FORR=1TODY: READRE: GEOLE , RND (&) = MOVE
F&#&64+3520, 540: PRINTRS : PROCDELAY (300 ) : MEXT
1498 FORR=1TO13: READFP ,D: SOLNDLAT , —18,F,
O: IFP=1 49087 FSOUNDS ,0,8,0

1,2,78,28:FOR
B85 By s NEXT

170@ NEXT: EMDFROC

i7i0 DATAES, TA= SW= UES = & ape mys =g
g
728 DATAB? B,149,8,149,8,145,8,137,8,1
17,8,121,13,117,4,109,8,101 ,8,97,8,97,13
B7,8

1730 DEFFROCINTRO:YVDUZS; B2@Z;8;8; 05

1748 PRINTCHRZ14]1;CHR$129:CHRE1S7 : CHR#1
31 TAB(14) ; "MONSTERMANT A"

1758 PRINTCHR#141;CHR#129;CHR#157 ; CHR#1
SA:TAB(1I4) : "MONSTERMANTA™ °

1768 PRINTCHR#141;CHR¥133; TAB(2) "KEYE: "
'l:l-ﬂ:|F1-lli'rLZI-ﬂ-i"!1 ZA: TAB(2) "KEYG: "

1778 FRINTTABI7 3} jCHRELIZ; "SHIFT 2 o o Jum
B AT Fresze"yTARLT 4)CHR$133: "EHI
FT.woJdump FoueaFrEeeze"

1780 PRINTTAB{L ;S5 sCHRE141;CHRE13D; " 1. .
... .Unfresze:TAB(L,4) 1 CHRE
141;CHR¥1Z31 "I uasnwa.LEFE U. .. nfreez

[ =

1790 PRINTTAR(&,7) jCHRFLAL;CHR$129; "X..
wmws s REGHE ESC....A0bort s TARB(L,8) jCHRS
1di;CHR#134;"X. . ... ..Right Esc....Abor
-

1B0@ IF SCE<*@ PRINTTAB(G,1@);CHRE141;5C
HR$134; "Score="SC¥; TAB(A, 11) ;CHR$141 ; CHR
£132; "Score="GCY: #F (1S

181@ IFSCE{SCORE(7IGOTOLIE7@

1820 PRINTTAR(12,1@) jCHR$141; CHR$132; "C
ONGRATULAT IONS* ; TAR(1 2,11} CHR#141 y CHR#1
Z4 3 "CONGRATULAT IONS"

1838 VDLZE,®,13,39,13,134 157,132 INFUT
"ENTER YOUR MAME “N¥

1848 IFLENN#>19THEN 1B3@ ELSE VDULZ, 24

1858 S=7:REPEAT:S=5-11UNTIL SCH<=5CORE1
5) OR =1

18568 FORT=BTOS+2 STEP-1:SCORE (T)=SCORE {
T-1i:MNAMES(TI=NAMES (T—1) :NEXT : SCORE (S+1
=SCH:NAMES (5+1 ) =N$

1870 L#F=STRIMGEH (31 "+ :ME=ETRINGE# (B, "+
"+CHRE 1O+CHREE! :PRINTTAB(S, 13 ;L%; TABLS,
13 s MEs TABIIS, 14) s ME; TAB(S 27 L%

1BB@ FORL=2TO7: PRINTTAR{G,L+135) ;CHRE(L+
L2BY i " v e "§TARLE,L+13) ; CHR¥ {128+L) ; SC
ORE(L) j TRABO14 L+130 jCHR&E(135-L) jNAMES (L)
sCHRELSS: MEXT

1890 PFRINTTAB(12Z,1@) jCHR¥141 ;CHR$132; "
TODAY "5 BEST “;TAB(12,111;CHRS141;CHRE]
TaAx " TODAY 'S BEST

1708 VDUZE, 8,24 39,24, 134,134 INPUT“ENT
ER DIFFICIATY {1l HARD-2@ EASY) "v:IF v<10
RYXZBGOTOIF0@ ELSE VDUIZ, 26

1910 PRIMTTABLB, 24) ; CHIRE 1 36 CHR$1 293 “HI
T S-SOUND @-NO SOUNMD:SPACE TO START=3:RE
FEAT: IF IMKEY=17 THEM sFXZ18,1

1928 IF IMKEY-B2 THEN #Fi210,8

1958 UNTIL INKEY-9%

1948 ENDFROC

195@ IF ERR=17 GOTO a@

1768 MODE7:PRINTTAB(Z, 1B}z "Error akt limn
e "3ERL:EMND

TIER MANIA
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Programmable
Joystick Interface for
the Spectrum

£19.95

incl. VAT and P & P

tinger b BA-Cradr-ves

QUICKSHOT 242 JOYSTICK
medi b o
T indepengent #

and g rapid Dire optc

rowae 19 QB

FLIGHTLINK JOYSTICK
P sremmma 1, 1)

AT and P &P

CURBAH LIYSPEECH UNIT
yfj WeinARESSRCH AN £79.95
VAT and £

AP

ALSO AVAILABLE FROM

Wele
elcome SELECTED RETaIL

Dealer Enguiries

Phone Ludlow (0584} 4894 —— OUTLETS
FHEL LTD Hockeys Mill, Temeside, -
. Ludiow_ Shropshire SYB 1PD
W - _ _—
z L5 1] -
\a
Oty T | Code Item term Price i Tedal £
[ [ wr | thmmor e "~ apaes |
e | 02 I I-"-q"r..-:"ul- 1.1.1.-:-:# &= é':..'-.!:l.'l
| o3 | oukshor ZeZdevenck sg1aes |
- T 04 | Comton + Quikshot 242 #3190 | |
[ s Comean + Flghthak. wemas ||
- 06 Custeah uSOMEN uni 5 (2095 |
5 ENBG OB oS T e de e sy abie o FRE o i ]

__ COMMODORE 64

(Thig ollér is not inciuded in the

10% discount for groars over £50)

UR
GAME RRF PRICE
~SUNCTEDE ExXMRESS T 25 4.5
=GHOSTEUSTERS 095 B 50
ACTIVeEM0MN ALL OTHER TITLEE 3 7
JET SET WiLLY T 50 L TR
ZIM SALSE BIM RO
EYRIP BOKER VR TI
BLACH AWK T o9& 550
|5 TROHN B4 r9s 550
AETE & G T pE
AMEH 95 T 28
MA RCBOT B TS
HOBET 49 999
=TA&LES OF ARABIAM HIGHTS Foo. 550
sOALEY THOMPSON DECATHLGN TEn S
=HAEACH HEAD 995 T'TS
DECATHLOMN 999 T95
= MOMNTY MOLE LA = IR - =
SO0 FLIGHT 4 @5 11-00
TRAGHMAN &4 T o4 &-50
=i’ AL H AL LA d2h -
CHEATH STAR INTERCEPTOR R 650
PITFALL M 995 T8
RIVER RAID a9 T
HEmD BRs T
BRUCE LEE PR TR
RATO COMMANDER 295 T-2%
SPITFIRE ACE 998 Tl
EDME KICD JUMP CHALLENGE - - -
STUNT BIKE 6B &4
MY CHESS 11 Bas T 28
BATTLE FUR MIOWAY 930 G
A iRy TRh
b Pa P I T AL TR0 &-50
CQUABIMODOE REVENGE rad S8
TOANAGD LOW LEVEL TE 5
JOHY AND THE JIMPYS 6@ 525
EOKD TOMIWILF 590 5328
BN KON 995 T 2%
FORT ARGCALYPSE §Rs 725
SUMMER GAMES T4 g 51
= UC YADHS a8y T25
SHERLOC®R =0 LMES 14 3% W05
CHART BUSTERS 385 TS50
COMBAT LYNY A8 T-25
BITFALL 153" 1]
PRYWARRICH 985 898
SPECIAL OFFER
SUR
PHICE
SRECTEUM LEr 29 58
SOFTWARE PACKAGE WORTk 500
KEMPETON TYPE INTERFACE 4 5
QUOCHEMOT I JOTETICH 194
TOTAL VALUE 317 8%
QUR PRICE - 145 00

GuR

REF FRACE

B M

S99 47T

00 ROTS

ags  B9E

Ta5 585

aas R

680 &

TR 560

R 99

Te9% oo

3 P 636

Ty B8g

298 4 30

598 4 50

£-95 4 BO

5% 440

2 T £
MIGHT GUNSER 8% 515
CLASSICADVENTURE 95 S50
VALHALLA W M
MONTYMOLE A5 499
FULLTHROTTLE B 5T
WATO BN T - 4 89
UNCERWLULDE L8 B9E
AyhRLON T34 3 B
HMERD TS 550
ZEMI TS 580
RIVERRAID TAS 550
ENDURD TRs 580
FAMPSTEAD 984 fied
Sy TEAKY Ay A&5D
STaBBIKE 638 498
GIANTS REVENGE 6.3% 433
SCAABBLE tEAS am
ECONE KIDD JUMPCHALLENGE E@S 473
COMBATLYME TS 550
T MG DOM VALLEY o8 550
TRAVEL WITH TRASHMAN S84 aTh
BOTRONICS WAFERDRTVE e B
GOCMDaRKE REVENGE 484 659
HAWIG TS 5 AN
FOLTERGEIST 5-95 4-50
EJ-E':P‘.‘CP:EF-E'. DETOTHE UMIVERSE 7 50 5 28
SUASIMODGS AEVENGE s SelmBACk il & 90 4 90
TIRMAMNDG R BT
AIRWULF 69 X
FrlabdaRaRMA 6-ab 508
R&MTLURBD INTERFACE Fr R ]
LAGPECTRUMEXPANSION GYSTEM 98085 B 98

ALL PRICES INCLUDE P&P
QUICKSHOT Il ONLY EB.88

FLEASE WOTE IF YOUR ORDER
EXCEEDS £50 YOU GET
'|',.'i'-': FUHTHEF‘ DLEEOUNT
SEND CHEQUES/IP.O. TO
GOODBYTE [HCW!
94 LEATHER LANE, LONDON EC1

_PLEASE STATE WHICH MICRO _

100 PCGAMES

O (C5)£3.35
O EC] £3.40
0O (C12) £3.45
O {C15)£3.75

Price per unit
O 3%"Si

NAME

BLANK CASSETTES

Guaranteed top quality computer/
audio cassettes at '

grecat Ces.
Packed inboxes of 10 m
Iniay cards and library case.
Prices include VAT,

BASFAOPPYDISCS
Prices of boxes of 10
[0 5'% Single side/Double density £19.95
[0 5% Double side/Double density £21.85
0 5% Double side/Quad density £28.75

MICRO FLEXI DISCS

ngle side £4.00 each

0 3%" Double side £4.75 each

Indicate quantity of each product
required in boxes. Free delivery UK. only.
Cheque/P.O. Enclosed forg

Cassetie House, 329 Hunslef Road, Leeds 510 3YY
FREEPOST Tel. (0532) 706066

post and packing.
0(C30)%4.70
: EC@D £5.30

C90)87.00

PCG
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BY DAVID CRANE

1864 COLUMBIA PICTURES

Yes. Ghostbusters is a computer game, too. From then on, it's you against the ghosts. All the way
The game play follows the film with incredible to the Temple of Zuul.
accuracy. Even down to the chart-topping music score. Where the final battle begins...
Your task is to rid the world-and in particular New Designed by USA's David "Pitfall Il and Decathlon”
York City - of a cataclysmic plague of ectoplasmic nasties. Crane and running on Commodore 64 cassette and disk
Play it well and we give you a Ghostbusters franchise - and Spectrum. Coming soon on other systems.
with your own secret account number. Use this number and

the money it brings you, to buy the same ghost busting gear

they had in the film. (Don't worry -we'll give you some

money 1o get started.) e C I I ON
You will have earned it. And you can use it to go to '

undreamed of levels. Don't try to use someone else's Your computer Was made for us.
number, we'll find out.

ALA

AVAILABLE FROM SELECTED BRANCHES OF BOOTS, WH SMITH, JOHN MENZIES, LASKY'S, SPECTRUM, RUMBELOWS, WOOLWORTH
AND GOOD COMPUTER SOFTWARE S-TDREJ EVERY WHERE.




Now available for SPECTRUM (£7.95) From Boots and il leading retaifers

STARCADE

Up Up and Away

COMMODORE, ATARI. BRC
(£8.95 each)

On disc for COMMODORE, ATARI,
BBC (£10.95 each)




v ClRarnE S

PITFALLI

C AV ERMSBS
ASTVion, |

Pitfall Harry has to recover the priceless
Raj Diamond from the lost caverns. But there
is @ small matter of poisonous frogs. Albino

Scorpions. Vampire Bats, Electric Eels.

MNeed we go on?
Running on Commaodare &4, MSX, and Spectrum

With the Designers Pencil, you can draw the
world - and everything that's in it.
Write your own melodies. Learn to write and
develope your own programs, Its scope is as

broad as your own mind.
Running on Commodore 64 and Spectrum

DECATHLON

.

Number one in the charts. And set to stay

there. Decathlon asks for total commitment.

Speed. Strength. Stamina. The will to win.
Running on Commodore 64

Miners are trapped deep underground.
Threatened by molten lava, poisonous bats,
snakes, spiders. You alone in the person
of Roderick Hero- Helicopter Emergency

Rescue Operation -can help.
Running on Commodore B4, Spectrum, MSX

SPACE SHUTTLE

BT PAR STIVWE KITCHITMN

Manr's ultimate journey. You can make it, in
faithful detail, from lift-off, through an outer-
space rendezvous, to landing. A genuine

test of your inner strength.
Available soon for Commodore 64 and Spectrum

Merton the maintenance man is set for yet

another routine night in charge of the toy factory
But something has gone terribly, terribly wrong.

Running on Commodore 84, Soon on Spectrum

And you thought it was just a movie.
But Ghostbusters is a computer game, too.

Following the film with incredible accuracy:
Even down to the chart topping music score.

Running on Commedore 64 and Spectrum.
So0n on other systems.

Stay cool. Stay low Stay alive,
Your mission is to fly down the world's most
heavily defended river, destroying every-
thing the enemy hurls at you. But beware. ..

your fuel tanks are nearly dry.
Running on Commodore 64, Spectrum, MSX

[Eightvery
different titles
with one thing

incommon.
The Activision
touch of gold.

For more details contact Activision (UK) Inc
15, Harley House, Marylebone Road,
London NW1.

“ACTIVISION.

']

Your computer was made for us.




AT LAST THE
ARCADE ADVENTURE FROM 1]

Available through

iy / good computer
/ “ y stores everywhere.
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Program Library

Me SPECTRUM ¢ SPECTRUM

PRODUCTION

LINE

BY PAUL STOCKLEY = FOR THE 48K SPECTRUM

a2 CLEAR

SO-DATA o

49577
] I =

BORDER

Ly8: "FROCGUCTOIN LIMNE": IMNE 4

HIMI M ST 100 "GUIDE
ED THE LR M AR KD T =1
LIME COLLEL
THE EYah OBJELDTE
1Z0PRINT AT 14,03 "USE THE FOLL
CHMLHMG. KEYSY" s DMK S5da 14,03 " F=KRI
SHT O=LEFT"3 | R N 15, g
UF A=DC0HAN - M=TLE
1040 PRINT FAPEF
‘AT EEY T ;
x5 BORDER 2: BORDER L: BRORDER
a: BORDER I: BORDE 21
ERER S i }

1 REM Zxddxiddsdsehhdeyn

2 REM % PRODUCTION LINE ¥
T REM % 1984 BY FMES ®
4 REM ¥sfksssxdrsidsmbbne
1o 60 SuUB 225: GO SUB 170
15 FOR 1=1 TO &: LET a 1
IF SCREEN? (xiy+l1)="L" OF ATTRH
-2,y =569 THEN GO D 135
2y IF SCREENS (u+l,.wv) e THER
GO TO 1000
2% GO 5UB 115: IF SEREEN®: fu.y
+1¥="[" THEN BO TO 135
S PRIMT AT x=1,% s CHES =T
q'fl[.-"lf:'.!- R
35 LET ¢!
D ATTE (u-=1,y+11=71 AND v
M LET w=ywtil
v IF kEE="o" anb aATTR (x=1.,v=1
71 AND w0 THEN LET w=v
"' THEN GO SUB &5
: THEN GO SUB HC
h= ' m THER

T B

fu

i SlE 140
CHRE® 15F:4T

MEXT a1+ GO TO 15

°kay, s0 just WHAT'S going on out
there? How come all you readers
have suddenly started sending in these
red-hot listings? If you want to see just how
good you're getting, type in this excellent
game from Pawl Stockley.

