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SIDE 1: SPECTRUM/BBC

n JASPER! - Micromega e
DANGER MOUSE Il - Creative Sparks

_ STRANGELOOP - Virgin .

— BACKPACKER’S GUIDE - Fantasy s 1]

_ 3D WARS - Aardvark (BBC) kil

SIDE 2: COMMODORE 64
| “§| BOULDER DASH - Statesoft ks,
BLACK KNIGHT - Interdisk i)
|| | CLIFF HANGER - New Generation | |
_| STORM WARRIOR - Front Runner | |}
EUREKA - Domark |
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SCREEN
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COVER SENSATION

34 Full detai Is of our ridiculously generous free gift.

g )MMODORE 64

S Bowled over by Boulder Dash - the greatest Game of the Month ever?
Chnstmascrﬂcker a sparkling seasonal listing from top ‘64 programmer Tony Crowther.
16 Playing tips { {and how to cheat!) on Drecathlon, Manic Miner, Trollie Wallie, Boogaboo.

@:m.-'cmum

“ Great new games: Dark Star, American Foothall, Beach-Head and many more,

II % Strangeloop exclusive - a remarkable map made up of 240 separate colour screen printouts.

1 o'u' < Gun Fight—a t_',rpe in listing with graphics ultra-quick on the Draw

mc 20

’ It's here! Perils of Willy, a massive PCG hit...
-.and how you can win one of 100 copies.
| “ Imagine! A hit from lheguse

60 whata smash! A cracking 3D maze game with a bird’s eye view

BBC

L_‘_ Jet Pacand four other new games reviewed in depth by our panel.

NEW YORK FOR FREE

L’“ You can win a holiday fnrtwu from Virgin in our unique competition.

WHICH ADD-ON?

42 Eight micro- ire:ks ks reveal what they'd buy for £50.

NOTICE COMPETITION 93 o~ JTRICKS'N
BOARD 21 » The most exciting prizes around. fose " TACTICS 125

Chur betier o you plus a collection
of the silly snippets you send 1o us.
Also: how you can make money
from your listings.

BUZZX 22
All the goings on In the micro
games world: new releases, julcy
gossip, the most detailed top 50 -
plus news of Imagine's rebirth.

BYTE-BACK 31
Your chance to get your teeth into
us. This month's letters include a
Vic 20 owner's heart-feli plea.

SCREEN TEST a7
Our massive review section, each
game examined by three or four
panellists. Screen-shots, author-
itative ratings. PCG hits, an amaz-
ing game of the month - plus, a
Video Nasty!

You can win & holiday for two in
New York, or a colour monitor,
plus copies of CNF Hanger,
Sirangeloop and Perils of Willy.

PROGRAM
LIBRARY 100
High guality type-in listings. This
month, a fwo-player Spectrum
shoot-oul and a 64 Chrisimas
special from Tony Crowther,

ADVENTURE-

! WORLD 109

' A touch of magic from PCG's

Whitle Wizard.

CHALLENGE
CHAMBER 117

", The room in which we iest your
; high-score claims. This month two

joystick wagglers go for gold in
Activision's Decarbfon.

Exclusive tips on Troflie Wallie,
Combat Lynx and Frank W Stein
from the people who prodoced
them, plus a greal map of Strange-
loop and your expert advice.

FINAL
CONFLICT 142

The results of move six in PCG's
naliocnwide war game - are you
oné of the new warlords?

GOOD BUY 131
Our short-list of recommended
games for all popular micros, Plus
a glossary of game terminology.

ARCADE
ANGLE 137

Zap, wham, crunch as martial arts
it the arcades,
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start home computing into one box.

Then we placed an obligingly low price onitall:
under £140 for a computer, cassette unit, a super
programming course and 4 great games programs.

Boys and girls [of all ages) will just love the
Commodore 16 Starter Pack!

The computer has a 16K memory, real type-

ALLDERS - ARGOS - ASDA - BOOTS

BRITISH HO

CARREFOUR

o

CLYDESDALE

WOW! THIS
COMMODORE 16
STARTER PACK'S
WIZARD!

writer keyboard, 121 colours and also superb
sound and graphics.

It uses BASIC (this is the language in which
youand the computer“talk”toeach other, right-ho?)

The BASIC used by the Commaodore 16 is very
advanced, yet really simple to use. This is because
it gives you more programming commands.

But just in case any of you fellows dohave any

GRAMNADA - GREENS - LASKYS

COMET « CO-0P

JOHN LEWIS



difficulties, we alsoprovide you withaHelp
This helps to sort out programming errors by

showing you exactly where you went wrong.

So you can get more out of your Commodore
16, the Starter Pack also includes “Introduction
to BASIC,” a guide to programming that any silly
chump can follow.

And so you can get more enjoyment, there are

four jolly good and splendidly challenging

games: X-Zap, Punchy, Picture Builder and Chess.
If you are thinking of starting home

computing, there has never been a better time

than now, with the Commodore 16 Starter Pack.
No matter what age you are, old thing.

C: commocdonre

MAKRD - MENZIES - RUMBELOWS - SAVACENTRE - SPECTRUM - SUPREME - TESCO - WALLACE HEATON - W H.SMITH - WOOLWORTH - AND NATIONAL NETWORK OF COMMODDORE DEA




Death pit takes you deep down

to atangled labyrinth of dank tunnels.
Struggle through spider infested corridors,
past bats and mutant life forms.

Dig through the rockfalls

(you remembered a spade?)

and bravely plunge into the dark water

of flooded caverns.

The tension grips,

your pit light fades

and before you waits the Guardian.
After this last gruesome trial

will you still have strength enough
toreturn?

I

screen shots from Spectrum 48K.

Sounds tricky? —well itis. . ... and we haven't
told you half of it.

DEATH PIT —another high quality machine-code
game from Durell.
Available now from most retail outlets for the —

-~ 48K Spectrum, BBC, Commodore 64, and Amstrad

DURELL sales dept. Castle Lodge,
Castle Green, Taunton, Somerset TA14AB
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Will you be the first Farthling towinapla

Acornsoft are Issuing a nationwide ¢ ‘hallenge
to all Acorn Electron and BBC Micro users.

It's the challenge to join a new and exclusive
group of computer games plavers: The Elite.

With 3-dime u-ﬂmml graphics, Elite isagame
which is light years ahead of any other.

It strictly defines the rank of each and eve ry
player.

".‘\ \'1]‘“! I}r(]\\-f 55 ||”l””'\-'| . "L“ll Imove II]](I
higher ranks.

But make no mistake, to reach the top rank,
your performance must become exce ptional.

Then, and only then. will vou qualify to call
yourself a member of The Elite.

From harmless _you must become lethal.
In Elite. all pld\l rs start as equals.
With the imitial rank of “Harmless” you will

embark upon an experience unlike any that you
have known before.

You will be a space trader who roams the
universe, making your living from buying and
selling the cargo in your ( ninm space ¢ raft.

On your travels, vou will encounter aggressors
who are eager to put an end to your de: 1!1n;_r_

Only the fittest will survive.

\s you establish yourself as a survivor. you
will win the right to a }ntrhvr rank.

In all. there are nine, from “Harmless™ to
“Elite.” And your computer will continually tell
vou where you stand.

Trade with 2.000 planets in
Besides survival. your sucec

also de ‘pends
on the rewards vou reap from the cargo that
you carry.
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ceamong the Elite?

That cargo can be anything from Imnialullu
to contraband. 1f you dee ide lu trade in contra-
band, the rewards will ce rtainly be higher. But so
will the risks you take.

To ply vour trade, vou can dock at anv of
2,000 planets in eight rm]snu‘n

However. lwlnrt you dock, you must use your
wits to assess the Pldllt t -pnhlu al elimate and the
perils which may be waiting for you.

Also. in any of the ught galaxies, you may
lind voursell hvm;_r asked to perform acts of con-
siderable heroism and selfless ¢ ourage,

Although these will bring you into danger,
they can hrl ng considerable re warts too.

We're mutm{_r to rec ognw vour skills.
Ac hnwlnghwh{ rstatus in Elite will tax vour
skills to the limit. \\ hich is why you must down-

load your game onto cassette or disc each time
you take a break from play.

When you reach the rank of “C. ompetent”
or higher, you should send us the secret code
num lwr revealed to you by your « omputer.

We will send you inreturn aspecial document
which certifies your achievement. And you stand
towin a valuable prize.

Are you ready to

accept the challenge?

Elite is available on
both disc and cassette
for the BBC Micro and
on cassette for the Acorn
Electron.

With either, you will get “Elite: The Dark
Wheel."a compe Illng_ maw"l which sets the whole
mood of your adventure. You'll also vet a Hléht
training manual which will get you fit lu roar into
the unknown in vour Cobra spacecralt.

Your Acornsoft dealer now has the entire
package at £14.95 on cassette, or £17.65 on disc
(for the BBC Micro) and £12.95 for the Electron.
For the address of your local stockist or to order
by credit card ‘-l]'l'lp]'« ring (0933 79300 during
office hours.

Alternatively, you can order by post from:
Acornsoft, ¢/o Vector Marketing, | .ondon Road.,
Wellingborough, Northants \\8 2RL.

You can also get a free Elite poster by ringing
{}93? T(_B[H_l.




A character you can really control, reacting realistically

to every twist of the joystick, as he jinks and leaps in and out
5 his 3D background.

‘I

PCG 124 Quantity

They have manipulated
man for tens of
thousands of years.

Only now have we

'3-.,&_ discoveredit. . .

Only now are we

' perceived asathreat . ..

Only now are we in

{q danger. ..

Please send me Psi Warrior [Commodore 64 £9.95)

Fromthe authors of Psytron (Commodore 64 £7.95)

Order Hofline 0858 34567. Total

Enquiries 01-837 2899, Price.
"l enclose a Postal Order/Cheque payable to Beyond, or charge my credit card
Card NMumber

Access/Visa [Delete as necessary)

MName

Address

PostCode
Please rush me details of
Signed the Beyond Clubl [ ]

Beyond Competifion House, Farndon Road, Market Harborough,
Leicestershire LE19 MR
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The SWAG-man’s-en 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
uests are in pursuit.
 him through the seemingly
ng .tnga of rooms to

L~ #
Arcdég'siunﬂ v, -4 00%" mcchlne code,
s amazingly st high rescliulion
. = graphics, in ible sound effects, the

l -}"" './" & totally addictive concept.

/,_,\'_‘ / . -l-. ‘
L \Q VA VSUA L

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




l Last month each Software Club Member took a share of

worth of discounts on the very latest top quality
programs and accessories. . .

ARE YOUSTILL BUYING
YOURSOFTWARE
THE HARD WAY?

WHO ELSE GIVES YOU ALL THIS?

* A huge continually updated choice of the finest and latest games available, plus
educational and business programs — in many cases before they reach the shops!

* The backing of our Price Promise so you can buy with absolute confidence knowing
that you're getiing the most from every penny you spend and the best with every pound
you save,

* The Club's free colour magazine showing our vast choice of programs and exclusive
offers on accessories all at huge cash savings — like a superb computer Work Station
for just £19.95 (£15 Jess than everyone else is currently paying), like top quality home
computer maintenance kits at half price! The list goes on in a magazine that comes not
once in a while, not every couple of months but every month, so you're always right at
the centre of the action.

* Programs for nine types of home computer — not just two or three — all guaranieed
direct to you from the original manufacturers.

* Free Software Ciub Vouchers every month if you're quick on your feet!

*_A telephone order hotline for ultra fast despatch and a Customer Service hotline to
serve you better.

* The knowledge that you'll be with the Club that started it all, There's only one
Software Club, it's the most popular in the U.K. because it's the best — always in touch,
lively and fun, that's The Software Ciub. The best value you can get — bar none.

i prse coemputer Back n top bonm in jos 60 secone’
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SO HE R And start by choosing
any three games for half pnce

(plus p&p)
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INTRODUCTORY DISCOUNT COUPON
To: THE SOFTWARE CLUB, PO BOX 180, 5T. ALBANS,
HERTS AL3 5BD

C ¥ cation, enrol me as a moembar of The
Software Club and send ma tha introductory 12pes whose mm-
bers | hiva written in the boxes below, lor which you shali charge
me in due courss, should | decide 1o ki the soffware (plus 8
total of £1.25 for postage and packing). If | am not complately
FLECH RGN satisfied, however, | may raturn the tapes intact within 1en days,
. my membership will be cancelied and | will owe nothing. As a
rmember, | nead not take 2 tape every month, it | wanl no
tape al all. | can say 50 0n the cand provided. | will, howeser,
ehooss at least six tapes in the first year. | am over 18 yars of
age. (This applicaion must be from your parent or guardian if
you afe undar 18 years of age).

My 3 selections are (item code)

iy (PTG GRS

Machine COMMODORE Memory size bif
MeMrssbms' E - V] - ‘fOHPJ('?
Address | 7- &LEE‘RT 7. AMRCE -

B Postoode NELS orr




phone now
‘_‘? — TN,
e

o

Ring Round 3613

THE MAGICIAN'S BALL [] E£9:95cemes I

% LTEL: 01-486 5266

Please send me a copy of:_

FAHRENHEIT 3000 L] E5:95 48K SPECTRUM |
AMERICAN FOOTBALL [ £6:954skspecTrum |

(Pleade sdd £1:00 for averiesd ofdeq)
NAME
ADDRESS

1 ENCLOSE CHEQUEPO FOR l
I

POST CODE
SOFTSTONE LTD. 39a PADDINGTON STREET, LONDON WM 3RN




AND SAVZ THE WORLD

= £25000

250 K OF PURE MYSTERY
BY IAN LIVINGSTONE

Full-colour booklet,
packed wifh cryplic
clues to help you

unravel the mystery —
and win the £25,000
reward

Music ond
sound effects
builtin

i st :
your score, the stronger and foster you'll be. 2

it’ll YOU on your toes, with consfaniy-changing, stafic and mo
yuphimmﬂmnwshmﬂswndmm mm%m

mgnom*?mur :k,wum:eiwumn-c%mrllmum

, containing ¢ ddles and mysterious illustrations, Using ,

mmmonanumbmﬁhﬁ pmlzunruvellhnclmmdhulld W';%’Lgtf’g:ﬁm”-'
-mu*reﬂrsnunngn,ywm'mnwmhunuwmmszs.m g rEphics 2

THEN THE RACE IS ONM!
DEVISED BY

IAN LIVINGSTONE : “Eurskt”, 4t 400, Moun! Faim i

The torylines for“Eurekat”are by lan Livingstone, D1 Dockiet muchon o 51 & .58 woth LS S50 o & pasking.
whose "Fighting Fantasy” books have sold over ; :

2,000,000 coples. He's dreomed up some rather
nasty tricks and twists for you in this Epic, because 5155
|| HOTLINE NUMBER
SPECTRUMABK | i | 01-460 6000
‘t mu | ForCredit Card Orders
lencioie paymant by chaeque PO, payobie 1o DOMARK LT

he has also devised the cryptic clues and
conundrums in the bookiet thot goes with the

of Fiacis chage my Crec Cord e viss [ PN acoess [ Tl amex O
Hurmber

"Eureka!” was programmed by ‘
Andmmedﬂheumo.f?lfed by 2

Hungarians Donat Kiss ond Andras * o
Csaszar. It look the equivalent of 5 i
YEARS fo create, and the skills of A 0 di

4 graphic artists, 2 musicians or Hotline telephone number }

program. He‘s][!_aonam knows the unmtg___}
L

g

.
Expiry Date
"

and a professor of logic oo,
Welolg them 1o srr&gn ihe 01-460 6000 .

hardwaore’s capabilifies, and moke NOW. b

5ure you were kepl awake for hoursl!
They've done if... 4 Ay

Domark Lid,, 228 Munster Road, London W, Reg. No: 804185 (England).

T L P Py, & _PCG
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ﬂ Seeing is
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 you'll see on the screen when you play,
. ﬁso you know exactly what you’re buying.

B s
e

Here's a sneak look at three of the NEW games:

O591T0  wem MR.FREEZE wwm 0591704130

.......

MR.FREEZE VIKING RAIDERS DUCK!

Mr Freeze is faced with a real THRILL to the Vikings' exploits in this Farmer Tubby is out to bag a few
challenge. Armed with a flame thrower highly original war game. SAIL the ducks, and maybe a swan, for his

he has to determine a route through Fjord in search of treasure and dinner. His trusty blunderbuss is small
the fridge and de-ice each of its six adventure. LEAD your armies in raids comfort against some of the zany
compartments. This involves jumping on enemy castles. CURSE at the hazards and surprises he encounters.
over ice cubes and gaps between the uncontrollable antics of drunken Can you help him? This is the daftest,
shelves, and avoiding flying food, Norsemen, MAY QDIN PROTECT YOU! funniest duck-shoot of them all. A
lasers and guardian robots. You'll For 1,2, 3 or 4 players (any sense of humour is essentiall

need all your cunning, timing and skill combination of human and/or

to prevent Mr Freeze from being computer controlled Viking armies).

turnmed into ice. B-R-R-R!!!

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.
COMMODORE 64: BOOTY - MR. FREEZE . EXODUS - HEADACHE - ZULU

VIC 20: SNAKE BITE - MICKEY THE BRICKY.

BBC MICRO B: BIRD STRIKE - GOLD DIGGER - ACID DROPS - DUCK!



The same high standard applies to all twenty

games in the range and all are available at the
remarkably low price of

£2.50

Sk

4= =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.




COMMODORE 64 COMMODORE 64
| o &= _ .] '

Ocean House - 6 Central Street - Manchester - M2 SNS - Telephone 061 832 6633 - Telex 669977
Ocean Software is available from selected branches of WIOOLWORTH. WHSMITH , #5 " £Z0T | ASKYS Rumbelows and Spectrum Shops

e

Spectrum Shops and all good software dealers. Trade enquiries welcome




_ AN
Taskset Litd

13 HIGH STREET BRIDLINGTON YO16 4PR

ACCESS ORDERS (0262) 673798 24 HOURS
Dealer enguiries welcome (0262) 602668




With Mirrorsoft games, you can
make loads of new friends like Mr. Bounce
and Ceasar the Cat Or, now, like

Dr. Frankenstein, you can create your
very own monsters and aliens. As well

as friends and heroes to defeat them.

GAMES CREATOR

Irvent your own games: As simple or as
complex as you care to make them. The only real
limit is your imagination.

For the CEM64, the Games Creator comes
with a step-by-step manual and three ready-to-play
games. Each demanstrates some of the programs
exceptional features: shapes, movement, speed,
scrolling backgrounds, scoring, music, sound
effects and many more. And you don't need to
know any program language to work it

On fast loading cassette for the CBM64. £12.95.

STAR EGGS
Aspace fantasy. Earth is threatened by attack
from Alien life-forms hatching out in space. You
rust first overcome the Guardians. Then into the
Hatchery, up and down escalators and ladders to
crack the eggs before the aliens escape
On fast lnading cassette for the CBMGE4. £6.95

CATASTROPHES
Lise a helicopter to build a hatel on an island
paradise. But you have to move fast and design
your building carefully because earthquakes, floods,
storms and lightning can strike at any moment
For one or two players. On fast loading
cassette &}rthe} CBM6G4. £695

HI-BOUNCER

An arcade type game featuring Mr. Bounce
and the Mr Men. But don't get the idea that it's just
akids' game. Far from it. There are four main
screens each with eight levels of difficulty and
complexity Don't worry there's also a practice
program with slower speeds,

On cassette for the BEC B. £6.95.

CEASAR THE CAT
Ceasar's cute and quick. Help him hurt the
crowded shelves for mice whao eat all the food.
He must catch the mice before the food disappears.
Outstanding graphics, animation and sound.
On cassette for the CBMB4, Spectrum 48K,
BBC B £6.95,

Available from Boots, W H, Smith, Spectrum and all
good software stockists. Write for a free catalogueto:
Mirrorsoft, Holborn Circus, London, ECIP 104Q.




£50 for hit liss -

getting high scores, ut how good are you at Q i
Wwriting your own game? Son Whard,-d! . B
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Here at PCG we're always on the lookout 'Epr A Don?e“afd 'Hu;fu.s’” e ¥y &
{op-quality listings to puhlish in_l—‘rogram Lib- (Jonathg Pook um‘};'? 52y whep mE ri dd
rary. What's more, we pay @ hefty £30 iorllhc f Llgyq, uyou e spoc, Q: Wha '“!
ones we publish.. "and, of course, you achieve 3 E Who ey, Ventry) ken to, : Fﬂru;'s Brigitte .
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across the pages of the nation’s hottest mag. €Phen Boge Mutan p Q:w loyd, Capmp, Urite games
Here's what you have to do...Just s€it us Q:sh, ¥, Nottingy, olg? A__'Rﬂha!ducom erley)
your game on cassetle for evaluation. You W5 A: Ber?“ tell yo am) frewf’h”’mrs Duters i .
MUST also include your nameé, address, an ( auﬁgrn (it the joke gy, cLean g, 0 eaps
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Lprei’eruhly] primcd listing of the program Q: What's ndon) *shoog.: VOu geg
some notes on how the program works (vari- ,:!.Td‘fZXSI differencep, Hen.cg Pand C Youload 4 3p,
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envelope if you want the cassetie returned. &Ve King g, ° Altach 9ebox Q: Wy, » Spaidip, i thers
ust one last thing — you must also include 2 E Whatjs , On.,)n_h_:‘dt Mine: f:,rx-djd?he i
signed Jeclaration that the program is yout own| The yobb!f-" nk St A I fm_i”y? Mutant Tojep,
original work. and that it has not been submit- i hQ v d;mu' y one say 1
ted to any other publication. e AJ-S & e
Well2? What are you waiting for?? Fame and| gil this space -lH 3 M Thorsyp:
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Many thanks to G & B Computer
Elecironics for ihe toan of the Lo-
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All the latest noises in the

Oric furn
to Europe

Oric’s difficulties in 1984
considerable debts, suits and
counter-suits in the courts —
have led the company o
admit defeat in the UK and
focus its attention on the
European market.

This means that the release
of new games from Ransoft,
the software house now own
ed by Oric, 1s being delayed in
this country while transla-
tions are made for the conti-
nent

Oric’s marketing manager.
Terry Shurwood, said ‘the UK
has not been particularly re-
ceptive to the Atmos.” This
summer saw the price of the
Atmos tumbling from £180 to
under £100. Oric’s share of
the market sticking at around
3%. In France, though, Oric
has around 50% of the home
computer market

British Oric/Atmos owners
can't expect to see Tansoft's
new games until the end of
November at the earliest.

Although Tansoft will con-
tinue to produce software for
the Oric/Atmos. other soft
ware houses were not so sure
that they would stay with the
machine. lan Sinclair of [JK -
producers of Oric blockbus
ters Xenon 1 and Zorgon's
Revenge — said the company
would be releasing more titles
before Christmas but was not
sure of writing any more next
year.

The only good news for
Oric owners in Britain 1s the
launch of Orpheus, who are
kicking off with three new
48K games.

[E e R
Buzby's games

British Telecom have wven-
tured into the software mar
ket under the name of Fire-
bird Software. They have
launched 20 pames for the
Spectrum, Commodore 64,
BBC and Vic 20, all of which
will retail at £2.50.

The games are known by
the collective name of the
Silver range and nine of them
are for the Spectrum. The
games should be awvailable
now al many high street out-
lets and some will be re-

viewed in our January issue

No, it's not a QL for midgets,
it’s Sir Clive's ‘new’ machine,
the Spectrum Plus

Plus what? Mot a lot really.
Inside that sleck black casing
beats a pood old-fashioned
Spectrum, running good old
fashioned Spectrum  soft-
ware,

The obvious difference be-
tween this and previous Spec
trums is the kevhoard — which
has always been the feature
most criticised. Unfortunate-
ly. Sinclair have fitted some-

Pirate deterrent

The battle against software
piracy goes on and right in the
torefront are Software Pro
jects. The company are not a
member of the Guild of Soft-
ware Houses and as an inde-
pendent want to act very
positively to stamp out mass
piracy.

I'he company's latest re-
leases are all on light blue
tapes and wrapped in a cel
lophane cover with a tear
strip bearing their name and
logo, These two features will
be extremely difficult and ex-
pensive for pirates to repro-
duce and, more importantly
from the company’s point of
view, will enable Trading
Standards Officers to track
down the pirates and hring
them to justice much more
casily and quickly.

Colin Stokes of Software
Projects said that he was al-
ready aware of several cases
being brought by the Trading
Standards Office and that he
‘may be spending most of
1985 as a witness.”

i(eybouage

thing which fecls even worse
than the QL and nowhere
near as good as keyboards
available from independent
suppliers [see this month's
peripherals feature)

But, as well as reset but
tons, a separate delete key
and fifteen other new keys,
the Plus comes with £30 of
software — and it's probably
this innovative feature that
will tempt the prospective
buver. Included in the pack-
age are  Psion's  Scrabble,

] -

Chequered
Make-a-Chip.
Tasword 2.

The Spectrum Plus costs
£17995 The 48K Spectrum
cosls £129.95, Buyers will
have to  ask themselves
whether they really want to
spend an extra £50 for the
Spectrum Plus keyboard and
free software, The alternative
Is to buy the old Spectrum
and spend the £50 on a better
kevboard from an indepen-
dent supplier.

Flag.  Chess.
Viu-30D and

ﬂecfron add-on

Sore-fingered Electron own-

ers will be pleased to hear of
| another joystick interface for

the machine from Power
Software

This plug-in cartridge costs
£24.95 and will connect any

Atari-type joysticks ‘on vir-

tually every game, whether
written for joysticks or not”,

At the same time Power are
bringing out a BBC software
utility called Frantic Finpgers
which enhances joystick and
kevhoard control in the Beeb.
This will retail at £3.99.
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humming world of micro games

Ocean to use the Imagine name

Ocean Software have bought
the right to use the [mdglm-
name and logo and intend to
launch a new Imagine games
COMmpany suon.

Ocean  director.  David
Ward, explained the move as
an attempt to ‘use the label as
Our premiecre games imprint
and (o L.\plmt the ‘great
amount of goodwill - espe-
cially in Furope — surround
ing the Imagine name.’

Along  with  the name
Ocean have also acquired
some completed games. One
15 Baseball for the '64 while
another is ‘'a massive ani-
mated adventure based on a
Greek myth.” All new games
software trom the Ocean
stable will be marketed under
the Imagine label — including
the follow-ups to Kong and
Hunchback

Ward sces the acqu;sili{m

=

{Stuart Henry's Pop Quiz,
from Bellflower Software, has
produced a hefty donation to
the cause of Multiple Scler
EES
Mike Cheryl

and

“olan

VIOLENT AND FAST
ITK's Rocketball for the ‘64, a
game which the company's
lan Sinclair says ‘makes In-
ternational Soccer look sick’,
is based on the film Roller-
ball.

This two-player game s

Iluclts Fizz for MS sufferers

| THE !IISII} |

Baker of the pop group
Buck's Fizz presented D]
Stuart Henry. who suffers

from the disease himself. with
a cheque for £2.100 on behalf
of Bellflower,

as an important  step  in

Ocean's strategy [or the fu-
ture. ‘There is a growing mar-
ket for people who don't just
want to play games on their
computers’, he says. He fore-
sees the Ocean name being
used to market the range of
utilities  and  educational
programs he expects to be
come increasingly important
in 1985,

And how much did it cost
to buy the Imagine name?
Ward was unwilling to name
a figure, but added that it was
‘alot of money.”

® Bandersnatch, which was
o complete at the time of
Imagine's collapse, will sur-
vive, but on the QL instead of
the Spectrum. Sinclair have
bought rights to the mega
game from Imagine’s liquida
tor and it will be completed

by a new company called |
Firciron
A spokesman said that

Sinclair also have aptions on
one or two other Imagine
g.mlLs under du{'lupuwm

QUICK ON THE DRAW

Budding artists on the Com-
modore 64 are being spoiled
rotten with the release of
three picture drawing pack-
ages, two from Commodore
themselves and one from

Willy hits the ‘64

fet Ser Willy has arrived on the Commodore 64, to the joy of all

those platform fanatics and the

sleep

The game is almost identical to the §

horror of those in need of

Spectrum original and

does not seem to have taken advantage of the 64's power.

Compilation
games

Computer Records have now
finalised the release date of
their  compilation  of  pre-
viously marketed programs.
Initially there will be two
packages, one for the Spec-
trum and one for the Com-

| modore 64, each containing

12 games on one tape. The
games are all from leading
software houses

Both tapes have versions
of Hunchback, Mr Wimpy.
Kong, Denis Through The
Drinking Glass and Moon
Buggy. Also on the Spectrum
tape are Space futruders,
Transversion, Missile De-
fence, Pool, Specires, Meteor

Storm and Time Gate. On
the 64 are (Galaxy, Hexpert.
Ring of Power, Skramble,
Purple  Turtles,  Cosmic
Commandoe and  Starbase
Defence.

The tapes will cost £12.49

for 12 pames and the pack-
ages should be available now
at major retail outlets. It looks
like a preat Christmas gift for

the new CEJ]'I'I[JUTL‘]’{J"-'-"HL"I’.

Quicksilva.

The two Commodore prog-
rams are Rolf Harris” Picture
Builder and Tony Hart's Art
Master both of which contain
some sample pictures to help

inspire you. The programs
will sell for £9.99 on cassette
and are available now.

Doodle is a colour sketch
pad from Quicksilva and
comes in disk form at £14 .95
and allows you to dump pic-
tures to vour printer

Al this rate the Tate Gallery
is going to be flooded with
computer art {rom impress-

available now and costs -Yevertheless, |L,:, bound to be a big hit. The game is available {gnist  abstract and cubist
+ -y - 1 1 L

£705 from Sottware Projects and retails at £7.95. programmers
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FRDM RECORD
TO CASSETTE
You've heard the record,
you'll sec the movie and now
you can play the computer

game.  Ghostbusters, the
game of the smash-hit US
film, is now available from

Activision on the '64. Spec-
trum and MSX machines at
£10.99 £999 and £11.99 re-
spectively.

Ghostbusters  has  been
programmed by David Crane
ot Pitfall and Decathlon
fame and has been released to
coincide  with  the  film's
launch in Britain at the begin
ning of December. Activision
arc mounting & big publicity
campaign to promote the
game and expect it to go to
number one in the charts.

NEW GAMES
FOR NEW NAME

A new name in the industry is
Sterling Software who have
released three games, includ-
ing one title on the Amstrad
The latter is called Country
Cottages in which you play
the part of a landlord buying,
selling and renting property
to some loopy tenants. The
game is also available on the

Spectrum at £5.95 with the
Amstrad  version  cosling
E7.95.

Orpheus in the Under

F{'W'J‘?'.'l[f |'\ dr ilr(.’ild(.' ill;\-'_'i.‘nturL‘
on the Commodore 64 for
£6.95 and Assignment East
Berlin is a text adventure for
the Spectrum for £5.95.