Production Lineis a platform game in the
grand tradition, with moving platforms,
monsiers, pistons, and a whole hosi of game
features to keep you busy. You must guide
Fred the workman around the production
line collecting doobries. The doobries. just
in case you're not familiar with these essen-
tial items of indusirial equipment, are col-
oured cyan.

The listing is in two parts. First type in
Listing 1 and save it with the line save
“Production” LiNe 5. Then fype in Listing 2
and sAVE it, using save “Line” Ling 10. To
RUN the program, rewind the tape and enter
LOAD"" as normal. Please note that you will
be asked to stop the tape when the intro
screen comes up on ihe display, so don’t go
away while the game’s loading!

When typing in the game, enter any
underlined letters in graphics mode.
Graphics mode is selecied by pressing
SHIFT/9, whereupon you will see the cur-
sor change to a flashing *G'. You can return
to normal mode by pressing SHIFT/9 again.
Just in case you're confused by u$ in line 160
of listing, it consisis of two spaces, two
graphics 3's, and a final space. Good luck!

Main variables

A Vertical position of stompers
XY Position of man

LI Lives

LE Skill levels

SC Score

OR] Obijecis collected

Us$ Platform string

R% Parcel string

Program breakdown

10 Set-up screen etc

15-60 Main loop

65-75 Upladder routine

20-95 Down ladder routine

100-110 Jump routine

115-130 Move stompers, platforms etc
135 Death routine

145 End of game

155 Finished sheet routine

160 Set up strings for movement
170-220 Print screen

225 Set-up variables

1000  Fall routine

1020  Decrease lives

JAIIHAII‘I" 1135




ORGANISED BY VNU PUBLICATIONS

Here's your chance to contribute to the most
important event of the microcomputing calendar —
T'he British Microcomputing Awards 1985,
Recognised as the Oscars of the industry, the
awards are organised by VNU - publisher of Micro
Decision, Personal Computer News, Personal
Computer World, Commodore and Sinclair
Answers, Personal Computer Games and What
Micro? — The Sunday Times and Thames Televi-
sion’s ‘Database’, which will televise the event.




The BMA 1985 is looking for technological excell-
ence and value for money. Who do you think
deserves to win these highest of accolades? Fill in
the nomination form and let us know. Your nomina-

© Category 2: Business Software

tions will be carefully considered by a team of :

experts from this magazine who will then forward a
shortlist to two independent panels of judges.
The winners of the eleven categories will be

announced at the Awards Ceremony next June and

they will each receive the unique BMA trophy. The
ceremony wil also make a series of special

commendations for computer projects of social :
importance. There will be a major presentation to :
Concerned Micros in Education and Traming

(COMET), the charity established by the BMA
1984, to aid disabled young people.

Complete the nomination form opposite and vou
could join the top names of the industry at the
prestigious Awards Ceremony in London next June

The judges will be looking for a number of important
qualities mn all the products nominated. These
include value for money, ease of use, flexibility and
mnovation. Colour, sound and speed, as well as
software support will be other key considerations in
judging the hardware, and use of the machine in the
software categories. The judges will also be looking
at the consumer support service offered. There are
however, certain specific requirements:

1. Business Microcomputer & Business Mic-
rocomputer of the Year. The machine must cost
less than MRP £5000 including operating systems,
CPU, keyboard, disks and monitor, It must be disk
based, come with at least a 90-day guarantee and
have a wide range of business software.

. Category 7: Peripheral of the Year

2. Business Software & Business Software of
the Year. Software should be disk based with a :

MRP of less than £1000 per package or module.

3. Home Microcomputer & Home Micro- °
computer of the Year. The machine must not :

cost more than MRP £500)
4. Home Software & Home Software of the
Year. Software must not cost more than MRP £50.

RULES 1. Categories 1-5. Manufacturers may nominate their own
products which need not have been made in Britain but all products
must have been available for purchase from retail outlets in the UK by
January 31st 1985,

2. Categories 6-9,1. Manufacturers may nominate their own
products which need not have been made in Britain, but all products
must have been available for purchase from retail outlets in the UK
between 1st November 1983 and January 31st 1985.

3. Employees of VNU Business Publications BV, The Organisers,
The Sponsors or any individuals associated with the British
Microcomputer Awards are not eligible to place a nomination with the
exception of the six VNU title judging panels which may each
nominate up to six entries.

4. The decision of the judges is final and no correspondence will be
entered into,

5. Allnominations must be received by noon February 15th 1985.

Enter your nomination for each category and
explain, in not more than 30 words, the reasons for
your choice, using another sheet of paper if
necessary. You should consider carefully the guide-
lines given for each category.

Category 1: Business Microcomputer

Category 3: Home Microcomputer.

Category 4: Home Software_

Category 5: Educational Suftware

Category 6: Game-nf the Year__ |

Category 8: (i) Home Software of the Year

(i) Hﬁsmess Software oftheYear____

. Category 9: (i) Home Microcomputer of the Year

(11) Business Microcomputer of the Year

Name
Address._

EI No. | - PG

Send your nominations to:
VNU Business Publications BV,
British Microcomputing Awards,
' Freepost 38, London W1E 6QZ

ONLLIJAOD

AWARDS Nomination forms must reach
Y A Aot Nl the Awards Office by noon,
Friday 15th February 1985.

Nominations cannot be accepted
after this date.



_
8

™
PRODUCTION _

0% FOR uw=1 TQ 41 GO BUR

FINT AT =1, %1" AT E,.w3" "2 BE

EF O03,5: BEEP 003, x+103 LET

+C tu)Y s FPRINT AT - "Fre AT
Swrtat: IF ATTR (x 7 THEM
FRINT AT »—2,v: "N

&: BEEP .00&4,t¥%t: MEXT t: LET ob

i=Fobj+l: LET sc=sc+9%5: FRINT &T

D.b63sc: IF abj=& THEN GO TO 155
110 NEXT wu: RETURM
1153 FRINT INE S:AT a.llz;as:d

+1,11:b%; INE 7iAT a+2.113c%; IN

S:AT a.1%:a%:AT a+1.1%930%; Ih
TiAT .4!'.:,I"r;._'r:

120 LET wt=u®d 12 TO Y+usiirz LET

L= tT:v"::' t$8( TO 4): FRIMT IMNE S

$aT ik I suE; AT 11,.5:zuB2A 15, 21
ttEz AT 1'.-7!...:::-‘{'
1 _| -4 £ T 4
T In il g -3 T 2 e T
2, .| ;' e

0: BEEF .il.1: MEXT 1@ LET
+5i00: FRIRMNT A «aysc: LET  Le
LET x=%s ET % : 5 1
160 LET wuk= vt L} EE=LEE
I e=1l THEM LET r%
RETLIRR
&5 31F 1e=2 THEM LET r#®

[L": RETUERN

! BORDER ¢
RIGHT 1@ CLE = FDEE

5 I
t
r
Pt by i
|
i,
i
T
ExT
L 1 11 1
T 3]
E - £
L
I
;
4¢
1
1 E
I
1.3
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his month's Adventureworld is

really something special. Not only

have we got five pages and a great
competition, but we've also got reviews
of no less than NINE games, of which
more than half are really hot stuff.

So, let’s not beat about the Balrogs,
we'll go straight in at the deep end with
Upper Gumtree from Richard Shep-
herd Software. This is their latest release
for the Commodore 64, soon to be
converted onto the Spectrum as well.
The company have already scored sever-
al hits with adventures, including games
like Urban Upstart, Espionage Island,
and Inferno.

Peter Cooke, who programs most of
Richard Shepherd's games, has a thing
about places you want to get out of.
Scarthorpe in Urban Upstart was the
sort of town that made Neasden look
like Monte Carlo, and Inferno was...
well, not exactly the sort of place you'd
go for a holiday. Now he's come up with
Upper Gumtree, ‘the most boring place
in the known Universe'. He's also come
up with a very enjoyable game.

Apart from being hell-on-earth, Up-
per Gumtree is also the setting for your

| attempts to foil Professor Blowitovitz'

® The rope bridge from
The Jewel of Babylon

The White Wizard's words of wisdom for adventure lovers

HUMANITY UP A GUM-

efforts to take over the world. Accompa-
nied by Emma and Wally, you have to
unravel the plot and save humanity.

The game features split-screen
graphics which can be turned off if you
want to move around guickly. The pic-
tures aren't wildly exciting, but they're
good enough to add something to the
game rather than just be a nuisance. The
infamous Commodore 64 split-screen
glitch is there unfortunately, as evi-
denced by a slight flicker where the text
and graphics screens meet. To make up
for that minor shortcoming, there's
what seems to be a large vocabulary, and

generally this is a very player-friendly
game.

The game is a considerable advance
on Urban Upstart and even on Inferno
— there's a real-time element, and if you
don't enter a command for about 30
seconds the screen flashes up “You wait’
in Hobbit style. Emma also shows Thor-
in tendencies by occasionally saying,
‘We're wasting time!” if you hang around
toolong.

Wally, another independent compan-
ion of yours, is something of a pain in
the neck. He has a habit of picking
things up just before you can get your
hands on them, and then refusing to part
with them, making excuses like 'l found
them first!" I'm still trying to get a pair of
gloves from him that 1 think are essen-
tial to solving the game!

He's also a violent individual. I hit
him once as a just reward (I thought) for
refusing to give me the gloves, whereup-
on he killed me instantly. You have been
warned. Emma is far more peaceable,
and also seems to do more wandering
about.

There are quite a few puzzles to solve
here. For the most part they're logical
and the game is all the better for this.

@ Fivo time zone clash
in Eureka!
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and the game is all the better for this.
There are, however, one or two places
where vou can be killed without warn-
ing, which I think is a pity as vou then
have to start all over again unless you've
saved your position.

You'll encounter people like Farmer
Giles, who will happily murder you for
examining his tomatoes, and Mrs
Shuffle, who will condemn you to a fate
worse than death (but rather more
useful) —endless cups of tea.

Upper Gumtree is a worthy addition
to the legendary White Wizard Collec-
tion. Sadly, Richard Shepherd Software
have been devoting rather more time to
business and utility programs recently,
but I hope that we won't have to wait
too long before they bring out their next
adventure.

Jewels of Babylon

If you think the screen-dump of the
bridge on the opening page of Adven-
tureworld is impressive, then check out
Jewels of Babylon from Interceptor,
because there are plenty more where
that came from. Ever since Heroes of
Karn the company seem to have made a
point of including high-quality graphics
in their games, and this one is no
exception,

At the beginning of the game vou find
vourself in a boat moored a short dis-
tance from a tropical island. To get into
the adventure proper you must enter
your rowing boat, row north, and on
landing at the island your adventure
begins. Not all the locations have
graphics, but those that do are beautiful-
ly depicted. Your objective is to explore
the island, find the treasure, and return
to your ship.

The cassette cover gives you the im-
pression that the program will under-
stand ‘standard English’, but this is not
the case. Here's a typical sequence from
the game to illustrate the point:

Computer: You can see: a smooth
vertical slab of rock.

Player: Examine rock.

Computer: Please rephrase that

Player: Examine slab

Computer: | don’t know the word
‘slab’

Player: Look rock

Computer: Please rephrase that.

..and so on. The moral is that just
because a program ‘makes full use of
nouns, verbs, adjectives, adverbs, and
prepositions’ (as this one claims to do)
doesn’t mean it's going to be any easier
to get along with.

Other niggles about this game include
random death, where the player gets
killed off by poisonous spiders falling
from above without warning, and very
scanty location descriptions, though 1
suppose the graphics make up for the
last shortcoming,

Perhaps I was just having a bad day,
but I didn't find Jewels of Babylon an
easy game by any means. Even the maze

had me foxed for quite a while, since
there aren’'t an enormous amount of
objects for you to collect and then use to
drop and mark your position. I kept
ending up in a native village at supper
time, only to find out that it was guess-
who on the menu.

As aresult I'm determined to get back
to this game and crack it, so I have to
admit that, for me anyway, it possesses
addictive qualities.

The game boasts over 100 locations,
so there’s going to be quite a bit of
exploring going on in the Wizard's cave
over the next few days.

Valkyrie 17

Both Artic and Richard Shepherd are
well-known figures on the adventure
scene, but this month is unusual be-
cause it not only sees the birth of a new
software company, but one that has
managed to bring out a very good
adventure as its first release. If you
haven’'t managed to get hold of Valkyrie

almost an industry standard since The

Hobbit. The graphics draw quickly and
apart from being attractively designed
also contain important clues to help you
in your task. Not all objects present in
each location are mentioned in the text,
so close examination of the pictures is
essential.

Input for the most part is two-word
only, but you'll occasionally need to
enter something a wee bit more complex
and if you get it right the program will
accept it. My only gripe here is that the
game doesn’t tell you which word it's
having difficulty with, but there’s a
decent vocabulary so this isn’t too much
of a problem. The program highlights
your inputs in an attractively re-
designed character set, and the display
as a whole is beautifully presented.

What really makes this game is the
degree of realism involved. You start off
in a hotel from which you must escape
without paying your bill. This in itself
involves careful exploration of the
building and although there are only

17from Ramjam then I recommend that
vou do so —it’s an excellently presented,
well  thought-out, text-and-graphics
program available for both the Spec-
trum and Commodore 64 and distri-
buted by Palace Software.

The game comes with a short booklet
and die-cast metal badge. The tape has
an audio track on one side that features
some rather obscure phone-calls from
an agent on the trail of a dangerous
secret organisation (called Valkyrie 17 -
hence the name of the game). The last
phone call is cut short by what sounds
like a gun shot.

Under normal circumstances that sort
of introduction would be all the persua-
sion I'd need to give Valkyrie 17 a wide
berth, but being an intrepid Wizard |
loaded up the game and set off in an
attempt to save the planet from world
domination and revenge the death of my
fellow agent.

The game is in the usual split-screen
format that seems to have become
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about 15 locations here you'll find an
awful lot to do.

Once you've got out of the hotel, you
find yourself confronted by the prob-
lems of deep snow, treacherous ski runs,
and the need to find a couple of objects
that appear only in the pictures and not
in the text. Unfortunately you won't get
any further without these, and although
vou can see them on the screen it may
not be immediately obvious to everyone
what to call them.

There are apparently over 100 loca-
tions, but [ haven't yet explored all of
them. Once you make it down the
ski-slope you arrive in a small town. At
this point the game shows one of its
weaker points by killing you off quite
unjustifiably if you happen to pay too
much attention to a harmless looking
fountain. The White Wizard does not
believe that a fountain located in (pre-
sumably) the Swiss alps would be likely
to harbour a shoal of man-eating

(),

piranhas, but.. .well, need I say more?
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Apart from little niggles like this,
Ram]am have produced a very enjoy-
able game that has me impatiently
awaiting their next release. If you fancy
dicing with death and checking out the
true significnce of the phrase ‘The Red
Kipper Flies at Midnight’ then pop out
and fritter away £9.99 on Valkyrie 17 -
it's worth every penny.

Evreka

The White Wizard recently tried his
hand at Eureka, currently available on
both the Spectrum and the Commodore
64. Contrary to popular belief, wizards
tend to be an impoverished lot. Casting
spells to change base metals into gold is
a very tricky business requiring heavy
investment in special wands and protec-
tive clothing, so the prospect of winning
£25,000 had me polishing my staff in
eager anticipation.

Eureka, just in case you didn’t know,
15 a five-part adventure set in different
time-zones. Your task is to search
through Pre-History, the Roman
Empire, Arthurian Britain, Colditz, and
the modern Caribbean for five pieces of
a legendary talisman. Completing the
talisman finishes the game.

There is also the small matter of
£25.000, which goes to the first person
to telephone a certain number and claim
the prize. The number is concealed
within the game in the form of various
tips and clues, either in the text or the
graphics.

Well, let's face it, you're statistically
unlikely to be the winner, so what's it
like as an adventure? Well, surprise,
surprise, it isn’t too bad at all. The
program offers scrolling text input with
(in most locations) some very attractive
graphics with some novel and impress-
ive dissolve routines.

Unfortunately the vocabulary doesn't
quite live up to the pictures. Entering
‘Get Key’ gives you the response ‘You
can’t do that!” whereas ‘Take key’ gets
you the key and congratulations into the
bargain. Numerous words that appear
in the location descriptions are not
understood, and the program doesn’t
tell you which word it's having trouble
with, replying simply ‘I don’t under-
stand'.

This is made more serious by a real-
time element within the program. While
you're busy trying to find out what word
to use you might be drowning or being
killed and be unable to do anything
about it. Then, to add insult to injury,
{ you must start all over again because
there’s no sAVE routine.

Apparently the sAvE routine had to be
omitted because it would have made it
too easy to break into the program and
possibly find out the ‘phone number
that brings you your life’s supply of
newt’s tongues at £25.00 an ounce.

Getting five games for £15 isn't bad
value, but don’t expect hundreds of
locations in each one. I do think though
that some of the modules are quite high
on atmosphere, and because of the

different time zones there's an enjoyable
variety of locations. There’s also some
nice incidental music.

I still think, though, that I'd have
preferred a save routine to the very
distant possibility of winning £25,000.

The game Peter Pan draws all its
ideas from the book. As with The Hob-
bit, if you've read the original then you'll
find yourself able to solve most of the
puzzles in the adventure without too
much difficulty.

The game has one or two unusual
features. The first are the graphics,
which have some very attractive ani-
mated features. You'll see shark fins
cutting through the water, children
flying, and indians sending up smoke
signals amongst other things. Don't get
too excited, however, since the graphics
take several thousand yearsto draw.

Sadly, the responses to your inputs
also take a long time in appearing. This

MACHIMNE
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| EUREKA! C.5 £14.95
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isn't a game that you can play in a hurry.
Perhaps that’s just a well, because there
aren’'t a huge number of locations (ab-
out 40 by my count) for you to explore as
you wander around Neverland trying to
defeat the infamous Captain Hook.

Peter Pan takes place in ‘real-time’,
with the program monitoring your in-
puts and flashing up “You wait..." if you
don’t enter anything for a while. Other
characters, including Wendy, the Lost
Boys, pirates, Indians, and crocodiles
wander about at random.

This is a very competent, though
somewhat limited, adventure. It's a pity
about the slow pace, and | can’t help
feeling that if you want to a visit the
Neverland, you're better off reading the
book than tackling the adventure.

Tower of Despair

Another very attractive new release
for the Spectrum has arrived from
Games Workshop. Tower of Despair

OMPLEXITY INTERACTION  OVERALL
& 6 7 7
7 & 5 &
8 7 ? 8
& 4 5 4
a & i 7
] 7 5 &

KEY: AM-Amstrad, C-Commodore 64, S5-Spectrum, B-BBC

1984 was the most exciting year ever for adventure
players. Games like Twin Kingdom Valley, Heroes
of Karn, Sherlock, The Hulk, and Return to Eden

had us (and still have us) glued to our machines

with no hope, and no desire, of salvation. So

what’s in store forus all in 1985...

New Machines

The Amstrad looks like
becoming a first-class
adventurer's machine.
Just look at the games
reviewed this month — of

the series, but it may be
some time before we see
enough games to make it
a worthwhile purchase
for the adventurer.

graphics, interactive
characters, and complex
input becoming more
and more evident in
newly-released prog-

A GREATY
R ]

six new releases two
are already available for
the CPC4b4.

Artic, Hewson Consul-
tants, Channel H,
Richard Shepherd, Level
9, Interceptor, and many
others are all producing
software for this new
machine, as well as con-
verting  classics  like
Heroes of Karn and Fan-
tasia Diamond. 1f you're
looking for a new
machine and want to
play adventures, then the
Amstrad seems to be an
excellent bet.

MSX is expected to
have a big impact on the
home market, but so far
software has been very
slow to materialise for it.
Interceptor are currently
planning some titles for

The Enterprise sounds
like an adventurer's
dream, but whether the
dream will ever become a
reality 1s another matter
altogether. So too the
QL, for which only a

couple of adventures
(from Talent) have
appeared.

With its potential for
multi-tasking and large
memory this ought to be
the machine to watch for
state-of-the-art  games,
but we are still waiting
for someone to take up
the challenge.

New games...

The Hobbit changed the
face of adventures when
it was released in 1983,
and its influence was
seen throughout 1984
with split-screen

rams.
But 1984 also brought
us The Lords of Mid-

night, the ‘joystick’
adventure (Z£im Ssala
Bim, from Melbourne

House), increasing num-
bers of so-called “arcade
adventures’, and — signi-
ficantly — the first Level 9
games with graphics.

Here are some of the
goodies fo come in
1985, .,

Bug Byte, producers of
Twin Kingdom Valley,
are hard at work on the
sequel, called Valley of
the Source. Adventurers
will be able to trace the
source of the river of gold
that appears in TKV
when the game is re-
leased ‘sometime around
March’.

Channel 8. producers
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has a woefully unoriginal plot, but is
excellently presented, has a large voca-
bulary, and comes nicely packaged with
a booklet complete with illustrations.

As Keeper of the Silver Gauntlet and
Wielder of Flamebolt you must rid the
land of the evil Malnor. Here vet again
we have a super-baddie, who controls
some awesome source of power (in this
case the Ring of Skulls) and who must
be defeated by yours truly, armed with
some equally legendary artefact.

If it all sounds too like the Lord of the
Rings you're right, but to give Tower of
Despair its due, the accompanying
blurb is excellently written and the game
is very high on excitement,

Although the imaginative scope of
this game is enormous, the adventure
itself is not so complex. There are one or
two very difficult puzzles, not all of
which seem to have logical solutions. A
group of winged nasties, for example,
will follow you and tear you to pieces if
you go in one direction, but are rapidly
left behind if you go in another.

Puzzles like this sometimes assume
monumental significance, because this
is one of those games where you some-
times can’t explore any further until
vou've got past someone or something
that's blocking your way.

Nevertheless, Tower of Despair is a
gripping adventure, deserving a place in
any fantasy fan’s collection.

THE WHITE WIZARD received a duplicated
letter from a Mr Neil Monro this month, Us
Wizards being a somewhat snobbish lot, |
was inclined to dismiss this epistle as being
unworthy of my attention. Afterall, a DUPLI
CATED letter — by the beard of Belboz, don't
I deserve a more personal communica-
tion???

After despatching a flock of man-eating
harpies to scour the planet for the luckless
Meil, I decided that perhaps I was being a bit
over the top. In fact, | found myself positively
warming to the aforesaid Mr Monro as he
described his problems at the very beginning
of Level 9's latest blockbuster. As some of
you may know, unless you're very crafty you
will find yourself being roasted by Snowball's
engines within seconds of starting the game.

[ can't help feeling that this is a pity,
because once you get past the first stage the
game is 50 very enjoyable. So, if vou are stuck
at this point, 1 feel perfectly justified in
spilling a few of the beans. Check out this
month’s Help Grid for further details,

Rob Westlake, Stephen McLeish, and
Chris Dyke write in crowing about their
recent joint victory over the perils of Urban
Upstart from Richard Shepherd. This game
seems to be standing the test of time very
well, being humorous, attractively presented,
and guite challenging all at once.

EAR FOR ADVENTURE

of the Mysterious Adven-
tures range, have several
new games planned for
early in the year, includ-
ing a new range for the
Amstrad in the spring.
Hewson Consultants
will be bringing out a
follow-up to Awvalon in
March. The game uses
similar joystick controls,
but boasts a completely
different, and expanded,
setting, featuring stone
circles, ley lines, and the
Saxon invasion.
Melbourne House
have started work on
their most ambitious pro-
ject to date — The Lord of
the Rings. The adventure
will come, like the book,
in three parts and the
company hope to release
it ‘late in 1985°. Mean-
while their latest game,
Castle of Terror (A
Dracula-inspired
graphics adventure)
should be entering the
shops as you read this.

Artic have three more
games In the pipeline, all
with graphics. Details
have yet to emerge, but
this company are always
good value.

CDS are likely to score
a big hit with adventurers
over the next year.
They've bought the rights
to Castle Blackstar and
its successor, Pyramid of
the Sun. Blackstar is a
text-only game in the
grand tradition of Clas
sic Adventure and much
impressed  the White
Wizard when he first saw
it earlier this year, but
Pyramid of the Sun
sounds even more excit-
ing.

Mark Sheppard, one of
the programmers of the
series, tells me that the
game is set in Egypt,
makes a lot of use of
Egyptian mythology, and
will be second only to the
legendary Infocom
games in its ability to

understand English in-
puts. That's quite a claim,
and if the program lives
up to it then it'll be solid
gold for adventurers at
only £6.95,

Castle Blackstar is
available on the BBC,
Spectrum, Commodore
64, and Dragon, and an
Amstrad version may fol-
low later.

Last of all, there's one
company who WON'T
be bringing out any more
adventure games. Soft-
ware Projects disting-
uished themselves in
1984 by bringing out Le-
gion, a game in which
vou could go Up but not
back Down. It comes as
no surprise then to be
told by a spokeswoman
for the company that:
‘Unfortunately we don't
still publish Legion, and
we won't be doing any
more adventure games.’
So there vou are...

Messrs Westlake, McLeish, and Dyke in
clude a complete solution to the game in their
letter, but wonder whether there is a football
pitch somewhere that they didn’t find. To the
best of my knowledge, the closest you can get
to the pitch is just outside it, where you meet
the football fan, but perhaps other adventur-
ETS CAan Prove me wrong.

Brad Owen writes in requesting help on no
less than eight games. but forgot to include
his address. Are you there, Brad? Plcase
communicate further . ..

The Cave of Solitude is still being flooded
out with letters from players of Lords of
Midnight. Most notable by far of these is Mr
M Sutherland of Bearsden, Glasgow. He
begins his letter. “To that famous Conjurer
and Seer, White Wizard . . . The harpies are
on their way Mr Sutherland, give them a cold
sausage and they'll reward you with a signed
photo of yours truly and a display of aeroba-
tics (don't forget to tip them, or else, )

Mr Sutherland mentions the various ways
of destroying the Ice Crown. which would be
some assistance to lan Jones who sent in a
long description of every move he made
during 36 game-days(!!), ending up with the
Ice Crown but not the faintest idea of what 1o
do with it. Try taking it to Lake Mirron and

pressing the ‘Night' key, lan. Also, try seeking

a little more guidance at the Towers

FEETTASEE
Christmas tips

Use the Clue Code at the end of each
problem to identify a square on the grid.
Starting at that position, read every
second letter until you have a complete
sentence. When you reach the end of a
row, go back to the beginning of the
next line and carry on.

1. Can’t escape from Snowball's en-
gines in Return to Eden? (Clue Code
Al).

2. Can't hang on to the Bio-Gem in
The Hulk, Bear this in mind... (Clue
Code A2).

3. Escape is vital at the beginning of
Artic's Eye of Bain... and you'll also
need the pole later on in the game, If
yvou're stuck, this should get you started.
{Clue Code 12).
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HERE’S OUR latest Helpline. You can use
this column to offer assistance to other
readers, ask for help if you're stuck, and in
doing so make friends with readers in
Britain and abroad.

Send your name, address, and the name of
your computer on a posteard, indicating the
game and problem vou are stuck on. to
Adventure Helpline, Personal Computer
Games, 62 Oxford Street, London WI1A
2HG. In order to fit as many people in as
possible, in future issues we will only be able
to give space for one problem per reader. You
may of course still offer help on as many
games as you are qualified to do so.

You can include your telephone number,
but you must bear in mind that you may
receive many calls.

Finally, don’t forget to include a stamped
addressed envelope if you need a reply from
another reader

Help offered

Avalon (Spectrum)
Contact: Martin Ford, Gerreg Wen, Lla-
narthney, Carmarthen, Dyfed, SA32 8JR

Aztec Tomb Adventure, Snowball,
. Hobbit, Hulk

Contact: T Styles, 28 Hamsterly Road.
Salters Lane Estate, Stockton-on-Tees,
Cleveland, TS19 8AT

ttention all Spectrum own-
ers! Here's a great opportun-

| —for 20 lucky runners up, copies of two
new games for your machine.

Hill-MacGibbon have just brought
out a range of games including two
graphic adventures, Aztec and King
Arthur's Quest. The games are excel-
lently presented, and combine numer-
ous locations to explore and puzzles to
solve with the ease of single-key input.
They were programmed by Five Ways
Software, who also produced the Lone
Wolf series reviewed in December's
Adventureworld.

Now for the competition, and it really
couldn’t be easier. All you have to do is
complete the following riddle using no
more than 20 words:

Q: Why did the Wizard cross the road?

s et (20 WORDS max).
Copy your completed riddle onto a
| postcard, together with your name and
address, and send it to: Hill-MacGibbon
Competition,  Personal  Computer
Games, 62 Oxford Street, LONDON
WIAZHG,

The funniest answer wins the first
prize of a Sinclair Microdrive plus Inter-
face 1, and the 20 runners-up will each
receive a copy of Aztec and a copy of
King Arthur’s Quest. So, come on —
prove to us all that you've got a sense of
humour and win yourself some great

prizes!

ity to walk away with a free
Microdrive plus interface, or

ﬁﬁ Adventureworld

Golden Apples of Zeus, Adventure-
land, Pirate Cove, Mission Impossible,
Voodoo Castle, Count, Nosferatu,
Quest of Merravid, Earthquake, Cast-
lemaze

Contact: Stephen Bowes, 104 Western
Road, Goole, DN14 6RD

(On the Dragon) Shenanigans, Sea
Quest; (On the CBM 64) Quest of
Merravid, Heroes of Karn, plus hints
on Erik the Viking

Contact: Tony Treadwell, 41 Fernhill
Road, Begbroue, Oxford OX5 1RR. Tel:
08675 6670

Colossal Adventure, Dungeon Adven-
ture, Lords of Time, Snowball, Hobbit.

Contact: Philip Chan, 7 Rushmead
Close, Canterbury, Kent, CT2 7RP. Tel:
0227 453911 between 6 and 9pm only.

Help wanted

Pyramid (Vic 20)

Iam stuck in the dusty cellar.

Stephen Bowes, 104 Western Road.
Goole, North Humberside, DN14 6RD

Hobbit (Spectrum)

How can 1 get past the bulbous eve,
having collected the treasure and defe-
ated Smaug?

Win a microdrive!

=l
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| The PCG Helpline

Mike Gardner, Birch Hall, Theydon
Bois, Essex, CM16 7DR

Ghost Town (Spectrum) _
How do I find the map and examine it?