RELEASES

® Arthur and Tel celebrote their tronsition to the home micro [see

FIVE FOR MSX

Mr. Micro have converted
five of their titles to run on
MSX machines. Crazy Golf,
Humphrey, Cubit, Zakil
Wood and Punchy are all in
the shops now and change
hands for £6.90,

THREE CONVERSIONS
Mogul are converting their
Commodore 64 titles for the
Amstrad. Fire Ant is available
now while Zeta 7 and Mur
phy are expected to be in the
shops soon. All three games
should cost £7.95,

ThE (GARKE (OF DEADLY DRFNG

BATTI.EGAIIS

WAR GAMES
Games Workshop. the people
who first introduced the role
role-playing  board  game
Dragons, are moving into the
computer games market
Their first releases, Battle-
cars and D-Day, should be in
the shops now for both the
Spectrum and Commodore
64 at £7.95

d%’
24
%ﬂi WESUVERRENEDE

Battlecars is set in the year
2081, The player has to build
a car, arm it and then take on
a hostile warrior. D-Day is a
two player war game set dur-
ing the Normandy landings of
1944, The players take Ger-
man and Allied sides and
move their forces through a
63 unitscrolling map.

TV GAMES

DK'tronics  have  launched
Home Sweet Home, a game
featuring  those  cartoon
favourites Popeye, Olive Oil
and Bluto. The game casts the
player as |Upt}.L, and takes
place on a building site where
he is trying to build a home
for Olive and Sweet Pea.

The game is available on
the Spectrum, Commodore
64, MSX and Amstrad
machines at £5.95.

DK'tronics are  planning
the release of several more
games based on popular TV
and cartoon characters. In
the new year we should see
games inspired by the Thames
programmes  Minder, The
Sweeney, Benny Hill and
Rainbow. Also appearing will
be a game starring Hagar the
Haorrible, the
Viking of the comic strips.

In line with DK's new
strategy, all these games will

be released simultaneously
for the four machines men-
tioned above.

CHEAP TAPES
Mastertronic  have released
four more games, two are
conversions of Commodore

B4 pames for the Spectrum
while the other two are ori-
ginal games for the 64 and the
BRC.

Starace is the new 64 game
and Challenger is for the
BBC. The two conversions
are Space Walk and BMX
Racers. As usual, all four
tapes will cost £1.99 each.

beer-swilling

NOVEL PACKAGES
Century Software, a new
competitor in the games mar-
ket, look set to make a big
impact with their first re-
leases |
On the BBC they have The
Howse Lord, an arcade game
by Jonathan Griffin, author of
such BBC classics as Snapper
and Rocket Raid. In the
game you play the part of the
nobleman Aldric, who has to
survive ‘the Messenger's ride’,
armed only with his sword
and bow

The game should be in the
shops now and costs £7.95 or
£1295 with a copy of the
novel onwhich it is based.

On the Spectrum Century
are bringing out Legend, an |
adventure game based on the
fantasy novel by David Gem-
mel. The prr.};,mm comes in
two parts and the package
includes a copy of the book.

Legend features animated
graphics, 120K of text and
will be available at the end of
MNovember. The package will
set you back £14.95.

Century  have also pro-
duced three arcade games on
the  Spectrum Scuba
Attack, Tachvon Command
and Warlords —which should
all be in the shops now at
£6.95 each.

Commodore 64 owners
can expect to see Skyvline
Attack in the shops at the end
of November. The program is
a shoot-em-up scrolling
through twelve cities and
costs £7.95.
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Or play safe and choose
sowere in between.

BN At each level
 you're able to play
. either a friend or
the computer.

B (But be warned, it plays
a pretty mean game does the
Commodore 64).

You can also choose your
team’s colours, and those of
the opposing team.

B \\Vhich is great.
B |t means you can play for
Chelsea one day, and QPR the

next. Or Celtic, then Rangers.

AT RO

: b ad - ==Y =" i
Imagine that.
B Or you can play in your
pwn team’'s colours against
Liverpool...and thrash them.
B With International Football
you get all the atmosphere of

B O.K., so you like to think

you can play football like Pele.

Il \Well, now's your chance
to prove it.

With the best football
game that's ever been seen
outside of
Wembley.
I Not only is International
Football startlingly life-like, but
it gives you near perfect control
over the players.

B The ball's at their feet, and
their feet are in your hands.

You can kick the ball and
you can dribble it. You can pass
it or even head it.

B And every time you belt

WS (NTERNATIONAL FODTBAI

P T i )

OcGonre

a COMmMmm

COMPUTER SDFTWAFI!E there are seven

the ball into the net, the crowd
cheers madly.

B How often you score

depends on how good you are.

It also depends on the level at
whmh you choose to play.
Altogether

levels. From good amateur to...

well, good professional.
B You can choose the
easiest level of play, so long as

you don't expect a walk-over.

3 Or, if you fancy seeing
what it's like to play in
a Cup Final, then you can
always choose the most §
difficult level. |

a Cup Final spectacular in your
own front room.

The game is a real test of
skill, dexterity and speed, and
guaranteed to very quickly drive
you football crazy.

B Like all of our software,

International Football has been
designed to make the very most
of our hardware.

N Commodore software. It
costs no more, even though
there's more to it.

INTERMNATIDMAL

L
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spokeswoman Paula Byrne said: ‘That's great - our first
production run sold out in three days. Let's hope it stays there

till Christmas.’ : .
The most impressive new entry is Elite for the BBC, by far

Fon DAlE I the biggest selling game for this machine in months.
Leaving the competition behind in a cloud of dust is Daley  It's interesting to note the struggle for supremacy between
Thompson’s Decathlon, number 1 for the second month sales of Spectrum and Commeodore 64 games — Spectrum Is
running. Its success is no doubt linked with the huge stillahead, but the nextfew |]1=:mt!15 could just turn the tables.
popularity of Track and Field in the arcades plus the fact that  It's a shame about Manic Miner which,\ai[er well over a
the game is selling on both Spectrum and Commodore 64 — year, has finally dropped out of the charts — but thh. new
versions of the program coming out shortly it could yet make a
l

looking at just '64 sales, Ocean’s game is well behind its rival
versions: Summer Games from Quicksilva and Decathlon reappearance. L
This month's Game of the Month, Boulder Dash, is in at

from Activision. : . AL !
Meanwhile Melbourne House have soared to number 2 with number 39 - and if there's any justice In the world it should be
Sherlock — that's despite its £15 price tag. Told the news, heading for the top. Watch this space. el
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Skyranger -

between the

skyscrapers and

make the city a safer
place to live. 3D like
you’'ve never seen

before, showing what a
Spectrum is really capable
of with the right

Skooldaze -
the game that
has everything -
excitement, drama,
comedy, tragedy,
catapults . . . join our

programmer.
hero on a madcap romp
with your favourite £5.95
characters - the wicked
headmaster, the nutty professor,
the ancient history master (the
history’s quite old, too!) and, not Wheelie -
forgetting the swot and the school in February the CRASH magazine reviewers
bully. thought this was one of the most addictive
Speech bubbles, amazing games ever. At a rough guess I'd say they were
animation, great graphics. addicted to this game.
£5.95 £5.95

All for the 48K Spectrum.

Available from all good computer shops.

or direct from: MICROSPHERE COMPUTER SERVICES LTD,
72 Rosebery Road, London N10 2LA

patrol the air
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World leaders
Who do you think are the

world’s  leading  hardware
manufacturers? IBM? NEC?
Oric?

Wrong, wrong, Wrong.
Horace can now reveal the
startling truth. A top secret
press release on my desk
states that DK tronics ‘are ac-
knowledged as the world’s
leading hardware
manufacturers’, Well, it's ob-
vious when you think about
it. They produce a Spectrum
keyboard.

Crowther v Gremlin
Yes, chums, I bring sad tid-
ings. The happy marriage be-
tween  the  famous  Tony
Crowther and up and coming
Gremlin Graphics has not
lasted. After leading, in re-
cord time, to the joyful birth
of Potty Pigeon and Wanted:
Monty Mole, unhappiness
and strife have set in and, at
time of writing, divorce seems
acertainty.

The separated parties are
now wrangling over the cus-
tody of Crowther's latest
offspring Swicide Express, a
hit in the last issue of PCG but
so0 far not released. Alas, 1
hear the bust-up has resulted
in that excellent program
being whipped off this jour-
nal's cover cassette at the last
moment, pending resolution
of ownership of rights to the
game. | fear it could do even
worse and further delay the
game’s release.

lell me, someone, where,
oh where will super-star Tony
find & permanent partner?
Damned by fake
praise?
Flicking through the letters
being considered for publica-
tion in this issue, 1 noticed a
couple in praise of the much-
publicised Kokotoni  Wilf
from Elite. Intercsting as
these letters are they're not
nearly so intriguing as a letter
which floated into my mail-
box the other day from the

direction of Tyne & Wear.

‘Several companies,’ it says.
‘have recently started offering
prizes for the first people to
complete their programs and
Flite are no different with
their recent offering Kokoto-
ni Wiif.

‘However, after applying to
Elite for the prize, 1 was dis
pusted to receive a letter de-
tailing another competition
with the reward of meeting
Lee Majors. To win the
second competition you musl

be one of the first five to have
aletter published in a compu-
ter magazine praising the
game.

“This, in my opinion, is in
very had taste. Kokotoni Wilf
is in fact well worthy of
praisc. but I feel it should be
won  honestly  and  not
through bribery.

‘PS. If you decide to print
this letter, please omit my
name and address in case it s
misinterpreted as an entry for
the competition itself.’

Naturally | got on the blow-
er to FElite straight away!
Come on chaps, 1 said, surely
this isn't true?! Oh, but it is,
‘We only sent the letter to
people who had praised the
game to us,” whispered Elite.
‘But on reflection, perhaps it
was a little over the top”

I should say so! You will be
relieved to know that Horace
has made representations to
Ms Hemens and prevented
aforementioned praisc-letters
seeing the light of day in PCG

HOT GAMES WINNERS!

The Hot Games Competition in our September issue produced
an astonishing response. Out of the several THOUSAND
correct entries, the following 300 people came up lucky. Each

wins a copy of the game for their machine.

Pharaoch’'s Curse -—
Vic 20

Correct answers: 1. One trea-
sure 2. A poison dart 3.
Another screen

Russell Chowdhury, Mirdfield, 1 Robins
Southampion: Seott Beaton,  Aberdeen
Siephen Head, Morth Humberside: Alan
Parfitt. surrey, Stuart Monk. Farnborough
Po Shan Chung, Carlisle. Andrew Penrose
Humtington. John Bell Grimshy, Darius
Mills. South Humberside, Michael Ince
sulfolk, P C Cella, Cleveleys: Gary Beckent
Manchester. Paul Caines, West Midtands
Harley Piddinglon. Keddich: Ashley Grif-
fiths. Swansea. Robert Kingham. Heading:
Nick Pettitt, Cambridge: Kenneth Hannah
Blackburn; Csaba Zsinko, Kent, Robin
Levy. Exeter: A Jefferics, likley. Diean Mark
Knight. Cheshire Simon Watts, Sutton Cal
dfield, Charfes Bolt. Aberlour Paul Hud
son, Milton Keynes, D Williamson, Telford
Robert Oakes, Hertford, Kewin Jagues.
Aldershot: G MeLean, Cuckbield; BT Charl
ton. London: Malh Mehmood, Reigate
James Maoorcroft. Fremley. Steven David
Ashley. Leigh, Jason Bloxham, Farnham, M
M Masi, Blackheath, Darren Mussell
Cleethorpes, Adrian Tayler, Ussell; Lee
Webster. Sale: Jaymeen Patel, Beckenham,
Paul Bragg Manchestes; Mathan Rawli
son, Tewkesbury. Paul Lebrasse. lslewunh
Hawk Sweddon. Essex: David § Whinlle,
Baolton, Jeel Butcher. Norwich, Paul Maid
ment, Reacing Robert Creasey, Markheid
Chris teh,  Walthamstow,  Matthew
Bouch, Hoye, Roberl Kitchen. Bradford
Adrian Mardlin. Ayicshury, Gary Roberts,
[eshy: Spencer Broughton, Farnham Com
mon, Mark Lieberman, Homchurch, I
Copeland,  Doncasier. Simon  Suter
Enfield. Tommy Leggant, Blanivre Barry
Whatling, Re 5. Mark Jenkins, Nr
Bricgend, Adrian Payne, Nr Pet gh:
Alan Wheatley Banifshire: § Sattar, Lon
don. lan Adalja, Hythe, lain Waugh, Caith-
ness. Barry Gallagher, Nr Wigan:
Crow, 1=lingion; Neil Whittaker, Co e
Paul Montgomery, Grimshy, 5 Tolfrey
Croydon. Stephen Brand, Peterborough. |
M Padfield Fsher, James Carr Ipswich
Stelyo Siderides, London, David Merry
Broadwell, Gary Males. Reipate Glenn Tur
ner, Tetenhall lot Mair Banchory: 8
Renshaw  Cosgrave.  Andrew  Hedley
Northumberland. Robert Gudger, Presion
Murtyn Hooton, Wellinghorough, Graham
Hunt. Lowestoft, 1) Wisniewoki Gwent;
Jamie Starr. Deal: John Chihan, Middles
borcugh, Stuant Wesion Alfreten,  lain
Bradbury, Cowdenbeath, Michael Gurney
Knchwarth, Clive W Lewis, llanclli: Mark
Barron. Cambridge; Allistaic Brown, Cleve
land, Michelle Rosoman, Nr
joseph Fernley, Wembley. Drarren West
Northampton,  Graeme  Reid,  Ayrshire
(wain Jones, Ammanford. Andrew Press
land, Little Paxton; lan Atkinson Peterbur
pugh; Graeme Clark, Littleborough

Quo Vadis — Com-
modore 64

Correct answers: 1. A sceptre
2.383.46

The winners: J Maorgan. Barry, © |
Cheverton, Islc af Wighi, James Moon,
Totton: Gavin Richards. Bromley, A Whall,
Worwich: B Hindle, Lincs, David W Astle,
Aughton: Lukhuinder Kaur, Newsastle
upon Tyne, Sean A Harvey, Ciml: th
Stephen Foxwell Essex: Peter Young, Mo
. Tony Almond, Londen: Graham
Hitchie. Aberdesn. Michael Peters, Dudiey,
David B Coles, Madenhead, Maleolm
Bergh, Enficld. Peler Martin, Tyne and
Wear lan Gay, Wesi Denton, David Pollitt,
Merseyside: Tan Ross, Cardiff: Steven Gill
Kenley: Meil Bateman, Hull, Stephen Ben-
netl, Prestatyn: Mark Richwood, Waltham-
stonw: Mark Kilby, Preston, Paul Morris, Nr
Bolton Tan I Roberison, Sunbury on
Thames: R Smith Fracknell, Simon Eyre
Sheffield;, Andrew Muorrs, Southborough
Al Yildirim, London, H Skingley, Cambs
Paul Towey. Luton; Simon Moom. Lincs
Chris  Fastwoad.,  Shilien Andrew
Shepherd, Shipley. Alex Peat Twickenham
K Hamer, Reading. Simon Michael Eire
Simon Dudley. Staffs, Gary Walker. Glas
gow: Mark Diewar Manchester; Tim Dodg-
son, Cheshire, Mark Hoskisson Manches
t ary Wesley. Scholing Stephen Marsh
Cilasgow Stephen  Fairley, Craigavon
Michael Escolme Bowerham; P Taylor
Heok: Simon MeGreal, Chorley, Chris
Graves, Kent, Raymond Friel Bishop
briggs, Alex Baines Cheadle: Andrew |
Bargoot, Huddersfield. John  Lightfeot,
Sale: Matthew Beynon Swansca, Michael
Roberi Hill Walkergate Dean Baines
Dardington;  Chris Heath, Hinckley, ™
Sewell, Inverness, Justin Welber, Watchet
Philip Roscoe Wakelield, David Lowe
Leicester: R Fenton, Tamwnorth, A Ward
Halesowen; Robert Notman, Thornaby,
Philip Carson, Basildon: | Wilding. Ske
mersdale. Keith Ghrist, Ickenbam, M Bax
ter. Montrose; Paul Bartkett, Mlymouth
Greg Harman, Ashford, Gerard Day Long
Eaton: Mark Groves Linthorpe Mark Van
Eikeren, Holland: Malachy Keenan, Bel
fasi: David Yenner, Middlesbrough Martin
Randall Clayworth; B Goff, Stevenage
Robert MceAvliey, Whittey. Andrea Journer
Wilienhall, Lee Gilbert, Eristol, [uavid
Smart. Ashlewnrth: Robert Siddall, Haro
pite, Tommy MeDermid, Greenock; Domi-
nic Beglan, Penrith. Christopher Hollinds
Shirley, Simon Gibson, Mewcastle upon
Tyne, Andrew Minshall Wakeficld, Brian
Hewitson, Fairfield, Andrew Campbell. Kil
barchan, Michael Wellstead, Bolion, | Duf-
ty, W Midlands: Nieholas Anderton, Ship
Jey: Marcus Head Totton, R Hindle, Lanc

Havanl; Peter Jinman N
Adrian Sparkes, Chadwell St Mary

Beaky and the Egg
Snatchers — 48K
Spectrum

Correct answers: 1. Fggs 2
Froogle (or nitrogen bombs)
3. Green worms

Scoti Liddell, Ediburgh Gregory King
hamshire, 'Iunulhm_l Cook, Dreat

Fleich
| el

“unihorpe. Charles Pratt, S Paul
Maotiley. Liverpoal Alan Burns, B rook:
Sarjw  Methra, Norwich Christopher

Whitham, Norwich Patrick Powell, War
lew: A Guess, Nr Hitchin, Paul Wadsworth
Southampton. Richard Tinmer  fristol
Richard Beattie, Midlothuan, 5 Marchamt
Seaham;  Michael Cuane, Monkslown
james Goodwin, Bradway, Craig Baldwin
Dunstable. Buco Taschner, Amsterdam
Jason Kilner, Barneicy: Kevin Reith. Fife 1
Edwards, Gwent; Neil Waterhouse, South
way, Andrew Hill. B m. Peter
Arnold, Ashiord, Alan % Milnes, Glen
rothes, | Tolbott Bromsgrove S Sperrin
Avon, Michae! Bowditch. Scemerser. Elout
de Kok, Hoogeveen, Holland, A Cope.
Podters B 1 1 Huckley, Allenton: D]
Muithews, Eastwood, Tony Lines [Dunst
able: Martin Tague, Derby Selvic Anandasi-
vam, Pu Far: Kevin Spear. Lincoln Lee
Windley Hughy. Nathan F Abraham, New
por, Mathew Fletcher, Oxon; Julian Cnoc-
ford Tadley, Paul fenes, Wr Lisa
Platton, Twickenham Gary Welch, War
minster Edward Thompson, Blackpoo!, Pe-
ter Williams, Powys 13 James, Mickleover
John MacCallum,  un ¢, Gordoen

1o John Davis, Hichin | K
o Matthew Mates, Mal
meshury, Steve Platt. Enficld, Jason Dun
slan wd, Richard Gough. Chip
peham:. Robert Doubble, W mkledon
Graham Hoberts. ™ . Andrew Sippits
Tamworth, Craigie Smith. Edinburgh, Mal-
colm Crawford, London, Andrew Camp-
beli. Edinburgh A Latif, Liverpoal: Dravid
Young, Heaconsfield Mark Hamblin, Lip
minster M Portleck  Birmingham; Chns
Haookes. {lwyd. Andrew Adwick Devon T
james, Hilsea, Martin Dean, London. Gar
reth Cashman London Edward Sharples
Chrpington; Julian Hawkins, Son r
Holden Bo Philip Page Hel
Waad ™r Do e, Steven Jewkes Tam
worth, Michael Branson, Canhff Bradley
Mabbutt. Oxfordshice, lan Bartram. Liver
ool Nicholas Barnett, Easterion; Sumil €
Hanmal csler: Richard Heap, Leices
wershire. Steven Toovan, Hothwell Daniel
Marc Freeman, Crawley Paul Keightley
Andover lan Banerofe e Nelson 1Y Hig-
gott Newhury Matthew Broaghton, L
minster Robin Dallison Walsal; Richard
Dighy, Gosport, Joseph Snow Welshpuol
Richard Moertimer, Oslonl, Michael Jack-
som, Whitch '
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KERIAN |50UFTWARE 2
GRAB A PIECE OF THE

MOTORCYCLE
CRAZY!

'\“Smclrum 45K

I Motorcycle Crazy! 1s a graphic adventure where

you, as the cenfral character, must tind the AWARD
and return it safely to Anel Castle. Unfortunately for -
you there are several pitfalls awaiting!

-
E 5 95 Meltdown is a new classic in arcade style games

for the 48K Spectrum! This totally onginal game
sets you in the not-too-distant future, where your
task as service engineer for ACME Nuclear
Reactors, is w0 prevent overheating of the reactor
an the planet Haras

£595

The Crystal Frog is a traditional adventure program for |
the 48K Sinclair Spectrum. You play the role of the main
character, with the computer acting as your eyes and
ears The object of the game 5 10 tind the fabulousky |
valuable Crystal Frog and return with itintact. It will not
e easy!

£8895

Your mission, should you decide 1o accepl i1, 15 10
powithin the KGB': xnghold
Fas réelufned

pur AE

PELIC TPATOP .cr

LIH ¢ 1 ek ERHOTD

L T BOBAHIA » be and

DISTRIBUTORS

\ Terry Blood Dist.
e E xpress Marketing

Q\\' LVL

Wayferer

Vanguard

HE TOTINCR AR 12

HEY FI“.[HU"-“' 1=
”H,,.-'

—
enclose a chegue PO, for £ made payable 1o [KERIA?‘ LI LIMITELD
I Dealer enquires welcome
MName ..
Addd
29 GISBURN ROAD
HESSLE
Flease send RIS A8 NORTH HUMBERSIDE

atic e . HU13 SHZ
Telephone (0482) 643786

Chequeas 0 s made payabie to Kenan L K. Limited ;
Cheques and F.0.'s made payabie to Kenan U imitec Telax 527619 (Keran]
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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 W1 A 2ZHG.

SPECIAL REQUEST

Door-stop swop

I write after having been con-
verted to your magazine from
another famous magazine
which deals with Computer
and ----- Games. Anyway, this
mag dealt with similar topics
as the ones you deal with, but
the standard was not up to
scratch. Not only did it deal
with its readers like illiterate
morons but it would not rec-
ognise good games when it
saw them.

Now, flicking through the
pages of other magazines in
my newsagents, your's caught
my eye. A healthy section for
reviews, Horace's gossip col
umn and tricks and tips are
just the highlights of your
magazine

However, Barrie Ellis near-
ly ruined the October issue
for me. Now Mr Ellis, some
how | would rather not use
my Spectrum as a door-stop.
The spectrum keys may make
vou sick but your lack of keys
tends to make me rather pale
also. I would not go as far as
to say that the VCS is only for
maonster zapping idiots, but if
Icould program it | would

Many more people in Eng
land have found the Spece-
trum better value for money.
Which I am afruid to say
would relegate my VCS {if |
had one) to a doorstop
Mavbe Barrie, we should

swap doorstops,
Peter Winch,
Sussex

Quo Vadis — nearly
finished!

Although I've only had Quo
Vadis for my '84 for three
days, 1 think [ should have
solved it by next month. I've
already completed  almast
half of the map accurately
and found some of the rid-
dles. Take for example -

I bought the first issue of PCG
way back in Summer '83. 1
mainly bought it for the bright
front cover. What was inside
was 0K, but [ still carried on
getting  ‘Your  Computer’,
However, in February "84 you
offered a flexi-disk. 1 bought
the mag and played the disk -
to my dismay, the disk was
already scratched so it
wouldn't work. It didn't mat-
ter though because | liked the
mag. .I have bought every
issue since,

| own a Vic with a switch-
able 16K Ram, so I can use
nearly any game. However, |
think we Vic owners have
had a raw deal. Three hits
since Feb "84 and that's not
good enough. I have not yet
seen Perils of Willy but by the
time 1 do, it should be Game
of the Month, from what 1
hear.

Just the staggering feat of a
16K Vic having 33 screens
crammed into it is amazing in
itself. We Vic owners live in
the hope of having just one
Game of the Month poster on
our walls, We shall just have
to wait and see.

You can also bring back
free gifts, since we haven't
had any since March. And
what about Human to
Human and Vic listings
{where are they?). Take out
Final Conflict (a load of bor-
ing tripe) and Commander
Chance {what a Wally!).

Now, The Great Micro De-
bate published in September
‘84 was so funny that my Vic's
wires got crossed, its chips
got scrambled, and its CPU
lost a screw!

But seriously, it's the first
time we've had a PCG Special
in ages. I am a PCG veteran, |
can remember the PCG

Special days when Peter
Connor decided which King
was King, unscrambled the
scrambled and took a shot at
the sports simulations. Why
are there no more?

You could decide which
Q-Bert was G-reat, which
Olympics simulation took the
gold, which flight simulation
really took off, which football
game ran away from the
league, which  Pac-Man
found its way out of the maze,
which Galaxian swooped to
push the others aside, which
Defender kept them all at bay,
which Dig-Dug digged the
deepest, which Miner got the
China, which monster wasn't
a plonker, which Pengo
crushed the busiest bees, and
which Frogger out-jumped
the jogger.

Got the message?

Dean Knight,
Stockport

Youwll be glad to know
Dean that Perils of Willy is
revicwred in this very same
issue. Sorry! It's not Game of
the Month — maybe another
time? Well then laddy, what
do vou think of this free gift,
good innit! Human to Hu
man was voted out by our
other readers, perhaps you
should talk to  them,
although some might be
rather annoved by the sug-
gestion that The Final Con-
flict had something to do
with the inside of an anim-
al's stomach. As you prob-
ably know, Commander
Chance has copped it so
there’s no problem there.

How did you like Maggie
and Ronnie, does it live up
to those previous PCG Spe-
cials? OK! We got the mes-
sage!

Binary indccisions
Between silent
Beginnings and
Quiet Terminations

I'm not going to tell you
where any of them are, so
vou'll still have to find them
yourselves, but at least you
can make a start on trying to
find out what they mean

As for staving alive there's
no problem. Stay near the
door to the cavern and keep
shooting the monsters. When
they get too close for comfort,
step back into the safe area
causing them to disappear in
a puff of smoke. Using this
method vou should be able to
wipe outl a cavern's contents
with minimal cost in strength
The other obstacles are Lava
Pits.

There are two types of lava
pit, each requiring a different
method to cross. Single, wide
pits should be jumped only
when you are right on their
edge (with your foot over the
lava!y. Multiple, narrower
pits need you to he in the
reverse state. Move to the
farthest side of the ledge from
where you want to leap, by
gently tapping vour joystick,
then jump {and hope for the
best!).

One last word on  pits
there is usually a longer but
safer way to get to the other
side of them use these
routes.,

Collect all the chests as vou
find them so that your
strength never drops below
50-60% and {if you are aftera
high score} you get bonuses
of thousands.

Theoretically T would have
finished the game hours ago
but (geez.. this is embaras
sing) my parents keep throw-
ing me off the family TV!
Mark Trower,

Nuttall
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Final disappointment
I am writing to say how dis-
appointed 1 am about the
final winning screen of Lords
of Midnight. After witnessing
most of the 4,000 locations
with brilliant graphics, 1 ex-
pected something special for
the last screen. Alas, when |
destroyed the Ice Crown,
pressed the Night key and

stared at the screen. all |
Cuu]d_ see was the line, ‘The
Ice Crown has been des

troyed. Victory to the Free!

No  graphics, no {lashing
screen, nooexciting anima-

tion. Surcly Mike Singleton
could have given us a better
deal than that.

Neil Holliday,

Cumbria

El rip-off

After reading your article in
Whispering Horace about
Gilligan's Gold by Qcean
and Murphy by Mogul. which
are virtually the same. 1 just
had to write to you,

These ideas are not original
at all, they have been copicd
from an Arcade pame called
El Bagrard wrilten by ITT
Electronics of Spain —in Mal-
lorca  they are in most
arcades. As Horace says,
‘Nevertrusta Yank'!

Andrew Jones,
Clwyd

Stuck in the
pipeline...

I am writing to vou to ask if
vou know how to get through
the 2nd “Pipeline’ screen in
the game Wanted: Monty
Mole. | can gel through every
screen up to that point. I've
tried  everything:  Jumping
into the coal truck, No! Fall-
ing on to the foor, No! jump
ing on to another platform,
No! So could vou please,
please tell me how to get past
that screen.

John Abbott,

Somersel

PS My mum says I've got as

much chance of this being

published as I have of com-
pleting Manty Maole!

WHAT! Mothers encourag-
ing our readers NOT to write
in. Could this be an
epidemic — will it spread tll
we've no letters to print?

Anyway, [fohn we don't
seemt to Rnow much about
the screen vou're talking ab-
out, 50 we'll have to leave it
up to other readers to help

Game beater

I've done it! 1 think I've just
braken the world record for
beating a pame! Let me ex-
plain:

On Friday 21st September,
I went to the PCW show to
have a look at all the wonder-
ful goods on display. At
around 2.00 pm, 1 bought
Zombie Zombie, the tfollow
up to the wonderful Ant
Attack, programmed by that
genius Sandy White,

On Saturday 22nd Septem-
ber, at about 9.24 pm, 1 beat
Zombie Zombie. Whoopee!
When you get through all the
levels, the computer flashes
up, ‘You've beaten us this
time human, but we'll get you
next time', while playing
Bizets ‘March  of  the
Toreadors’. You know, the
tune that backtracks all the
Findus French Bread Pizzas,
the one where it ends: *Suc-
cess on a plate for you.. '
Who is this loon? Am I the

4 ’ Hu FEEM
= 1 /REALLY STUCK UF
———— St WCE HE SOIVED
’HDIO&R.;HPH ZOVBE BIEE/
Fita‘isE‘ % .

first person in Britain to beat
this game, and is it the quick
est anvbody’'s ever beaten a
game?

Graham King,

Milton Keynes

Sorry  Graham, we've Ho
idea what the world record
for beating a game s
Perhaps one of vou out there
does

you. In fact, there’s a letter

from a Commuodore 64 own-
erwho's finished the game -
we're printing his  whole
address and vou can write to
himifyou like,

... but helpis at hand

I just thought | would write
vou a note tefling you | have
finished Wanted: Manty
Maole for the Commodore 64

When vou get the ballot
paper and all 14 pieces of coal
and go to your home, a poem
appears on the screen telling
vou that Monty Mole gets
arrested and sent to jail for
five years. Then it says ‘The
End orisit’,

Can you tell me whether
there is a follow-up to this
game? Also, if any readers
would like information about
The Hobbit, Revenge of the
Mutant Camels, Twin King-
dom Valley and Monty Mole,
would they please write to me
with a stamped addressed en-
velope,

P Mattison,
24 Love Lane,
Weymouth, Dorset,

Thanks Mr M, there's people
out there dying to know ab-
out these games. As faras we
know, there's no plans vet
for a sequel to Monty Mole,
but I'm sure the program-
mers have more heart than
to leave him in prison for all
that time!