R | Beale, 33 Sutton Lane, Shrewsbury,
SY37QQ

Hobbit (Spectrum)

How do [ defeat the vicious warg in the
elven king’s dungeon?

D Webb, 6 River Drive, Padiham, Burn-
ley, Lancs BB12 8SE

Catacombs (CBM 64)

How do you get through the ordinary
looking door (first location)?

Neil Baker, 114 Belmont Road, Harrow
Weald, Middlesex HA3 7PR

Quest for the Holy Grail

How do you get past the knight who
says nic?

Bryn Lucas, 17 Smallwood Road, Col-
chester, Essex C02 9HB

Classic Adventure (CEM 64)

How do we get past the snake?

Edward Webb, 3 Montgomery Walk,
Waterlooville, Hampshire PO7 5TD

Heroes of Karn

How do [ kill the bats?

Philip Chan, 7 Rushmead Close, Can-
terbury, Kent CT2 7RP
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King Arthur's Quest and Aztec are both
highly original in their presentation. The
graphics display shows your view ahead, with
each location that vou can move to
represented by a square on a grid, Landscape
features such as trees, lakes, towers etc are
visible from a distance but smaller objects are
only visible when you're actually on the
square in which they are to be found.

You can move about using single-key
inputs for Turn Left, Right, and Mave
Forward. There are also commands to enable
you to pick up, drop, and use objects, plus a
Cast Spell command.

Ring Arthur's Quest has you trying to
defeat the evil witch Morgana. Azfec presents

arather meatier challenge, when vou wake
up to find that the sun has disappeared along
with all the other members of vour village.
Both games feature ‘real-time’ elements; in
King Arthur's Quest, for example, night
follows day as you move about, and your
energy runs down steadily.

The White Wizard’s only slight reservation
about these programs is that the ease of
control prompts you to move about faster
than the program can keep up - after all, it
has to redraw the graphics every time you
change location. This will only deter the
impatient player, however, and with upwards
of 800 location squares in each game, most
players should be kept busy for ages.
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AT LAST MICROMEGA KINGS OF
SPECTRUM GAMES BRING THEIR
QUALITY TO THE COMMODORE 64.

Available through

good computer
stores everywhere,

£8.95

Free the golden city
from the clutches of
the wicked Afrest.
Battle his guardian

devils, force entry |

to the palace,

reveal the magic jar |
and finally do battle |

with the genie
himself! A unigue
pure arcade
challenge for the
CBMEG4 owners.
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Please send me more information about I have a;:- :
YOUT S~ : o : ‘

(R MOk e} Sinclair Spectrum .
‘Learn BASIC? wtorials ] Commuodore 64
Logic 3 Spectrum Club ] Acorn Electron

Logic 3 Commodore Club £
(64 and VIC owners only)

Name

How to teach your Micro

a thing or two

Thousands of home computer owners have vet
to discover their microcomputer’s potential to help
with many of the problems and decisions that come
up every day in the home or office.

Perhaps vou have always promised yourself that
you would teach yourself programming, but have
been put off by manuals which seem to assume a
lifetime spent studying computer science and
mathematics. Maybe you have looked at other
computer books, but have vet to find one which is
free of unnecessary jargon or where the program
examples bear some relevance to real life and not
space invaders.

Relax, yvour search is over.

The ‘Learn BASIC' tutorials from Logic 3 are
the latest development of a teaching method
pioneered by Professor Andrew Colin and perfected

LOGIC3

by testing on 3 generations of students at Strathclyde
University. The ‘Strathclyde Method® has been
translated into 8 languages and used by over 300,000
microcomputer users.

‘Learn BASIC' is a jargon free, step by step,
course in computer programming, which explains
everything clearly in English, not computer talk. In a
matter of hours you will be writing your first
programs,

‘Learn BASIC’ is designed for people who want
to keep abreast of the computer age, for people who
realise that understanding computers is a key to
future success at work, at school, and as a parent.

Get ‘Learn BASIC and teach your micro how
to be vseful! (Available from major branches of
W.H.Smiths, Boots, Laskys, Greens, John Menzies
and better computer shops nationwide.)

BBC Microcomputer
Dragon

To Logic 3 Lid., FREEPOST, Mountbatten House, Victoria Street, Windsor SL4 1HE

AOTESS




If you've ever wondered how it l [ S W Just like Eddie, you'll start by trying to

feels to be Eddie Kidd . . . defying e ) clear barrels on a bicycle . . . graduaily
danger and gravity, soaring on a _ [ working up to attempting Eddie’s daring
motor-bike over a long line of cars | leaps which have thrilled millions
mfsmmmmm around the world!
S Challenge . hasbeen (1 100% machine code
. uced for you by Martech, O separate control of bike and rider
' mulhtufheipfrmm for incredible realism
himself. : | added
Atthe age of 12, wiad dangerous headwinds for
was jJumping over oil barrelsona

AL 18, he the [ scoring system — for successful jumps
bicycle. mmm I

leap of 190 feet 1
ap of 19 — clearing 14
double-decker : _

O joystick or keyboard option

0 PLUSY You can enter the Official
International Jump Challenge
Competition!

Details on cassette insert

Available from leading software
retailers OR order today
by mail, price £6-95 (48K
Spectrum) or £7-95
(Commaodore 64,

BBC B, & Electron)
including VAT and P&P,

; f Please make cheque or
T . e . postal order payable
Communications Ltd.
Allow T days for delivery,

SPECTR C
Martech is the registered trade mark of Software Communications Limited

mn'tcc h Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE B

TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456  TELEX: 87465 EXIM Brighton

48K SPECTRUM - COMMODORE 64 - BBC ‘B’ - ELECTRON
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Beach-head hi-score claims tested " PCG’'s secr

ASSAULT ON
KUHN-LIN

wo five-star, battle-scarred Gener-
Tatls assumed command in this

month’s  Challenge Chamber.
Veterans of many an amphibious land
ing, Richard Murphy, 12, of Fleet in
Hampshire and 14-year-old James
Stevenson of Purley entered the Cham-
ber to test their military skills on the
Spectrum version of Beach-head from
US Gold.

Both of these strategists have owned
Spectrums for over two years and are
seasoned games campaigners. James, in
tact, has been decorated with a DSO
with bar for his great courage in putting
up with faulty machines: he’s had to
return six Spectrums in those two years

N

due to faults of one kind or another.

It didn't stop him though. He first got
hooked on Manic Miner and he's never
looked back. Other games he's keen on
include the Ultimate games, especially
Lunar [etnian.

Richard, too, is an Ultimate fan and
can find his way out of Sabre Wulfin a
nifty seven minutes or so. Unlike James
he enjoys playing adventures — he's
even solved Level 9's Colossal Adven-
ture, which is no mean feat

Fearsome

Generals James and Richard both had
scores of around 126,000 on Beach-
head, the game in which you have to

et room
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guide your forces from sea to land to
victory.

So, into the Chamber they went for a
challenge more fearsome than anything
the Pentagon’s war games simulations
can offer.

Seated at their respective Spectrums
James and Richard presented the very
image of calm heroism as they set off on
the first stage of their Longest Day.
Their mission — to get their ships
through the secret passage before estab-
lishing a beach-head and destroying the
fortress of Kuhn-Lin.

It's no ordinary pond you play the
admiral on: it's infested with mines and
vicious torpedoes speed across it. Get-
ting your ships through is a question of
precision, of stopping and starting at
exactly the right moment and then
making a dash for the narrow passage.

James had the edge here, somehow
steering smoothly through the perilous
waters. Richard kept almost finding a
watery grave, but generally managed to
stop within a hair’s breadth of disaster.
A reward of 30,000 points came James’
way when he'd got all his ships safely
through. Richard followed a few mi-
nutes later with the same score.

Ballistics

The next part of the battle is the
game’s hardest and most exciting sec-
tion. A degree in ballistics helps, but
failing that a hell of a lot of practice will
do. What you have to do is fire your
guns at the enemy as their ships float
across the horizon and their planes
zoom towards you in 3D horror.

Up and down those big guns went, as
the Generals searched for the correct
elevation to blast the rascals into obli-
vion. A tenth of a degree is a matter of
life and death here.

James again seemed to be marginally
more accurate, finding the hostiles
quicker than Richard and despatching
them in flashes of brilliant red. After
vaporising wave after wave of planes
and then sinking the aircraft carrier. the
beach-head was established and the
struggle returned to land, with James on
66,000 and Richard just a few thousand
behind.

Tanks — were they Panzers or Centu-
rions? — rolled across the muddy and
heavily fortified battlefield. They
weaved through the minefields and
swerved to avoid walls, blasting away at
enemy artillery as they went,

Casvalties

But it was no picnic. This was war.
and in war there are casualties. Richard
got pranged by an enemy gun emplace-
ment, and the same thing happend to
James. But once more it was James
whose firing was the more deadly, and it
was James who accumulated the points,

The final stage of Beach-head is the
storming of the fortress of Kuhn-Lin
itself. An enormous hill looms up. A

huge gun slowly swings round. You've
got to get in ten hits before that gun hits
you— terminally.

With one more tank than Richard.
James was in the driving seat. He didn't
mess up, remaining calm and making
the most of his advantage. Inexorably
his last tank advanced, destroying ail
before it. The fortress destroyed, the
scores showed a victory for James
Stevenson: 129,000 points to Richard
Murphy's 118,000. Victory then to
James, who becomes the first of Beach-
head's six-star Generals. But Richard
need not despair. He acquitted himself
with great bravery. And old soldiers
never die.

James (left] and Richard prepare for bo ttle

MORE MAILTO
THE MASTER

HERE IS the opening of a letter from a
certain C. Free of Beaconsfield:

‘Dear Dastardly Chamber Master’
The Master was stunned to be addres-
sed in such an ungentlemanly fashion.
Why dastardly? What had the Master
ever done to C. Free? It’s a mystery and
a disgrace. After such impudence the
Master does not feel able to print the
rest of C. Free’s letter.

On the subject of the correct form of
address for a Chamber Master. wrap
your voice box around this:

‘Greetings O Chamber Master, Super-
fluous Being of the whole mega-
universe.’

Now hear this, David Baron of
Loughton in Essex. The Chamber Mas-
ter is NOT suerfluous. He is, in fact, very
NECESSARY. So there.

David Lowe of Leicester knows bet-
ter how to address a Chamber Master.
Unfortunately, Dave thinks his score of
15,075 on Arabian Nights entitles him
to call himself ‘Lowey the Magnificent’,
Take a look at this month’s high scores,
Dave, and then get back to that
machine.

Too many letters about the Interna-
tional Soccer Knock-out competition
have arrived for all the writers to be
mentioned. The Master is still ponder-
ing the possibility of such a mega-
chamber event. Discussions are taking
place with the F.A, Pele, Jimmy Greaves
and many other important soccer perso-
nalities. Expect a report soon.

» % . _

Finally, the Master and his minions
would like to wish all their readers a
merry Yuletide. Wherever and whoever
you are, the Master hopes that Santa
fills your stocking with all the games
you have dreams about. Clock up some
festive high-scores for 1985!

High-score equality

Dear Chamber Master,

You wanted letters from ladies, so here
yvou are!

Yes, you're right, we do enjoy compu-
ter games but, unlike certain males, our
ego doesn’t need feeding by havin g our
names in print. We are content to sit
here slaving over a hot keyboard with-
out looking for praise or reward.

However, I'm a firm believer in equal-
ity of the sexes and feel that if my sons
wash the dishes I should take on some
of their difficulties. It has taken a lot of
effort and concentration to think like a
male, but the next sentence shows how
successful I have been: PLEASE.
PLEASE, PLEASE, PRINT MY NAME
FORMY SUPER PIPELINE SCORE/!!!
Sheila Bell,

North Shields, Tyne and Wear

The Chamber Master is hugely grati-
fied to receive this letter - all the more
80 because Sheila goes on to give some
very shrewd tips on how to high-score
on Super Pipeline. We hope to be
printing these soon.

4
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The scores to
beat

ANCIPITAL (CBM 64)

* 6,410,933 Homer Perry, London

* 6,179,503 Gary Insley, Derby

* 6,081,545 Gary Penn, Berkhamsted

ARABIAN NIGHTS (CBM 64)

* 51400 Robert Ireland, Prestatyn

* 29 850 Daniel Gilbert, Heathfield Sussex
* 24 400 Richard Balashaw, 8. Wirral

BEACH-HEAD (CBM 64)
* 996 000 Paul Aveyard, King's Langley

* 745,000 Jason Bird, Chelmsford
* 737,800 Paul Toulman, Ripon

r—lll—--'——__-l-_-l-__——_-—-h-

I Name ................

1 RSO DL e ST

I Telephoneno. (ifpossible) ...,

IGame T i A e SR
My scoreis: ..........o.c....
I inagame lasting ... mins . . secs.

Challenge Chamber

S F T e R e
scored on (date) ...

BEAKY AND THE EGG SNATCHERS (Spectrum)

* 40,340 lain Reddick, Kircaldy, Fife

* 209360 Kristian Legg, Braintree

* 29 120 Alex Grass, Hitchin

BONGO (Vic 20)

* 11,027,500 Paul Robertshaw, Hatfield,
Manchester

* 4176000 Kevin Pain, Otterbourne

* 3,132,000 Christopher Wain, Notts

BOZO'S NIGHT OUT (CBM 64)

* 50 Pints Julien Lusk, London

* 49 Pints Brian Leach, Stanmore, Middx.
CHINESE JUGGLER (CBM 64)

* 193925 Vaughan Waylett, Braintree

* 185445 Darren Ungless, Frimley Green
BUZZARD BAIT (Dragon)

#* 86,100 Derek Liddle, Hartlepgol

CHARIOT RACE (Vic 20)
#* 7101 Kevin Smith, Twickenham

CHUCKIE EGG (BBC)

* 5,127,130 Binesh Patel, Wrexham

* 4,065,670 Alistair Hindle, Kirkcaldy

* 3,074,080 lan Cook, Braintree

CHUCKIE EGG (Spectrum)

* 10,338,550 Richard Mazzaferri, Aberdeen

* 8079540 Steven Taylor, Warrington

* 6,604 470 Raymond Graham,
Birkenhead

CODE NAME MAT (Spectrum)

* 1244 Gary Jarvis, Catford, London

* 1131 Richard Kuban, Woking

* 1080 Marcus Honeysett, Bournemouth,
Dorset

DEATHCHASE (Spectrum)

* 514,968 John Dunne, London

* 418,479 Mark Johnston, Arbroath

* 285,898 Mark Errington, Stanley, Co.
Durham

DECATHLON (Activision) (CBM 64)

* 13,015 Ayham Akcay, London

* 11,892 Jason Lutkin, Norwich

* 11,539 Jason Fletcher, Dorking

ENCOUNTER (CBM 64)
* 632,200 Julian Venus, Winchester
* 257 800 Robert Love, Essex

ELITE (BBC)
* 106,588 (Deadly) Jason Watton, Chepstow

FORBIDDEN FOREST (CBM 64)

* 1,001,088 Stephen Campbell, Dumfries
* 841401 David Martin, Ramsgate

* 837,241 John Kelly, Castleford

FRAK! (BBC)

* 2,046,900 David Buttimore, Pembroke
* 312550 Jason Robinson, Darlington
* 310,000 lan Howcroft, Farsley, Yorks.

Address ...............