Presentation
vsoriginality
I was reading through your
excellent magazine, looking

at your reviews, and in par
ticular the rating system you
use. The categories are just
about the best I've seen
(That’s the pood news -
Sam), that is, except for one
thing - Originality.

I'm not alone in saying that
when I buy a game 1 don't
particularly bother too much
about its originality. In fact,
some of my favourite games
arc arcade-clones. Anyway,
when  you say  Originality
what do you mean? For inst-
ance, offictal  adaptations
{like Atarisoft’s range) usual-
lv score 0 or 1 - but they are
the original’

A better category would be
Presentation. Under this you
could mark a game on how
good the packaging is, how
well the instructions are writ-
ten, has it a hall of fame? A
choice of your own keys? A
decent title page? This would
he far more appropriate and
interesting.

OK then, ta very much for
listening (er ... reading) to my
point of view and | hope you
take my idea seriously - or at
least ask evervone else what
they think.

Paul Gill,
Cheshire

Well evervone else, what DO

you think? We've had sever-
al letiers aboui the Original-
ity rating, but still think it a
necessary part of the ratings.
You say that we already
mention Originality in the
reviews, well, we also men-
tion all thase things you say
come under Presentation,
Paul Also, the packaging
and title page, etc. don'treal-
v figure when you're discus-
sing how good the game is —
Just how it looks, and we
prefer to tell our readers
whether or not they're likely
to enfoy the game. OK?

Computer-less
war-lord

I was going to write and offer
VO suggestions on improving
vour mag, actually T even
wrote an abortive letter with
suggestions, but it was a long
‘bug-ridden’  fetter, and |
couldn’t see 1t falling on any:-
thing but deaf ears anyway, so
it now resides ‘a la bin' as they

say!
Sadly, I'm computer-less
now (my brother the

OWNEr/Programmer/games
author extraordinaire, took it
with  him to  university)
though I'll have to carry on
buying your mag if | want to
be a Warlord of the Helix for
long.

Bet all you at PCG (and
readers at home and my
brother at Uni) are thinking
‘puor distraught unlucky hu-
man being' (though I'm sure
some would like to change
the human being part to crud-
er. crueler Things — | forgive
vou),

Yet, I'm not one to feel self
pity, I'll struggle on in this
‘Brave New World', trudging
on month by month satisfying
my lust for reading materal
on PCG and my regular com-
ivs (Not of the Beano/Dandy

genre)

Alas, 'tis time o say
tarewell to all you intergalac-
tic paming friends, and Long
Live the Commune-ists
Daniel (I Am a Red) Rhodes,
Bradford

There's not much we can do
for  you Damel, being
computer-less (Ugh, what an
awful word) all vou can do is
pray for vour samity fo re-
main intact and hope you'll
zet a computer in the festive
season. Meanwhile, play as
many of vour friends’ games
as possible and keep voting
for the Commune!
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DAMBUSTERS

Guide your bomber carrying the
famous bouncing bombs towards
the enemy's dams, Release the
bomb at exactly the right moment
and see it bounce towards its
target . . . but beware the deadly
flak — Good hunting!

., \
" ASSIGNMENT EAST
= BERLIN
- l‘: . .

STERLING SOFTWARE,
GARFIELD HOUSE,

86/88 EDGWARE ROAD,
LONDON W2 2YW.

Tel: 01-258 0066

STEALING SOFTWARE IS A DIVISION OF STERLING PUBLICATIONS LIMITED

COUNTRY COTTAGES
Two player strategy game with
‘Landscape Creation’ — a
revolutionary concept in computer
graphics giving an infinite number
of different scenic views. Buy, sell
» and let, and become a property

tycoon but beware fires, burglaries
d disgruntled tenants.

COMMODORE 64
ORPHEUS IN THE UNDERWORLD

How long can Orpheus survive the terrors of the
Underworld? In his search for treasure he will
encounter deadly fireballs, lethal birds, rolling
boulders and worse. 120 different screens of'
hair-raising terrors. A gripping arcade/adventure
game where your only defence is a steady hand -
and a strong nerve.




T'S YOURS!
THE PCG
CHRISTMAS

What?! A free C30 cassette with this issue of PCG?

That’s right — and wait till you see what’s on the tape! What
we've done is track down 10 of the hottest new games and
persuade their producers to give them to us in demo mode.

The results are amazing. Four of the programs you can
actually play. For example, Spectrum owners will be able to
spend ages trying to solve the first part of Danger Mouse in
tﬁe Black Forest Chateau, while Commodore 64 owners get
a complete graphic adventure in the shape of Eureka from
Domark — our tape contains one of the five separate modules
making up the Eureka package.

The other programs show off the games’ state-of-the-art
graphics, sound and action. You can gasp at the animation in
Black Knight, marvel at the colours in Strangeloop, chortle
at the action in Cliff Hanger.

Delay no longer! Just get that tape loaded.

cassette

For SPECTRUM ewners the simplest
method is to start by loading the first
program on the tape, Jasper! (If your casset-
te player has a tape counter, set it to zero at
the start of the tape.) When the game has
loaded, stop the tape. When you have
finished looking at (and playing!) the fas-
per! program, turn off your Spectrum and
then load in the next program (after first
noting the tape-counter reading).

If you repeat this process for all four
Spectrum programs, you will then know
what counter setting to turn the tape to next
time you want to look at a particular
program. If you don’t have a tape counter,
you must simply use the name of each
program with your Loap command, and
make sure that the cassette is rewound to
somewhere before the start of that program.

For COMMODORE 64 users, it's even
easier because we've already given each
program on your side of the tape a counter
reading. Simply rewind the cassette to the
start, set the counter on your Commodore .
cassette unit to zero, and then wind the tape
on to the required position before loading.
(N.B. These positions are only approxi
mate).

BBC owners will find their program at
the end of side 1 of the tape. The exact
position is marked by a voice-track
announcing the program.

- [=F % -4 (ol o b ul S5 = =3

@4 teaser from the superb Boulder Dash

For 48K Spectrum by Derek Brewster

FHNLNIAOY

10 stunning demo program:so

MEGA-GIFT

Jasper!
by Micromega

To load, type LOAD “JASPER”

After a string of successful 3D games
{Death Chase, Full Throttle etc), Mic-
romega have switched direction and
come up with a great arcade-adventure.

The demo on our tape will show you
all 22 beautifully colourful screens com-
plete with the brilliantly-animated
tigers, rabbits and other creatures which
populate the game. Even better, you will
actually be able to PLAY one of the
screens — a real teaser, which cleverly
demonstrates the game’s challenge.

What you must do is take the part of
Jasper, 4 lovable mouse, collect certain
objects on the screen, such as an
umbrella and a can of weed-killer, and
work out what to do with them.

Controls are as follows:

Acright, Sileft,

1-5: use object in box 1-5,

6-0: music on/off,

Y-P: jump/up,

H-Enter: crouch/down,

B-Space: pick up object,
Q-T+1-5: drop object in box num-
ber1-5

To swing on a rope you must jump
toward it and then hold down the ‘pick
up' key to grabontoit.

Incidentally, the program uses a spe-
cial loader, so don't be surprised if the
border goes a different colour. Once
loaded, pressing any key will allow you
to start playing the screen.

48K SPECTRUM

Strangeloop
by Virgin
Type: LOAD “STRANGE”

This brilliant new arcade-adventure was
declared a hit in our last issue, It features
a mysterious robot-factory with some

l
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PCG Special

- some fo play, others to gasp at

240 different weird and wonderful
rooms. (See our greal map on pages
130-131.)

48K SPECTRUM

Danger Mouse in the
Black Forest Chateau
by Creative Sparks
Tvpe: LOARDDMB FC”

This is the follow-up to the very success-
ful Danger Mouse 1n Double Trouble.
And whal a great program it is. In fact,
it's unigue. It's an adventure, but one
that’'s ‘menu-driven’ so you don't have
to type In instructions.

The program on our cassette allows
you to actually play a sizeable chunk of
the game involving some 20 differcnt
locations, each with its own illustration

In each location, the situation facing
Danger Mouse is described and several
choices are flashed onto the screen.
Using a joystick or the keyboard, you
select one of the choices - and the
program will respond accordingly.

: 48K SPECTRUM

Backpacker’s Guide
to the Universe
by Funtasy

Type: LoaD “guide

Fantasy's hero Ziggy must explore the
256 locations of a strange planet sear-
ching for creatures to help him save the
UNIVETSE.

Trying to work out how to get the
creatures back to his space capsule pre-
sents him with serious problems be-
cause bringing most of them into con
tact with cach other will have disastrous
COMSEQUENCEs.

The game uses two different prog-
rams, one of the actual game, the other
‘the Backpackers Guide' — a galactic
encyclopedia oftering valuable hints ah-
out the behaviour of each creature. The
program on our cover cassette will show
vou screens from both the game and the
guide. It includes some extra pages of
the puide written exclusively for us,

- COMMODORE 64

Boulder Dash
by Statesoft

To load, wind the tape to 000 and press
SHIFT/RUNSTOF

Our Game of the Month in this issue
read the review on pages 85-88 and
vou'll get the impression we're pretty
excited about it. Dead right, we are.

Once the program has loaded, pressing
F1 will display a menu at the bottom of
the screen. You can select different
caves Lo view by pushing the joystick left
and right Pressing the fire button will
then allow you to view the cave selected.

COMMODORE 64

Black Knight
by Interdisc

To load, wind tape to 047 and press
SHIFT/RUNSTOP

Here's a game which breaks new ground
in animation. Load up the program on
our cassette and you'll see the mosi
realistic sword-wielding knmight you've
€VEr Seer On d micro

What's morc our program allows you
to actually play some of the pgame's
stages. For example, the demo starts
with the knight galloping across pitted
terrain and you must use your joystick
{in port 2) to keep him alive. You can
speed up the horse, or slow it down, by
moving the joystick left or right, while
pulling toward you gets the horse to
jump.

If you fail to clear all the pits, the
program will show you, in demo mode
only, two more screens from the actual
game. Then you are returned to joystick
control for an attempt Lo jump across an
on-off waterfall. This time, because the
knight has dismounted, you jump using
joystick up. If you succeed you get vet
another screen ofaction,

Evreka
by Domark

To load. wind tape to 096 and press
SHIFT/RUNSTOP

Oh boy, are you in for a treat! The
program on our cassette 1s actually a
complete adventure game which you
can play for hours! It features over
60 locations, complete with some very
attractive  graphics,  ammation  and
Music.

The game is one of five modules being
sold as a single £15 package to make up
the game Ewrefa. Each module 15 set in
a different cra - the one on our cassette
is in ancient Rome. The idea in each
module is to find part of a crystal which
must be reassembled to prevent the
earth heing destroyved

In each module you must try to
uncover words which are part of a secret
phrase. Each module 1s accompanied by
a riddle and an illustration which
should together allow you to discover
the rest af the phrase,

COMMODORE 6

Cliff Hanger
by New Generation
Software

To load, wind tape to 132 and press
SHIFT/ RUNSTO

Another brilliantly original title — this
one's a PCG hit in this issue. [t brings to
yvour micro all the crazy fun of cartoon
action.

Our demo program shows what hap
pens in some of the 30 screens. We
know it'll have vou chuckling — and
playing the game itself is even more
entertaining because you have to work
outwhat to do on each screen

COMMODORE 64

Storm Warrior
by Front Runner

To load. wind tape to 188 and press
SHIFT/RUNSTOP,

A PCG hit in our last 1ssue — looking at
the demo on our cassette you'll soon see
why.

Our program will show vou all six of
the game's stages featuring a warrior
wielding a light-lance pitted against evil
[Orces.

In stage one he must deflect an energy
sphere past the evil guardian. Stage two
has him fighting a barbarian on the
Bridge of Eternity. Next he fights a flock
of birds, while being carried on a carpet
to the Island of Doom, Here he enters
the Shaft of Darkness, where bats, de-
maons and boulders must be fended off

Stage five 15 a multi-screen cavern
where he must take on scorpions, barba-
rians and energy clouds. All of which
leads to the final stage in which the
lance is used 1o bounce off the walls and
strike at the skull in the centre

BBC

3D Wars
by Aardvark

To load: cHan"3D Wars”

Here's the latest game from top BBC
programmer Orlando, author of such
classics as Frak!and Zalaga.

Our demo program reveals the quality
of the graphics, which, as usual, Orlan-
do is not modest about. “Far better than
anything of the kind on any micro,” he
suggested.

Before vou scoff, load up the tape and
see for yourself! It's simply amazing.
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S SIEGIN

THE ARCADE WINNERS

U.S. Gold is stocked by
(J22 ) F £, WILDINGS
WOOLWORTH, WHSMITH,
Rumbelows
B Spectrum Shops

* Plus a head-spinning Soda Bandi! Bonus
Round Awesome color-packed aclion
graphics Jusl try lo keep your cool as hol-
headed, crazy customers biitz your bar

gt Birmingham B7 4LY. TE B0, Telex: 337268.
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SPECTRUM 48K

The first ever true arcade adventure
Mega-game for the 48K Spectrum, featuring
a playing area of more than 1000 screens.

(GsH)

Speetrum 48K £7.95 on Turbo Cassette N -__./

Available from good « |ann1||l wher P In ¢ fdﬂ ully in obla conlact us
on the number b I “ .’L I.h sed Eeale:: order d iyl I:.MILI t %al

The Edge, 31 Maiden Lane Covent Garden Lnndnn WC2 Tel: 01-240 1422.‘73?7 Telex: 892379
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Alpha House, 10 Carver Street,
Sheffield S1 4FS. Tel: (0742) 753423




48K SINCLAIR ZX SPECTRUM
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“UNDERWURLDE" 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 THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485




48K SINCLAIR ZX SPECTRUM

“KNIGHT LORE” 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 THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485
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' imme a Wico! Okay Santa, so
Gthey cost a mint; but for my
money they're the best joys-
ticks around. And the joy of owning a
Commodore 64 is that I don’t have to
waste my money on shoddy joystick
interfaces — eat your hearts out, Spec-
trum owners!

With £50 to spend, I could go the
whole hog and splash out on a Track-
ball for around £45. This ultra-smooth
unit really looks the goods and is great
for 3D space games. Unfortunately it
isn't quite so hot on platform games,
where a joystick really comes into its
own. Much as I'd love to have a ball, I
think it's a bit of a luxury — joysticks are
a lot more practical,

So it looks like being either the
famous Red Ball or the even more
famous 3-Way. They both come out in
the £23-25 range with the Red Ball being
about £2 cheaper.

These sticks are really well made with
firing buttons on the top of the shaft as
well as on the base. There's a switch to
select whichever button you prefer.
Frankly, I don't think there’s a lot to
choose between them, but if you like the
option of swopping the handles then go
for the 3-Way.

Saving a couple of quid and shopping
around gets me the Red Ball for £20,
leaving £30 to spend. Now normally I'd
£0 out and waste this on the latest hot
releases, but Santa insists I spend it on
peripherals, so what else should I get?

Well, I could either go for a lot of little

gimmicks, like screen wipes and things,
or something big. Luckily the new ver-
sion of the Currah Microspeech Unit
for the '64 just falls into the £30 remain-
ing, with 5p to spare.

The only drawback with a Currah on
the '64 is the lack of software for it, but I
expect this will soon change. The advan-
tage of the '64 version is that it offers
more power and flexibility over its poor
cousin on the Spectrum. '64 wins again!

The hottest innovation is that now
you can just type in ordinary English
without messing around with silly spell-
ing. Of course the Currah doesn't always
get it right, but for difficult words you
can always revert to the old phonetic
spelling.

Well, that leaves me with 5p. Think I'll
spend it on a phone call to Clive
Sinclair. I want to ask him when he's
going to make a decent computer.JJ

WHISPERING HORACE

'I've always been one for a spot of
fun, so the Wizard Joy Rom sound-
ed just the ticket for me. And indeed it
was: itallowed me to program just about
any BBC game for play with a joystick.

However, the ‘comprehensive fitting
instructions' could have been a trifle
more lucid. Unlike some of the chaps at
the club I'm no computer egghead.

Of course I needed an interface to go
with it, and what better than Wizard’s
own, which promises to ‘add a touch of
magic to your micro'? Plug it into the
analogue port at the back of the Beeb
and one or two players can zap away

with any Atari-style joystick.

For my joystick I selected the Quick-
shot I1. For a very reasonable price you
Eet a stick with a good strong grip, fire

uttons on base and handle, a very
sensitive feel and suckers to keep it, and
you, down to earth. It also has an
automatic fire-button, which can save
the less energetic of us a lot of finger
strain.

With these three widgits it was a joy of
almost mystical proportions to play the
BBC version of fet Pac.ff

FE: ui.. I've gota Lynx ... and an

Aquarius. OKAY, so WHAT's so
funny??! These machines looked really
good when they came out— how was I to
know that they'd reach the end of the
road sooner than your crummy Spec-
trums and '645?

Still, the Lynx market is pretty quiet, |
have to admit. However, | gather there's
a chap in Cornwall who's working on a
new version of Noughts & Crosses for
the 128K model. Only trouble is, I've got
the 96K machine.

Anyway, thanks for the £50 Santa.
Unfortunately there isn’t much in the
way of peripherals around for the
machines 1 own that I haven't already
got. If anyone knows of some for the
Lynx, perhaps they could let me in on
the secret. As for the Aquarius, well it's
still in its box.

Think I'll hang on to the £50 and put it
towards an Oric and ... okay ... WHAT'S

so funny??!Jf

Eight micro-maniacs reveal what add-ons they

Dick ‘Mutant® Zapski,
owns a CBM 64. Melts a
joystick a week. Was
once heading for 200
million on Revenge
when the local power
4 station cut off the supply.

W. Horace. Owns a
{ BBC. Leaves a sheet of
lavender scented paper
in the PCG offices each
month containing the
‘Whispering  Horace'
column.

B Tommy Turnip. Owns a
B Lynx and an Aquarius.
Usually to be found in
(8| tears somewhere in Las-

g kys... or try Dixons. Has

ﬁ- ¢ useful tips on which
WSS machine to buy next.

‘d ask for if Santa offered them each
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ch a£50prezzie.

PCG Special

KATE O'HARA

[ Since I'm the only girl around

here, I think I'd just like to point
out how typically male it is to waste all
your time arguing about which compu-
ter is best.

Especially since it's obvious that the
Electron comes out on top — with the
exception of the BBC of course, but then
who's got £400 to spend .. ?

My £50 starts off by getting me a First
Byte joystick interface. I had a look at
the Plus 1, which also offers an R8232
printer port, but it was far too expensive
at £59.90.

The First Byte costs £24.95 and it's a
beautifully designed unit that plugs
straight into the expansion port. It can
be programmed with the aid of a simple
taped listing to suit most games.

Pity it's only got one joystick port, but
then no-one ever wants to play with me.
Not — I should add - because I'm a girl,
but because I always win,

That leaves me £25.05. Obviously the
next item on the list is a joystick.
Personally I don't rate the Quickshot
very highly — I find it a bit too soggy in
operation. I like something with a firm
feel to it — like the Suncom Tac 2.

In fact, I think most of the Suncom
range pretty pood. They may cost a bit
more (the Tac 2 is about £17) but they
definitely score on durability which is
what it's all about.

So I think I'll spend the £8.00 left on a
day-return to London. One trip through
the computer shops in Tottenham Court
Road, and I'll have saved myself the fare

in discounts. That's smart thinking for
you, but then of course I don’t belong to
that half of the human race who seem to
be mentally defective — men!jJf

GERRY HACKER

r Thc more | use my Spectrum, the

more 1 realise how infinitely su-
perior it is to other machines. There’s
just one slight catch — the keyboard. 1
have to admit that some of these re-
placement jobs with full-travel keys and
space bars have got me interested.

To start with I was drawn towards the
DK'tronics keyboard for around £45,
which makes it a wee bit cheaper than
most of the other offerings. Unfortu-
nately this item was a bit disappointing,
The keyboard rattles and the whole
thing looks as if it had been churned out
by some second-rate plastics manufac-
turer in Hong Kong.

1 then tried out the Lo-Profile from
Advanced Memory Systems. This is
about £5 more expensive than the
DK’tronics, coming in at £49.95, just
under the magic £50 mark. Is it worth
the extra?

Oh boy, yes it is. You have to take
your Spectrum’s innards out of their box
and refit them inside the Lo-Profile, but
this isn’t as difficult as it sounds, though
it will of course invalidate the warranty.

The keys are nice and responsive, and
don't jiggle annoyingly from side to side
as they do on the DK’tronics.

Ah well, that's my £50 gone, leaving
me with a measly 5p. If I'd had more
money | would have looked seriously at
the Saga keyboard — a really excellent
unit for around £59. There's also the
Stonechip keyboard which includes a
built-in BEEP amplifier. I haven't
actually tried out the Stonechip pro-
duct, but at £59.95 it could be quite good
value. Jf

Vic Penniless. Saved
4, | for three years to buy his
| Vic and wouldn't part
| with it for anything...
| well maybe a pint of
" | beer. Secretly hankers
1 after a Commodore 64.

B Jimmy Sinklair. Spec-
T\ trum owner. Rude, ob-
a T noxious, and an expert

Can poke out each indi-
k&<l vidual sprite on Afic
8 Atac. Does not wash.

Kate O'Hara. Electron
owner. Terror of the loe-
al arcade. Top scorer on
every game except Kong
which she won't play

fl because she finds il
offensive.

Gerry Hacker. Spec-
trum owner. Computer
author. Spends all his
*| money on Word Proces-
sing packages. Can't use
any of them and
==pi/ 0 cul/paste.

The Right Honourable
Bertie Byte, Spectrum
Sowner, filthy  rich.
‘anted an IBM but the

4 and bought him a Spec-
# trum instead.
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_@eetahSoft presents...
PERILS OF...

BEAR GEORGE

A slory of high drama and daring deeds from the annals of our hero BEAR GEORGE —
can you help him survive ‘unbearable’ hazards in the forest and deep cold of the
mountains, and then live through hibemation?

SPECIAL
EDITION

for
COMMODORE 64
Available Now!

only £6-95

(Graphics shown above are as on Specirum 48Kk version.)
* Superb animation and graphics * Joystick compatible (Cheetah R.A.T.. Kempsion, Interfaces 1 and 2)
® Built-in surprise for the real glutions amongst you!

Available NOW on the Spectrum 48k, price £6.95 PLACE YOUR ORDER NOW!

||| sty iil.{'Jr W | |_ |r_i
24 "‘E:I-;,,-Ejirt-t-'l,
London ECIR 3DJ.
Tel:Q1 8334733 -




JIMMY SINKLAIR

'A!] those bigheads with Com-
modore 64s don’t impress me
with their joystick ports. 1 know which
machine U'm sticking with.

While we're on the subject. and since
I've just had £330 thrust into my sweaty
little hand, 1 think | might just pop out
and grab a joystick interface.

Frankly, I reckon it's warth spending
the extra cash on a programmable inter-
face. There are a number of these
around to choose from. One of the more
unusual is the Comeon from Frel Lid.

This gadeet looks rather tiddly, but in
fact the Comcon is one ol the casicst
interfaces to use. It's also the cheapest
progrimmable one at £19.95

A more compact solution is otiered by
the DK'tronics programmable inter-
face, but 1t will cost you an extra £3
Programming it isn't quite so simple, but
it's a small, unobtrusive unit and 1
suspect that it may be rather more
robust than the Comeon inthe long run

Kempston have just brought oul o
new joystick mterface that offers 3 sock
ets — 2 for Sinclair compatibility and 1
for Kempston/Cursor. This makes it
compatible with most games and gives
vou the valuable double socket option
an some of them, But it costs £19.93,
lhey do a cheaper version with only one
socket for £11.50, Of course vou won't
be able to use it with non-compatible
;-__’.'l['[‘lth.

O course there’s also the Interface 2
from Sinclair. but that's overpriced in
my opinion. So. in the end I'll go for the
DEtronics

When it comes to joysticks, I'll be
splashing out on a Quickshot 2 for
£12.93, You can forget all that fancy
Wico stulf, The Quickshot 2 has a rapid
firc switch that ¢nables vou to blast
everything in sight withoul wearing out
vour trigger finger. 1t may not be quite as
durable as a Wico but it's half the price
and it can last the course

Sothat's £22 95 for my programmable
joystick interface, and £12.95 for the
Quickshot 2, leaving me with £14.10.
I've an idea how I'll spend that which
My surprise you - a tape demagnetiser

There are o number of these on the
market, but the one 1like the look of is
from TDK. The cassette recorder 1 use
for the Spectrum is also used for music.
Oecasional use of a demagnetiser res-
tores those treble notes that cotton buds
cannot reach, and sometimes it makes
the dilference between a game loading
and a uscless tape

A demagnetiser sets me back £10.
leaying me with £4.90. 1 reckon that's
just about what a Commodore 64's
worth, so are there any otfers? Jff

BERTIE BYTE _

'Fur fun and games I've pot a Bur-
row 1000 Gigabyte  mimi-
computer, plus 10Mbyte Cheltenhams,
but when it comes o work [ find the
Spectrum runs just that teensy-weensy
bit faster and has more usable memory,

Of course it does have its disadvan-
tages — it doesn't heat the room quite as
well as the Burrow, and, more impor-
tantly, it doesn’t have very good sound
facilities — the Burrow can speak seven
different languages. T like a machine that
can talk back. so the Corrah Micros-
peech Unitlooks like a good buy,

The best thing about the Currah is
that you can use it with a respectable
number  of commercially  available
games and it's casy to program I'he
guality of speech varies from game to
pame, but there's no doubt that it adds a
hit of variety.

There's also @ speech unit rom
Cheetah, the Sweet Talker but there
1sn't much software for it it's difficult to
program compared to the Currah and
has less facilities.

The Currah sels me back E29.485,
leaving me with £20.05. [ might be
tempted to blow this on & Zeal Sound
Booster for £14.99 This is a rather large
and robust unit with an in-built speaker
for amplifving the Spectrum’s pathetic
BEEPing sounds

The Beep Audio Amplifier from
DICtronics has a detachable speaker
and performs the same function as the
Zeal for the same price. 1t is however
more compact and the sound quality is
hetter.

The Beep Sound from Saga is a little
doobry that vou fit mnside your Spec-
trum. [t invahdates your warranty (il
vou've still got one) and sends all the
Spectrum’s BEEPs to the TV loudsprak
er. Nice idea. Saga. but in practice it
doesn’t work quite so well. However, 1t
is compact — and cheaper at £9.49,

The trouble with all these widgits 15
that you soon discover that louder
BEEPs arc almost as boring as quict
REEPs, If only | had a bil more cash left
out of my £50.00. I'd go {or the DK'tro-
nics 3 Channel Sound Synthesiser al
£29.95, This not only gives you a BEEP
amplifier, but also an AY-3-8912 sound
chip which vou can easily prog
using the software provided. This can
give you some very nice sounds indeed

There are, however, only a tew com
patible games at the moment,

Yessir — sound is where iUs at on the
Spectrum as far as I'm concerned
Thanks for the Currah, Santa, and |
think 1'll hang on to the remaining
£20.05 until I can rake together another
£9.90 for the DK tronics sound synth, Jf

3 o i

cash from my dole cheques to buy
it. and that sort of sacrifice breeds a
loyalty that's difficalt to find these days.
And there are still some great games
coming out tor 1 scen Plaraolt’s
Curse? Pretty nifty. eh?

Well, it looks pretty niity on the
packaging, but Icantafford the memory
expansion to play it. But with an extra
£50 1 could really make the grade

The trouble with Vic expansions 1s
that they come in three sizes 3K 8K
and 16K, It's no good just walking out
and getting the 16K version because,
infuriatingly, some of the games that
only need 8K — or cven just 3K - won't
work with the larger expansion fitted.

The solution is to get a ‘switchable
pack that offers all three combinations
in one package. The one that delinitely
gets my  vole is the Vixen from
Stanechip. 1t's not cheap at £39.95 and
there's a unit sold by Commodore that’s
a couple of pounds cheaper. which |
haven't seen. However 1 ocan safely
recommend the Stonechip unit

That leaves me with just over £10 111
was buving the Vie now, I'd probably go
for the Stenechip cassette interface
that enables me to use the machine with
an ordinary cassette recorder. But firstly
I've already got the Commodore wnit,
and secondly it £14.95 which
together with the RAM pack puts it just
bevond my remaining tenner. |

Okay. | know it's not very original, but
Ill go for a joystick too, Unlortunately
£10 means I've got to go for something
pretiy cheapo, but that doesn’t neces
sarily mean that it has to be shoddy

Well, surprise. surprise. My local dis- |
count store stocks the Kempston Com-
petition Pro 5000 for only L9949 A
friecnd of mine punishes one of these
quite regularly and Ive been itching lor
one ob my own.

IUs solidly built, with two fire-buttons
on the base for either left or right hand
operation. The retail price is around
£1350 but as you can sce it's worth
shopping around.

There's another version of the Pro
5000 (not distnbuted by Kempston.
though) which uses microswitches. I'd
have preferred that one. but it comes out
a fow quid more expensive

The same goes for the Arcade - a neat
little joystick using microswitches that
comes in between £10 and £15 Again
it's just outside my range, but wurth
looking at if vou've got the cash

I've got 6p left. That goes into the
‘Upgrade to a Commodore 64 Fund
which currently stands at.__er... 6p. Ah
well.. one day.. Jf

'I'H stick by the Vic, | saved up the
i

COsLs
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PR All the action all the \
time as two people play ¥
& simultaneously. No waiting
for turns as you lay your next
; frap to try and outwit your
>)  opponent. The Black and White
- spies made famous by MAD" ;
Magazine search a variety of foreign o~ y-
embassies for the top secret briefcase, g (ag
engaging in hand-to-hand combat, and <8
chasing one-another through
different rooms. It's mad-cap
action against a friend or the -
computer in a different embassy ™

- —

o

ﬁ;.

layout everytime.

5+ ™ THE FIRST EVER
| TWO PLAYER ADVENTURE

-
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formy Commodore 64 (£9.95) casseTe

[QTY

Commodore 64 (£11.95)

oisk [ ]

| TOTAl

| enclose Postal Order/Cheque payable to Beyond, or charge my credit card

Card Number
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SCREEN TEST

"o doubt about this month’s Game of the Month — Boulder Dash
wowed them in the States and it certainly wowed us. Almost worth
buying @ Commodare 64 just to play it!

s a great manth for the Vic. Nat or‘||:,r has Perils of W.;J’J'y arrived fram
| Sottware Prcit}crs, but there's alsa a hit for thase without memory
expansion — Imagine wrote it but never lived to see its release!

‘64 owners can enjoy cartoon action in Cliff Honger or take on the part
of a slathful micro freak in Lazy Jones or a busy bill sticker in Poster Paster.
They're all great hits.

On the Spectrum, American Football scored a touch-down with aur
panel while Dark Star has the smoothest 3D space graphics yet.