OK - I'll dare the Challenge Chamber (This portion to be filled in by witness)

GRIDRUNNMER (Vic 20)
* 744,100 Stephen Tomlinson, Ashton
* 342,420 Steven Bell, Barking

* 333,790 Paul Maidment, Tilehurst

GUARDIAN (CBM 64)

* 255,200 Carl Lyons, Huddersfield
* 127,050 Alex Peat, Twickenham

JAMMIN' (CBM 64)

* 887 061 Duncan Heath, Norwich
* 699,573 Cameron Heath, Norwich
& 301,641 Darren Scotl, Doncaster

LOCO (CBM 64)

* 1,000,000 Paul Harper, Felpham

* 594 800 GaryCuthbertson, Newcastle

* 577,220 AlexGreen, Maryburgh,
Scotland

LUNAR JETMAN (Spectrum)

* 382,520 John Elliott, Falkirk

* 317 870 Nicholas Booth, Clevedon, Avon
* 203,810 David Martin, Ramsgate

REVENGE OF THE MUTANT CAMELS (CBM &4)

* 2.056,068 Scott Walsh, Batley

* 2,600,000 Andrew Jones, Prestatyn

* 2 287 000 Tom Burton, Saxmundham,
Norfolk

SHEEP IN SPACE (CBM 64)

* 2450000 Tom Burton, Saxmundham,
Norfolk

* 1,851,352 James Atherton, Sheffield

* 1,147,000 John Nellis, Birmingham

SABRE WULF (Spectrum)

* G mins. 45 secs. (30%) lan Law, Aberdeen

* 6 mins. 55 secs. (54%) Trevor Sinkinson,
Boroughbridge

STOP THE EXPRESS (Spectrum)

* 14,730 Jamie Westwood, Brighouse

* 12270 Michael Aherne, Cumbernauld,
Glasgow

SUPER PIPELINE (CBM 64)

* 1,238,050 Rodney Bond, Billericay
* 490,035 Sheila Bell, North Shields

TORNADO LOW LEVEL {Spectrum)
* 101,474 Richard Mazzaferri, Aberdeen

MUSHROOM MAMIA (Oric)
* 375,184 Chris Swift, Bradford

FORTY MINER (ZX81)

* 150,885 Richard Hall, Tamworth

* 48006 Matthew Gearing,
Wrington, Avon

* 30,150 Paul Greenley, Hull

TRASHMAN (Spectrum)

* 27262 Robert Venn, Reading

* 27 420 Simon Lowe, Huddersfield
* 27,222 Robert Pocock, Buxton

Telephone no. (if possible) .............. ... ... ...
R IR L skt s st B e sl
I confirm that the above claimed score is genuine.

T e e ] PPPOE I it P e Y

Post this form to Challenge Chamber, Personal Computer

_.___'_-:_é__l

Games, Evelyn House, 62 Oxford Street, London WIAI

2HG.
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BRTTAIN'S LARGEST SELLING MICRO MAGATINE

REPRINT
SERVICE

If you are interested in a particulararticle

or advertisement in this publication

you might like to take advantage of our

special Reprint Service. Let our high quality reprints
provide an attractive and impressive addition to
your portfolio of promotional material

For further details
and a quotation,
give us a call today
Ring
ROBERT BUGGS
on
01-636 6890
Ext. 259
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1 Sandy Road
Top Floor
Seaforth
Liverpool

SOFTWARE & L21 4NS
DISTRIBUTION Tel: 051-920 9713

PROGRAMMERS

WE ARE LOOKING FOR TOP QUALITY PROGRAMMES TO MARKET IN THE
UK AND ABROAD. THE PROGRAMMES MUST BE OF TOP QUALITY AND IN
MACHINE CODE WITH GOOD GRAPHICS AND SOUNDS AND ORIGINAL
CONCEPT. WE ARE LOOKING FOR PROGRAMMERS TO CARRY OUT WORK
ON NEW MACHINES SUCH AS THE C.B.M/16 AMSTRAD AND M.S.X.

WE CAN SUPPLY THESE MACHINES TO CARRY OUT WORK FOR

MIRAGE. WE ARE ALSO OFFERING £500 PRIZE FOR THE BEST PROGRAMME
RECEIVED BY THE END OF FEBRUARY 1985 WHICH WE WILL DECIDE TO
MARKET. WE OFFER AN OUT RIGHT PAYMENT OR 10% PLUS PAYMENT OR
20% ROYALTIES. FOR MORE INFORMATION CONTACT THE SOFTWARE

MANAGER HE WILL BE GLAD TO LISTEN TO ANY QUESTIONS YOU MAY
HAVE.

SOFTWARE HOUSES

WE ARE LOOKING FOR TOP SELLING PROGRAMMES TO DISTRIBUTE TO
OUR WIDE RANGE OF OUTLETS THROUGHOUT THE UK AND GIVE YOU A
VERY FAST SERVICE TO HELP WITH YOUR SALES AND TO MAKE THE
MOST OF YOUR PRODUCTS. SEND A SAMPLE COPY OF YOUR PRODUCTS
WITH RATES AND TERMS FOR A FAST ASSESMENT. FOR MORE

INFORMATION CONTACT THE SALES MANAGER HE WILL BE GLAD TO HELP
AND ASSIST YOU.

DEALERS AND DISTRIBUTERS

DEALERS WE HAVE THE BEST SELLERS FROM THE BEST PRODUCERS:
WE ALSO OFFER VERY GOOD RATES AND TERMS TO HELP YOU AND US
TO ACHIEVE THE BEST SALES AND SERVICE. FOR MORE INFORMATION
CONTACT THE SALES MANAGER.

DISTRIBUTERS HAVE YOU GOT THE MIRAGE RANGE ON YOUR

SHELVES, IF NOT THEN CONTACT THE SALES OFFICE FOR SAMPLES AND
RATES.

SALES MANAGER SOFTWARE MANAGER
T.C. SAPHIER C.A. SAPHIER

NOTE WE HAVE MOVED TO NEW PREMISES
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Please enrol me in the
Mational Computer Club. |
enclose my cheque/postal
order for £5.00 inc. post

DEMON KNIGHT

and packing made payable
to National Computer Club,
PO. Box 75, Holborn,
London ECIN 2ZHU.

Address
Postcode

Date af
birth

Make of personal

computer
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Ocean House - 6 Central Street - Manchester M2 5NS Tel: 061 832 6633

Ocean Software is available from all good software dealers and selected branches of:
WOOLWORTH, WHSMITH, 420 " LI, LASKYS  Rumbelows and Spectrum Shops
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PCG tips on high scoring in your favourite games

I8 First thing you must get used
to is the ‘feel’ of flying the Cobra
Mk-11I. For the first few flights,
simply fly around and make sure
you can quickly head in the right
direction using the radar. I advise
vou to play with the keyboard
rather than the joystick because
vou have so much more control,

You can’t begin to appreciate
the real depth of this game until
you have fully equipped your
ship. Obviously this needs credit
and trading. I'm afraid I can
offer you much advice on trading
because the price of goods vary
and the galactic chart is so huge.
The most important thing is to be
able to choose goods at cheap
prices and that only comes with
experience

| trade almost solely on compu-
ters but you may find planets
which sell alien cargo at ler or
whatever. One tip is to stay away
from narcotics and slaves. They
attract police vipers and even if
you are very experienced, it's
highly unlikely that you can sur-
vive a full viper assault.

B} The order in which you equip
your ship is important. This de-
pends on whether you happen to
be an expert combateer or
whether you are a natural trades-
man. Probably the most impor-
tant pieces of equipment are a
docking computer (this saves a
considerable amount of time,
especially on the tape version),
ECM (you probably won't be able
to survive long without it) and a
beam or military laser. You might
be tempted to arm yourself with
right, left and rear lasers. Don't.
They will remain unused.

Once these essentials are
bought, buy yourself an extra
energy unit, large cargo bay, ener-
gy bomb and an escape capsule.
I'm afraid getting to this stage is

JANUARY 1985

his tips on becoming one of the Elite.

HOW TO JOIN THE ELITE

Acornsoft’s stunning space game has been enthralling BBC and Electron owners the country over. Shingo Sugiura gives

rather boring and will simply be a
matter of you wandering from
planet to planet earning credit. It
just takes time, so be patient and
don’t forget to save the game at
frequent intervals.

Always have four missiles and
an energy bomb. When more
than three pirates attack you
simultaneously, confront them
with your missiles armed and
release one as soon as it's locked
on. Arm another missile and start
blasting with your laser and
launch missiles as required

The manoceuvrability of your
ship is directly proportional to
vour velocity so slow right down
if you are confronting, say. a
Thagoid invasion ship releasing
five Thargons a second!

It is guite possible to destroy
five or even six pirate ships if you
stay cool, aim carefully and use
vour missiles wisely. Don’t forget

Lo use an energy bomb when
things looks desperate. It
costs a lot but it’s better to survive
than to save a few credits and be
dead.

Escape capsule is another pos
sibility but so far, I've never had
the chance of actually hitting the
Escape key at the right time!

[ Once you can fly and fight
effectively, vou can either find
vourself a pair of planets in close
proximity to each other and just
trade, or you can explore the
eight galaxies. If vou want to
enter the competition organised
by Acornsoft, it's best to stick to
the first option but there's no-
thing more interesting than ex-
ploring the weird and wonderful
world of Elite which presents
many strange things that aren't
mentioned in the manual. For
example, somewhere in the mid-
dle of galaxy 1, there's supposed
to be a ship with a virtually
indestructible armour,
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BE A BETTER
DEFENDER

Richard Patey’s tips on play-
ing Alligata’s excellent Com-
modore 64 version of Defen-
der: The Guardian.

Bl Literally ‘defend” huma
noids. Stick close to them and
zap those landers,

Bl There are big points in saving
humanoids! If all is clear, allow
the lander to take the humanoid,
then shoot. Catch and replace the
humanoid vertically (i.e. go down
immediately) and you've scored
1,150 points just like that!

Bl Use the scanner: that, and
your laser are the most important
tools of a true Guardian, With a
little practice it should be possi-
ble to move to the scene of the
crime quickly and accurately.
And watch out for mutants and
swarmers with it.

Zap them pods on wave 2
upwards! It's definitely worth it!
Bl Store up the smart bombs,
and use them only in dire cir-
cumstances, Save them for clear:
space when you lose the planet,
or really bad waves

Don't use hyperspace unless
vou're feeling lucky!

Wake up,
Wally!

If you aren’t one of the 300 plus
Spectrum owners who've written
to us with solutions for Mik-
rogen's greal Pyfamarama. here's
some cryptic advice to stop you
tearing your hair out.

@ Can’t get that crash helmet?
Can'l use the driving licence?
Makes you want to jump out of a
window in despair,

@ Can't get the scissors? You've
gotta stop those library books
hitting you on the head.

@ Can’t reach the balloon? Boy
do you need help

Kong tips

On the third level of Ocean's
Kong (48K Spectrum) climb to
the top of the first set of platforms
and wait for a lift. Jump on to it
and let go of all the keys. You
should go through the top and
automatically finish the level.
Rhys Jones, South Glamorgan

ALLTHE WAY ON AR

Robert lrg]and has a score of 31,400 on Arabian Nights for the Commodore 64 and claims
to be the first to have completed this Interceptor game. Here are his ‘rather brilliant tips’ on

the last six screens.

THE CAVE
Jump on to platform 1 and jump
again to get the A Jump to plat-
form 2 and then 3 and wait by the
ladder until the genie is right
beside you. Rush up the ladder
and jump onto the A, Fall down,
go to platform 4 and jump across
towards the I, Walk down to 5,
then to 6, and 7, then jump to 8.

Wait on platform 8 until the
genie following you is right by
platform 6. Jump all the way up to
the platforms, jump up to 10,
jump up to get the R, walk off,
andwalk to 1.

From there jump to 11, along to
2, jump to 3 and wait by the
ladder for the genie. Then do the
same again, except that when you
get to 7 walk down to get the B.

Jump up onto & and up two
more platforms, then onto 5.
Jump to pet the I, walk back
down to 7, jump up the platforms

| L] I
®

Use of back doors

These are the easiest to use espe-
cially when you are in trouble, To
open the door, approach in line
with the centre or towards the
handle. Retreat or bounce off to
allow the door to open, Keep on
the same line to pass through the
door.

You will find you can always
avoid closing the door. The door
frame virtually grabs you and
pulls you through if you
approach it slowly.

You can brush the edge of the

| frame away from the hinge: the

door frame is, in fact, three char-
acters long while vou are only
counted as one character wide. It
15 the centre of the wizard that
triggers things. Therefore, it
doesn't matter how big the
wizard is drawn!
Use of side doors
These are slightly harder to cope

to get to 9, onto 10, jump up and
onto 12, jump onto the A, and fall
onto the N. Phew!

Oh yes! Beware of the other
three genies as they can fire in
four directions.

THE DESERT

Fairly easy. Try to stay on the far
right to avoid arrows, and beware
of the other flying carpets

THE PALACE WALLS

Run along and climb up the first

ladder. Jump across to get the A
and jump over the guard. To
jump the guard, however, you
must get as close to him as possi-
ble without falling off the wall,
[lump across to the big ladder,
climb all the way up and get the R
and the A

Jump across and down the lad-
der to get the B, Jump towards the
N, jump across to get the 1. and
climb down the ladder to get the
A, Climb back up the ladder,

"

[T

ADVAN N

The remarkahle‘Spectmm arcade-adventure Avalon was criticised by our panel on grounds of pl
the_pre-]_:rmduclmn copy we received was defective. STEVE TURNER of Hewson Consultants has
which will allow you to submerge yourself in the game's many intricacies.

with until you know the tricks.
The thing to remember is to avoid
bumping into a handle - then the
door won't close. {Unless a gob-
lin reaches the handle first),

To be safe, approach the door
with your shadow at the level of
the front door frame. The door is
actually twice as wide as it
appears to be.

Another successful technigque
is to come in at an angle.
although 1 find this easier with
keyboard contral than with a
jowpstick.

Finally, you can deliberately
miss the door and keep going to
the edge of the screen. When you
hit the wall, keep the joystick
over but go up as well, and you
bounce up the wall to the door.
This method takes longer, though
it is useful to know if you miss the
door.

Go through doors really slowly
— they will pull vou through.
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Tricks 'n Tactics

plﬂrﬂ

-but it appears
s has *phed us with tips

jump across, down the other lad-
der, and get the N, Beware when
climbing up and down ladders, as
the boulders pass over these
when falling. Also beware of
arrows and the barrel,

THE PALACE GARDENS

Get the first A, jump onto the
ladder and wait for the arrow to
go. Go down the ladder and fall
onto the R. Jump onto platform 1
and wait until the genie fires. If
his bullet is heading your way,
jump up and wait for his next
shot. If not, run along and climb
up the rope ladder.

BOULDERS ARE DROPPED FROM THE TOWERS R
= b Ly
THE PALACE WALLS O v

RABIAN NIGHTS

Collect the A, move back down
the rope ladder and climb the
ladder at the bottom of the tree.
Get the B, go down the ladder
and then up the rope ladder. Wait
at point 2 for an arrow. Jump it
and then jump across onto the I

Fall down the two platforms,
down the ladder and climb the
rope ladder for the A. Go back
down the rope ladder for the A

INSIDE THE PALACE

Run along, collect the first A and
go up the ladder. Jump onto
platform 1 and collect the R. Run
along and jump up onto the

T

ENEREN

{111

platform above the archer (there
is a letter A by the archer. Ignore
this—itisatrap!).

Jump across and climb up the
ladder. Next, you must jump the
gap and run across towards the
cannon. Timing is crucial here. It
i5 best to go when the cannon has
just fired and the barrel has just
fallen down the gap.

Jump across, go up the ladder
and collect an A. Next, go down
the ladder and retrace your steps
to the B. Then go back to the
second ladder, climb it, and fall
onto the [. Walk off that platform,
go up the ladder, run and jump
along and, finally get the Aand N.
Beware of arrows.