Speaking of graphics, Block Knight on the '64 and Kung Fu on the
Spectrum are both worth a look - the animation they contain is amazing.

Meanwhile, who said the Drogon waos deod os for os gomes are
concerned? Back Track from Incentive is o wonderful 30 moze game, and
Yumping Yosser is pretty hot toa. The Dragon lives on.

Finally we're proud to carry our first hit on the Amstrad
Time. We predict it will be the first of many.

RATINGS

The originality rating appears to couse some confusion. It's a measure of
the extent ta which o game containg new ideas. The rating doesn’t really
apply in coses where a software house has corverted one of its own titles
onto another machine — where this happens we shall leave this rating blank.
All rotings are out of 10.

| GAME OF THE MONTH
Bowlder D¢

Roland in

HIT GAMES
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GAME: CATASTROPHE
MACHINE: COMMODORE &4
CONTROL: JOYSTICK
FROM: MIRRORSOFT, £6.95

Here's one of those simple games that's
really addictive. Playing against either
the computer or another person, yvour
task is to build up a block of flats to
withstand the various catastrophes that
occur.

You guide a helicopter, rotors spin-
ning, to where a barge awaits with a
block of masonry, pick it up and place it
carefully on the already laid base of the
huilding

Once you've done this you repeat the

process until, in mid-flight, you're stop-
ped by the warning of a major catas
trophe.

There are four kinds of catastrophe,
carthquake, flood, hurricane and elec-
trical storm, all of which are pretty
devastating. The way vou build your
block will determine what damage it can
withstand from each of the disasters

Audible warnings are given for three
of the four dangers, and the lighthouse
at the back of the screen flashes when an
electrical storm is imminent.

The scene is set at the beginning of a
day as a twinkling sun rises on the right
hand side of your screen and travels
across it. When it reaches the far left of
the screen the day is over.

Each day you are given a target to
reach, and if vou fail to do so a message
appears on the screen: 'Contractor's
Failure’, This tells you how many catas
trophe’s you've braved and how many
'pU'IILl‘_\ yiou lr{i.'ll'.

If you manage to complete six days
you receive a similar message of your
success. However, this doesn’t occur
very often, unlike the natural disasters,
which happen at least three times a day!

The one criticism 1 have is that you
can't get rid of the little nagging tune
that's played, without also getting rid of
the audible warnings. But for all those
budding builders out there I'd get a
contract out on this one

Samantha Hemens
==

S ol TR T
GAME: 7OMBIE-ZOMBIE
MACHINE: SPECTRUM 48K
CONTROL: CURS, KEMP, SINC
FROM: QUICKSILVA, £6.95

The follow up to Amt Attack using
Quicksilva's ‘softsolid’ graphics techni-
que has arrived and it's endearingly
titled Zombie-Lombie.

Youarein an ancient city and the only
things you have for company are the
walls, a helicopter and zombies!
Actually they are rather blobby green,
red or pink things and you have to kill
them, The only way to zap-a-zombie is
to get it to walk off a wall that is three
blocks high To this end yvou have been

provided with a helicopter in which you
can move bits of the walls about and
construct your own private zombic
plank-walk.

First, however, you have to get a
mindless monster in tow. Usually they
appear green but if you get too close they
turn a nasty red and start to eat you. The
only way to avoid this is to choose your
victim, charge up directly behind it and
pounce. It will become a bright shade of
pink and start to follow you around.

If vou put a wall between youand it, it
will be able to escape — so you have to
carefully lead it to your staircase up to a
wall. Then you lead it up the stairs and
along to a large drop at the end. with

every step scoring a point

Jumping off the end should make the
beast follow. plunging to its death
However any twists and turns in the
wall may allow it to escape as you leap
into mid-air. If the wall is too high you
will die as well and it's very easy to
twitch your joystick and jump
accidentally,

As in Ant Attack you can view the
landscape from four perspectives and
the screen scrolls smoothly around. You
can keep red zombies away from you by
blowing at them but. be warned, they
attack very fast. The cassetie inlay gives
vou very few hints but vou could have
fun with this one Bob Wade

olP|CIGle[HI[ TPPICIGIe[HIII T p¢PICIGe

The Perils of
Willy

16K Vic 20 owners ought to be ecstatic
at the arrival of Willy because they now
have 33 screens of diabolical platform
action, of which they have been dep-
rived so far.

The game is in the great tradition of
Marnic Miner and presents all the usual
prablems that athletic miners face. On
cach screen there are a number of
purple musical notes which you have to
collect and these are usually placed in
the most hazardous locatians,

To get to the notes you have to
negotiate several types of platform and
monstrous hazards, The beasts come in
four varieties, deadly ducks, wild dogs,
steam trains which move left and right,
and balloons which float up and down,
All of these have to be avoided, mostly

arc.

bricks have crumbled away

The early couple of screens are fairly
casy and allow even beginners to get
into the game. They get harder though

by making Willy jump in a long curving

The floors are either solid, conveyor
belts or collapsible and some sections
are impossible to return to once the

l couldn't believe this —
platform actign enal
means the game has for
the 48K Spectrum’s A
The screens are
They're gl| very di
the first one’s eas
Vllt 20 owners haven's had
quality platform games com
but now they'|| be ;
.the nation hoppin,
Ingreat style, |'ve
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Yhat made the difference f i
Perifs of Willy was the ployr:b[;:'r':ynfn::r‘?fhe

and after a few successes you'll find
yourself up against some real nerve
twanging problems

There 1s a time limit for collecting
each set of notes and it's usually fairly
generous. When you've collected every-
thing the time you have left gives you a
bonus score. Fortunately, you don't
have to make it to an exit door but just

« they rapidly gethard. At last, af gt _

:umber of screens, The action was
Orl‘:f:uc:h and responsive, ang the
[ectives were easy enou
: gh to k
interested byt tricky enough to k;?:e
e

tisfi
satisfied. Steve Cooke

st, a @ game compar
Manic Miner for the Vic, | an$ ;:ie '

dif_:dly ducks, dawgies and balloons
:;c:;ll't Efugue Your way and the number of
: 515 enough to make you jump f
[ p for
Willy himself is g Jitt/e
;e:::i:;‘h:r icioks like a bowler hat and
s alo i
Zeppalin’s 'Slairwzg :g :r:utr;:l?s ofted

CD”EC‘I‘F!‘IQ notes ;
¢« YO = 5
yourself, youcan't he]p enjoying

Se, perils or not,

white character

get out and buy i
mantha Hemans

touch the last note. This is handy when
one note is placed way out in mid-air,

Fortunately, even when you do die
vou are only returned to the start of the

screen you died on and the notes
already collected do not reappear. The
hardest thing to get the hang of is Willy's
leaping, since you have to start your
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Peter Connor

® The ducks and dogs aren'tos harmless as they

so watch out!

laok
jump some way before an object in order
to gain enough height.

If you're sick of platform games then
this isn't for you, but those of us still
hooked will be leaping into the early

hours with this excellent game.
Bob Wade

1teh out for those
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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

PEOPLE WITH ™"
HIGH BLOOD

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
—0One 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
the right answer. £5.75

P oL T

A&F Software, Unit 8, Canal Side Industrial Estate,
‘Woodbine Streat East, Rochdale, Lancs OL16 5LB.
Telephone: 0706 341111
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GAME: STARBIKE

MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP, CURS, SINC
FROM: THE EDGE, £56.95

Saving little alien creatures is the object
of this new game and very cute they are
too, these Orola. The blurb describes
them as ‘bouncing, yellow blobs of
sentience’, which is pretty accurate ex-
cept for the bit about sentience.

They also have extraordinarily long
antennae which wave from side to side
as they do their bouncing. You arrive on
a planet in your lander craft, and pop
out riding the starbike. Your mission: to
investigate the five sectors and rescue

T —

any Orola that might be stranded there.

To help you there are scanners with
whirling dishes. You fly through them
and an arrow appears pointing the way
to the stranded Orola. So, off you go on
your bike. You get the Orola and take it
back to the teleporter which dumps it in
your ship and dumps you in another
sector, When you've collected the last
one you have to get back to your ship in
the time limit and escape to another
planet.

It's not easy though. The planets are
full of hostile alien life forms, and the
starbike’s shields can only take five hits
before total vaporisation.

For protection, the bike automatically
emits a constant stream of laser fire.

LASTIMG IMTEREST
= OVERALL

GAME: BEACH-HEAD

MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP, SINC, PROT
FROM: U5 GOLD, £7.95

Ocean have done a great job converting
this Commodore 64 game onto the
Spectrum. They've managed to keep the
same superb 3D graphics which sent the
original version to number 1 in the
charts. If they were impressive on the
'64, on the Spectrum they're asto-
nishing. The sound is also effective,
proving that the Spectrum can do more
than just beep.

The idea of the game is to use your
fleet of ten ships to destroy the Fortress

Sl
of Kuhn-Lin, but to do so you must
survive several dangerous attack-waves.

For the first you can choose between
attacking the enemy fleet head-on or
trying to navigate a hidden passage.

The latter strategy means guiding your
fleet, one by one, through a large pool
which has been heavily mined. It
appears as a single screen with an
entrance at bottom-left and exit at top-
right. But as well as dodging mines you
must look out for the torpedoes.

The combat sequence which follows
is graphically the most brilliant part of
the program. Enemy aircraft take off
from an aircraft carrier and swoop io-
ward you to drop their bombs. The 3D
effect as the planes grow larger on the

EEIIDIHWIIDIHWIIEIHWIIﬂlﬂii
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@ The Evil Lord's main base — destroy it to free the galaxy

Dark Star

In the wake of Elite for the BBC comes
another 3D game about space explora-
tion and conquest. Dark Star is much
more in the way of a good old mega-zap
but it combines it with outstanding
graphics.

In your Liar spacecraft you are faced
with a 16 x 16 sector galaxy in which the
Evil Lord’s Empire controls a cluster of
oppressed planets. These come in four
types, the most heavily defended of
which must all be wiped out in order to
liberate the galaxy.

N
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Your joystick fire button is used, not for
firing, but for controlling thrust, which
gives the game a stranpe feel on first
playing.

It all sounds a bit like Lunar Jetmarn,
and it looks even more like it. The
graphics are excellent, but very Ulti-
mate.

The trouble with the game is that it
gets pretty boring. Shoot, pick up, go
back to ship, go to another planet and
do the same thing.

The aliens are wvaried and some
planets are more difficult than others,
but it all boils down to the same thing. A
bit more variety in what you have to do
and the game could have been a great
deal more fun. Peter Connor

M e AT T

screen is superh.

If you survive this you move onto the
artillery stage which means bombing the
enemy ships. This can be tough going,
especially as they return fire extremely
accurately.

Should you make it, you move on to
the beach-head which means another

[ obstacle course. This time you're guid-
| ing tanks and have to avoid walls,
| mines, enemy bunkers, towers and
| tanks.

My only doubts about this one are in

its long-term appeal. With graphics like
| this you could be seduced into buying
something you won't end up playing all
' that often.

Chris Anderson
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In each sector you have a forward
view into space and can encounter four
varieties of object: planets, on which
you can land, hyperspace gates, energy
squares and enemy fighters. You control
both directions of travel and firing by an
on-screen cursor which has to be cen-
tred on gates and squares to pass
through them or on fighters to destroy
them.

Centering the cursor on a planet will
take you down to skim over the surface
where enemy bases are located. These
can be shown on a map which can guide
you in on the target. The bases are
protected by anti-aircraft fire from the
tops of towers and force fields. The
towers collapse when blasted and the
fields have holes in them through which
you can fly,

Destroying the main bases on a planet
will liberate it and allow you to leave it.
That sector is then free and you can take
a hyperspace tunnel to any of four
adjacent sectors.

[ Your craft has a fairly small energy
[ supply which can be depleted by enemy
[ fire, contact with force fields or straying
outside a hyperspace tunnel. Energy
supply boxes can be found both on
planet surfaces and in deep space and
are essential to a successful mission.

These boxes are blue and pulsate
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9s to a genre that doesn’t
me — the 3D deep-space

The game belon
often appeal 1o

forward and back as you approach
them. You have to close with them at
speed or they recede which makes them
exceptionally difficult to pass through,
A delightful, if somewhat weird, sense
of humour runs throughout the game.
The high score table contains either a
poem or a conversation at the start and
there are screen modes such as ‘pretty’,
‘slimline’ and ‘wide angle’ which

tactical shoot—‘em-up. But l found it
exciting and compelling and kept wantin
to have just one more go. Which | did .
without much syccess. r
i ch:.r:r:_fl?outh;:u can change the levels
st very difficult. It's hearth ing
; . * reakin
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« Tlpf grcrlphics gave a great sensation.of
e third dimension and Dork Star's size
and complexity would certainly have me
coming back for mere.

Peter Connor

apparently only the programmer can
play

An excellent feature is the ability to
change various aspects of the game
including the sound, difficulty, display
and ship characteristics. The program
can be moulded to the player’s skill and
there's plenty of galaxy to keep you
hooked. Bob Wade
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GAME: DEUX EX MACHINA
MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP, SINC
FROM: AUTOMATA, £15.00

Deus Ex Machina is translated from the
Latin as —a god introduced into a play to
resolve the plot. Yup, you guessed it —
you're the god and you're trying to guide
a human being through its life in the
computer.,

The program is accompanied by an
audio tape which, when synchronised
with the game, provides electronic
music and a running commentary about
each stage you pass through, This is a

GAME: : KUNGFU
MACHINE: : SPECTRUM 48K
CONTROL: : KEYS, KEMP, SINC
FROM: : BUG-BYTE, £6.95

Let me take you now to the land of the
East where everybody makes fortunes
out of hi-technology and can knock you
dead with one strike of their little finger,

Kung Fu places you in the Orient
facing a lethal opponent whom you
must defeat only to be confronted by
another kamikaze fighter bent on your
annihilation.

The four strokes at your disposal are a
chop, punch, front kick and side kick.
These are used to hit your adversary or

ECTRUM ¢ SPECTRUM ¢ SPECTR

to parry his attacks but can only be done
one at a time.

You have three lives which are shown
by clenched fists in the bottom left of the
screen. Your strength is indicated by
one of the fists which runs through the
colours of the spectrum as you gradually
weaken under the hail of blows. Your
opponent also has an indicator which
decreases but, like you, he can be felled
by one undefended hit.

If you can survive enough bouts and
score highly enough you move on to
more skilled men and eventually to
more than one opponent. This is far
from easy since even at the first stage
outwitting yvour enemy appears to de-

GAME: HANDY ANDY

MACHINE: SPECTRUM 48K
CONTROL: KEMP, KEYS, PROT, SINC _
FROM: OMEGA, £1.99

The software market is a strange one. It

is incredible that such a huge gap exists
between the best and the worst, At one
end is superb software such as Sabre
Wulf, Jet Ser Willy and Lords of Mid-
night and at the other end in the value
for money stakes the wooden spoon
goes without a doubt to this awful
program. | had the honour of reviewing
the last Omega release, and yes folks =
this is even worse.

We are told that Andy the carctakeris

looking after a toy warehouse and sud-
denly the dells come te.life and try to
escape (well who can blame them).

“Guess who has to try to catch them.

You take the title role and can move
around the serecn in any direction
dodging the other horrors of the night —

‘there are loads of these which are very

hard to dedge - and catching the dolis
by running over them. Other toys that
arc picked up give a bonus on your
scorc. Eagh' screen consists of different
nasties which are well animated and
move very smoothly. There is just one
skill level but the control keys are good.
The graphics of Andy and the dolls
are very detailed though the animation
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very clever idea, but after hearing it
through once it merely becomes back-
ground noise and after two or three
games you probably won’t want to play
itatall.

The program takes you through the
life of a person from the welding of the
DNA, through birth, childhood, adult-
hood and finally old age and death.
Each stage of your development pre-
sents you with a different game to play in

order to maintain your percentage score
of success in life.

There are about 15 sections to each
life but several groups have the same
tormat. This is the case for five of the
first six games which involve moving a
cursor around and placing it on objects
to either keep them spinning or pulsing.
This is done by simply placing the cursor
on the object while trying to avoid the
blue scanning cursor of the defect police
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pend a lot on luck.

Each movement is animated in great
detail and the end of each fight can be
replayed in a fantastic slow-motion
sequence. Oriental music accompanies
the action and the demo screen of three
fighters practicing their moves.

You can play against either the com-
puter or another person. The latter
option provides more satisfaction, as
you'd expect,

The game loses some of its addictive-
ness through its sheer difficulty but the
excellent graphics and sound are some
compensation. It may not be an all-time

' don't ysyg|

omputer game i
P i i A bui_ this was o ty

ku;k "G Very good on ser,
did start o geta little
when | realised | hed
success if | just stood
the same Movements
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hit but you'll certainly get a kick out of
it! Bob Wade

Peter Connor

is pretty poor. The sound is really bad,
for the most part — just clicks and barely
audible. The death sequence will really
have you tearing your hair out — a
tombstone springs up and a high pitch-
ed tune ‘plays’ for about ten secands.
This holds up the game and you may
find yourself reaching for the plug.

The main problem with the game is
the fact that the whole wretched prog-
ram consists of only one screen of
action, which would not even qualify for
being a part of any top game.

Prehistoric compared to the standard
of software which people will buy and a
complete waste of time, money, and
effort on Omega's part.  Martyn Smith
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and not letting anything stop moving.

Your cursor is green and as far as [ can
tell it's a mouse dropping with which
you can control the progress of an
accident in THE machine. The plot of
this little mishap is related on the audio
track and starts with this unfortunate
mouse having its sphincter eased by
nerve gas . .. hmmmm?

I won't burden you with the details of
the story on the soundtrack, related in

to make You chuckle fnt'::r:; ;:rsdu:;-: o
1:]

music js tuneless
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Automata’s weird reputation and may
well appeal to people taking degrees in
philosophy and sociology.

The game always lasts the same
amount of time and your success at each
stage is determined by a percentage
score which will drop for every failure
you have.

want to play it
Samanthg Hem}:ans

Me aspects of 1h
ng i

stunnj

It’s certainly not just a game — more of
an attempt at entertainment. The prob-
lems it faces in achieving popularity are
great though; some will find it tasteless,
others unplayable and many just won't
be able to relate to the game concept.

[ liked it, however, and found it highly
original and enjoyable. But beware, you
should definitely try before you buy with
this one. Bob Wade
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GAME: VERTIGO

MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP

FROM: UNIQUE, £5.99

Vertigo is a strange cross between Ber-
zerk and Jet-Pac.

It has you travelling through a maze
with a large number of interconnecting
rooms; these rooms contain aliens who
attempt to bounce into you. Your ohjec-
tive is to collect seven keys which have
been placed throughout the maze.

After you have killed all the aliensin a
particular room you are shown a map of
the maze. This has your position, and
that of the keys marked on it. Some

extra lives are also available in a number
of the rooms; these are also marked on
the map.

Once you have collected all of the
keys, they must be taken to the trunk in
the top left-hand corner of the maze,
and you can then exit.

Your man is equipped with a jet-pac
and a laser gun, he is also incredibly
large, (approximately one third of the
height of a room). Although he i1s very
well drawn and moves smoothly, con-
trolling him is very difficult and the
aliens have a nasty habit of bumping
into various parts of his anatomy, as his
size makes it almost impossible to dodge
them. For some reason the aliens are not

as well

drawn or animated as the
impressive-looking rocket-man.

Vertigo appears to have a fairly li-
mited variety of aliens; as even the small
amount of rooms [ visited contained
aliens identical to those in other rooms.

Unfortunately, the program can also
be ‘broken-out of accidentally when
you are viewing the instructions or
entering your name in the score table;
this should not be possible! This, com-
bined with the obvious derivative ele-
ments, has given Vertigo a tacky feel.

Overall, due to control problems and
poor presentation, I must give what may
have been a reasonable game a definite
thumbs down. Steve Spittle

GAME: TILER

MACHINE: SPECTRUM 48K
COMNTROL: KEYS, KEMP, SINC,PROT
FROM: INTERCEPTOR MICROS, £5.50

Playing this game made me wonder
where on Earth computer game writers
get their ideas from. The author of this
particular program must either possess
an incredibly twisted imagination or
spend half his life drugged to the
eycballs. Would you think up a plot like
this?

As the tiler, you must walk around the

Rubber, collecting tiles and taking them
to the roof. Meanwhile — and here’s the

house, garage and garden of one Rob.

wierd bit - Rob bounces around per-
forming incredible leaps and cart-
wheels. Should you be caught under-
neath him you are squashed and lose a
life. Now try and tell me the author of
this is a sane human being.

The three scenes are beautifully
drawn, from the bathtub and lights of
the house, to the car in the garage and
the tree house in the garden. You are a
pleasant little stick-man who walks
quite smoothly while Mr Rubber per-
forms his acrobatics in equally pleasing
graphic style.

You go from location to location, up
and down stairs and, on possession of a
key, through doors. The tiles are in the
garage and you must take them to the

roof of the house, all the while dodging
Rob.

Unfortunately, you must collect so
many of the things — you can only carry
one at a time - that the game can
become a routine as yvou repeatedly
follow the same path again and again.
Thus the lasting appeal of the program is
doubtful, even beyond the first few days.

Controlling your man is easy enough,
either with keys or any of the three
popular joysticks. However you do find
that getting off stairs is a problem. as you
need to be at either the very top or
bottom.

A pity really, because a nice, if strange.
idea and some good graphics have been
spoilt by a lack of variety. Peter Walker
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American
Football
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of your own home with thi

is clever
program Frn[n Mind Games. And o mingd
game it is, with all the variouys plays

lnduige in legalized GBH in the comfort

‘Left 81..left 81..hup, hup, hup, the
guarterback shouts over the roar of the
crowd. As the ball is snapped, there is
the thud of flesh hitting leather and
metal, and the crescendo of noise rises
to new heights while the ball spirals into
the arms of a waiting receiver for a
touchdown.

If you followed all that, you already
know about American football and will
love this game. Otherwise you will need
the rulebook supplied and a fairly vivid
imagination.

The game puts you in charge of any
team you care to choose and you can
play four quarters of action against the
computer or a friend. Throughout the
game you will be in defence or offence
and in either case you have to decide
what type of play your team should
adopt.

When carrying the ball in offence you
have 11 plays, four passing. four running
and three kicking. There are only four
defensive plays and so the emphasis 1s

on the attacking team to out-guess the
defenders.

After making your choices the effect is

options and tactics. The 14
- a ' % h’
is es_Sgnirul reading, even fomie okl
familiar with the sport
Despite this complexi i

pPlexity, once in pl
:;e .E:.ume becomes inferesting and i

citing as you will your runn;

through those vital few ycrrds.mg e
Peter Walker

Enpf_:iyn]!:nie even if_ you don’t understand the
S;;o - The graphics are good for this type
Ot game and well animated. There’s not
much sound but that is not a drowback
The:re are quick responses tg inputs cmd‘ th
nc:mn sequences are thrilling, L
85 s50an engrossed and foun

could easily pick up some of the hi:::c:.’cirnd
understand what was going on and, after

displayed on the screen, with tiny play-
ers rushing around and the ball carrier
flashing. Once the play is complete you
are informed of the result and progress
to the next down.

The basic concept is very simple and
you just have to pick the right play to
outwit your opponent. The program is

PANELPOINTS

subs t

e 'equen games, | had the play flowing
Football Manager has ruled the roost far

T:E'Ie's as the best sparts strategy game but

this is far superior. If the theme appeals 1

you buy this game. i

Martyn Smith

Il have to be honest now and tell you that
what | know about American foothall i
could write quite easily on the back of);ou
f;:iircge s?c!mp. Fortunately, that didn't
e My enjoyment of this game one itfle
Itis simple, calourfyl and, once you'y
read the extensive glossary, dead :as Ie
play. That's not to say it isn’t challen f:l .
itis — but never the less sven an idiofgl'lik &
myself can play it ofter only o few min 13
:.\-:J!'h the help of the documentation. A I‘lldm
"W's a lot less risky than the reqf fhfn;;' i

Rob Patrick

run by two-letter inputs and can handle
options for giving vou time-outs and
statistics during the match.

If you are not already familiar with the
spart you will need to have a long read
of the instructions. Don't be put off by
the jargon because the game isn't that
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® Youdon't hove to know the real game to

® Moke your ploys ogainst the camputer or o

friend in this thrilling game

complicated to get the hang of.

Newcomers will be disappointed by

the stickman players and the lack of
bone-crunching sound effects but fans

will love it and it's realistic enough to
keep me playing for hours. Bob Wade
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GAME: ZENJI

MACHINE: SPECTRUM

CONTROL: KEYS, KEMP, SINC, CURS
FROM: ACTIVISION, £9.99

To tell the absolute truth when I first
loaded this game I could make neither
head nor tail of it. The aim is to fill a
maze with yellow by rotating the various
elements.

As you can see, this does not lend
itself easily to description and the
copywriter, to avoid this problem, has
filled the tape inlay card with a load of
pseudo-philosophical hokum. The in-
structions are full of words like ‘experi-
ence’, ‘desire’ and ‘intuition’ in a desper-
ate attempt to create an illusion of

GRAPHICS
SOUND:
ORIGINALITY
[LASTING INTEREST
[overaLL

HE Eo@ﬂl@_@ ol

argue with their philosophy but I am
dubious as to how well this game is
likely to sell. It's not easy to get into and
even when you have figured out what to
do it's not exactly the most addictive
game you'll play.

On the plus side the graphics are good
and chunky and the sound, though not
excessively used, is nonetheless effec-
tive. Control is fairly good but can be a
little sticky at times.

If you like computerized puzzles,
Zenji may appeal to you, it's certainly
one of the best, but unfortunately this
isn’t my cup of Darjeeling.

In the words of my brother, ‘How do

you shoot?’
Rob Patrick

oriental mystique. In fact the game is
simply a puzzle to be solved in real time.

You move your man around and
when you reach a junction you can
rotate that section left or right. If you

Tha strange and mystic writings and
the warning to trust your intuition on

the cassette inlay made me a bit sceptical

about the content of this game. But, they

era of the arcade-puzzle and if so Zenji
will be one of the top sellers. A worthy
addition to anyone’s software collection

make a useful connection the pieces you
have connected with turn yellow. Even-
tually you will turn the whole network
yellow and you then progress to a higher
level with a larger maze and the added
disadvantage of having the flames of
desire chasing you. Should you make
contact with these you will ‘lose your
head’ and have to start again.

‘Zenji is like life’ claim Activision. But
then they also say: ‘There is no con-
quest. There is no planning. Use the
mind differently.’ Well I'm not going to

use your intuition,

excellent puzzle,

I

GAME: PIROMANIA
MACHIMNE: SPECTRUM 48K
CONTROL: KEYS, KEMP, SINC
FROM: AUTOMATA, £6.00

Another of Automata’s games featuring
their cult character the Pi-man. In this
game he is not under your control — in
fact he is very much the bad guy of the
piece. The Pi-man, it seems, has become
an arsonist.

becoming an inferno. Your man, a chub-
by, well designed little fireman, must
rush around putting out the fires which
appear randomly on any of the plat-
forms, most of them having been started
by you-know-who. He must also open
doors to set free the fleeing inhabitants.

The fires are put out using the fire
extinguisher or the bucket (which you
pick up by moving over them). However
these soon run dry. The bucket can be
filled at the tap (which is on the lowest
platform) and there is often more than
one extinguisher on each screen. The
doors are opened simply by moving
through them.

Your only help in this red-hot scenar-
io is from a pink elephant which occa-
sionally stampedes across the upper-
most platform extinguishing the fires.

Bonuses are achieved for each inhabi-

are right—to get to grips with this one
you must take heed of the warnings and

The gru_phics are pretty unimaginative
and rl';rre s no sound to speak of. The
overall presentation is rather scruffy and
looks as though Activision have rusﬁlred it
out, but Zenjiis still very good, and an

With the release of Beyond's Ankh it
ooks as though we may be entering the

this one will have you hooked; but
remember, ‘hang loose’.

QRIGINALITY
LASTIMG INTEREST
OVERALL

The layout of the game is rather basic, ™= i ‘ i :
consisting of ladders and platforms to serrT f_umtm? a little ridiculous. A game with
represent a building which is rapidly e little variety but a great deal happening

[ PANELPOINTS

look there's a fire starting or

trapped by the blaze.

just as it deserves to,

The graphics, though rather smal
cute and well animated, | especia

This is driving me wild| Everywhere |

something to be collected. My bucket's
empty and so are the fire extinguishers,
Where's that tap? Oh no! That girl's

'iilr.e I said, Piromaniais driving me
wild. It's fast, furious and fiery. | have no
doubt this will do a bundle in the shaps,

Rob Patrick

I, are
lly like

the angel which flies up to the heavens
when you lose a life and the pink elephant

and especially those with quick f;
and logical minds. ﬂ‘:drfylrlig;:l:lth

:’ro begin with | found Zenjihorribly
ustrating — now | know it i
i it's horribly

You compete against yourself, perha
that is what makes it so laanﬁ'ln:llfirlg.ﬁ.'elIr i
guarantee that even if you hate puzzles,

Steve Spittle

tant that escapes and for valuables and
dynamite collected (these objects
appear irregularly on any of the plat-
forms). The sheet is completed when all
the fires are put out and the next sheet
has a different layout.

The graphics are fairly small and a
little flickery, but are well designed and
colour is well used. The sound is con-
tinuous and of a good standard.

Piromania is probably Automata’s
best effort to date, but I do find this ‘Pi’

all at once. Good fun, but it may not

light yourfire. Martyn Smith

(funny thing to keep in o house) which

lumps its way along the top floor.
Overall this is one of the better Pi-man

games, Richard Boniface

At first it seemed to be just a fancy versi
of Space Panic— but that lurnedc:ur to ::
a false impression. This is a very
enjoyable game in its own right.

; The graphics are really very amusing
with creatures like the pink elephant who
prances comically across the screen. The
sound is hilariously gruesome — fhe
People squeal as they’re consumed by the
ever-expanding fire. Steve Spittle
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GAME: YUMPING YOS5ER
MACHINE: DRAGON 32/64
COMTROL: JOYSTICK

FROM: KNIGHT SOFTWARE, £5.95
‘Gis a job’ is what you might expect from
this program but instead of being based
on the much-loved Liverpudlian it is
instead a close cousin of a certain crazed
miner.

Yosser has been separated from his
sweetheart Daisy and has to fight his
way through 15 screens of platforms to
find her again.

All the stages take the same general
format with a key in the top left-hand
corner of the display and a door in the

top right. Your task is to get first to the
key and then to the door which will lead
to the next screen.

Aliens are found in all the rooms and
they move left and right on the various
floor levels. These can be jumped over
and on the later sections this is essential
since you appear at the start in some
nasty predicaments.

Jumping is done by pressing fire and
you automatically leap in the direction
you are facing. Careful positioning is
required though or you may bang your
head on the base of a platform or not
make enough height. You can only jump
and fall one level at a time and trying to
go further will result in disaster.

GAME: BRUCE LEE

MACHINE: ATARI 400, 800, XL,
COMMODORE 64 (£9.95)

CONTROL: JOYSTICK

FROM: DATASOFT/US GOLD, £14.95

Games based upon TV shows or film
stars tend to be fairly mediocre, relying
on the title rather than the game itself to
sell. Datasoft’s Bruce Lee, however, isa
big exception.

You play Bruce Lee, searching for vast
wealth and the secret of immortality.
You have to penetrate the Fortress of
the Wizard, who has both of these, and
destroy him. To reach him, you must
make your way through 19 screens of

action. You have to collect lanterns (no,
1 didn’t understand why either) to en-
able you to move from screen to screen.

Trying to stop you are two lethal
enemies: the Green Yamo, who attacks
you with blows, and the Ninja who is
armed with an array of deadly weapons.
Fortunately, you can give as good as you
get with karate chops and kicks. At early
levels these two are easy to kill, but in
later rounds they become considerably
faster and more deadly. The Yamo ends
up becoming a real toughie, I can tell
you.

Bruce is a very manoeuvrable figure
and controlling him is simple. You can
run, jump, duck, chop and kick, the
latter actions being accompanied by

appropriate bone-crunching noises.

There are several player options
allowing one player to be the Yamo or
two players to alternate as Bruce and his
green foe. There is also a very useful
option for left-handed people.

Apart from the lack of sound and a
rather anti-climatic last screen (in which
you confront the Wizard), Bruce Leeisa
great game and well worth the price.

Steven Perkins
GRAPHICS 8
SOUND 3
ORIGINALITY 2 8
LASTING INTEREST 8
OVERALL B
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GAME: BACKTRACK :
MACHINE: DRAGON 32
CONTROL: KEYS

® A bird's eye view of Eddie

Back Track

This is 1984. Human beings are treated
no better than Pavlov's dogs. Heartless
scientists wind us up and make us play
for their amusement, like clockwork
rats in a trap. All in the interest of
science, you understand.

Such a gruesome fate has befallen
Eddie in this game. Imprisoned by the
mad professor, Eddie must undergo five
tests in a macabre labyrinth to see how
long his will to live can last.

And he's such a nice boy. A round
smiling face is topped by a great shock of
red hair, That smile’s wiped off, though,
when the prof’s plunger thrusts him into
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Your character moves very smoothly
and although the other graphics are
good the game still has that vile green
screen. Titles are on all stages and
usually consist of alliteration on peo-
ple's names like Marie’s Maison and
Simon's Shack.

Extra lives are gained after screens
five and ten and your spare men wander
around in a little space at the bottom
right of the display while you play.

There isn't much variation in the
different screens but they do present a
strong challenge and won't be beaten
easily. 1t's a very welcome addition to
the ranks of the Dragon’s software.

Bob Wade
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GAME: HESGAMES

MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: HESWARE, £27.95

The recent  arrival of  numerous
Decathlon-derived games makes life
very hard for the potential buyer. But
look no further: Hesgames from Hes-
ware offers some of the finest graphics,

reload your performances so those re-
cord breakers are never lost. There 15 a
choice of players. team names and col
ours and the manual has tips to help vou
give your very best performances.

[ stress the guality of this game but it
must be viewed in refation to its price -
£27.95. It is on disk but is still very
expensive for the averape 64 owner.
Nevertheless, Trate it high.

GAME: TROUBLE BREWING
MACHINE: SPECTRUM 48K
CONTROL: KEYS

FROM: SILVERSOFT, £5.95
Plenty of trouble for do-it-yourself alco

holics who attempt to gather ingre-
dients, mix a potent brew and then cure
a whopping hangover. Graphics are
colourful and the gameplay can be quite

sound and play for the 64 - if you can Tony Takoushi demanding, but there’s only five
afford it! SCreens. Peter Connor
It has six events, 100 metre sprint, 110 GRAPHICS . 10 GRAPHICS 7
metre hurdles, long jump, archery, SOUND 8 SOUND 5
.‘fﬁmgbtmr‘d diving and weightliiting. ORIGINALITY 0 ORIGINALITY 6
All events are tough, gruelling and ener- e
gy draining. LASTING INTEREST i LASTING INTEREST 5
There is a facility to save and later OVERALL 7 OVERALL )
»
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essential stuff, it's all over Pushed into the maze is tearjerking, and m,‘”“ delightfully done, adding the
But he can replenish his supply of will YU can see why once he's there, ;?;ﬁ.i::;:’m“"fhﬁmour. Wonderfully
great toplay. - Bob Wade

power by gobbling the cherries found in
some rooms and by collecting keys.
Unfortunately, these rooms also contain
a sprinkling of slothful snakes {of the
green variety).

Eddie can sneak past them if the
serpent head is turned away. If not, he is
swallowed whole, The professor has
also laid his pet mutated rug in wait and
it doesn't hike being disturbed one bit.
Skeletons are also left lying around to

dispirit him still further. But still he
troops on with his little feet sticking out
in tront of him as he goes.

Test | can be completed. with luck
and practice. within ten minutes, The
next maze is bigger, has more keys and
takes a quarter of an hour or so. Test 5, if
vou get that far, wall take getting on for
40 minutes.

Back Track is a really original variant
of the maze game and provides a grip-
ping and lengthy challenge. Graphics
are excellent, but the sound is merely
average — not that it's terribly important.
Dragon owners will want to get out of

this one.
Peter Connor
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Now Trashman is a great British success
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
globe. 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
-necessary litter collection at every location, so he can earn the money to
fly on to the next id the world quest. And as he visits

re every fun
wo player scoring, Ha!!of
ton, Sinclair Interface 2, Protek or :

TRAVEL WiEH-TRASHMAN. AUTHOR — MALCOLM EVANS

i

Selected titles of New Generation Software
are available from your local computer
store and larger branches of:

WHSMITH o 7RI
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sefieration -
SoftWware -

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: BATTLE GROUND
MACHINE: VIC 20 UNEXPANDED
CONTROL: JOYSTICK

FROM: OMEGA, £1.99

The idea of the game is to pilot vour
‘glider' fending off the waves of the
attacking enemy forces; and bearing in
mind the limitations of the machine,
very good itis too,

Your ghder can be moved up and
down on the right hand edge of the
screen, and is protected by the row of
barricades occupying alternate charac-
ter squares. The barricades are gradually
shot away by the enemy, but. as your
glider's weapon has no effect on them,

they can also act as protection for the
enemy too.

On the subject of the enemy, each
wave has a row of them on the left hand
edge of the screen which advance to-
ward your glider, They appear in various
guises ranging from cars to beasts, some
obviously inspired by the imperial wal-
kers of the second Star Wars film. As if
this wasn't bad enough, each alien must
be hit six or more times to destroy it,
increasing by one each level,

By way of defence from these George
Lucas figures, vour craft is eguipped
with a laser. At the touch of the joystick,
the glider is propelled into the battle
field and is able to lay barricades in the
path of the attacking onslaught. Be

careful not to take off into a barricade or
hit anything on the way though, or it's
goodbye to one of your nine lives.

The graphics in the game are excellent
for an unexpanded Vic with a good
variety of alien forms.

Sound was scarce, but then you can’t
have everything.

Movement of your glider is very fast,
sometimes iritatingly fast, requiring a
very light touch of the joystick to move
one position,

Despite its simplicity, 1 found the
game quite addictive and very playable.
In comparison with some of the recent
releases for the unexpanded Vic, it's
definitely worth a few load,

Jeremy Fisher

GAME: DODO LAIR

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

S0 you thought speedy shoot-'em-ups
were extinct on the unexpanded Vie?
You thought dodos were as dead as the
dodo? Wrong on both counts, because
Dodo Lair shows that the strange bird is
alive and well and just raring to get at
you.

Controlling and playing the game are
pretty simple, which is not to say that it's
easy, because the screen is packed with
hostile aliens who are not at all easy to

dodge.

You control a ‘ground-skimmer’ — a
rapid-firing ship which moves only ver-
tically. Coming at you horizontally are
swarms of Henpeks, Mults, B.B.s, Wal-
lys, Radas etc. Graphically, these are
nothing special — chunky blocks — but
they're colourful and they come thick
and fast.

Obviously, you have to destroy these
things. Different aliens give you varying
scores. A mere Wally, for instance, will
bag you only one measly point while the
big red Rada gets you 200.

The ones to watch are the B.B.s, even
though they only score you ten points. If
these purple rascals get through to the
right-hand side of the screen, your goose
is cooked.

The trouble is that they often hide ina
thick cluster of other creatures. At such
times, judicious use of the shields is
called for to force your way through the
protective covering of Prongs and Poles.

Once a wave is cleared you get a crack
at the Dodo, a gruesome red monstros-
ity which hops up and down spewing
out deadly eggs.

Hit it twelve times and you progress to
the next stage. And so on until you've
destroyed all nine waves.

Dodo Lair is certainly not the maost
original thing since Manic Miner, but it
has all the virtues of the good shoot-'em-
up: it's noisy, fast, colourful and really
quite addictive,

Peter Connor
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Mega Vavult

Mega Vault 1s, without doubt, the best
game | have ever seen on the Vic. The
fact that it is written for the unexpanded
machine is even more incredible.

You are a Megaboopa - a cuddly,
selfless little creature, intent on rescuing
your ownet, Fred, from the evil clutches
of Doctor Zorklef. The Doctor has
locked up Fred in a cage within the
impenetrable Mega Vault and plans to
carry out horrific experiments on him.

Bravely you set off to collect food for
vour hungry master and more impor-
tantly, to find the key to the cage.

However things are never that easy,
especially in the world of computer
games. Doctor Zorklef's security set-up
would put Fort Knox to shame.

There are Mega Mines which float
about the vault menacingly, Ultron Las-
ers firing blasts of searing heat and the
Delta Block which will squash an un-
suspecting Megaboopa into meat-paste.

Having outmanocuvred the security
devices, collected the food and found
the key you must now retrace your steps
to free your master. However, even
when you have released Fred from the
vault your problems are not over. The
Daoctor has cunningly designed his pris-
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on so that any escapees have to negoti-
ate several different, but equally hazar-
dous, vaults. Should keep you busy for
guite some time.

The graphics and sound are very good
considering the meagre amount of mem-
ory space. | loved the way Megaboopa
danced about while he was waiting to be
moved. But Fred has to be one of the

Sumunth Hemens

ugliest characters in any game, strongly
resembling a Space Invader. Having
combined this with an excellent idea
Imagine must be onto a winner.
Buy this if it's the only game you ever
buy for your Vic,
Fraser Marshall
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Please send me my personal copy of ‘Crypt of
the Dragon’ by return of post. | enclose £7.95

per copy.

Cheque/Postal Order No.
Made payable to ‘Spellbound’.

ADDRESS
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regmsy | A | B0 Price includes post and packing.
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GAME: TARZAN
MACHINE: EECB
CONTROL: KEYS, JOYSTICK
FROM: ALLIGATA, £7.95

If you think when you buy this game
that you'll be transformed into a muscle-
bound apeman in a loin-cloth with a
scantily-clad Bo Derek swinging after
you I'm afraid you're in for something of
a shock. This game has no swinging
vines, no savage lions and no resembl-
ance to its arcade counterpart. You
don’t even get to see Jane until the final
screen.

You, Tarzan (sorry, but I had tofititin
somewhere) must look for your own

true love, Jane, and rescue her from the
clutches of a vicious ... Thingummy-jig.
Actually, the instructions don't tell us
what it is and I've not got far enough
into the jungle to find out.

You travel through the forest by jump-
ing between platforms and avoiding
various hazards such as a bear dropping
apples on you. Your progress is assisted
by some patches of ground which,
strangely enough, rise and fall in
rhythm. There are also a series of arrows
which indicate the way out.

Tarzan reminds me more of Jef Set
Willy and Donkey Kong than the
arcade original and it is, in fact, quite a
good platform game. But this kind of
thing is rapidly becoming old hat and

==

]

@Jlcod]

&
]

[ GRAPHICS
SOUND
ORIGINALITY

LASTING INTEREST

OWERALL

GAME: COPTER CAPERS
MACHINE: BBC B
CONTROL: KEYS

FROM: ALF SOFTWARE, £6.90

Your mission is to rescue the survivors
from a fishing boat that broke up in
heavy seas. Little did you expect a
sudden increase in turbulence to some-
how transport you to another time.

Never mind the story line, let me
describe the actual game itself. The tape
loads preceded by detailed instructions.
Your helicopter appears in the middle of
the screen and down below there are the
drowning people.

But wait, there are also submarines
with swastikas and up in the sky there is
an airship. Your effort to lift the people
off the waters and to place them on firm
ground is hampered by the surface-to-
air missiles launched from the subs and
the heat-seeking missiles from the
airship.

However, the helicopter has obvious-
ly been transported back in time rather
than forward since the weaponry of
your helicopter is vastly superior to the
weapons of the airship and the numer-
ous subs put together.

For the first screen at least, it is almost
too easy to blast the enemy into smithe-
reens while at the same time rescuing

OVERALL

GAME: HI-BOUNCER
MACHIME: BBEC
CONTROL: JOYSTICK, KEYS
FROM: MIRRORSOFT, £6.95

As the friendly Mr Bounce you have to
help your pals, who get themselves into
lots of scrapes. You bounce and roll
your way around the 3D town with the
aid of the joystick or keys, carefully
avoiding certain other Mr Men and
several obstacles including birds, falling
fruit and puddles.

In the first screen you have to land
feet first on Mr Tall's scarf because he
can't reach it. If that was all you had to

do, then this game would be easy.
Unfortunately, because Mr Silly is being
very silly and walking backwards he
doesn't see you, and, if he accidentally
bumps into you, then you lose a life.

In the next level, you have to help Mr
Lazy build his house. You do this by
jumping onto one end of a see-saw
which then sends a window frame flying
into the house. This level gets quite hard
as you still have to avoid Mr Silly and
the puddles which start appearing.

The next screen has you helping Mr
Bump who is having trouble knocking
fruit off his trees. You have to jump up
and catch the moving fruit but avoid the
red and yellow ones. This is rather
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GAME; SINBAD
MACHIMNE: BBC B
CONTROL: KEYS
FROM: VIRGIM, £7.95

You play the role of Sinbad the sailor in
this fantasy game from Virgin. This time
his quest is to convert his evil enemies to
the peaceful way of life.

These baddies float through the air
and with the aid of your flying carpet,
you must convert them by touching
them. But don’t touch them twice as
they still possess enough malice to
knock you to the ground and drain your
energy.

Once you've converted all of them

without getting too battered in the pro-
cess, you go on to a journey through an
asteroid storm! You must control the
carpet to avoid direct collisions with the
asteroids that come hurtling towards
you. When you manage to come out of
this, the process is repeated with
another type of enemy. The game ends
when your energy goes down to zero.

The fast flicker-free multi-coloured
graphics are very good. The way in
which asteroids spinning on their own
axes increase in size as they come
hurtling towards you is especially im-
pressive.

This game doesn't follow any stan-
dard Pac-Zap-Invader type theme and
the instructions claim that there is a




BBC owners already have a multitude of
Kong derivatives to battle their way
through.

Graphics are fairly good, though they
do lack clarity and there is only limited
animation. Control of your character is
reasonable with a sensible choice of
keys but it is easy to overshoot and
successful play will rely on precision
and patience.

If you have a penchant for this type of
game then I have no doubt you will
enjoy this. Alligata have obviously put a
lot of thought into what makes an
exciting platform game. I just long for
something more original. However, un-
til that day comes ‘Unk mangana’.

Rob Patrick
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bve, 9ot a sore throat gng bruised chest
ecause of this game | had to do all the

lungle sound effects myself! Apart fram

the people, but as you rescue more, the
battle becomes fiercer. Enemy aircraft
arrive to complement the barrage of fire
from the subs and airship.

As you progress, the game becomes a
compulsive shoot-em-up but the
graphics are very simple Beeb standard
and the sound is very unimaginative.
The action is fixed to a single screen — if
you try to go off the edge of the screen,
the helicopter simply stops against an
invisible barrier.

This game is pleasant enough and I'm
sure many will enjoy playing it, but I felt
that the single screen, the simple con-
cept and the rather crude graphics lefta
lot to be desired. Shingo Sugiura

A very rudimentary pick-"em-up-and.

; shoot-em’-dawn game, It's
enjoyable enough on o very childish level
but | doubt that it will retain the inferesre f
anyene over the age of 10 for more !hﬂno
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Even the higher levels are relatively easy

difficult with a black and white TV.

The last screen has you helping Mr
Snow who is melting in the hot sun. You
have to jump up and catch a cloud with
which you can shield the sorry snow-
man. Unfortunately, the clouds shift a
bit, and the birds aren't exactly friendly
either. Coupled with Mr Silly and other
Mr Men it all makes this the most
difficult screen.

The colour is superb and the anima-
tion is extra smooth — this is definitely a
game to be seen on a colour telly. My
only grouch is that though there are 32
screens they are all variations on the
four described. So it doesn’t really pose
along-termchallenge.  Simon Rogers
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special surprise reward at the end of the
journey.

Also, but more mundanely, the game
comes with a trendy Virgin inlay card,
but unfortunately none of this hides the
fact that the game is only of average
quality. In fact, because there are effec-
tively only two different screens to
master and the basic idea of the game is
so simple, the game quickly becomes
repetitive and boring.

Coupled with the blunder that neither
the energy nor the score is shown on the
screen when the game is being played,
and there are no extra options such as
sound on-off, freeze or quit, Sinbad can
| only be described as mediocre.

Shingo Sugiura

Ifyou've seen any of Virgin'’
fhe-::n‘ﬂw&eri;@ls you'll know thgf, ;:T;i:r

By re going up in the world. Sinbad
fairly good urczde style ;c::ei:cﬁd e
bodes well for the future. Though the
gumel's graphics are simple they are
eﬁechve and the programmer has made
nice use of the Beeb's sound facilities.
Rob Patrick
The cassette inlay promises you
something ‘refreshingly different’ and i
sUppose, Sinbad is at legst original in
parts. But it's also pretty boring. The first

sereen — turning the platforms purple -
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GAME: GAMES CREATOR
MACHINE: COMMODORE 64
CONTROL: JOYSTICK, KEYS
FROM: MIRRORSOFT, £12.95

Bored with Buck Rogers? Depressed by
Defender? Sick of Star Wars? You need
something which is fun but also mental-
ly stimulating. Games Creator satisfies
both these requirements

CGames Creator lets you alter the
graphics, sound and rules of the game
supplied in the package. A comprehen-
sive 28-page manual is supplied with it
s0 that your creativity can be unleashed
without the restriction of having to learn
complex commands.

Eight sprites are available, the max-
imum for the ‘64 anyway. Each one may
have several animations, meaning that a
new sprite need not be defined if, for
example. only a leg has to be moved to
simulate walking.

A character definer is used to design
the environment and again editing is
done mainly by joystick onan 8x 8 grid.

The other main feature is that charac-
ters can be in one of three states: STOP,
GO or DIE so that if the player sprite
hits a STOP character he will be ob-
structed, a GO character has no effect
and a DIE character will bring his
untimely death.

Sound is simple to implement. A tune,
which may be plaved by one of five

instruments, is composed in normal
musical notation. Sound effects are easi-
Iy altered.

Alien movement control is a dream.
Using the joystick you can move the
alien anywhere about the screen and on
completion vour path will be remem-
bered to be used in the game. It's also
possible to have aliens moving at ran-
dom about the screen, useful if you're
designing a shoot-"em-up.

Alien rules govern scoring and so on,
Control of each rule is by selecting an
aption from a list,

The three games supplied are pood
and should prmlr_lu vou with enough
practice to develop your own creation,

Fraser Marshall

GAME: TERRORIST
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: VIRGIN GAMES, £7.95

At the beginning of Terrorist you are
shown a map of the town which you
must protect. You have a few seconds to
memaorise the map and then vou must
retrace the roads and rivers on a blank
screen. You lose points if you make a
mistake

From time to time there will be an
attack on a building in the town, like the
theatre or church. You must get in a
helicopter and fly to its defence.

When you arrive, vou will be shown

the building which is under attack
Silhouettes of terrorists flit from place to
place and you have to line up your
gunsight to shoot them. You must finish
them off quick, or you will lase some of
your mern.

The ohject of the game is to either
shoot all the terrorists or complete your
map before vou run out of points, fuel or
men.

The graphics are very simple: the map
consists of only a few lines, the buildings
arc very basic line drawings, and the
terrorists are definitely not mini master-
pieces.

The time given for you to memorise
the map is quite inadeguate. You are
unlikely to be given the same map twice

since there are BO00 of them, and it is
most unlikely that vou will want to play
Terrarist that much

The terrorists flash on the screen in
random places. You must line up your
gunsight and shoot to kill. Since the
gunsight moves extremely fast it only
necds a tap on the joystick to send it
halfway across the screen. This makes it
almost impossible to fire accurately in
the time allowed

In the end I found that 1 could kill
more terrorists by randomly waggling
the joystick with my finger constantly
un the fire button

If you buy Terrorist, you'll probably
throw your computer out the window
with frustration! Steven Filby

GAME: TIME ZOMNE
MACHINE: COMMODORE 44
CONTROL: KEYS, JOYSTICK
FROM: CHAMMNEL B, £6.95

Time Zone, which is basically an
offshoot of Scramble, starts in the vear
1561 when the dreaded Terrilon start an
attack on Earth. These aliens can travel
through time and take any form they
wish. The object of the game is to clear
them from several time zones

The Terrilon have got quite an im-
agination! In the first screen they take
the form of what appear to be pterodac-
tyls and flying volcanos, When you have

blasted vour way through that screen
vou're up against mutant pyramids and
rockets, This is followed by killer cas-
ties, winged horses and almost indes-
tructable arrows

Next is probably the most amusing
scree re you have lo shoot down
helicopters and UB40 forms above giant
[3HSS buildings.

Finally vou are up against funny little
space things. This is probably the most
difficult sereen, as the space things come
from behind. Since you can’'t shoot
behind you. it is almost impossible to
aviid them,

Whatever form the Terrilon take, if
they touch vour craft, you lose a life.

The game has 20 levels, the first two of
which are extremely ecasy, To get
through the first few screens vou just
have to keep vour finger on the fire
button.

However, the game gets extremely fast
after this, since every ime you complete
five screens you go up a level. You have
a generous five lives, and an extra one
every time vou go up a level

The graphics are reasonable but |
can't comment on the music, as the
advance review copy came without any
— however the space sounds are good.
The telex type message, which says that
you are going to be warped to another
sector, is a nice touch. Steven Filby

GAME: TRAFFIC

MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: QUICKSILVA, £7.95

After turbo-loading, the program greets
you with a pleasant title screen. showing
a (typical?} British ‘bobby’ who winks
every now and then. Also present is Big
Ben and a red London bus. How quaint,
[ hear you say - but there is more..

Following the instructions on the
cassette inlay, you enter the game prop-
er, and are treated to another traditional
scene: that of traffic quickly building up
at junctions and forming a traffic-jam.

The part that vou play in this commaon
urban story is the role of traffic control
ler. Using your joystick (sorry no
keyboard bashers allowed herey it is
possible to manipulate the various
traffic lights in the town centre, thus
allowing vehicles right of way.

‘Ah, easy!” you say. But try it; for a
start the vehicles move fast, and so build
up a jam quickly. What is more, it takes a
little time to get the lights to do just what
VOU Want.

Complete your task by surviving for a
certain length of time, without letting
too greal a bottleneck of traffic to oceur,
and you are given another piece of town
to patrol

The graphics are clear, fairly detailed
and all movement is fast. The vehicles,
despite being a little jerky at times,
corner very well. On the other hand, the
sound is not the greatest ever heard, if
vou can hear it at all!
at, though, it must be
made clear that Traffic is still quite a
playable game, and challenging into the
bargain. This is not least because of its
originality.

The game is also a little overpriced,
but worth paying for if you want a
change from purely reflex games. All
credit to Quicksilva for bringing out
such an intelligent. retreshingly down to
Earth game, Richard Patey
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I i Screen Test

: E 64
MODORE 64 ¢ £ MODOR

'f only all software was a5 user-friendly
as Mirrorsoft's Games Creator! | found
that almost anything could be changed unoriginal, games in their own right and

using the joystick. can be improved using the methods
I found the music section extremely provided.

good. Even thaugh | can't tel| the difference F“b Wade
tween a erochet and o semi-quaver, by Gomes Creator does not require any pro-
copying sheet music | coyld produce almast gramming experience on the part of the

only modify the three existing games.
However, these are interesting, if

any tune | wanted, user. It is a very good package for those e —

The instructions are concise and very {like me!) who qut to write their own : R T programs
clear. In no time gt al) | was producing games with the minimym of effort.
9ames as unusual as ‘Attack of the Bionic Itis NOT possible 1o write games that _ No r:if:;m:wn d, originality z“dwli?l?mg
Brussels’ Steven Filby will run independently of the Creator, sa it ?:,:.‘:,sr depend on M:?\.' sty

H H g 1]
) L _ s certainly not another Sr::.vpe or Quilf, program. Ove'i'run':'imm o craative bent
The term creator’ is misysed since you can Richard Patey lent package.

ili rite your own
ot the ability te w Ry
:;:11:5 then this is the software for you

e ——
[ PANELPOINTS
r_-"—q_
e — This is one of thoge games that js Persistent bleepers which are supposed tg
euriously wnappealing for a reason that simulate o stat
cannot easily be explained. The graphics  dig
are simple, rhaps tog simple. The shoot- sho
out scenes are all tog similar, with Jitte
detail. Sound i< limited.
Virgin have tried but, yet again, not
quite made the grade, | Quickly tired of it

Simon Chapman thing which ferrorised me about this game

Fraser Marshal| —
fyou're g hardened Mmegazapper forget One of my main gripes about Terroriss '. --aa;ucs ] 5 2
this game. it is far 100 complicated to get was that, at first, the gome is incredibly B T 1 1’-
started and after fwe minutes | felt fike confusing, seeming 1o be perfectly happy e 1 -
throwing my joystick through the Ty, to be left to its own devices — or was it just PI ,J_HJ.‘.N-E REST | e
Most of the sounds are sirens and me? Jeremy Fisher %P;L | -

——— Hyper-zuppr'ng makes a comeback in adequate game that, unfortunatel

this mixture of game ideqs, alittle less than satisfied. Maybe this was
Scrambling along the scrolling royte YoU  because it ohy i

encounter Minter-|jke aliens to blast into  JeH Minter’s g

their next reincarnation.

There was nothing very original here,

but plenty of frenzied action 15 keep you
usy. All the attack waves take similar

forms and some show a helpfyl death-wish straight shoot-‘e, ~Up. with few frills gt o

by flying into your lazer, Even further levels bring only greater speed
It may not stimulate the mind much, but rather than differe

are simjlar,

For all its smooth animation and varied
set of creatyres, i is N0 more than g

| -
Nt attackers, GRAPHICS :
we all like some mindless alien massacre Nevertheless, Time Zone is o nicely TSOUND I
once in a while_ Bob Wade structured and mildly addictive game, [RIGINALITY

despite poor keyboard contral, LASTING INTEREST I
.rr'meZoneisawelldevelop&dand Richard Patey [ OVERAL

PANEL POINTS

' "ow here’s something different one Hyou fancy o spot of traffic duty, you
for trainee traffic wardens Perhaps?  could do a lot worse than flag down a copy
Smooth graphics and well drawn buildings of T, raffic, deremy Fisher
all watched over by anicely depicted P thi . el sk
policeman who blinks rec:fisficr.‘u“y. ¥ou see this 9ame in your lnca sGtware
: . i« storetakeq sharp left and head for the fast
stopping and starting of the cars i | The idea of di Wiy b d
utterly convincing. After awhile, the game '@ne. The idea o froonng trg XA R
z one, but the screen layout is boring and
comes engrossing os ¥ou constantly haye laying the is mindless ot b )
to scan the screen and act very quickly on P'Ying the game is min, sACT Oast

Ty Fraser Marshal) S ] L3
The sound was limited to the hum of Boring, dreary, unimaginative — just a few r'"\H = T

engines and the changing of the traffic words which come to my mind playing :’{"'N"‘ = 1 L

lights (what do You mean, ‘traffic lights Traffic. To me, ir's about as much fun as =l Nh':[ — o

don't make o noise’?). | would have liked to sitting in o real traffic jam. 5"'{"_1_“"” : I I

have heard the horns of a few irate drivers, Adrian Ogden S = A MEE 71
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RE 64 ¢« COMMODORE 64 ¢ €O

GAME: CHILLER

MACHINE: COMMODORE &4
CONTROL: JOYSTICK, KEYS
FROM: MASTERTRONIC, £1.99

This offering from Mastertronic bears
more than a passing resemblance to
Michael Jackson's epic video, Thriller

To rescue wvour girlfriend from a
haunted house you must leave your car
which has broken down in the middle of
a spooky forest many miles from the
nearest AA station. Being a hero vou
decide to set off on foot through various
blood-curdling screens, nisking life and
limh with every step yvou take

There are five screens — the forest, the
cinema, the ghetto, the gravevard and
finally the haunted house, On each
screen you have to collect magic crosses
from all sorts of tricky locations, as in
Manic Miner. Nevertheless, Chiller is
different enough from that classic to
provide many hours of enjoyment

In the forest the crosses are distr
buted about the branches and on rope
bridges. Your energy is sapped through
confrontations with giant spiders, zom-
bies and toadstools. Having collected all
the crosses from the forest vou move on
to the cinema, in which maore vile
creatures attack you. this time in the
aisles. Although I played for many hours

| nmever managed to gel bevond the
cinema.

However, if vou do get to the haunted
house and rescue your girlfriend your
problems have only just started. You
now have to get back to the car which
means another perilous journey through
all five screens

The graphics are not the greatest seen
on the ‘64 but they are good, if slightly
indistinct occasionally.

On the sound side, a rendition of the
song Thriller is played. although it does
differ slightly from the original in places.
with the odd wrong note thrown in for
the sake of copyright.

Buy thisif you dare!  Fraser Marshall

| GAME: FALCON PATROL 2
MACHINE: COMMODORE 64

CONTROL: JOYSTICK

FROM: VIRGIN, £7.95

There is barcly a difference between this
game and Falcon Patrol 1, a new land-
scape and helicopters in pursuit instead
of acroplanes, but essentially the same

Your plane patrols the skies over a
war-ravaged town in the Middle East
(it's all too realistic. it looks like Beirut
on a bad day). The radar screen at the
bottom shows the approach of the
enemy helicopters

The choppers range from unarmed

troop carriers to the very dangerous red
gunships. Shooting down the ‘coplers
and avoiding their fire or fatal collisions
takes a fair bit of concentration,

It is a feature of the game that your jet
will only change direction once it has
decelerated sufticiently to allow a turn.
S0 it's easy to get into a sweal swooping
from side to side and up and down the
screen, chasing the last few kills that will
get you on to the next screen.