THE FINAL SCREEN

Exactly the same as screen four,
except there is a Roc instead of a
flying carpet.
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of Avalon

AT AVALON

Release the joystick as soon as
you are through. If you don't like
the look of the room it is simple
to retreat. Leave doors open for a
fast exit route, but shut them to
delay goblins.

The golden rule is ‘Don't panic!’
They are very slow and a bit
stupid. In a large room you can
dodge them as long as you want
The goblin swordsmen and axe-
men always head towards you.
Lead them away from your exit to
a corner of the room and you
have plenty of time to escape. If
they do caich you and close the
door, DON'T PERSIST - retreat,
lead them away, and try again. In
a small room, escape in two
stages: 1. Lead them away from
the door and open it by running
past. 2. Lead them away, then
exit,

Lose gobling by using tunnels
or going through two doors
quickly. It is possible to lead
goblins and lock them in a room
if there are two doors close

[ugelher

lhI:SL were never intended as an
instant method of escape. Im-
agine a bumbling old wizard
trying to find the spell and read it

out of his huge book — not really |

on!

Retreat to a large room if you
must fire a spell when a goblin is
following. Use spells sparingly
and only when you really need to.

If something you want is being
guarded,
entering the room then go in and
get the object.

Learn the layout of the game so

@AVOIDING THE SPARROW

| bomb it as it will rise to the top of

| over the wall to try and get the

fire ‘freezer BEFORE | I Planes: rise and swerve to

that you don’t disturb the goblins |

unnecessarily. Never lead them
to your start room. Goblin
swordsmen are afraid of magic so
firing any spell makes them
panic. This is useful if you can't
find ‘move’ when being attacked.

Learn the useful spells before
an emergency. Fast scroll to
approximately where the spell is
and stop. Then scroll one spell at
a time to reach the spell.

|
\
|
|

Don't he a
L ]
potty pigeon
Gremlin’'s CBM 64 game
Potty Pigeon brings in some

tips from William Sargent of
Richmond, Yorkshire.

AVOIDING BROWN BIRD

Keep low over car rooftops — the
hirds only stay at a certain height.
When returning to the nest, wait
for the birds to get to your height.
Then increase speed and fly past
them.

OBTAINING TWIGS

On the later levels, wait for the
ferret to pass (as you can't kill
this). Wait for a gap in the traffic
and very, very quickly whizz
down and back up.

The chasing sparrow appears
from level 2 upwards and is quite
a nuisance, as it moves down the
screen as well as across. It also
follows you and knocks the twigs
out of your beak.

All you have to do is constantly

the screen and this will give you
time to get safely to the nest.

Smashing
the Fortress

Fortress is one of the meanest
shoot-'em-ups around on the
Beeb. Here are Rupert Sad-
ler's tips.

n Cro dow'n as soon as you get

first fuel dump.

Keep to the extreme left so
you can't be hit, only nipping out
to get the fuel dumps

the left, firing all the time and you
should hit them. Come down
immediately when it blows.
Force fields: keep firing.
Start at about Y height and rise
slowly. As soon as your bullets
pass through the gap, level out
and you should get through,

B 77e Fortress: keep low, firing
rapidly at the plane and the body-
guards. Then fire very rapidly, to
hit it four times before you pass. [f
you miss it, get ready for the next
one which will appear just to the
left of the centre.

JANUARY 1985
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% Awesome Ancipital action

Gary Penn of Berkhamstead was one of the first to get 100% on Ancipital (October 10). He
sent us a mini-map, a mega-map (unfortunately, too big to print) and tips on each of

Ancipital’s rooms. Here’s a selection of them.

When you first play the game, get
used to the control of Ancipital
Try to go through every room and
map it out. Once your map starts
to form, plan yourself a route that
is convenient for you to acquire
the keys and goats ‘easily’.

I feel it's best to go straight for
the goats and keys, rather than to
attempt every room in sight
treat it as an adventure, Once you
have the power you can go back
and finish what you have left,

DON'T open too many walls,
because once you have the power
you can go back and get strength
when you like.

DO keep firing at ‘open’ walls,
as | find that it seems to weaken
walls beyond them.

DO wait until your strength is
fairly low (5 or 6 units) before you
open up extra walls, as you only
waste the strength they provide.
FRUITFUL. Try to spray your
bullets around by moving side to
side very quickly. ‘Kill’ everything
that moves, and get those brown
apples.

HOT TODDY. You really do

“012

3

have to shoot those bottles one
helluva lot!

SHRAPNEL. [ usually do this
when I have the power, by simply
avoiding the boot; but DON'T
shoot the boot. Avoid the shrap
nel given out by the exploding
walls.

DANGER. Keep moving! Once
the diamond forms under you it
knocks lots of strength off. Keep
firing at the puitars and jump a
lot. That's the best I can offer for
this room — but it works!

NO SMOKING. As you enler
this room, pull up your stick to
put you on the top wall (useful
thing to do on most screens).
Fire, walk along, get key, jump o
right-hand wall about one quar-
ter of the way down and blast.
When the time comes, jump
down, then right.

WHICH BEAST? The goat
Which, after much thought, did
seem very logical. Once you've
entered this room walk to near
top of screen and jump down.
{This is to avoid hitting anything
other than the goat). Once at the

bottom, wait for the other anim-
als to descend and when the goat
is above you shoot once. If you
hit it, sit back and let it do its
work.

FUMS UP! Nasty, this one!
Shoot the bleating heck out of the
sheep. Avoid pyramids. Get on
opposite wall to the one to be
opened. Pull up as you enter this
room. Collect key here.

? ... This screen had me foxed for
a while, but I sussed it when I saw
the dot at the top of the screen,
hit it (with myself), found I rapid-
ly lost strength and I pulled away.
On pressing H I saw the invisible
camels had left the gate and gone
io the dot.

When the camels have gone,
jump through the gate and it will
break the wall you jumped from.
Ist PHAGORIAN Get to the left
wall, about two thirds of the way
down. Go down a bit to get the
key, then back up to the previous
position. When the Ancipital
above is away from you, move up

and shoat him,

Have fun!
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Tips for TLL

Michael Aherne of Glasgow
gives advice on the Spectrum
game from Vortex.

1 BEemember that the screen

wraps around.

2 The plane moves down a char-
acter space when it wraps after
moving from left to right (ie.
wraps from the right of the screen
to the left) and up one when it
wraps after going from right to
left. When it goes wvertically,
though, it stays on the same line.

This can be useful for targets on
the water (where you can't circle
round to get them) as you either
go one space up/down from the
target with vour shadow.

Wrap in the right direction and
dive to get the target and then go
up again to full height to get your
bearings right.

3 Try to go low level as much as
possible to get five points per
pixel of your fuel gauge. If vou go
low level with your wings back
you will get 7 points for every
pixel your fuel goes down.

& If you get all five targets and
have more than one lift left, don't
bother landing — just crash. You
will go back to the runway and
your time will go back again and
you will have three lives again

TORNADO
LOW LEVEL

CTRI
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GIFT FROM THE GODS

“The Power of Destiny”

® Number 1 Blockbuster from the “MEGA TEAM"
® Spectacular arcade - adventure played in a multitude of ways

: and at many different levels.

® Watch the Secrets of the Labyrinth unfold as our Hero, ORESTES, tests his skill

against the power of GOD and MAN.
® Stunning animated graphics take you beyond time . ..

into the "FIFTH DIMENSION".

® “INTELLIGENT" controls allow ORESTES to perform an astonishing repertoire

of feats from the command of joystick or keyboard.
® Discover the key to “AGAMEMNON'S puzzle, through the power of
Intrigue and lllusion!

Ocean Software is available from selected branches of: WIOOLMORTH, W IISMI'| 11| 750 " L5 |ASKYS Rumbelows. COMET
Spectrum Shops and all good software dealers, Trade enquines welcome
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“KNIGHTLORE", “UNDERWURLDE", “SABRE WULF”, and “STAFF OF RARNATH” recommended retail
price £9.95 inc VAT. Available from W.H.SMITH, BOOTS, J.MENZIES, WOOLWORTHS and all good
software retail outlets. Also available from ULTIMATE PLAY THE GAME, The Green,
Ashby-de-la-Zouch, Leicestershire LE6 5JU (P&P are inciuded) Tel: 0530 411485




48K Sll‘ICLAlR ZX SPECTRUM

“ALITN 8" recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THY GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485




Score BEBORR Lives 82 Level B8

Bcore BERERE Lives 82 Level &7

L ] o A =i ChF
Score BEOERE Lives 81 Leswvsel 18

centuries of peace and prosperity, the
lapsed into a long dark age, abandoning

MANIC MINER is available on Spectrum, Amstrad, BEC, R s

Dragon, CBM 64,0ric/Atmos, MSX.

Software Projects Limited, Bearbrand Complex, Allerton Road, Woolton,
Liverpool L25 7SF. Telephone: 051-428 9393 (4 lines). Telex: 627520.
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Miner Willy, intrepid explorer and nouveau-
riche socialite, has been reaping the
benefits of his fortunate discovery in
Surbiton. He has a yacht, a dliff-top
mansion, an lkallan househeeper and a
French cook, and hundreds of new found
friends who really know how to enjoy
themselves at a party. His ho :
Maria, however, takes a very dim view of all
his revellery, and finally aftera

boisterous thrash she puts her foot down.
When the last of the louts disappears down
the drive in his Aston Martin, all Willy can
think about is crashing out in his four-
poster. But Maria won't et him into his

explored his mansion properly yet (it isa
large place and he has been very busy) and
there are some very strange things going on
in the further recesses of the house (1
wonder whal the last owner was doing in his
laboratory the night he disappeared). You
should manage 0.K. though you

will probably find some loonies sl T
have been up on the roof and | .
would check down the road

ind on the beach if | was you.

Good luck and don’t worry, all

you can lose in this game Is sleep.

For Mail Order only:

" MSX.
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Attention all
Amstrad owners!

AN 3 vt Baﬁ
SOOI Y B KARLS TREASURE HUNT

Our hero Karl has fallen on
| hard times so when he learns
that his entry has won 1st
prize in a quiz competition he
is naturally delighted. His
= prize is a weekend stay at

| "Wonga Mansion’ and hidden
=| somewhere in the mansions
40 rooms is a treasure chest.
Karl has to collect the 40 keys
to unlock the chest. Can
Karl’s luck be changing for
the better.

Available on the Amstrad CPC 464

Software Supersavers is a new name to watch out for. We'll BT T e S — - — .
be bringing you quality software at a supersaver price. Please send me a copy of
They're not re-hashes of old games but totally original KARLS TREASURE HUNT
ideas combining to give you an exciting range of '
new games,

S0 whatever your software tastes are, Software
Supersavers has the game just right for you.

Ienclose cheque/PO FOr ..........ccceeiemicnsnnmsarrens
(Flease add £1.00 for orders outside UK)
Dealer Enquiries — 1L

951'42363'&'? and RIMIE corruscstsnnrersssssmssnatnsssnsansnsasssssssesssnsasssstensanassiiorsssssnssres
ask for Lesley PUERARIE S oy vvmw s o s o 0 A N S b B 8 0 o P e o mas o waa

| R — I
Software Supersavers Ltd., Software Supersavers Ltd., P.0. Box 13, Liverpool L25 7AG N
P.0. Box 13, Liverpool L25 7AG | Wigiio sitbaciibdesanciiio




1 Sandy Road
Top Floor
: Seaforth, Liverpool
SOFTWARE & L21 3TN
DISTRIBUTION Tel: 051-920 9713

PROGRAMMERS

WE ARE LOOKING FOR TOP QUALITY PROGRAMMES TO MARKET IN THE
UK AND ABROAD. THE PROGRAMMES MUST BE OF TOP QUALITY AND IN
MACHINE CODE WITH GOOD GRAPHICS AND SOUNDS AND ORIGINAL
CONCEPT. WE ARE LOOKING FOR PROGRAMMERS TO CARRY OUT WORK
ON NEW MACHINES SUCH AS THE C.B.M/16 AMSTRAD AND M.S X.

WE CAN SUPPLY THESE MACHINES TO CARRY OUT WORK FOR

MIRAGE. WE ARE ALSO OFFERING £500 PRIZE FOR THE BEST PROGRAMME
RECEIVED BY THE END OF FEBRUARY 1985 WHICH WE WILL DECIDE TO
MARKET. WE OFFER AN OUT RIGHT PAYMENT OR 10% PLUS PAYMENT OR
20% ROYALTIES. FOR MORE INFORMATION CONTACT THE SOFTWARE

MANAGER HE WILL BE GLAD TO LISTEN TO ANY QUESTIONS YOU MAY
HAVE.

PROGRAMS COMING SOON

THE COUNTS CASTLE
COMMODORE 64
£6.95
CASTLE GREYSKULL
48K SPECTRUM
£5.95

SALES MANAGER SOFTWARE MANAGER
T.C. SAPHIER C.A. SAPHIER

NOTE WE HAVE MOVED TO NEW PREMISES




Helix prepares for holocaust

And on the Seventh Turn of the Final
Conflict, the players stood back, sur-
veyed the Map, cast their votes,
and...decided to take a rest! Apart from
two minor skirmishes, there were no

new offensives and no countrics
changed hands.
But don’t be deceived! Conflict

Observers are all agreed on one point —
that this turn is the lull before the storm.
The Union has held back and reinforced
Fargrim, Norland, and Charg. These
three countries between them form the
Union front-line, and together they
wield a terrifying 148 armies.

Yup, there ain’t no doubt about it —
when those Union warlords give the

marching orders there's gonna be hell to
pay. If you can hear a strange drumming
noise in your ears, it's not thunder, it's
the sound of thousands of Federation
and Dominion knees knocking together
in Aberstrof and Vindrish as these two
powers await the Union onslaught that
must surely follow. ..

But they're not all trembling in Aber-
strof — the Dominion has a massive force
of 56 armies to resist the Union attack.
Doubtless blood will be spilt in the near
future, but a lot of it will flow from

THE FINAL

Union veins. Those Dominion armies
know how to fight!

Up in the North, the Federation sens-
ibly built up its reserves in Vindrish.
Again, this is a country threatened by
Union expansionism, in the form of an
attack from Fargrim. With 39 armies to
Fargrim’s 44, however, Vindrish is safe
for the moment. The Federation lives
on!

The only signs of impatience this
month came from the Commune, now
confined to the West, who carried out

two abortive attacks on Upland (hastily
reinforced by Knephet) and Jorlon (sup-
ported by Iskrand and Lorilon). This
petulance lost the Commune 20 valu-
able armies.

Next month’s moves will almaost cer-
tainly be crucial. The lullis over - the
storm is about to begin!

This month’'s moves
The following orders were carried out by
each country, as decided by your votes.