One major change in Falcon Patrol 2
is that the jovstick control allows you to
fire diagonally downwards as well as
straight ahead, a facility that really com-
es in handy when vou've got swarms of
helicopters to destroy.

Meanwhile, as the seconds tick by,
vou'll find you're rapidly running out of
vital fuel, You've then got the tricky
problem of slowing down over one ot
vour land bases. swinging round to face
forwards so that you hover, and then
landing on the base to take on missiles
and refuel. This is extremely dangerous
if there are any enemy aircraft left
because they have a nastv habit of
smashing into vou just when you're
totally vulnerable,

The various changes and additions
don't disguise the fact that Virgin have
re-styled an old but good game. This
does suggest a certain lack of ideas and
cffort on Virgin's part.  Adrian Ogden

—
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Poster Paster

If you thought putting posters all over a
town would be a messy or tedious job,
then take alook at this game.

As Bill Posters you have to paste up
hoardings while protecting yourself,
your posters and your glue from the
Gnurds, Wazzocks and Drain Brains
This calls for a mixture of jovstick
dexterity and fast reactions.

On cach screen you have a paste
bucket, brush, ladder and a box of
posters, Using these tools of your trade
you must first get a sticker out of its box
by positioning vour hand over it and
pressing fire. Then, by walking along the
| gutter, you can move the ladder to the
appropriate place and elimb up it
| At this stage the poster can still be
moved a little before finally pressing fire
to hang it. If you've got it right it drops
into position and you can get the next
part of the picture. Otherwise it will roll
off and you'll have to start all over again

Posters have to be placed so that a
blue rim can be seen along the top and
right hand side. Where there is no
border it's either a matter of guesswork
or sometimes you'll find the topmaost
rung on the ladder automatically puts
you at the right height,

Precision hanging isn't your anly

How do Taskset dg 12 ANOTHER
ok totally original game hits the CBM
4 trom their talented team. And the
also prove that they have not [ast th Y
touch with graphics — ever 2
animation is flicker-free
are beautifully drawn. T

not bad either|

: The_ continuous tunes wil| have yay
umming along, and the soyng effects of

many other games pale in comparison

The 12 differant screens it offers wil‘ll

LﬂkE mare than a little time to master; m
e;sl sa far is only serpen 7, butI'm su:le ’

rcr =W more days play will see me th

o atleast, ., scrpen 8. b

The game js Quite addict

want a change from ording

get stuck into Posper Paster

¥ piece of
and the streets
he posters are

;VE - i{_y(:.u
i Fiﬂmeplcy_

Richard Patey

problem though, different anti-poster
pests will appear to try and touch you. If
they succeed you die

One variety of beast is a pair of waving
hands. which if allowed to reach your
box can mix up the order of your
pusters. This can be disastrous if you
have eight rolls of paper to put up. You
will be looking for the right ones all day

—I PANELPOINTS

ELC; doesn't just stand for Persangl
Gz;np:fe; GTlmes, but Paste Consistency
i ge as wel| $0 | wasn't tog hurt when
old my PCG was Tumpy !
liked the game because it isn't just
cm.orher shoot—’ern-upfype, but rec
alittle thought to positian the pmfj:ﬂr:
only complaint is that they, and riwe i
ladder, gre fiddly to get hold of
Ov.erch' Hound this game udd-ic‘fl'v
especially since Taskset are giving o :r
:jc::hoever solves the riddle on |evel 12 &
. Steven Filby

h qood
& iIngredients of

A good ideq combined wit
graphics and sound are th
O great game,

Aquatic Wazzocks can be either help
or hindrance since they dilute your
paste. This is great if vour glue has dried
out and has gone solid but terrible if it
gets so runny that vour posters won't
stick.

As you complete more hoardings the
difficulty of the pictures and the number

I TvA¢PICIGle[H]I[T)
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animation
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; D:;:';E boy {Michael'?} is
also quite slick. The ol:rr:?:u: "f';'EPi'ES s
eme

1 o
deP ays rh"m-'ghout the tune

game, g well

joystick
pu”::rl::m'ef? not sluggish T
et worgrYIy hair out, i just goes

hiif onl 2
Tun ulre:ds}r:ghﬂy 'Mproved

Provides greqt

SUccessfy| Vi'l'gin

’ game
5h00|'- Em_up UCffon,

e bar. |

rEFnC‘:’"QTed on

see him, Byt o
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TGRAPHICS
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» ¥Ersion of

Your socks O'Ffl
Hon Chapmu“

me so 5:;“'5{},;”9_
Steven Filby

GRAPHICS
ORIGINALITY

[ overALL

@ Hanging the pester can be a tricky job

of menaces marauding the pavement
increases. All of these can be dealt with
by a deft flick of the paste brush sending
a glob of glue smacking into the mons-
ter's mush,

I found it a very novel game which
after initial playability doubts became
completely absorbing, Bob Wade

automaticolly

TRPICGIHI TP HI T IAPICIGIHIT T RNPICIGLETH]

@ Completing the poster tokes you on to the next screen
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Your favourite bell ringer,
the all-conquering Quasimodo;
leaps back into action
on another breathtaking
epic with Esmerelda!
Another superb
Ocean extravanganzal

Ocean House |

6 Central Street

Manchester M2 5NS §
Tel: 061 832 6633

Okcean Software is available from selected branches of WOOLWORTH, W HSMITH " s, Z:'_:_,T—' . LASKYS. Rumbelows
Spectrum Shops and all good software dealers, Trade enquiries welcome.




Education’sascream
own at Spooky Manor.

\cornsoft have a range of education programs that
encourag children to think |1}"i{-;i_|l} and {'I‘l*dli‘»'r'i_\'.
\nd at the same time. they make ||-':|!‘ni||tr bags of fun.

SPOOKY MANOR: An adventu : game for up to
four players. W here e ‘.|}|{llll1” the creepy old house and
-ul\m" mysteries IIl\llht bt I nl)t 1'.!_I|u|| .il]li I}ldl]l!lT]lf
It is suitable for children aged seven and upwards but
many adults will e njm the e |I.I||| nge il pro ades,

WORKSHOP: . \n easy Lo us

.1E|1|\LIIJr1" program. Full of

rand completely
wisual machinery.

ver what each of the mach-
ines can do with simple geometrie .-il'l:lfll'.-'. For ages three
Or Over, \"n:_u'k:-.|u:r|: encourages |'|i.l'_rhl}- creative I,I|ia'|kir*r§_r

!I\ e \lil riment ¢ 1'11'(]“ T l!l-‘-

and experimentation.

ABC: A writing tool designed for young writers
aged seven and upwards. It is easily operated and quickly
understood and before the A I salise 1t children will be
creating and reshaping their words and ideas.

TALKBACK: Both entertaining and demanding,

It allows children to create their own computer
‘characters’ capable of holding .-¢'|||||_ll|- conversations on
the sereen and provides valuable lessons in both English

and computer fill-run'}, For ages ten and over.

All four pro . are available for the BBC Miecro
computer on either cassette (£9.95) or dise (£11.50).
Talkback and Workshop are also available for the Eleetron
etle “L':l 200).

For your local Acornsolt stockist or to order h\
credit card si () during office hours.
\lternatively vou can order the programs by writing to
\cornsoft. ¢/o Vector Marketing, London Road,
Wellingborough., Northants. NN8 2R1., enclosing a
1-h|'-qm'~ or }ltl.\:l:.'li order. Please allow 21 days for delivery.

on ca

|p|_\ r |J1g (9313

ACORN




Go for it with Hyper Biker.....real batm warfare \ 9 4»&

Now vou can experience all the thrills, spills and skills of BMX racing without leaving your
commodore kevboard. Play on your own or with up to 3 friends to beat each otherand

the gualitying times set by the computer. There are 6 different events but you must qualify
on each to move on to the next. Track features include. table tops, whoop de doos, ramps,
speed bumps, ditches and drop offs.

You have complete control of yvour pedals, handlebars and brakes so that you can jump, wheelie
and really perform - but go easy or you'll end up eating dirt.

me  Obstacle Race 5.V

ﬁmwlﬁﬁhﬁmh

452 STONEY STANTON RD. COVENTRY CV6 SDG. TEL: CC
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BRITAIN'S NUMBER OVE CARTOON CHARACTER
N ON COMPUTER GAMES FROM CREATIVE SPARKS

AN RS SVVESys

I DOUBLE TROUBLE

The evil Baron Silas

Greenback has bullt an
android Danger Mouse
which must be destroyed and
thera Is not a moment to lose.
Guide Danger Mouse and

i3 Penfold through the deep

! jungle to the layer of the
Baron and then halt the
looding sequence before it's
too late.
Can you help Danger Mouse
save the world?
Fast looding cassette
(C-64 versian).

A Rolls Royceand helicopter trip
to meet Cosgrove Hall

the creators of Danger Mouse.
Each pack contains
full details.

AN EPS VvV Sy
IN THE BLACK FOREST CHATEAY, _

This adventure program is
ARG no piece of cake!
e As Danger Mouse, the
- - World’s Greatest Secret ‘
e Agent, you will need all your
\ wits about you to track down
i the fiendish Pi-beam

| operator....and will develop |

a range of useful skills as

&

& v -
B you go. f
- : ® for early adventurers of
g any age ~
® no typing skills required
' i @ lots of superb graphics

“The graphics...are stunning on the Specirum
and even better on the C64”

Campiiter ard Video Ganiass | 3rn 44

3 TMDGREWWEW GAMES FORTHE C-64 AND SPECTRUM 48K,

Avallable from All good computer software stockists. Method of payment Creative Sparks,
Se I bl By chieque or PO (no cash) made payable
nd me (tick as required) to TECS 3 Farnborough Road,
7] DM INDOUBLE TROUBLE TNCC CTRUM) i B ? [0 ByAccess Farnborough, H i U144 TNF
[ DM IN DOUBLE TROUBLE TNCEZ i or | Telephaone: (O 54,
[ DM IN THE BLACK FOREST CHATEAU ! 0 "} 8 Enter card no. [J Barcla
O DM INTHE BLACK FOREST CHATEAU TH ) |
O Mylocal stockist's address [ : ' 0 Address

Name

O Your full list of games

Cre ard sales: UK buyers onily.

ik p Response within 21 days.
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GAME: GUMSHOE
MACHINE: COMMODORE 44
CONTROL: JOYSTICK
FROM: AAF, £E7.90

A&F hit the jackpot with their last
game, Chuckie Egg, which became a
best-seller on a number of different
machines. Have they done it again with
Gumshoe?

Using your joystick (there’s no
keyboard option, which is a pity) you
must explore a house and find a young
lady who's been kidnapped by baddies.
Once you've found her you move on to
the next level,

The screen is

divided into floors

joined by escalators, which occasionally
change direction, ladders, and lifts
which travel up and down stopping at
cach floor. The display scrolls approp-
riately as you move about.

You can also jump down laundry
chutes, which take you down several
floors, or through trap doors, which
simply get vou to the floor below

There are 10 different ‘houses’, each
approximately 15 screens in size. There
isn't a lot of variety — it’s the layout
rather than the contents that change.

The different floors are crowded with
trigger-happy hoodlums. You can either
shoot them or, if you're lucky, bump
into them. This sets off a nice fight

GAME: BLACK KNIGHT
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: INTERDISC, £9.95

This month marks a new phase in the
development of computer games: large-
scale animation. The detailed move-
ment of the Black Knight has to be seen
to be believed.

This character stands about a quarter
of the screen in height and is made up of
no less than nine different sprites. Each
of the different movements he's capable
of involves him moving through a num-
ber of ‘frames’ — the effect is stunning!

The actual game, | can’'t make up my

mind about. Taking the role of the
knight you have to run a very challeng-
ing obstacle course across a series of 20
Or MOore screens.

First, mounted on a brilliantly-
animated horse, you gallop across a
scrolling landscape. Gaping pits and
chasms appear in your path which you
must leap. At the same time meteorites
descend from the skies and must be
avoided. You can speed up, slow down
or jump.

In the next stage, you dismount and
continue on foot. This time the terrain
has become decidedly unstable, and you
have only a few moments in each screen
before the earth gives way under your

GAME: CLIFF HANGER
MAIIIIHE. COMMODORE 64

EﬁllﬂlﬂWIIUIHWIIEIHWIIDIHW

@ Boat the bandit by bouncing to boulder dash

CEL |

g}

® Zany action and humaour

Cliff Hanger

This one's really going to have you on

the edge of your seat. Can you, clean-cut
Cliff Hanger, put paid to two-gun-totin’
El Bandito? Can you even figure out
how to do it?

Cliff Hanger is the first of what may
be a new breed of game — the arcade
cartoon. You find yourself in one of
three locations with certain tasks to
perform but the action proceeds in
hilarious cartoon style.

QOur hero finds himself on a cliff. Out
of the distance, down the dusty desert
road, the hairy bandito comes, guns
blazing. When he disappears in the dip
of the road before coming into murder-
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PANEL poy

whenever he ki
The ¢ l
o EHangsters o |,
cfbic}.hng their sramqrh-
and fmu.'fyfqh‘inq An r

sequence with a couple of “ZAPS and
POWS'. Be warned., you usually lose. If
vou win, you're charged 8130 for medic

al fees
Money is an important part of the
g 3 1 AERTHRE: Thera i
i iniadi e PR L 50 cert Ty nice|
scoring systerm. You get cash for cach i bu“e(:m pl’decrsure in dueking :;?e ]Umshoe kept an firing e 4
Sand it feels Plunging ¢ ! ¥en whep
real good 9 10 his own o
eath,

hoodlum you kill, and a special bonus
for finding the girl. But it gets spent on
ammunition and medical fees

It hardly seems fair to compare any
game with Chuckie Egg — Gumshoe is
still an enjoyable romp. even if it doesn't
quite have the edge on its predecessor. 1t
doesn’t have anything outstandingly
original to offer, but it has a sense of

humour and is verv playable
Steve Cooke

Fraserm
. ars
"Nger is very handy, inhu”

ﬂdversgr},_

The
Qame con
COptivating. CEPLIs simple by

feet. You also encounter a snake, whose
head you must hack off with your sword
(very satistying), and a crocodile which
you must use as a stepping stone

Later hazards include a kind of hit
from which you must leap at exactly the
right second, a waterfall and a maze.

The last challenge is a sword fight
with a hideous-looking goblin, dead
hard to beat. even on the casy level

The problem is your control of the
character is Timited to relatively few
moments of decisive joystick move
ment. Timing is horribly crucial

One thing is for sure. This game takes

computer graphics a long way.
Chris Anderson

RPICGEHI RPICIGIH

ks gume,
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Just ge o : rtog Octer fre
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a ies,
“manthg
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® Cartoon-style action in this amazing gome

ing distance, what do you do with the
rocks, see-saws, canons, hor Hnerangs or
anvils that might by lying around?

To give you some help, each of the
game's screens has a title, which gives a
clue to the action, “The Cannon’ is Tairly
straightforward on the casicst of the
three fevels — just light it and watch the
cannonball Natten the baddy

] tharges
n in f [ o

d':i',ghr' This satistaction ;
| i 5 50 diff i ‘5
i, Around ang time ;.rcu..lrg:Ji'Ilf Lrymg ®

ac 5

Bob w,
ade

What | liked mgs
good g Clitf

But here CHIT encounters another of
difficulties: timing  your

the game's
At the

moves correctly
lowest level Cliff lives to fight another
day if he misses, but later on the punish-
ment for failure can be savage

‘The See-saw' on the lowest level is
But what do you do

s essential

easy Lo hgure oul .
on ‘The Sece-saw's Revenge'™? I'm not

sotng to tell vou. And as for ‘Confused
You Will Be', featuring a sce-saw and a
trampoline. . well, only players with an
1Q) over 250 need apply.

Although the number of objects in
Cliff Hanger is quite limited they are
combined m such ingenious and fien
dish ways that the game does not be

come at all repetitive

Added to this. the graphics and
animation are excellent and the game
has wonderful comic touches which will

see vou through vour many failures
Peter Connor
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GAME: TACHYON FIGHTER
MACHINE: MEMOTECH MTX 500
CONTROL: JOYSTICK

FROM: MEMOTECH, £6.95

With software like this it's a shame the
Memotech isn't a more popular
machine because this is a high quality
program based on Buck Rogers and the
Planet of Zoom.

The game has you skimming low over
a planet surface which scrolls towards
you in 3D. Each stage of your journey
presents you with a new alien threat and
a time limit to deal with it.

The first stage gives you six gates to
pass through and once this is achieved
eight aliens will start bouncing down the
screen towards you to be blasted.

If you survive this you move to a
roadway with the occasional bridge
over it and a new type of craft which
hangs in the distance and then zooms
towards you, Next up is a tunnel with
fighters zipping down it. Both these
stages are easy to survive though if you
just maintain position in the centre of
the screen and keep finng.

The following section is a different
matter with a changing perspective and
some very mean alien ships doing their
utmost to turn you into tunnel pebble
dashing.

The backgrounds and tunnels are

COMMODORE 64
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certainly colourtul but there are one or
two nasty clashes and character over-
laps. Your ship has a limited ability to
change height but this is only over a
small arca of the bottom of the screen
and the craft always maintains the same
flight attitude.

There were one or two slight niggles
about the game because it is hard to
judge your firing position accurately and
too much of the action is left to chance
rather than skill. These don't spoil the
game though and it will be a welcome
addition to any Memotech owner’s
spartan collection,

Bob Wade {

Buck Rogers clone, it
old-fashioned 3D fun

What | found particularly annoying
throughout this game was the fact that

Just about the best shoot-‘em-up I've
seen on the Memotech. The 3D effects
are very good, although | found the
purple and blue lines on the first screen a
trifle wearing on the eyes.

Later screens are progressively more
difficult. Things got tough for me down in
the trench — whatever those aliens are
they're pretty elusive.

Although this game is obviously just o
gave me some good
Peter Connor

(" PANELPOINTS

you couldn’t judge how near to the
ground the nasties were. This wouldn't
hgve been too bad if you didnt have to
kill them or blast them out of your way
but after missing a couple and then bei;!g
destroyed twice, | began to get the
feeling it wasn't my day.

All the screens are very colourful, but
ihE: problem with this is that once I'd
adjusted my eyes to it, | spent five minutes
staggering blind around the office before
normality returned,

Despite this the game was good fun to
play with great sound effects,
Samantha Hemens

S e T S T T R iR U L Wi T

GAME: MR ROBOT AND HIS ROBOT
FACTORY

MACHINE: COMMODORE 64

CONTROL: JOYSTICK, KEYS

FROM: BEYOND, £8.95 CASS, £11.95
DISK

This is a platform game where you,
controlling Mr Robot, must collect all
the dots along different levels, negotiat-
ing trampolines, short-fused dynamite,
ladders. escalators, poles, magnets and
lots of similar devices.

Along the way you have to avoid the
robot-hating ‘alienfires’ which can only
be destroyed if you have picked up an
energizer token.

In a way the game is a cross between
Donkey Kong and Pac-Man, with the
platforms and fireballs of the former,
and the power-pill guzzling of the latter,
There are 22 screens for you to bounce,
climb, jump and laugh through and you
can choose which one to begin on. So
far, so unremarkable.

What makes Mr Rebot stand out from
the crowd is the ingenious Robot Fac-
tory of the title. This is simple to use and
allows you to design your own screens.
Switch to this function and you can
assemble the programmed components
in a layout of your choice, creating any
level of game, from the mindlessly easy
to the nigh impossible.

In the tape version of the game, the
factory does not allow you to save your

| GRAPHICS
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finished screens, nor mix it with others.
You are also limited to the one screen of
your Owil.

Games players who still haven't had
their fill of platforms should find some |
intriguing challenges here, and should
be satisfied by the cartoon-style
graphics. The sound is kept to a mini-
mum with no tunes. There is a switch off
facility but it's not really worth the |
trouble. '

Whether you decide to buy it is up to
you of course, but it is an entertaining,
well thought out and fun cassette incor-
porating a unigue customising feature
which will hopefully make other soft-
ware houses take notice.

Simon Chapman
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Well perhaps not, but the titles on offer from

some games hire schemes do leave a lot to be
desired. Joining the wrong library can mean parting
with your cash only to find that the top games

are not available.

That can't happen with the Matrix Club.

JET SET WALLY?

We give you the opportunity to see our selection
lists and compare our terms before you decide to
join. We believe you'll find that Matrix has the
finest games selection, and offers the best deal
in games hire. Post the coupon below with no
obligation, and check out the Matrix deal!

MATRIX Number One for games hire.

O L.E.T. Top Fifty always stocked.

O Simple system, no deposits,
hidden costs or extras.

[0 Excellent hire rates:
Spectrum and Commedore 84 - % tapes for £1.50 a week
Atari VC5 - | Cartridge for £2.00 a week

MATRIX

SOFTWARE CLUEB

Past coupeon 1o,
Melrica Agencies 271 Stanstead Road Bishaps Stortford Hems CM23 ZBT

N,

T

FHEE FULL

COLOUR
A3 PDSTEFI

FREE 55 \er

WITH EVERY GAME

HAVOC for the CBM 64 — £.9.95
HAVOC forthe SPECTRUM—£7.95

Available from all leading computer stores and
retailers, including W.H. Smith, Boots, John
Menzies, Spectrum Group, etc.

PLAY

AVOC

WITH YOUR COMPUTER

“Possibly the ultimate challenge for arcade fans,
and a brilliant piece of programming”

Commodore Harizons

Mav. 1984

HERE’S A VERY SPECIAL OFFER TO HELP YOU!

GIFT

FHEE HAVOC FHEE SOFTWARE

MOBILE OF AT LEAST
£5.95R.P.

To take advantage of this special offer, send cheque or
P.O. to Dynavision, P.O. Box 96, Luton LU3 2JP.
Credit card orders to 0582-595222 (24 hrs.)

—1CBM 64
Please send me a copy of HAVOC | Spectrum
DRI oo i i i s £ RSB s
BOEDEES bR R
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GAME: SPACE ACE 2101
MACHINE: COMMODORE &4
CONTROL: JOYSTICK
FROM: OZ|SOFT, £7.95
Space Ace 2101 borders on being an
arcade-adventure. The basic idea of the
game is to fly around the Mhiyken
system in your spacecraft, shooting
down every alien you can find

However, there is more — as in adven-
ture games, you are given money and
opportunities to spend it on necessities,
At space ports it is even possible to pick
up passengers. If you take them to their
destination. you will receive a reward.
In fact, a lot of things in this game rely

on money. Fuel, for example, is always
first priority on your shopping list. Not
only that, but every alien that you
destroy earns you a little more credit.

The really meaty bits of the pame
occur with the arrival of Zadron bombs
and tractor beams, but you need quite a
lot of cash for those! By far the most
interesting part of the play is finding the
alien production line, guarded by an
impregnable shield and ‘code locked
star-gates’. Destroy these with an X-ray
Zadron bomb, and you’'ll never want for
money again, Or at least | hope you
won't — [ haven't got that far vet, but it is
tantalisingly near!

The planetary and inter-planetary

graphics are nothing special, but the
animation is not too jerky and serves its
PUrpose,

Sound effects are pretty awful, and
encouraged my cat to sing along! Fortu
nately, there i1s a redeeming feature;
games can be loaded or saved onto tape,
just like a normal adventure.

To play the game, not only is a joystick
necessary, but yvou will have to reach
towards the keyboard and press certain
keys whenever options are displayed.

In conclusion, Space Ace 2101 is not
the greatest game you will ever play...
but the idea is good, Could be ideal fora
Defender-less afternoon.

Richard Patey

GAME: HIGH NOON
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: OCEAN, £7.90

In this Wild West shoot-out you face
odds that make John Wayne's efforts in
‘Rio Bravo' look like a walk in the park
The meanest gang west of the Pecos is
about to hit town, aiming to rob the
Bank and carry off the saloon girls from
Saucy Sue's. Like a mad fool - sorry — a
real tough hombre, you walk out onto
Main Street, never wondering why the
only man left in town is the undertaker.
Aman's gotta do whata man’s gotia do
You don't have to wait long, all of a

sudden the street is swarming with
bandits and you open up with your
six-shooter littering the street with dead
outlaws.

Fhe undertaker, Riga Mortis. drags off
the corpses, which is a nice touch

At the end of cach wave of baddies
vou have a shoot-out with a single
outlaw. As soon as you see him draw his
gun you must press fire o kill him, or
else you'll get a bellyful of bullets

The game consists of two screens, one
shows Saucy Sue's Saloon and the
Bank, the other is the gang's hideout — a
cave. You get onto the latter screen after
vou have finished off the fourth wave
The graphics are very realistic, especial-
ly the galloping horses.

The music is good since it is just the
sort of tune you expect to be drifting out
of Saucy Sue's Saloon, but [ have my
doubts whether it would have been
computer generated in those days!

The game has ‘Novaload' so you have
a picture and some music while you wait
forit to load. It also tells vou the number
af blocks left to load, so you realise you
waon't have to wait forever!

Although the game is basically a
shoot-"em-up, some skill does come into
it, since you can hide in the saloon for
safety. Also, the outlaws will not shoot if
one of their pals might be hit,

The outlaws, horses, dynamite and
fast bullets should keep yvou entertained
foralong time Steven Filby

o[PICIGIe[H[I| T p¢P|C]

Lazy Jones

Ever fancied yourself as a cleaner in a
hotel” No? Well how about a hotel full
of video games?! Such is the job held by
Jones, who will do everything he can to
avoid warking

Jones™ hotel consists of three floors,
six rooms on each. the screen scrolling
to show them all. Apart from a lavatory
and a couple of broom cupboards, every
room contains its own video game,
although they are all fairly simple.

Jontes” ambition in life is to play video
games and do as little work as possible
He must tour the hotel, via a lift and visit
all the rooms. Surviving all the games
takes him onto the next, harder level

Jones must be careful to avoid the
manager of the hotel, ghosts of previous
managers, and cleaning trolleys, contact
with which gives Jones a heart attack at
the thought of work! Not a nice way to
20 -

The games themselves include various
shoot-'em-ups. a simple Breakout, a
couple of manoeuvring games (an accu-
rate joystick is helptul}, and a version of
the classic ‘snake’ game. amongst
others.

There's also a ladders and platforms
number called Eggie Chuck, and a

azy Jones is [ike 5
lg“’“es Players, tog b PU"er

. O any w ]
is game is great. vy ¥ work!

¥ O version of Scmmba':y ?g;m and
» ce

.&J::"zy Jones is one of the most
games | have eyver Played. For a st
; art

romantic item called 99 Red Balloons in
which you have to make your way back
and forth to two pretty girls, giving each
a kiss!

Each game has a time limit, and you
can't go back to it again until you've
played all the others. This stops you
getting bored with any one game, and

cOmputer games 15 doo ousy pleying with ga

The tunes pla
me and set the

overall ‘jump’ (gargh
games. Richard |:g|:".i’F

There's something

about this one, N by Sppealing

one of the 15 min;

given time 10 get bored!

I fDund the f
graphi ;
music catchy, Grei, ;;::?EPW“"Q, the

Chris Anderson

vour overall score. vou really have to
demonstrate your talents as an all-
rounder to do well

Jones is nicely animated, walking
complete with footsteps, On entering a
room containing a game, he clumps over
to a joystick and the game is displayed
on a screen about a third of the size of

since the points from each are added to
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Screen Test (.

Popular. You must be prepared to
Persevere it you gre tg enjoy it.

Steven Filby
me a little confusing at first, It js
Iik8 playing three games at once; I quite liked this game, it has arcade parts

Sereimble, an outer space shoot out, and such as the Defendler type scene on the
Space trader, Once | began to get the surface of each planet by it also has the
hang of which keys to use it became complexity of a space adventure such s
easier, Star Trek . l

I like the flying through outer space Even on the easiest of the eight levels of Mo — Sl

part of the game best. The graphics are play, I couldn’t land at another planet, | [ SRR

far from Spectacular, but adequate. reckon, all inall, it is o tactical but hard
In my opinion this game is much tog

game with lots of different sequences to
frustrating and complicated to be keep your interas, Simon Chapman

[ PANELPOINTS
ch. I sure shot them varmints full of

and the sound make y for that, Sad|
lead! Saucy Sue and her gals can although the first few gama.-, weri.'eS ga:c]
sleep easy and of’ Riga Mortis is gettin’ to it then began to pall.  Adrign Ogde;n
be a rich man round here,

Yup! High Noon struck me as being o
very professional package with enjoyable
tunes and pleasant graphics. At first sight
the movement seems too slow to be taking prisoners.
challenging, but later screens d ispel that graphics are clear, bright and g
impression. Those bandits with dynamite good selection of coloyrs are used. A hit
move pretty quickly! Richard Patey of scrolling could have livened things up a
bit, though, Another game from Ocean
More than anything this game is

a reinforcing their Position as a fop
entertaining. The movement is poor and software house,
the greiphics not brilliant. byt the ideg

ND

| [soul
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The blurb says ‘Shoot fi rst... osk
Questions later!’ — sound advice because
the action is fast and the bad guys aren’s

Fraser Marshall

1| EGGIE CH

' hatel, 12 of the 18 doors are visible

@ Laizy Jones

® 99 Red Balloons (top) and Eggie Chuck

GAME: LAZY JONES
MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: TERMINAL, £7.95

ics in the
al screen. The graphics in t
'm:r\Tere adequate with some nice
scrolling. : s
" The simplicity of the games m i
duce the overall challenge, but .Hzﬁ
Jones is a hit for its sense of fun an

‘ PCGAMES 83
value for money. Jeremy Fisher
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SUMMER GAMES

THETOP US AND
UK. OLYMPIC
GAMES PROGRAM

You're an Olympic athlete
competing in eight key events at the
SUMMER GAMES.

How well can you score in track,
swimming, diving, shooting,
ﬁ:rmnastics and more? So realistic,

ere's even an opening ceremony
and awards presentation after each
event.

Unlike other “Olympic-like"

ames, SUMMER GAMES has
ncredible realism, superb state-of-
the-art graphics and sound effects,
including national anthems from
eighteen countries and true action-
strategy ?ame plahv. In each event
you must plan and execute your
game strategy in order to maximise
our score. It's not just a matter of
ow fast you can move the joystick.

So change into your running
shoes, gra 6ourjoystick and GO
FOR THE GOLD!

£14.95

Commodore 64
Turbo load

£19.95

Commodore 64 Disk

Commodore 64 Disk £12.95
Two adventures with real time

action, unbelievable
excitement!

4 Commodore 64 Disk £12.95

QUICKSILVA

PRESENTS

b
SUMMER GAMES.
-  VIMODORE 64 DIS}

Marketed Exclusively in the UK
under licence from CBS/EPYX BY
QUICKSILVA LTD, &

>
The ultimate in graphics!

Commodore 64
Disk £14.95

Commodore 64 W
Turbo load £7.95

L% i 5 !

TURBOD | ; g |

B, LOAD 2 [

fy: COMMODORE Ga i b £ r |
A + JOYSTICK - -\

Two games
for the price of one!

Commodore 64 Turbo load
Based on Central Independent Television Series.