UNION

Norland BA, Pugrosh RC, Quithlin RP,
Tigron RF, Warrish RD, Yinkan RC,
Charg BA, Dweria RN, Fargrim BA

CALM BEFORE THE STORM

FEDERATION

Knephet RU, Upland BA, Vindrish BA,
Lorg RV

L ]
COMMUNE

Borgonia RH, Calyria BM, Droom SF,
Elmet SF, Forish A], Himonia AU

Iskrand R]. Jorlon BA, Lorilon R]J,
Olgrish BA, Rorglia BA, Aberstrof BA,
Bikonia RL
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The Final Conflict

Move 7 in our nationwide war-game

WAR-LORDS These heraie people submitted the best votes. Their voting strangth will go up by the number of votes in brackets,

DOMINION Gordon West, Walsall
(100} Robert Compton, Ruskington
(90); Ashley Rayner, Broadstone {80);
Mark Smith Birmingham (70); David

Al-Daiwi, Coventry (70): Matthew

Fletcher. Chipping Norlon (70); Scott
Young, Glasgow (40} Eric Burchell,

UNIONce Wong, Plymouth {100);
Colin Free, Marden (90); Stephen
Hatherley, Sidmouth (80); Mark Cap-
rinli, Bournemouth {80); Alan Pritch-
ard. Royston [B0); Duncan Edwards,
G Yarmouth (30); D May, Chiswick
(401; David Ward, Wallzend {40); G M

FEDERATIOMN H ) judd. Ipswich
{100); Joe Ferrari, Finsbury Park
1 100}; Darren Taylor, § Benfleet (100);
Leslie Ronarth, Manchester (100);
Mark Roberts, Needham Market
(100%; Mike Gardner, Thevdon Bois
(100); Jon Filkins, Kingston-upon-

COMMUNE Clive Young. Luton
(100}): Alan Halliday, Stoke-on-Trent
(20); Adam Byrne, Canvery Island
(80): Martin Clarke, Sunderland (70):
Michael Bowdiich, Yeovil {60); Jane
Halliday, Stoke-on-Trent [(50);
Donald MeGowan, Dundee (40); Roy

Eastbourne (40); Alan Leask. 5. Pallinger, Dundee (400; R Brooks,
l%ucm!;s-fe ¢ (40): Paul Older. Great  Litchiield (40); Joe Marston, Billericay
Wakering (40). {4

How the game works

On the far-off planet of Helix, four superpowers are at war;

The Union of Golathic States

The Rorkian Federation

The Commune of Margrand

The Lorkonist Dominion

Each of the four powers controls a certain number of the planet
Helix's 32 countries. Their aim is to capture more territory, and any
power which manages to gain control over more than half of the
planet (i.e. 17 countries) wins the game.

PCG readers playing the game are allocated to a superpower.
They must then decide how each of the countries controlled by
their power should move and vote accordingly. The possible moves
are.

BUILD ARMIES

BUILD MISSILES

BUILD SHELTERS

BUILD FACTORIES

SUPPLY (another country)
REINFORCE (a neighbouring country)
LAUNCH {missiles)

ATTACK (using armies)

After the votes have been counted by the computer the moves
which received the most votes are acted on. Once all four powers'
maoves for each country have been worked out, the computer uses
the game's detailed rules to calculate the resuit,

ost exciting of all, however, is the election of the war-lords.
Each month the computer will nominate those players from each
sU ?erpnwer who suggested the most effective policies. War-Lords,
will have their names printed in the magazine and, most important-

ly, will have their voting strengths increased for future games.

WONG GETS IT RIGHT

This month saw a definite trend towards consolidation rather than
territorial expansion. A number of Dominion warlords, however.
realised the promise of pushing south-east from Aberstrof into Charg
to prepare for a ‘back-door’ offensive against the Union.

Gordon West of the Dominion (whose entry arrived with 3 other
West entries from Nicholas, Mark, and Tracey) walked off with 100
extra voles for spotting this opportunity and following it up with a
sensible reallocation of forces. Robert Compton received 90 extra
votesas a reward For similar opportunist expansion

Big scorers for the Federation included Darren Tavlor, who now
wields 216 votes, and Haydn Judd (156), These two were among the
eight warlords each receiving 100 extra votes for realising that the
essential priority was to pull out of Zorg, reinforce Vindrish, and
strengthen Upland.

Clive Young was the only Commune player to walk off with 100
extra votes, which he got for some inspired strategic thinking, although
his attack on Upland wasn’t such a good idea as it turned out. His
suggestions are perhaps worth studying - he voted Borgonia RH,
Calyria RB, Droom RC, Elmet SF, Forish BF (very sensible}, Himonia
AL

C P Wong took this month's Union honours for a truly brilliant plan
involving complex supply chains that would almost certainly have
resulted in the prompt collapse of a neighbouring superpower, In the
interests of public safety, however, his votes must remain a secret,

Attention all players...

Tight printing deadlines and postal delays over the Christmas/New
Year period would have necessitated a votes deadline of December
14th, giving most players only two days in which to vote.

Since the next round is likely to be a crucial one, we felt that this was
cutting things too fine. To get round the problem we have decided to
hold off printing the results of the next round until our March issue
{which will be in the shops on February 14th).

As a result of this extension, players now have until January 3th to
get their votes to this office. Please note that the Votes Hotline will
NOT be in operation over this period,

Thames (100); Richard Wright, Birm-  Wannell, London (40); Stefan Lipiec,

ingham (100); Mark Hopkins. Red- London (40); P Mandeville, Bognor
ditch (20); Laurence Wilson, Newcas- Hegis (40} | Pickering, Nford (40);
te-upon-Tyne (10); P Legg, Sudbury  Alec  Robertson, Barking  (40);
(10): Peter White, Barnsley (10): Andrew Look, Dartford (40); Gary
Michael Knight, Chislehurst {10):  Dytham, Rugby (40); L Wilks, Ply-
Ralph Dolan, Spalding {10) mouth (40); ﬁs:ii] Furnice, Formby
{40); Colin Fernandez, London (40}

® Final Conflict — How to vote

First of all write down the list of countries (IN ALPHABETIC-
AL ORDER) that your power controls. Different superpowers
control different numbers of countries, so some of you will not
need to fill in all the lines in the form.

Next, enter your votes for each country. Each vote is made up
of just TWO letters. For the Attack, Launch missiles, Reinforce,
and Supply orders you use the letters, A LR, or § followed by
the first letter of the country to be attacked, supplied, etc. So to
vote Attack Dweria you would write AD. The other possible
votes are Build Armies (BA), Build Missiles (BM), Build
Factories (BF), and Build Shelters (BS).

@®Final Conflict Voting Form

P B i e R S B e R R T i
Address ............

.+

Membershipoeomde oo smniniunnnuisens

Country Vote

: B
1

a. L.

|
|
|
|
1
1
l 1.
|
l
|
|
I
|
|

5. |

6. . )

Y. = L]
8. I _
9. | | |

Post this form to Conflict Voting, Personal Computer
Games, 62 Oxford Street, London W1A 2HG. All vates
must arrive by first post on 4th January - earlier if at all
possible,

® Final Conflict Entry Form '

I

| Complete this form and send it to us. You MUST enclose a I
| stamped, self-addressed envelope. We will then send you a rule |
| booklet and your exclusive membership code.
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C {“ﬂl '\l UNICATIONS

EDUCATIONAL

PROGRAMS FOR

EDUCATIONAL | THE ELECTRON
PROGRAMS FOR LI
THE ELECTRON Educational Programs for the Electron

will allow Electron owners to put their
micros to work, immediately. All the
programs are fully documented with useful
tips and provide an insight into
programming technigues.

SUBJECTS COVERED INCLUDE:

History
Economics

Art

English
Mathematics
Physics
Chemistry

Logic

Computer Science

The majority of programs have been built
around a games format so they are always
informative but fun to use.

Available through your local bookshop or if vou

experience any difficulty please fillinthe lustrated 208pp £6.95

coupon below.

' ORDER FORM Please debit my Barclaycard/Access account

number (delete as appropriate).

To: Gill Small, Tiptree Book Services Ltd.
Church Road, Tiptree, Accountnumber | |
Colchester, Essex CO50SR

Please send me. copy/copies of
EDUCATIONAL PROGRAMS FOR THE
ELECTRON by IAN MURRAY at £6.95per copy

lenclose my cheque/postal order for £ =
(cheques should be made payable to Tiptree (Home address please if paying with a credit card).
| Book Services Ltd) | Please allow 28 days for delivery.

CENTURY

COMMUNICATIONS
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NOW BE LAZY
ON THE
SPECTRUM
TOO!

'l'ﬁiul Sdﬂwre Gume
are available from -

International  Retail Distributors

Alpine — New Zealand Boots Bulldag LvL

Karakasl — Austria Dixons Centresoft Micro Dealer

Ozisoft — Australia Makra ESD Electronics R & R Computer Games
Softbyte — Finland John Menzies GRIL Solamon & Peres
S5.P.LD. - France Smiths & all other Gordon Howson Tiger Trader

Tial — Sweden leading refail outlets Lightning Twang

Terminal Software, Derby House, Derby Street, Bury BL9 ONW, England. Tel. 061-761-4321
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Imprisoned by the evil warlord
Nogrob the Terrible, Jack the
intergalactic hitchhiker must
collect fuel pods from the other
side of the garage to refill the a
waiting starships. With a fast
diminishing oxygen supply, an
erratic Turbopak, and a band
of nasty Space Googijies to
contend with, Jack certainly has
Y RN . ' problems!
1 ' o COMMODORE and ELECTRON cAsSeTTE PRic £0 .95

[ BBC cossette price £7.95
2 5 BBC and Commodore disk price £9.95

FOR OUR FREE
COLOUR

MICRO POWER LTD. NORTHWOOD HOUSE
NORTH STREET. LEEDS LET 2A4




ARCAD

Bob Wade's view of the coin-g

e ek
severyveveesss THE DEFINITIVI

Julian Rignall gives us the iow-down on how to score
the toughest, arcade

CIRCUS
CHARLIE

Charlie has six different circus
acts to complete in his quest for
money and points, as he stripes
to cover the distance across the
ring in eachact,

Act one: Charlie boards the
back of a lion and has to jump
through hoops of fire and over
burning pots to get to his goal

Actf ftwo: A monkey infested
tightrope is next and he has to
leap over scurrying brown and
purple apes as he wobbles along
the thin wire.

Act three: Charlie will be get-
ting giddy by now as he has to
bounce along trampolines,
avoiding fire-eaters’ flames and
knife throwers' deadly cutlery.

Act four: You will need your
balance back here as you perch
on the top of rolling cylinders
and jump between them.

Act five: Back to the animals
and from the back of your horse
you must bounce off springy
platforms to land back in your
Saddle

Act six: The toughest of the
lot, as you time your Swings
fram one trapeze to another us
ing the occasional trampoline
and flying companion to help
you along.

You can start at any of the
acts but they are all pretty dif-
ficult, If falls into the category of
‘cufe’ games and is very playable
despiie thai

Happy bouncing!

any thanks ko Dwith Levsure wiho allowed ug 1o gy
Tt sacied Qomes in el showroon
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Tips for beginners

Ship control is a daunting pros-
pect for the beginner with up,
down and reverse under the left
hand, fire, thrust and smart
bomb under the right, and
hyperspace in the middle -
essential for emergencies.
Pressing fire and thrust simul-
taneously gives you a reason-
able speed, whereas holding
thrust down moves you much
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too fast. You also need to
practice flying low, where most
of the action takes place.
Hyperspacing to another
area of the planet should be
used only in coses of imminent
death since there is only a 50/50

chance of survival.

The scanner which provides a
minioture representation of the
planet is vital to refer to so that
you are never surprised by
aliens hiding off-screen. Each of
six aliens have different colours
which can be spotted on the
scanner, and all of them can
destroy you,

Bombers are purple boxes
travelling in groups laying
mines across the screen. The
star-like and seemingly harm-
less Pods explode when hit into
lots of little red Swarmers.

These swarms can be spotted
on the scanner and dodged so
that you can quickly reverse and
follow them, firing rapidly. If
they get half a screen ahead
though they will turn around
and start firing again. Repeat
until massacred.

Baiters are fast moving green
aliens who appear if you've
spent too long on a wave and
home in blasting quickly. Thrust
away and turn, then rake across
them with bursts of fire moving
in the opposite diagonal direc-
tion to them.

Landers are most important
since they steal your huma-
noids, lifting them to the top of
the screen to form mutants,

FIREFCXX
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These green and white monsters
are dealt with in the same way
as the baiters or by oscillating
at the top of the screen, zap-
ping as they approach.

Captured humanoids can be
rescued by shooting the lander.
If they are less than an inch from
the ground you can let them fall
to safety. If they are further
away you will have to catch
them which will earn you a 500
point bonus. If you can then
return the humanoids to earth a
further 500 points are yours.

All aliens and humanoids can
be shot but smart bombs will
destroy everything on screen
except humanoids and need to
be used only when totally out-
numbered.

Advanced tips

Once competent, use the scan-
ner for locating trouble-spots
where landers are stealing
humanoids. This is essential
since loss of all your humanoids
will make the planet explode
and the landers mutate. This
leaves you in space with hordes
of mutants until you get a new
planet and humanoids every
fifth wave.,

In o space wave you should
thrust right to the pods and

DEFENDER TIPS

big at Defender— one of the original, and still one of
games around.

smart bomb these and the
occompanying mutants. Thrust
lett to the waiting group of
mutants and smart bomb them
as well, This leaves only a few
aliens and should be repeated
till you get a new planet.

When low on humancids let
landers pick them up and rescue
them and carry them as you
finish off the wave. Beware
though, baiters will appear ear-
lier than normal,

Conserve smart bombs for
use only on three or more Pods,
when you are travelling slowly
so that swarmers don't escape,
or if a lander is stealing your
last humanoid and you can't
reach it.

Expert tip

Between 990,000 and 999,975
points everything you hit earns
an extra ship and smart bomb.
Shoot londers, mutants, bom-
bers and swarmers but not pods
as these are worth 1,000 each
and you should wait for baiters
which are only worth 200.

These extra ships will have to

last you after you go 'around
the clock’ until 500,000 so
every one is vital,

Good luck with one of the
all-time great arcade games.

STAR FORCE

This is a grand game of the
mindless zapping variety and I
loved every minute of it

You have a spaceship which
can move anywhere on the
screen while the background
scrolls downwards beneath you.
On this background appear
space islands with ground in-
stallations and alien craft to be
zonked by your dual firing laser.

If that all sounds familiar
vou're

ZoATE Ly

right - but it's all good

fun. The aliens come in zones
identified by Greek letters at the
end of which you have to shoot
the letter a number of times to
complete the section.

The aliens are usually obli-
gingly easy to blast and the fire
button takes care of both ground
and air targets. The best policy is
constant movement and a rapid
hammer on the fire button,

hardly taxing, but great fun.
L]

RETURN OF THE JEDI
THE EMPIRE STRIKES BACK

away at you,

rope and log traps.

successful formula and reuses it.

brigade get a workout.

[ Robot features some of the maost
amazing computer generated
graphics you can see in an arcade
There are two stages to the game
the first being a 3D ‘colour the
squares’ game and the second a
3D space shoot-'em-up. But to
describe the game as just that is
unfair because the 3D is truly
awesome and is packed with
computer generated mathematic

al shapes which spin and roll
amazing paths across the screen.

You control a little robot who
trundles around on a spike or
flies through the air with his arms
stretched out ahead. In the first
stage you are faced with a sus-
pended platform network on
which there are a number of red
sections. Birds fly toward you
and ahead of you is a strange
pyramid with a flat top, on which
an eye appears and turns red
occasionally.

As you jump from one platform
to another vou can be destroved
either by colliding with a bird or
by jumping when the eye is red
While filling in squares the game
helps you by indicating squares

| vou can jump to by making them

f they ever finish the nine part Star Wars adventure on film, it
looks like there will be o video gome named ofter each one.
Oddly enough, though, they are still mixing their usage of
machines with The Empire Strikes Back being on the Star Wars
vector graphics machine while Jedli is on o Raster scan machine with
the more conventional pixel graphics.

Empire has three sections starting with a stage where you have to
shoot rebots and their message capsules thot will otherwise alert the
Empire to the rebels’ presence on the planet Hoth. If the four part
transmission is completed you face the two types of Imperial walker
and you have to blast them through their gunports or bring them down
with o tow rope. After this come the tie fighters which swoop and zap

This is o good old vector graphic 3D blaster and Star Wars fans
will love it. Return of the Jedi is a new step graphically for the Star
Woars team but is nothing amazingly special to the rest of us. It comes
in three stages, the forest, space and the deathstar.