Alltitles available from Quicksilva Mail Order, PO Box 6, Wimborne Dorset BA217PY. Tel (0202) 891744.
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aoulder Dush

cs is Fun' was the title of my
ok at school, but | never believed
tl] I met Boulder Dash, and the
1es of gravity were revealed to me

inall their resplendent glory.

This game is so addictive that if it were
sold on the streets angry parents would
petition Parliament to have it banned.
Work ceased in the PCG offices while
hacks queued up to get their dose of
frantic gameplay. Busy reviewers drop-
ped everything to devote themselves to
cracking just one of Boulder Dash’s 16
different stages. Hours later they were
dragged away from the screen, weeping
from the frustration of failure.

Looking at a screen shot you might
wonder what all this fuss is about.
Looks a bit like Dig Dug, with lots more
boulders. And the object of the game is
similar — dig away and collect the jewels
from a series of caves,

100% addiction

@ Screen G —onamoebo has been trapped and turned fo diamonds

But the execution of the game and its
variety make it infinitely more enjoyable
and thrilling,

For a start, there are all those rocks.

They behave in what, at first, seem very

str.mgc ways and deaths come thick and

happening. If he removes the ground

fast. But soon Rockford — the cute little CONTROL: JOYSTICK
figure you guide — figures out what's R e

frem under a pile of rocks, then they're
going to come tumbling down.

Rockford, his foot tapping impatient-
ly when he's waiting, zips around the

quick to stay alive; he can support a pile
of boulders, but as soon as he moves
they fall and he's got to clear out pronto.

All the caves are the size of several
screens and are viewed through a
smooth-scrolling ‘window’. In each
cave Rockford has to collect a certain
number of diamonds, at which point a
secret door is revealed and he can exit to

serecn with great agility. He needs to be | v A e sy ll =osro= oo aee wooow

the next cave . . @ Screen k- you've rel
One excellent point is that you can pick up the dinmond

Try this puzzle

Here's a typical situation that might arise in Boulder
Dash. Can you get the jewel without getting yourself
trapped or crushed? In the real game you'd only have a
moment to think about it. But try working this one out
before turning to page 88. Remember:
W If Rockford moves (digs) into a space containing earth,
the earth disappears and will no longer support boulders.
B A boulder will not fall, so long as Rockford is still
standing under it, but when he moves out, it falls into the
space.
B A boulder standing on another boulder or on a wall,
will topple off if the space diagonally below it is cleared.
M Rockford can push a single boulder horizontally,
provided there is space the other side.

eased the firefly, now ® Screen M —release the butterflios by
tunhelling under the boulders

.

-
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begin with any of four different caves
this allows you to see a lot more of the
game a lot sooner!

The first of the 16 caves is the easiest
but still difficult enough to get you
hooked. Here you have the leisure to
experiment and get the feel of Boulder
Dash's physics usually a rock on your
head.

Cave B is a little more sophisticated
The diamonds are in rooms and Rock-
ford has to move boulders to get at each
one.

Cave C is the first of the fiendishly
difficult screens. Rockford is in a maze,
Lots of boulders, lots of little walls, lots
of diamonds. He has to get all the
diamonds to exit and now he realises
how important the time limit is.

Further screens introduce deadlier
opponents than the boulders - fireflics
and butterflies. The fireflies guard jewels
and are extremely vicious, giving Rock-
ford little chance to escape. Fortu nately,
they are also pretty stupid and Rockford
can generally work out a plan to bam
boozle them.

Cave E (see screen-shot) is a good
example of how to dupe a firefly. Each of
the eight diamonds is in a room and
guarded by a huzzing firefly

You must tunnel along to the first
room and break in when the firefly is at
the far side, Retreat, move up, and enter
the room from above to get the di-
amond. The firefly will have followed
vou, but you have a head start and
should be able to pet diamonds from the
top four rooms and make it to the exit
without being caught

On other screens, such as Apocalypse
(cave M), vou will work out what to do,
but have great difficulty doing it. Here
two walls of boulders at the bottom of
the screen enclose a swarm of butler-
flies. At the top of the screen is the
amoeba, a throbbing green mass which
expands remorselessly

Rocktord’s task is to release the but
terflies so that they come into contact
with the amocba and explode, turning
into jewels to be pathered.

To do this he must tunnel down from
the amoeba, taking care not to block the
path with falling rocks, and reach a
position just to the bottom right of the
row of boulders guarding the butterflics,
To release them, go hard left, allowing
the boulders to drop down. The butter-
flies will now follow the same path he
took and make for the amoeba. where
their transformation will take place.

When you consider that Boulder
Dash has 16 stages, most of them as
fiendish as the one just described, and
five difficulty levels, you'll understand
whyit's our Game of the Month.

The graphics, despite being slick and
smooth, are not guing to win any prizes,
but the sound is pleasant with the
diamonds twinkling nicely as they fall
and the boulders making  horrific
crashes.

Anyway graphics are not what this
game is about. Absolutely compulsive
gameplay is what lifts Boulder Dash to
awesome heights.

I defy anyone to play it withow
becoming hopelessly addicted.

Peter Connor

PANELPOINTS

SGnsaléonol. More than any other
W game this year, it forces you
irresistibly back to the keyboard.

S.ﬂ mehow the American Programmer
Chris _Grc:y has discovered g e
combination of features which, added
together, produce absolutely outstanding
game-play. -

Even without the omoeba, fireflies and
bui?erﬂi'es, the game would be great, byt
m'rl'_\ rhese included it's glsg Ent.'r;‘:dihl";.;
exeiting. Trying to block the amoebg or
Oubwit the fireflies inside the time-limit wil|
set vour heart pounding.

Chris Anderson

The thing | like mast is that it is not just
mindless running abaut. |n order to
refrieve all the jewals You have ta think
carefully which route to tuke, otherwise
you'll be trapped l
The graphics are fairly simple — each
screen 's predominantly one colour, but
I'!"ue scrolling is superb, not o jitter or
Hicker to be seen anywhere.
Fraser Marshall

| was impressed by the animatian of
Rockford, blinking realistically and, if lef
unmeoved for g few seconds, folding his
arms and impatientiy tapping his foot!
Jeremy Fisher

This game is a new classic in the class of
Q@ Bert, Kaong, and Pac-tan

Thar may sound pretentious. byt
believe me, this game really does have

Rockford can now push boulder A

'How to get that jewel

Starting from diagram 1, Rockford moves 3
boulder A (2). If he were now to move down, boulder A would fall and crush him.
Soinstead he moves right (3) and then back over the top to dig down the left side
(4). Moving out of the gap causes boulder B to topple into the empty space {5).
out of the way (6) and then dig down next to
the diamond (7). Which can safely be collected (8). The task is complete —
and then up and away.

left, digging out the earth under

something specinl. |1 original, extremely
challenging, and monstrously addictive
 Iparticularly liked the wily the
Boulders pounded down an top of each
other, and the gentle tinkfing saund thet
meant there were unimaginable riches
there just for the taking. Steve Cooke

‘\?_F.
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Y The tough nuts
to 4 crack!
Braingames bring

: you the most
i entertaining and S b
fulfilling adventure Cimmzﬂo; z:
ds5etle Lo.

and strategy games. B et 00
Qur adventures combine strong story lines, high quality graphics and
sound, to produce games you will want to play time after time.

i Strategy games ranging from the White House to King

j Arthur's Court, from the oil business t0 a used car lot, will test
your skills and imagination.

FLAME ISLAND

Throughout the seaports of the old world a rumour
has spread — the monks of Flame Island have found
the fabled Emerald of Power.

The origin of the Emerald is lost in the mists of time,
howewer the stories suggest that it has esoteric powers of a
miystical nature. It is suggested that the monks have placed the
Emerald on 5 dias deep within their temple and have laid many
devious traps to protect it.

Landing at the harbour of Flame Island, you must find the
temple and retrieve the Emerald of Power. In order to escape safely,
you must signal your ship to retum to port and safely embark
for home.

N
A\ e, FLAME ISLAND

graphics and

18— _II_' o 1 sound.
* Ly .\,. xi B -
vy I =5 BN
For the
Commodore 64

Cassette £8.95
Disk £12.95

CASTLE FEAR

Many centuries aqgo, the evil wizard stole the Golden Crown
and the seven Diamonds of the Ancient Kings.

He has hidden them deep within his stronghold,
Castle Fear, where there are many mystical creatures to
quard them. It is rumoured that the wizard himself keeps
the Golden Crown, and that he has given the Seven
Diamonds to his servants of evil. Over the years, certain
brave adventurers have penetrated the Castle, but none
have ever returmed.

To win the hand in marriage of the Princess, you
must dare the evils of Castle Fear and return with the Golden
Crown and the Seven Diamonds of the Ancient Kings.
A sophisticated adventure with full graphics and sound

R,
. e

e
T \i,&‘ﬁ ‘_‘:.: -
s

For more information on the tough nuts
Phone us on Brighton (0273) 608331 NOW

CASTLE FEAR  reeommmne

-gobi BRAINGAMES Amplicon Group
8 f Richmond Road, Brighton East Sussex BNZ 3RL
Tel: Brighton (0273) 608331 Telex: 877470 AMPCON G

-Mo9

Braingames 1 a division of Amplicon Micro Systems Limited
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GAME: JET PAC
MACHINE: BBC 'B’
COMTROL: KEYS, JOYSTICK
FROM: ULTIMATE, £7.95

It’s here! The classic shoot-'em-up from
Ultimate is now available to soothe the
itching fingers of trigger-happy Beeb
OWners.

There are 16 levels to the game, each
with the same screen layout, but with
different aliens to blast away at. You
control a little figure who can either
walk along the bottom of the screen or
else take off with the aid of his jet-pack,
The only other features of the screen are
3 small platforms suspended in space.

At the beginning of the game yvou must

assemble your rocket from 3 component
parts, fill it with fuel, and blast gff to
confront the next attack wave. \Iepgnrs
zip in from either side, but you '¢an
dodge them, blast them, or take refugein
the top-right-hand corner if you need a
rest.

As soon as you've got a full tank you
enter your rocket and take off for the
next screen. On subsequent screens you
simply refuel your rocket before moving
on. Not an easy task, since those pesky
aliens are constantly zooming, wriggling
or bouncing in from side to side. You
lose a life if you bump into an alien, but
your laser has unlimited fire power.

Extra points are gained by picking up
the occasional treasure as it falls from

[GRAPHICS
| L SOUND
| L ORIGINALITY
| LASTING INTEREST

[ OVERALL

GAME: GUNSLINGER

MACHINE: VIC 20 + 16K

CONTROL: JOYSTICK. KEYS

FROM: OMEGA, £1.99

Gunslinger is a version of the gunfight
arcade game, Boot Hill, where two
desperados face off across a dirt street in
a one-horse town in the Wild West.
With only cacti and the occasional
passing stagecoach for cover, the play-
ers zip up and down the screen, guns
blazing.

The game is very much a battle of wits,
with viuiur}y going to the playver who can
blast away with accuracy while dodging
all the lead flying from the other direc-

tion. You can play against the computer
or a human opponent and as usual with
such games, duelling with a friend is by
far the more enjoyable option.

This is especially true in this game,
where the computer is a murderously
accurate shot, and youw'll find you're
getting through your five lives faster
than they got through sheriffs in Dodge
City. Each time- you bite the dust two
strong men carry a stretcher across the
screen, pick you up and then remove
vouto the strains of the Death March.

This is a dull version of an old and
mediocre arcade game with no original

touches worth mentioning. The buundts X

dreadful and most |3L'U|'J|E_ won't fm—:i it

Dlﬂiii’l?[i IQIHWIIDIHWIIDM

MACHINE: AMSTRAD
CONTROL: JOYSTICK, KEYS
FROM: AMSOFT, £8.95

® Traditionally silly scenario for Roland in Time

e s o]

@

©
|3

[ ]
Roland in
[ ]
Time

This seems to be just about the first
original Amstrad game. Reliable sources
say that it is also the first game Amsoft
are proud of. Well, their previous efforts
were nothing to be ashamed of — even if
they were all conversions from other
machines — but Reland in Time 15.
c‘erldmlylhmr best offering yet. %

Not that it's a terribly original Iﬁ
Roland is yel another variant on Ye
Olde Platforme Game. But every com-
puter should have one, and this is an
excellent example of the genre.
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Screen Test

above. Objects are collected simply by
passing over them. There's a two-player
option and a sound-off control, which is
lucky because the sound effects are
pretly meaty.

My only reservation is that fet Pac is
now over a year old on the Spectrum,
and no new features have been added to
this latest version. In fact, | personally
didn’t think that the graphics were quite
as good on the BBC as they were on the
original. The sound, obviously, is a vast
improvement.

Purists, however, will argue that the
game 1s great as it is and, once that
familiar display flashes onto the screen
and the pace hots up, it's really rather
hard to disagree. Steve Cooke

Insrmdn“h . This BBC conversion js ;
41 - o 10N is in m i
the Spectrym gome r};,“eur graphies on opn' yable and compulsive as ’hy Spoctrin
urred charg, 71 has slightly i . Conmr
e cters with wishy-wash The : eter Connor
which is-sulr:bjonscfanon is the Sount! r'sug:;?ri:r'cs ki a0 wer
no' ing, # :
Like | said, o lLP;¥n3x;?KMchar and the 'ir‘ensg"r ;l:" i‘;”?g:m By
: Superior. But t T g kel
Rob Patrick from what s o coc. 11995 do not detraey

appealing to hear the Death March for
the umpteenth time (‘because it was in
the original’), instead they'll turn the
sound down, or stuff their ears with
cotton wool or whatever else is handy.
The graphics, too, are nothing to write
home about and, taken with the poor
sound effects, I'm left wondering why
the programmer needed an expansion.
On the bright side, the game loads
very quickly and the cowboys are equal-
ly nifty, scurrying up and down with
great smoothness. People who found
the arcade game addictive will get a kick
out of it. Personally, I'm aiming my kick
in a different direction...so look out
Omega. Adrian Ogden
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|
| ® Lots of zany oction

: The scenario is traditionally silly. Ro
land has been stranded on Earth by the
evil Maestro, and must find the 140
crystals which power his rocket. These
are scattered throughout 53 locations in
ten time zones. Roland can warp from
zone to zone by stepping into a Tardis
like contraption. Fittingly, the theme
tune is borrowed from the Dr Who
television series,

The screens all have the wacky names
and ideas that are now de rigueur in
such games. Time zone 6 finds Roland
trying to collect crystals from the Missile
Silo, while zone 7 is called After the
Holocaust and comes complete with
whirling CND signs,

Ladders, lifts, water, deadly hirds,

=

—

s unoriging| from
Peint of vigy, i the on?y
464

"d .
Owners shoyld ey M CRC

delightfully designe screens va
many clever fdeqry

" Irq:.w.:gh
stry i i
: gg:ijr:r:h‘:'m late into the nigh
M y liked the graphics of :E‘ .
Me — Gem haye Monaged tq squeez g
e

rampaging soldiers: there are lots of
obstacles for the chipper little Roland to
overcome as he goes collecting. Some
zones are much easier than others, so
it's a welcome facility to be able to warp
away to a more relaxing screen when
you get frustrated.

Graphics in this game are of a high

Puzzles are ;
standard of dificyi. 00Ut the ri
chuHenr : of drﬂ;cuity —hard o

ging, by
totally frustras, r:;m oo hard g -

colourful and clear — and the

standard
sound is a pleasant accompaniment.
While there is nothing original about it,
Roland’s 53 screens of intriguing plat-
form action will keep Amstrad owners
occupied fora long time.

Peter Connor
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A GAMETO
LEAVE YOU
SPELLBOUND

Yet another
mindless
prograrm
which tells
you how to
exterminate
a million &
extra-terrestrials? @

Programmable
Joystick Interface for
the Spectrum

Not quite ..

So - GOOD LUCK — and remember,
GIVE THE ALIENS A REST THIS CHRISTMAS!!
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WIN A COPY OF

eap for joy, Vic 20 owners! Not only
has the game you've all been waiting
for at last been released — you've also got
a great chance of winning a FREE

| COPY.

We've got 100 Perils of Willy casset-
tes from Software Projects here in the
office and we'll be sending them to the
first 100 people who can give us the
correct answers to three simple ques-
tions.

The game, which requires a 161X RAM
expansion, is based on the famous Man-
ic Miner for the Spectrum. Just read our
review of it on page 48 and you should
have no trouble answering the questions
on the entry form below. (If vou don’t
want to cut up the mag, send us a copy of
the form.)

IRED OF fuzzy pictures on your

TV? Sick of fighting with the family
over whether YOU should be zapping
aliens or THEY should be watching
Coronation Street?

What you need is your own colour
monitor, And here's how you can win it!
Cliff Hawnger, the new game from New
Generation Software has ushered in the
age of the arcade-cartoon (see our re-
view on page 78-9). So we decided it was
time to hold a cartoon competition.

Already some of you have had us in
stitches with your cartoons for our
Noticeboard - so we know there's plen-
ty of talent out there.

What we want you to do is simply to
send us a cartoon (or cartoons) which
you yourself have thought up and
drawn. and which is linked in some way
with computer games.

The person whose cartoon we think
the funniest will win a Microvite Colour
Monitor for his computer. (Microvitec
produce monitors suitable for the Spec-
trum, Commodore 64, Vic 20, BBC,

When you've filled it in, post it to
Perils of Willy Competition, Personal
Computer Games, 62 Oxford Street,
London W1A ZHG.

And remember — with so many copies
up for grabs, you've got a great chance of
winning — so act quickly!

Fa = —— — — — — — —

game.

I' 1) How many screens does it have?........
| 2)Whatare fourthings toavoid? .............

=

3) What do you have to collect? .............

CLIFF HANGER
CARTOON CONTEST

L b i

[etrer e e v s o s s vt i i

Electron and Dragon. We will ensure
that the model awarded is compatible
with the winner's computer.)

The 25 runners up will receive copies
of the game Cliff Hanger which runs on
the Commodore 64.

There is no entry form, so make sure

you include your name and address with
your entry. Post it to Cliff Hanger
Compelition, Personal Computer
Games, 62 Oxford Street, London
WIA ZHG.

The closing date is December 21st,
1984.

Win a colour monitor plus copies of a great new game
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"1-;\.’»" YORK! Perhaps the most’
spectacular city on earth - and

now you have a chance of an exciting
trip there, all expenses paid!

Yes, it’s true. The first prize in our
stunning Strangeloop competition is
four days for two people in New York.
It includes the cost of return air tickets,
courtesy Virgin Airways, and four
nights in a top New York hotel.

Strangeloop is the great new arcade-
adventure produced by Virgin Software,
a PCG hit in our last 1ssue. It runs on a
48K Spectrum (and a Commodore 64
version is coming soon) but the com-
petition can be entered by anyone

As well as the main prize we shall be
giving away 25 consolation prizes con
sisting of a Virgin T-shirt, a copy of
Strangeloop (for either Spectrum or '64)
and a set of posters

This is what you have to do. Turn to
our exclusive colour map of Strange-
loop on page 130-1. This shows all 240
of the game’s locations. The idea of the
competition is that you work out the
shortest route possible through a series
of the most significant locations, The
sequence you must follow is this:

Start (LC)--= Scooter Room (KE) --=
Vendromat (KG) --> Monitor Produc-
tion Line (X]) --= Rusty Robot Room
(TC) --= Sick Bay (LA) --> Reactor
(DA) --= Security Check (II). (The
letters in brackets give the grid location
onthe map.)

Given this information, you have to
work out how to complete the journey
visiting as FEW rooms as possible. So all
you have to do is plan the route, add up
the number of rooms entered and write
this number in the entry form. The start
and finish rooms should both be in-
cluded in the count, and if you visit the
same room on more than one occasion,
you must count il again each time.
Remember to keep a copy of the route
you planned, because the winner may
have to show us the path he took.

As a tie-breaker, you must also say
why you fancy a trip to New York.

So what are you waiting for? The Big
Apple is right there for you to bite

Win a flight over the Atlantic in our
a-maze-ing Strangeloop competition!

® How to use the map

The entrances from one room to
another are coloured solid black. For
example, in room W] there are 2 exits to
room V], 2 to room W1 and one to X]

In general, once in a room vou can
move freely round it — eg, vou can
readily switch from one vertical pipe to
another, but wyou CANNOT pass
through horizontal platfiorms except
along a pipe — see room MD), and you
CANNOT pass through the vertical
conveyor belts (see room ME).

The small arrows in some locations | ™" e, . SRR

indicate one-way exits.
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EVERYTHING YOU WANT FROM A HOME COMPUTER

1. ATAR| B4K BOOXL - £169: The Aten B00XL has many facilities and includes such advanced specifications thal you will be amazed by i1
performance. At the new retail prica of only £188 for a full specification 64K domputer with a proper full stroke keyboard, we believe thai
the BO0XL cannot be beaten. Just ook at the fallowing specificaticns -

COLOUR CAPABILITIES: 16 colours and 16 intensilies Qiving 256 differant colours {all of The 258 colours can be displayed at tha'sams time)

OPERATING SYSTEM: 24K ROM including Atarl Basic programming [anguage end a sslf diaghasts fesd program

KEYBOARD: Full stroke design with 62 keys inthuding help key ang 4 spacl lunction keys, infernatanal ehasaster sel and 28 graphics keys.

SOUND: 4 independent sound synthesisars sach capablo of producing music acnoss @ 3Y oclave range ora wide variely of SpeciAl sound eltsets. | A

programming can achsavs an octave range of up 1o Aine beloveal)

DISPLAT 11 graphic mades and 5 fexd modes. Up 1o 330192 resolution. Maximum text gisplay 24 lnes by 20 columns

SPECIAL ATARI INTEGRATED CIRCUITS: GTIA for graghics display. Pokey for sound and controdlor ports Antic (or scresn egatrel gnd 10 Inpan Outaid]

CPLE B5030 micrpprogessar - (050 microsstond crcle and a ¢lock Spaed ol 1,79 M 5

EXTENDED GRAPHICS FUNCTIONS: High resclution graphics. Mulbi-coloumd charagler set Sofjwste Scraen switching. Mulbiple redilingd charactar pats

Playes missile (sprita) graphics. Fine screan scrofling Shangeable colour ragisters. Smooth charachdl movamans. Simple solour animatian fncias

PROGRAMMING FEATURES: Buill in Atan Basic programming lanpuags supparting pesk, poka and USA plus ol least B other languagas avakabse. Tnp hetp

key will provide additionad informaticn and maeny screens with certain sofwarg. Full in-screen sailing is available a3 wall A syntax chaching on entry

IMPUT/QUTPUT: Exteemil processar bus 1or expaneson with memaory and peripherass. Gompanite vides mariise Guitpul. Paripharal part or direct connaction

1 Adde iarddard peripherals, Soltware cartndge slot is inchiged 84 well as 2 sopstick controller ports

SOFTWARE: Cuor 1,500 dems o soitware are svailabie moluding sail teaching programs wih unigus voice svar. The tirge of programs includes Edu

Homa Managemsens & Programming ards. There is alsg APX {Alari Program Exchanga) and of sburse Atar's famous @i ment SoMwans now 3

EB55 In addition thare is.a hoat af suppor and Nelp #vailabis lram specialist Aari mapazines live Antic ang Anniag and 1o aver 75 Abar booka/ maruss.
2:ATAR| BO0 48K COMPUTER - £6%: Wa have a limited number of the Mik1 model B00 computer with 48K, The price |s £69 {ag a games

machina) or 99 with the Basic Programmes Kit (Baskc cariridge & 2 manuvais), Both come with a full 12 months guarantee.

3. ATAR] 1010 PROGRAM RECORDER - £34: For low cost storage and refrieval capability. Dtata transmission 600 baud Storage capatility
100K, bytes on & sixty minute casselte. Track configuration four Irack, two channels (digifal and audio), Auto recard’playback/ palise
gentrol/unigue soundihrough facility, Also included is built in accioental erasuse prevention and aulomatic shutolf alier sach program as
well g2 83 digit tape counter

4. ATARI 1050 DUAL DENSITY DISK DRIVE - £188: 51" disks holding 127K randomly Bocessibie byles provide both expansion and
Tlexibility far your 4007800 or KL system with new ‘helpful” DOS 3. All customers who purchase 8 Disk Drive from Silica Shep will be
automatically given a FREE sel of 100 programs on 3 Disks recorded on both sides

5. ATARI 1020 COLOUR PRINTER - E8%: Printer and.Plotter with four colour graphic print capability, 40 eolumn width printing at 10
characlers per second, Can print 5, 10 and 20 characters pav inch, 64 character sizes. Prints text in 4 directions. Chosee of line types

6 ATARI 1027 LETTER QUALITY PRINTER - £24%: For word processing letters in professional type, Print speed of 20 chars per second.

7.ATARI TOUCH TABLET - £48: Enables you 10 draw and paint pictures on your TV, screen, with the touch of a slylus

8. ATARI TRAK BALL CONTROLLER - £19.85: Enables cursor movement in any direction and adds arcade realism to your games.

5. ATARI SUPER CONTROLLER - £5.95: The ultimate joysteck with double fire button bo give you & graater compatitive edge in your games:

SILICA SHOP ARE THE No1 ATARI SPECIALIST

Silica Shop are now firmly establishec as the No 1 Atari retal/ mail order and wholesale specialist in the L K. We already offer our serdce 1a
over 120,000 customers, 10.000 of whom have purchased Atari Home Compulers. Because we specialiss (and with & turnover of £1.5
million], we are able 1o keap prices Iow by bulk purchases. Ring one of our 45 statl and we will be glad to be of service 1o you. Complete the
coupon below and we will send you our Afar pack with price list and colaur catalogue

EXTENDED TWO YEAR GUARANTEE: We are an Atar) Service Gantes, aols to somvice and fapsif Atar equipment and have sdded & 12 manth quarantae 1o e
yaar offered by Atan. giving yaou o full 2 year guaranies on your campuler o ¥OU By i Tram s

SPECIALIST SUPPORT: Dur technical stafl are ahways svailatie on the slophone 10 heip ang atvise you. We ondesvour 18 ekl stocks ol Every Atan
compatible item available in the UK and we stock over 75 -A100 Dooks and manuals

AFTER SALES SERVICE: Your name will automahcally. be added 1o cur maileng fisi and you will receive prico bists, newssenass and ds1ais of new refeases and
developments as woll a5 spacsal offars which ing sxcludne 1o Silica Atan Computer Dwners.

LOW PRICES: Qur prices ane extremaly competitive and we will narmaity maten any lawer price offened by Gur compatilars

FREE COMPUTER OWNERS CLUB: Thit i open to all Afarl sompubsr owners rrospective 61 whies you punchased your equipmani Mambarehip is FREE and
enditias you ba receive bubating piving dotaiis of new releases and developments. Send now for your FREE information pack. prce sl & calour catafogies
PAYMENT: Waaccapl cash, cheques, postal arders and all Credit Garda. Wi aiso offer cradif facilities aver 1, 2 or 3 yoars. phoase writs for 8 wHllen quotation

MEXT DAY DELIVERY - FREE: All goods despatchpd fidm Silica Shop are normally sent by 1inst class post &r pascsl post FREE OF CHARGE. As 2 special
Intraductony affer for & mded perod only we will be sanding all Compaters and Disk Dwes by 8 neat day dedivery sarvica at o EEpNES

S fill in the coupon below with a literature enguiry or order and begin to experience a specialist Atarl service that is second 1o none.,

SILICA SHOP LTD, 14 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111
ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE

.- %:ﬁ Lﬁﬁ-SH%P?H?D?NﬂMﬁR H he-MaﬂIMEmy1 q, -

Sidcup, Kent, DA14 4DX Telephone: 01-309 1111

LITERATURE REQUEST:

il

-
!

O  Prease send me your FREE colour brochures and 16 page price list on Atari Computers,

T e R e ) Videogame B S e M ; .. Computer

Mr/MiraME: .. Initfals:- .. ... 0 SUMAME ... ........oonvrver

L e e g iy St L o e
......................... 1o ; ... Posicode: sy ]

DOADER REQUEST:

Please send me: 1020 4 Colour Prinfer £95

__' BOOXL 64K Computer E168 Letter Quality Printer ................ 3 £249

O 800 48K Compuler . ... e Touch Tablet + Cartridge £45

O 1010 Program Recorder £34 Trak Ball i 5 E19.95

0O 1050 127K Disk Drive. ............. .. E199 O Super Caniroller £9.95
| enclose Chegue/P.0. payable to Silica Shop Limited lor the following amount £

O CREDIT CARD - Please debit my Access/Barclaycard /Visa/American Expresa/Diners Club

Card Mumber .. i T ST AR e PCG 12 Ba

- 8 B 0 B N N N § § |
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You play the roll of a spiderin this
extremely compelling game and you are
faced with escaping from some very
perilous situations.

You are Lrapped in a hole from which you
must escape, but there are other insects in
the hole which make your task more
difficult, as contact with any of them will
lead Lo instant death. However you are not
totally defenceless you are capable of
leaving a web trail which only snails can
cross. By collecting the twigs that are
littered around and storing them against
the left hand side of the hole between the
two stones a bridge will form and you will be
able to climb out. Bul be careful — there
are 15 hazardous situations to contend
with — each one more difficult than the
last,

SOF T THARE
PRUIEG 1S

g Software Frojects Limited, Bearbrand Complex, Allerton Road, Woolton, Liverpool L25 7SF.
Telex: 627520 Telephone: 051-428 9393 (4 lines).




SCORE ODODi3Z9
¥OU HAVE TELEPORT

SCORE Bo082Y
OUT OF SPRAY

SCORE BOG24T4
OuT OF SPRAY

Once you were the head gardener in charge
of a group of ten power-flowers. These have
been stolen and hidden in a set of caves,
from which you must retrieve them. The
flowers are protected by forcefields, gates,
i begonias and patrolling snap-dragons. Be
careful as the Alowers are poisonous and
you must find a pot to put each flower in
1 before you try to pick it up.
The beans in the cave are harmless and
extra points will be achieved by picking
them up along the way, but don't touch
their stalks.
iIf anything is touched other than a pot,
beans, fuel dumps for re-fueling, sprays
which can be used to stun the snap-
dragons, or a plant if you have a spare pol,
the result will be that you are teieported Lo
the start of the game. It is possible foryouto =
leave your teleport along the way so that in
an emergency you will be Lransported back to
your teleport. You begin the game with four
leleport charges and an extra charge is =
gained for every Nower collected.

RS

Available on the Commodore 64

Swalulgishmpedadmm
i envelope for more detailed
information on our new releases,

| plus a free large poster.