The forest has you on o speeder bike scrolling Zaxxon-style up 1o
the left while being pursued by Imperial speeders. You can shoot
them, bump them, rom them into trees or lead them into the Ewoks’

This simple scenario is repeated in the second stage where frees are
replaced by pillars and the bikes by tie fighters. You deal with them
by shooting or crashing them. The easiest way to deal with both these
stages is to accelerate forward, leading the enemy into traps, or by
dropping back quickly so as to blast them from behind.

All in all Jedi is o triffle disappointing and Empire merely takes a

L

| ROBOT

We're really into some heavy zapping this month with the
cute characters and subtlety taking a rest as the blasting

_ﬂd__,_,_..-J

flash. Finally you can jump to the
pyramid and destroy the eye,
somersaulting yourself to its once
exalted position,

The action can be viewed from
either a high or low angle, the
latter getting you right in amongst
the scenery but sometimes block-
ing your rabot out

A 3D shoot-"em-up comes next
and vou launch yourself off the |
pyramid into a mass of geometric
objects which vou have to blast
vour way through. If you survive,
it's onto-a different layout of red
blocks

On each colour-changing stage
there is a teleport which you can
use to take you to any of the other
layouts and on one space section
vou have a fantastic rotating head
which spits spikes from its
mouth.

The graphics are definitely the
most incredible thing abourt the
game - the makers have recog-
nised this and put in a special
doodle option so that you can
play around with the whole char-
acter set: Not the most addictive
game 've seen but certainly the
most pleasing to the eye.
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AND PLUS 4
SOFTWARE

\STARTER PACK
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SHOOT-IT
MUNCH-IT

AVAILABLE NOW FROM LEADING
COMPUTER STORES OR DIRECT FROM

CLIMB-IT
HOPPIT

TYNESOFT FOR £14.95
INCLUDING POSTAGE & PACKING.

| .
@ COMPUTER SOFTWARE

ADDISON INDUSTRIAL ESTATE, BLAYDON-ON-TYNE,
TYNE & WEAR. TEL: (091) 414 4611.

DEALER ENQUIRIES WELCOME
OTHER EXCITING TITLES AVAILABLE SOON
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carefully updated each month, both to add the best new releases and to

remove games which have been overtaken by

to save space we’q.:'e split the lists for some of the more popular machines in
two, and will be printing alternate halves each month.

Judging from your comments these lists proved extremely helpiul to a lot of

people who were overwhelmed by the vast number

fact is that while many of the games on the market are excellent, others vou'll

This is the section which lists the games we think are worth buying. It's

of programs on sale. The

get bored with in minutes.

S0 save yourself a lot of bother and get the most out of your money by
better products. In order referring to the Good Buy lists. All of the games here are heartily
recommended by the PCG team. You won't find any seven-day wonders here
- we know what makes a great game is real lasting interest, so we only list the
ones that'll keep you at it for hours and hours.

Finally, if you're new to computer games, here are our potted explanations
of some of the types of game and other terminology vou'll find in these pages.

L ADVENTURE - tvpe of game growing
in popularity in which to get things to happen vou
have o actually tvpe in short instructions, instead
of just pressing a key to go left or right. L sually the
idea is lo explore a series of locations 1o trv 1o
complete & task such a finding treasure. Adven-
tures usually proceed at a slower pace than arcade
games. and their appeal is 1o do with brain power,
rather than finger power

® ARCADE GAME iy vame where
vou use the keyboard or joyvstick to directly
control the movement of an object or character on
sereen, The vast majority of computer games are
arcade games. But the term is also somelimes used
in & more limited sense to mean a game which has
appeared in the amusement arcades

® ARCADE-ADVENTURE 10 urc
ade game in the sense that you don't have to
type in instructions. but one in which vou have 1o
explore different locations 1o achieve vour goal.
Examples: Afic Atac, Jet seribilh

@ ANIMATION ‘viovemeni  modelled
on a cartoon. in which, for example. characters
walk moving their legs instead of simply being a
rigid shape which moves round the screen.

® ASTEROIDS Early space game in
which you destroy asteroids using a highly man
oeuvrahle crafi.

® CENTIPEDE

Game in which a cen-

tipede snakes down the screen and splits up when
you hit .

® DEFENDER Fast-moving space game in
which your ship battles human-siealing landers
and many other aliens against a scrolling back
ground

® DONKEY KMOMG Climbladders and

iump over obstacles as you attempt to rescue the
damsel from the nasty ape.

® FROGGER Game where vou ginde the
frog across busy roads and crocodile-infesied
FIVErs.

.GAlAlllHS Classic space shoot

em-up with descending aliens wheeling and
swerving as they attack.

'. HIGH-RES GRAPHICS riciures

drawn using small. coloured dots, rather than
larger blocks.

® MISSILE COMMAND :; arcade
game in which you protect your cities from bombs
by laying a protective covering of missile fire,

. MULTI-SCREEN ciors o PAMES in
which there are different tasks for you to perform.
each depicted by a different screen picture. Vani
Winter 1s a classic multi-screen game.

® PAC-MAN (njoyable mare game - gob-
ble dois and steer clear of monsters. Eat power
pills to get your own back.

® PENGY  Arcade game in which vou slide
ice-blocks and use an electrified fence (o kill snow
bees.

©® PLATFORM GAME Any pame
which involves leaping around a series of plat
forms asin donkey King or Manic Mirner

@® Q*BERT 1n ihis game you must colour
the blocks on a 3D pyramid while avoiding vicious
springs and monsters.

® SCRAMBLE  Arcade action in which
you pilot your ship over mountains and through
caverns avoiding missiles, meteors and other
nasties.,

@ SIMULATION A npe of program
which tries 10 represent some real-life situation
such as piloting an aircrafi,

® SPACE PANIC Franic game in
which you run around platforms, digging holes for
muonsters o fall into

@ STRATEGY GAME Typically, these
games pul the player in a position such as
commanding an army or ruling a country. You are
presented with maps and statistics which you use
to-make decisions which the program assesses.

MEM
TITLE REQD PRICE SUPPLIER COMMENT
American Football  ABK 9.99 Argus Press Great simulation of the bone-crunching game
Atic Afae 48K 5:50 Ultimate Brilliant and inventive orcode cdventure
Buggy Blast ABE 5.95 Firabird Exciting multi-stoge 30 shoot-‘em-up
Costle Blockstar 48K & 50 CDS Text-oniy adventure in the
Chuckie Egg 48K 780 ALF Frantic multi-level game with deodly discks
Combat Lynx 4BK 8:%5 Durell Complex and demanding game pilating helicopter over 3D battlefield
Dork Shar 48K .50 Design Design Compelling mixture of strategy and action in deepest space
Deathchaose 14K &.95 Micromegao Exciting 3D motor-cycle chase with superb grophics
Fontosio Diamand 48K 795 Hewsor Consultants Excellent textigrophics adverture with interactive characters
Fighter Piiof 48K 795 Digital Integration  Marvellous simulation with combat features
Football Manager 48K 6.95 Addictive Games Toke your team through the leogue inengrossing simulation
Jet Sat Willy 48k 5,95 Softwore Projects Explore the huge maonsion in sparkling arcade adventure

TITLE PRICE SUPPLIER COMMENT
Boulderdash 8.95 Statesoft Hugely addictive gome collecting jswels in the rocky underworld
Cliff Hanger 7.95 Mew Generation Clever, funny and difficult cartoon-style action as you try to polish off your enemy

SPECTRUM GAMES A-J

COMMODORE 64 GAMES A-P

grand tradition of Colossal Cave
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Colossal Adventure 2.90 Level 2 Troditional text-only blockbusting adventure with aver 200 locations

Decathlon Q.99 Activision Exhousting and realistic athletics simulotion, Heavy on the joystick

Ferbidden Farest 8.95 Audiogenic/Centresoft Terrific atmosphere as you fight your way through o monster-infested forest
Heroes of Karn £.00 Interceptor Slow graphics but worth waiting for in this cdventure with interactive characters
International Soccer 995 Commadore Superb soccer simulation on cartridge

Lozy Jones ;.25 Terminal Lots of laughs and 15 different games in this video hotel

Poster Pastar &.90 Taskset Very original and oddictive gome as you struggle to get those posters up

TITLE REQD PRICE SUPPLIER COMMENT

Bonge 16K 725 Anirog Multi-level gome with lodders and girders

Chariot Race Sid &.95 Micro-Antics Thrilling race-game setin ancient Rome

Defandear St 1495 Atarisoft Good and faithful version of the arcode clossic

Jet Pac Bk 5.50 Ultimate Use vour jer-powered man toovoid the aliens and assembile o racket
Mega Vot St 2,30 Imagine Good graphics and gomeplay as Fred flees the evil Doctor

BBC GAMES A-M
TITLE PRICE SUPPLIER COMMENT

Blagger 7.25 Alligota Multi-level platform gome with a multitude of objects and obstacles
Chuckie Egg 7.50 AEF A frantic multi-level gome fegturing deadly ducks

Colossal Adventure 9.70 Level ¢ First of o series of text adventures with 200 locations

Elite 14.95 Acarnsofi Biggest and best 30 spoce gome ever

Fortess B.95 Poge A brilliant version of the 30 space-game Zoxxon

Frak! B.95 Aardvark Brilliont graphics inthis compulsive plotform game

Greedy Dwerf 9.85 Gaoldstar Excellent text-anly adventure with advanced sentence decoding
Killer Garillo 7.95 Micro Power Excellent Donkey Kong gome with beautiful graphics

Mingshaft 5.75 Durell 20 screens of nosty problems in classic platorm gaome

ORICGAMES A-M

TITLE PRICE SUPPLIER COMMENT

Classic Racing .95 Salamander Management simulation with great animation in the races
Colassal Adventure 2.50 Lavel ¢ First of o series of excellent, large text adventures

MARC 595 P35 Rescue stranded scientists inariginal spoce shoot-"em-up
Mushroom Mania 5.590 Arcadia Smooth version of Centipede

PRAGON GAMES A-D
TITLE PRICE SUPPLIER COMMENT

Bock Track &. 50 Incentive Excellent 3D maze-gome with a bird's eye view

Biog-Hegd 795 Dragon Data Q*Bertclone on rectangular pile of blocks

Cashman 8.00 Microdea Entertaining and addictive 50 screen platform gome for ane ar twa players
Chuckie Egg 790 ARF Addictive multi-level game with deod|y ducks

Danger Ronger 8.00 Microdeal Arcade gdventure with Kong-style elements

AMSTRAD GAMES

TITLE PRICE SUPPLIER COMMENT

Coade Name Mat 8.95 Amsoft Excellentconversion of the 3D spoce gome
Jewels of Babylon 600 Interceptor Textigrophics adventure with 100+ locations set on desert island
Roland in the Caves B8.95 Amaoft Help the stranded tHeo escape from bizarre underground world

Roland in Time B.95 Armsott Ten fimes zones and 53 locations in th s terrific platform game

TITLE PRICE SUPPLIER COMMENT

156 PCGAMES JANUARY 1985

Antartic Adventu 17.95 Konami Get your penguin through the frozen, scrolling landscope ovoiding seals and catching fish
Hyper Ofympic | 14.95 Kanami Four exhausting events inthis great simulation
Hyper Ofympic 2 14.95 Konami second doy events in Konami's tiring but excellent sports game
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THE ARCADE WINNERS

U.S. Gold is stocked by
(S5 )" LT, WILDINGS
WOOLWORTH, WHSMITH,
Rumbelows

graphics Just try to keep your cool as hai-
headed, crazy cuslomers biitz your bar

hedule and trade 08 -
. The Parkway Industrig g0 Telex: 337268,



Send for full colour produet brochure (enclose a stamp)
Alligata Software Ltd., 1 Orange Street, Sheffield 51 4DW
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Hope you're not seasick or afraid of the water. Feel
your knees bend as you roll the corners, your stomach
churn as you jump the ramp and the terror of hitting
the oilslicks and minefields. The fully controllable
speeds and superb 3D effects guarantee many
absorbing hours on the ocean wave.
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HERE’S WHAT YOU’VE
SAID.....

“The standard of the programme is far, far better than
we were expecting” ALAN DAIRE.

“Eureka! is superb. It’s marvellous to have computer

software of such high standard from Ian Livingstone”
CAROLE SKAIFE.

“It’s taken over my life — I only have three hours sleep a
night. I hated adventure games before this but Eureka!
1s brilliant!” ANONYMOUS CALLER.

“Congratulations on producing such an entertaining and
stimulating package” J. GOODENOUGH.

“I would like to thank all involved for making such an

interesting game, especially the riddles”
NORMAN SCOTTER.

“Please, give me a clue to the £25,000”
CHARLES COOPER.
(Sorry, Charles)

“I hate this game. I seem to be missing all my favourite
TV shows” ADAM BOWLES. (Poor old Adam)

TELL US WHAT YOU THINK.




Trade Enguiries: ANIROG SOFTWARE
10 VICTORIA IND. PARK. VICTORIA
ROAD, DARTFORD, KENT.

(0322) 92513/8B

Mail Order: 8 HIGH STREET, HORLEY,
SURREY 24 HOUR CREDIT SALES
HORLEY 02934 6083

Payment by: P.O. - ACCESS - VISA - 50p
POSTAGE & PACKAGING

In the year 2525 A.D., time travel is
finally perfected. Scientists of the
project send you into the time void
equipped with an armed, all terrain
vehicle. Your objective is to assist
mankind in his various battles : from
the prehistoric age to the aftermath of
the final conflict. Only a successful
mission can assure your return.
Features include 'Hi-Score table, two
player option, two skill levels and
continuous play facility.

Commodore 64 £7.95



In space no one can hear you scream.

| THE CREW

P | Personnel
| files follow —
il 1l yours to
.} . e d|command —
MAVIGATOR |  EXECUTIVE OFFICER SCIENCE OFFICER CAPTAIN ENGINEERING DFFICER IR0 OFFICER ENGINEERING OFFICER well almost...

By, Skifhcd and Dirse, Imaginasive, Sectullve, Usdikoable, Brillanl — | Boiic, Dependable, Courageoun — | Physically Srong, Low L2 Withul, Ambitious, Cynical, Rebesious,
Pignd — Parice Ensily Cautious, Loyal Oecasiorally Hiagical Excelier Lander | Potentiaby Reballious Authoraitive, Resguroehul Wnirustworthy, Untispoake.
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SPECTRUM 48K-CBM64 [TTS ™ Personality Control System
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w Releas

TOM THUMB

Within the scrolling mazes of the six pyramids lie the 48 keys which will unlock the secrets of the ancient Egyptians.
Each maze can be viewed as a whole to help you plan your strategy and chart your way. You need superb timing to
acquire the keys and fit them in the correct keyholes. The Vic 20 version also has six scrolling mazes and numerous
perils to be faced as you collect the treasures in order to survive.

J.S. COMMODORE 64 VIC 20 16K
BATTLE THROUGH TIME
—= el 3 _:H.i'

£5.95

This non-stop action adventure takes off with World War Il spitfires, jet fighters in Korea and helicopter attacks in
the Vietnam war, moving on through time to the murderous weapons of World War 11l. The mutant offensive brings
about the end of civilisation followed by the dawn of pre-historic times and the vicious pteradacktyls. Excellent
graphics and sound effects bring this seven stage ‘‘Battle Through Time"’ to life.

J.S. COMMODORE 64 £7.95

ZAGA MISSION

ol Adiagonally scrolling maze lies ahead of vou A sealed door bars your entry to.an intriguing i Fuzr has nottiing but Ys  flying
There are no enemy fighters or ground fire 1o role’ playing adventure.  Seguence of truncheon 1o capiure the money being

destroy you. You have total