I All sales enquiries to:
Colin Stokes
(Sales and Marketing)

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

Selected titles availabie from:—
John Menzies, HMV, Boots, Woolworth,
Spectrum and other large department

stores and all good major software
retailers.
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GCOME

Yes. Ghostbusters is a computer game, too.
The game play follows the film with incredible
accuracy. Even down to the chart-topping music score.
Your task is to rid the world-and in particular New
York City -of a cataclysmic plague of ectoplasmic nasties.
Play it well and we give you a Ghostbusters franchise -
with your own secret account number. Use this number and
the rnunu It brings you, to buy the same ghostbusting gear
they had in the film. (Don't worry-we'll give you some
y to get started.)
You will have earned it. And you can use it to go to
undreamed of levels. Don't try to use someone else’s
number, we'll find out,

DIITE
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From then on, it's you against the ghosts. All the way
to the Temple of Zuul.

Where the final battle begins...

Designed by USA's David “Pitfall Il and Decathlon”
Crane and running on Commodore 64 cassette and disk
and Spectrum. Coming soon on other systems.

ClIVISION.

Your computer was made for us.

BY DAVID CRANE

AVAILABLE FROM SELECTED BRANCHES OF BOOTS, WH SMITH, JOHN MENZIES, LASKY'S, SPECTRUM, RUMBELOWS, WOOLWORTH
AND GOOD COMPUTER SOFTWARE STORES EVERYWHERE.

il . .



YOU MARVELLED AT BEACH-HRAD..
NOW ACCESS PRESENT THEIR LATEST MASTER PIECE:

l'ﬂ k“"- m
sn MY WM e s

RE=0l0loT =

STATUS READY

& & & & & & & &

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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IE64 ¢ COMMODORE 64 © COMA(

READY.

2 GOSUB1S28

1 GOSUB2SR:POKESZ248+33 , 1:PRINT " AJ" : SC=8

2 POKES4236 1%

S Cs="H T .

E BES="J0 a4 ® "

7 DE="Mam T 1"

18 POKES3248+33,8:POKES3248+432 .8

28 PRINT " S : FOR1=1To02

20 PRIMT "3m M'BES"m "EEUHNNEE T EE
21 NEXT

0@
Lok
L
215
36
aze
338
340
359
351
sz
chatel
asa
3s6
360
399
1ene
4001
IT.1LF]
823
ILLE

58 PRINTODSDSDS0D#DS

E® PRIMT "R CSCSCSCSCE'N—~
TO AS=TE N N NN NN
20 PRIMNT"R"AS

38 PRINT W"AS

A POEERA+2] 255

B FOR =3

o e TN T R

PRINT * ma "
AR=5324B1FOKEA+23 , 248 POKEA+ET , 253
FOR1=ATOIGIFOKEA+] ,BtNEXT

POKERA . 230 :FPOKEA+] , 100 'POKEZD4D 220

POKEA+ZA 2SS IPOKEA+3IR , A IPOKEA+2E , 11
POKER+3T . 1

PORES32 ,@:POREERAE , 223

FPOEEA+Z 2551 FOKEA+*3, |BBIFOKEZD4 | .2ZE]
PRINT* i TAE (300 “3H1sC "
FRINT"H"TAB (A H]
POMEA+4D . B
ORI=ETDI4STEFPZ :POKER+],
POKEA* [+ BSO8R MEXT
TOF IPOKEZ@AB+] . 224 : POKER+39+ 1]
FRIMT " Sl TAE 381 *SCORE "
FORI=OTOIOSTEF2:B=de 256+ 8125
COKEER4+1 ,B-256

FOKEBZ2+] . B-(PEEF (S334+[»%Z5E

MERT

FOKEB3D ,BEIFOKESB3], 1 IPOKEB3E .8
SYS5493688

IFPEEK (BEB)=ATHEMSC=SC+ 100t PR INT " NN~ TAB (30 15C : GOTO4888
PR INT " RN E D
POREJ4ZTE . DIFOKES4277 255
POKES4E73, 10: POKESI42TE . 129
GETAS: |[FAS=""THENZZ®
IFSCYHITHEMH [ =5C

GOTO1

PR INT * S
FORES3298+21 .8
FOKES3248+33 @:¢
FRIMT '8 3¢ P.omOHITHER fWIZARD DEYV. 1"
FPRIY ™ "sgg] i} =%E THERPETE

Faat WELIWER ING PRESENTS TO THE KI1DS BUT
HTHEY BECOME VERY ANGRY AND *
FEINT"MIF THEY DOM'T GET LHAT THEY WANT.
FRINT"MDIE. TO IMDICATE HOW MAD THEY ARE
FRIMT"NMTHE LIGHTS MWILL CHANGE COLOUR.
PRINT"MYELLOW MEAMS DEATH. *

PRIMT *ECOLLECT A PRESENT AND LET A SMNOWFLAKE
PRIMT*EEMNOCEK IT DOWN THE RIGHT CHIMMEY. *
INFUT "HMaEPEEDC1-3)"7LE

BE=8

[FLE =FTHEMBE =4

1FLE=3THENBE =8

INFUT*BLEVELC1-32"ILA

LE=g

IFLA=2THEMLS=3

IFLA=3THEMNLS =8
POKE4S457 LS
RETURM
REM CODE <MAC)

DATAIGZ .®,189,6%,3,133,258, 183

DATAEE 3,133,251, 165,251 .201 .4

IB3+( 1224

CRTHENT

-
%
1)

'SANTAS DAy 05 WIRE

~ES3EaE+32.0

You

DATA144
oATAL132

DATARIAS &

-88,.201,6,176 .44 76,89
,234,14%,250, 185,65,3.2

I35 DATAIBS .B,157 66,3,
IBAE DATAIL:

B.157.63.3,

9.66.3

83,65,3

£5a,1 38 ,66,3,76, 1802, 152

a7
pLalal ]
1ans
1e18
1811
te1e
A1z
1aLq
1a1s
Il
L. e
1|ie
- R
inza
mai
iB2E

DATA 24,145.2%0,232.232,284,10, 184
DA™ %133 ,96, 169,4,157,B6,3, 138
OATALIR, 157,85, 2,124,253 .24, 181
DATA2S3 . 185 ,3.1%7 .6%,3 76,43
DATA132, 160,98, 177,258,201 .42, 208
DATAIBT . 169,12,76,26, 192,133,851
DATA 77,250,201 ,32,.808,205. 169,42
DA™ATE 57,192,173 .0.288.41.1
DATAZ0E , 13,173, 1 .208 281,50, 144
OATAE ,2AE, | ,ZA8 206 .| .208,173
DATRD ,2209,.41,.2,208,13,173,
DATAZHS . 281,130,176 ,6,.238,1,203
DATA23E, L ,208,173.0.220,41,4
DATAZ@8,13,.173,8,.288.201 .28, 144
DATAE 2RE .8 . 208,206 .8 ,.288,173
DATAR P22 ,41 .8 ,308,13,1732.8

For the Commodore 64 By Tony Crowther

“ere‘s another great listing from star
programmer Tony Crowther, author of famous
games such as Son of Blagger, Loco and Wanted:
Moniy Mole.

This time Tony's switched to a seasonal theme
and written us a delightful little game starring Santa
Claus himself. He has to deliver presents down five
different chimneys. But if he can’t deliver them fast
enough the kids down below start to get really angry
and sooner or later Santa’s bound to cop it.

The game, which is joystick-conirolled, is written
mostly in machine code and features colourful,
smooth graphics.

Hints on entering the program

1 Make sure you SAVE the program before running
it as errors could cause a crash.

2 Take special care entering the Data statements
which are used for the machine code part of the
program. If on running you get an ‘out of Data’
error, it’s likely there’s a mistakein one of the Data
statements.

3 the reversed characters are entered by using the
cursor keys and graphics characters - see your
manual for more details.

4 After typing RUN there is a slight pause while the
program reads in the machine code. But
instructions should come up on screen within 5-10
seconds.

- - ma # -—
W2y 21 L L L
vy

T I T X L )
Fi

1 2 L L L i
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Program Library

DATAZ o2 ,.238, 175,68 ,228,0.,.298
DATAREZS,B,208.,173.1.28€,141.,3

PATAZA9, 173 .0 ,.208 .24, 185,24, 141
DATAZ 208, =81,8.2988

OATAIE , 177 A,.202,24,1905.2 .1
DATA4 208 173 .1 .288,249, 185, ¢
0ATAI41 9,208,936 ,173, 19,203 .2
ODATALIEN 288,249,238 .62
DATAZ , 2as 2.3, 134,238, 7
DATA1S2 .22 ,115,192.32 .8
CATAN 141,63 .3
OATAE , 134,76 .B1 2,228

LATEL IR 189,42 208,201
B, 168,7,2%4 492,208
(A1 183,173.491

144 ,.8,168,8,

1P23
R4
nEs

-

£E4,3

E

115

18323

YU HAVE TO
GET HIM DOWN
45,742,835

IMNEYS"

229

133

121,491

DATAZBI,2

DATAIZ2 76,221,192 ,98, 162,08, 182
~oB8,.6,1659,1

208

1.247
96,232,224,
DATAZ38.834 ,234 234, | 72,0

DATALTS .1 208,74

DATAZSE 24 . 105, 4P, 133
DATALAS, @, 123,853 .80
DATAZ3E . 160,15, Z,20t 42,288

DATALA, 173 ,.64,3,201,0,208,3
ODATAZEZR .B4 .3, 75,220,133
DATA1T3.S,.208,24,18% ,8
DATAZ2E 2011, 198, 144,33, 160, @, 173
OATAS , 208,201 .78, 144, 165,208,281
DATA11A, 144,111,200 ,201, 168, 144.6
DATAZOD . 201,198,144,1,200,163,2
DATAISL,84,.3,.76,193,193,76 229
DATA192, 185 .42 ,206 . 201,248,240 .9
DATAIBS 42,208 .56.232,1,153,42
DATARAE, 169 .60 .141,49,208,141,5
DATAZBE, 76 .M ,194,.173,64,3,201
DATAL, 76,142 ,193,172,64,3,881
DATAZ 208,15, 173,30 .,208
DATAZAR,S, 168 ,8,14] .6

L 1BE

DATAR3, 208, 15,238,243 . 7,173,248
DATAY 281,222,144 .5 ,188,221.141
DATAZ4S .7, P I B Y B

EEM CODE “SPRITE LOAL
EREADAIPOKEAQS IS+ [ , A MEXRT
BIREADAPOFE LAARA+] A HNEAT
SPRITE DATA

OATAS.@.8 ,A.A &,E4.9

EOR =TS
FOR [ =a7T0

BEM

DaTas Ba 98,8 .2 .80

B2 DATAD . B .28 .8 .8,.E0,.0 .8
SRAE DATARAE .0 A 42, 144 @ .92
Tepd DaTaR .4 @ .8 .85 .69,
ERAE DATAIED 8,255, 1680 .8 a
2PBE DATAESS 298 ,4,85.8%5,
/087 DATAR .A.8.0,0,0.0,5
CAPE DATRD,R.Q.8 .0 0.8,
2029 DATAD .8 &.90.0.9.4.0
201e DATARE . &8.0.0 . . 0. 8.8
2211 DATAR,R.B.B.2.0,8.0
ZR12 DATALZE.A . A, 48,32 ,0, 7R 48
anmia DATARAZ  1B2.2.178, LtED ., i 178, 168
714 DATARAD B, 1EG,22 .8 .48, (26,0
2815 DATAE .R .0.0.0.0.0. 0
ZAIE DATAR.A.N,7,.8,.0,0,8
Z@B1T DATAA . 0.0.8.,8.80.0,0
CAIR DATAD R .P,.R. ... .A,.°
2Ri3a DATAR.d .@&.0,.2,.8.8,8
SOEA DATALZE .@.2,490 ,32.0,178, 40

DATA4AZ . 162 .2, 174,
DATALA . B, 16D .2 . 1328
DATAD &, & A .,Q

DATAR &
DATALER
DATALE

DATAL18E ,
DATALTA, 182,
DATAZ5S5. 178,
DATAIBE 171,
DATAITA, 185,
DATAL7L 178,
DRTAR . B .8 . /A,
RE TURM

FOKESAETE B
GOTOZ 18

= —
-

—

DATAE 258 . 104 .9,18

~leg.a. 18

L7 ,@8,1EE, 184 .2
ga, 11,17
Sg,18,11B

DATAEA ,2,1%4 .0.8,184,8,0

DATARAaz . A A8 .8.8.0.8
DATAR.2.8.7.A.2,.0.0
DATAR.B,.8,9,8,0,0,0

DATALTE, IBE,I1T1.I7R,IBE. 171,178, 186
OATALTI 178,186, 171,170, 186,171,1

LATB 186,171,170, 186,171

167 ,8%,117,87 .255.855
1B6 171,178,186, 171.178
178,186,171 ,178,1BE.171
171,178,186 . 171,170, 18€
122.167.85,117.87.8
A.&a.0.8,0.0.8

FOEESA277 , TiPOKESA2 T3, IPDIFOEESSGE 76
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We apologise for any delay in the release of software

MILES BETTER SOFTWARE

221 Cannock Road, Chadsmoor,
Cannock Staffs WS11 2DD.

Tel: 05435 3577
US GOLD SOFTWARE CASS  DISK
*BEACH-HEAD 900  12.00
RAID OVER MOSCOW 900 12,00
STRIP POKER 800  12.00
*DALLAS QUEST - 129
*SNOKIE 900  12.00
*BRUCE LEE 1295 1295
“FORT APOCALYPSE 9.00  14.00
“DRELBS 9.00  14.00
SENTINEL 9.00  14.00
“ZAXXON 9.00  14.00
*BLUE MAX 9.00  14.00
*SOLO-FLIGHT 1295 1295
*NATO COMMANDER 9.00  12.00
*SPITFIRE ACE 9.00  12.00
“F15 STRIKE EAGLE 1295 1295
“*FORBIDDEN FOREST 800  12.00
*AZTEC CHALLENGE 800  12.00
SLINKY 800  12.00
*CAVERNS OF KHAFKA 800  12.00
BUCK ROGERS 9.00  12.00
SPY HUNTER 9.00 1200
TAPPER 900  12.00
CONGO BONGO 900  12.00
SCROLLS OF ABADON 9.00  12.00
POO YAN 895  11.95
*FLAK 895 1295
MANY OF ABOVE TITLES AVAILABLE SHORTLY FOR ZX SPECTRUM.
TELEPHONE FOR DETAILS.
*PHONE FOR SOFTWARE AVAILABILITY
AND SOFTWARE LISTS FOR
COMMODORE AND ATARI

More software available shortly
Add £1.00 for overseas orders

ACCESS/VISA WELCOME




*

by Jeff Greaves for any Spectrum

LISTING 1

EDRDER @: FAPER @1 CLS
i BEEF . 1,53 BEEF .| .A:; BEEF
wla B
10 FRINT AT 12,77 IMK 7; "GuUN F

LEHT LOAD NG

28 FOK A=1 TO S@8: BORDER &4; B
IKDER @: NEXT

3 LD SIBIZ, &LE

@ L “mCODE USR “A*

S LET Sim=0

18 FOR A=J1822 TO I7I51

15 READ E

S8 IF B<@ DF Br25% THEN BEES

CF DT A

T AT L@,
s

MLMBER 2

g ' FLEASE
CORRELCT DATA™:r &
i PIRE AL B
W OLET SUM=SLM~F
HONEXT A
EF BUM: 51444 THEN FRINT "
DaTS IMLURRECT": BEEF S STOR
43 FRINT “SECTION | 0.k, ": LET
SUM=@
S8 FOR A=3278@a TO 3
55 READ B
4@ IF P8 DR B iS5 THEM BEEF
St FRINT "ERROR-DATA NUMBER W
FLEASE CORRECT DATA'
% FORE E
@ LET SuUmM=5uMs
THOMExT o
B IF 5UM- -18534 THEN BEEF .2
32 OLE FRINT "DATA INCORRECT
Or CTION 2%: STOFP
VE "BUM FIGHT"CODE 18332,

&l8
9 REM SECTION ONE

ere’s a high-quality list-
“ing, writien partly in

machine code, which pits
you in a Wild West shoot-out
against another player. It's a
multi-screen  game  featuring
pretty graphics and stacks of
action.

Typing in the listings
There are four separate programs.
So you must follow this proce-
dure.
1) Type in listing | and save it at
the start of a blank tape using:
save“Loader” Line 5
2) Typeinand rux listing 2. If it is
free of errors the program will
save itself onto tape — it should be
saved immediately after listing 1.
If the pata statements you have
typed in contain errors, the prog
ram will discover them and tell
VOu.
3) Repeat 2 for listing 3
4) Type in, check carefully, and
save listing 4 using: save “Main
program” LINE 3

To run the game you must now
rewind the tape and type Loap™”.
All four listings will load. If the
game doesn’t work properly, re-
load listing 4 (using merGe™”) and
recheck for errors.

Game controls
Player 1: Q=Up,
X =Turn right, Z=Fire
Player 2: P=Up, Enter=Down,
M="Turn left, Symbol shift = Fire

A=Down,

Graphics characters

All italic letters should be typed
in with the computer in graphics
mode. To enter graphics mode
you press the <cars siiFr> and
the 9 key simultaneously, and to
exit the graphics mode you just
press the 9 key

Capital italic letters represent
the corresponding user-defined
graphics characters. Enter these
in graphics mode simply by press
ing the indicated letter. Lower
case italic letters are used to
represent the pre-defined graph-
ics shapes which you can see on
the top right-hand corner of the
keys 1to 8.

Here's a list of the letters —

what you should enter is in
brackets after each letter, but
remember, you must bhe in
graphics mode.
a(8), b(l), c(2), d(3), e4), f(3),
g(6). h(7). i(Shift 7), j(Shift 6),
kiShift 5), I(Shift 4}, m{Shift 3),
n{Shift 2), o(Shift 1), p{Shift &).

G, 20, 1%

8,08, 8,0,0

& A&, 197,

N

IR
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A=XZ: LET E2=X2-(IN 5735 7255 PRINT AT VeV, T; INE R+V; FA
244 AND XZ5=d)+ (1IN 4% 15@=254 PER U} "0PQOPREPARFG0PGRPGIPCORPGO
TEW By AND X3¢ 18 PGOPRDF" ;AT Z1,T: "OPGIPGOPROIPIGF
HaLL 0 4814 IF XcXT THEW GO TO 5918 GUPGUPGEPGOPROPLOP™

L [1]

1BB1 BORDER 11 PAFER T: INF J: ©
LS
1RET FRINT AT 13, Vew
JEFF BREAVES":;AT 1S
F FAME= ;AT R,17: "FRESS 5 TO FLAY 815 IF X:X2 THEN GO T0 Sbom T2H@ FOR A=l
4999 GO TO TAAR & 1SR+ RHD
y FRINT AT X2+R HEXT A

FRINT AT RHND
ME BN+ Ty =C "

108 PRINT A1 17,

FOR a=u 1O
. 99 G0 10 15ec

R+W: FRINT ' AT
L Ay NEXT A Nen, 7398 BORDER R+V: [LS
1285 FOR B=l TO J+i T WEVE=/LT

f LSBT M IR AT X TRV, S8 CHHY GOS8, S
GO TO Ze00 il i PAPER
we PRANT AT R A WIGHT FIGHT™: B0 SUB 5980
IMK Wy "a&" AT B2+l 7355 IME T: FOR A=Rsv TO
mTU AT ADHV, 3@y 0E: N1 AT ANENLECY AND BND
INK Wy 9y =gaf xz AND RND.
AT N2-L1,T@: *HH*: GO

1a1@ FRINT

| T

k r i f
1828 IF IMKEYH
: GO TO i0@T
1858 RANDOMIZE USK
159@ GO0 TO 7028

; s

: PRINT AT X3
T X24E, 30 1N Jellg”
£+ AT KZ+R,3@:
TEAT K24 S0 ph
Ihe Ry 60 TO 28

a; 1

7399 GO TO
: LET ¢ 7998 BORDER Ui
LET SH= 7485 PAPER T:
FRINT
TERIZ FAPER T: Ine Rev: GO TO 704 F R TR
A+l AMD RND
ER UME HI-SCORE FLAYER TWO 7OSR BORDER V: CLS L
ET A=LEN STRE HilU): PRINT AT 7852 PRINT AT 1@, 18; Ik Jp-Ag=-; 7918 PRINT @1 ENE.: B+Y
T@BDT AT U, Jeli—AgH iU ET #=LE AT 11,183 ING Vs PAPER R+W:"CC=; PRGN e RO RO G G G GO G ™
AT Vv, T3 FAPER 0 "Cebccecccioce AT 21.Ti TNK ;" FRPRRFAPRAPERSEP
CCECEEECCCECOCCCCCC™3aT 20, T 0E ‘,'"F'lf"'-'n'"""i'#-'.l'f_wﬂy--
CCECEEECCEECCDECEEtaEetteteropsy 110 PRINT BT Jell, J+2; IHE By "DF
z 2 AT Rey, JeRp IME W+v; FAPER Tg=pF 30T JEV,SR1LTEG T J+R,Jaf; " HT
i GO SUE PLAT J,JeF AT 15,0+ C5AT 11,0+
@ IF [N &S GO TD T 1&, JeR, D T J+d, L1500
a7a 10, 207 "E 14,183 CCCOCOCCwAT 13,d+Rp *ECYy PAPER
¢ T dsu AT 19, Jy IME TpTCOMBOY IMM®3 FAFER T:

J+10;
5 IME W

FOR A=FR+V T
" AND RND
hER

HEXLT

UE *
1505 INE Yw+R: PRINT AT T,T;"

kD RaD

F
LISk

THEM LET i LET Foo7RS4 F JiUr I FOR p=pew MR R§SCCS W )
REINT BT H,Fj"H=: RAMDOMIZE L TO P@: PRINT AT @,4 AND RND 728 PRINT AT 18, J+R; 1M Ri 000
229@: GO TO 2004 JSEAT A, 271 0" AND HND:.%: MExT CCOCCOCCCCOMEAT 15,04R Coct

c
ol

fool B
COCECOCECCECC AT
cocctoecooe

17, 15; “RT 3 AT 18,1
FAFER

2eaS 6O TO 2@13 A
o4 FOR A=Vey TO 3is IF ATTR (H 7O99 GO TO 1SB2
Al R+ THEN PRINT AT H,A4-Uj"H 7108 BORDER U CLS
INE el M3 LET SH=T: R TIOG PRINT @7 Wew, T3 PAFER &3 TH

1ZE USR I2280: FRINT AT H,A43 “H': K R “00000000056000000000800000
1F A°29 AND M KZ-U AND H- X24ReV DO00000" ;AT 21,Ti " 00000000000000 SHARE:
THEM RANDOMTZE USRS LET  O00008000008000800" FANT e TH

BAed PAPER T: CLS ¢ [Nk W+l PRL
NT AT 18 ,R;“FLAYER | SCORED
u POINTS*3 AT J43 R “PLAYER 2

HiW =H{Uf+i 1881 GO 5UB 9999 T1AQ PRINT AT J48 ,J+Fp IMNE W+ ®
GO TD ToMa " Wi INE Jeil; AT [3,J0e
“BRr IF MOT 54 THEM X 10 2813 TiAT J+0,0"DF =3 AT

1
D@11 PRIMT AT H,A-Lj “HN* fOATL 17 INKE R pq SCORED “3HIVIG~ FOINTS
ZRIT NEXT A PRINT AT H,A-U3"H": G AT 18,201 *DE | BB@1 FRINT AT 14,Rpa IF ML =HiW
LET SH=T ) I ViAT J+W.25: cWegs | THEN FPRINT “GUN FIGHT

BBdZ IF Wil sHiv) THEN

2B LET X=Kl: LET XI=Ki-iIN &45 JdeRg PHT AT g ; Y
L@=254 AMD S+ 1IN AS@ZZ=7T4 AT 19,J+d; "H" LAYER 1 WON BY

AND Ki L&} AFER Wi Fratd NTE?

2814 Ko K1 THEM 1 TO Za1e 7115 FOR A=Rey TO 28: ORI T HEE SRR CTHEM, PR ENT., O F
2015 1F XMl THEM GO TO SO0 LRV TC AND RND LAYER 2 WOM BY “;HivW)I-Hili3" FOI

7999 GO TO 4900 AND FND . %: HEXT & MTS"
Ol LET © " 714% @0 TO 15@2 BRd4 FOR
7158 BUARDER F: CLS ND=5B: NENT A
. FRINT AT Wev, Ty PAPER a3 1n B80S LET
Tlevaw, T K By “PPREPPPPRPPPPPRPPPPPEPFPPPP  BI0E LET
GO TO ADE sAT 21, Ty Pereepprerpeppre BI85 1F 0 T 1886
PREPRPEBERBRRPRR BS@S FOR R+Ws IF HIT)(SIE

7145 FAPER R+v: 1M T: FOR a=Rsy | THEM NEXT C; GO TO 8188

T0 2B: FRINT AT A,Vey;-ce aNp R B710 FANDOMIZE USR 3748@: FDR A
HD>. 53 *C0= AND RND>, 3;AT A,25;~¢ U TO Je: PAPER CLE ¢ MEXT fAs
C* ANB RND>. T *C* AMD RND>.=: ne FAFER T: CLS : PRINT AT

T 20@: BEEF 805,k

AT X1U+W,T;

0 @@ AT A v Y1TS YOUR LUCKY DAY E

1,Ts IN 7178 PAPER T: PRINT AT J+V J+V; F "3 FLASH 1R AT WA M
Ink J3 a7 INK Ri"BF=jaT J+R SEGUIAT 14 ¥ VeWE FLASM Ti*YOUR MAME AND SC
CLHR,TE IME R 205 INK Ve ® 7,20: vgge; DRET3AT J,Ty INC Rey;=WILL BE RE
“rAT Aiew, AT J43,Jel; INK J;"A8";AT 13,J+3 CORDED IN“;AT JeW Wi DNk Wi =THE

0 4008 MK V3 PAPER JeUsiCCmpAT deu,g HALL OF FAMES
1 THEM GO TOD INK. J+U] PAPER T;=H*;AT Jeg, D000 PRINT 3
"HYSAT DR, IV THT3AT §S5,20; 2 (UUR NAE

INT " TYPE OUT ¥

THEM |F INE J AT Jev, 18; AT i9,J+ BSZS FOR A=v4Y TO C STEP -Us LET
£ : LET H=Xz+us P W3 e HFIM+UI=HF (Al LET SiAsU)=Sih):
H,: “: RANDOMIZE USk TLI9T GO TO 1S MEXT A:; LET SiCr=HiI)
IZ278B1 GO TO a0ds T2Bd BODRDER FeV: CLE HLER LET NE FRINT AT 13 R+W;
TO &@17 TIB5 PRINT AT V4V, T; PAPER Vi IN  -= i FRINT AT

FOR A=27 TO 1 STEF -U: IF A B 03 "POPOPEPGPOFGPORIPEPAPRPRPAR 13, Rk :
TH, A< ReY THEN FRINT GPGRGT I AT 21, T; "aPgrarapapapopae FOR A=U TO 2@
AT Ha P ENE Jel; " CPAPGPOPAPOPLG e HS4A LET AR=IHKEYS

RANDOMT TE ISR 3772 FPRIN 7218 PAPER J: TN Vi FDR A=K+ T 42 IF CODE A%<32 OF CODE &%:12
T A1 H A7 "H": IF A<=K AND H ¥l 0 20: PRINT AT AWV CC" AND RN ¢ THEM 5O T 4l
AND HEEL+Rey THEN  RAMDOMI TE D:.Sp*C0C" AND AND>.3; *CC0E amp B34S RANDONIZE USR
R 3225@8: LET HIVI=H(VI+ 1880 RMD . 2 AND RMD>, 1:AT @,i@;» DFii FOR B=U TO 29:
B GifR 999%: GO TO TO08 f: 0 AND AND . NS=NFLAT: NEXT A
48AF IF NOT SH THEN 60 TO 4213 AND FND .25 =C* &ND RMD>.3 Do—B LET HE(C

GO TO Bian

4811 PRIMT AT H,A; "k MEXT A § '-'DBR:‘I;_i:'IIF-m_".tM.Hs: POKE 235487,1

401 MEXT FRIMT &T H, A+l "H": 49 GO0 TO 1582 =t

LET SH=T 7258 BORDER T: CLS F99 POKE 23684,T: FIKE 23407408
: RETURM
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Attention all
Amstrad owners!

7 T"*. ._l__l ' ‘P:J:
| | = PO Es | KARLS TREASURE HUNT

Our hero Karl has fallen on

i hard times so when he learns
that his entry has won 1st

i 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 L T R S WA L WO O P RO, | - - I
be bringing you quality software at a supersaver price.
They're not re-hashes of old games but totally original
ideas combining to give you an exciting range of
new games.

So whatever your software tastes are, Software
Supersavers has the game just right for you.

Flease send me a copy of

KARLS TREASURE HUNT

I enclose CheqUEPO fOr .....cccouimsssiasinmnssmmsssssnssssnssnasisnss
(Please add £1.00 for orders outside UK) |

Dealer Enquiries —
051-428 6367 and
ask for Lesley

NAME socisssnssissssassssrsasissrsssssnnse

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

For Mail Order only:

Software Supersavers Ltd., i
’ Software Supersavers Lid., P.0. Box 13, Liverpool L25 7AG
P.O. Box 13, Liverpool 125 7AG | Mgty slmdiidmin o dusgby gl piormngiep i

|
|
I
I
I 4 R gy |
I
I
I




| ' ORIGINAL SOFTWARE DESIGN

Lo

43 MOUNT PLEASANT, TADLEY, HANTS. RG26 6BN.

-
= d Y
| SEND S.A.E. FOR (FREE NEWS LETTER)} “THE NATURE OF THE BEAST" ‘4
i | [ . ' ..i P
I TRAXK HELL GATE METAGALACTIC ABRUETOR MATRIX LASERZONE GRIDRLINNER SHEEP IN SPACE HOVER BOVVER  ATTACK OF THE REVENGE DF
|| LLAMAS BATTLE MUTANT CAMELS II!I.I'I_'MT CAMELS
"'h-... w - ey F T o o . = £
| LY A
PeReE o MREOE . | ®
ko o Fay ¥ o o % oy 3 > 2 ; . "
il | ol i Tl R ¥ ! | T
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| -1 N t
| i E | ¥ [ ! )
f —— i s ¥
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| .: b @ WOOLWORTH. W st SR #F John Menzies 8

i DEALERS may order direct from CBS Telesales 01-980 2156 gueoting sccount number,

LLA coda number and quantities. Goods deliverad within 48 hours.




To: Artic Computing Lid, Main Street
Brandesburion, Driffleld Y025 BAL

Please supply

*Cheque for total amount enclosed £

MName

Addrass

*AoccessBarclaycard No.

*Please delete or complete as applicable




.. FOR THE COMMODORE 64 COMPUTER

SMUGGLER £7.95
A fost-action arcade-style game. Your aim is to
catch the falling barrels and throw them into the
ship. Twelve separate screens with fascinating
graphics including kangaroos, octopuses,
penguins, birds, biplanes, fork-lift trucks,
conveyor belts, lifts and walkways. The high-
score table can be saved and loaded from tape,
ond the program includes a demonstration mode.
(JOYSTICHKS ONLY)

® o o NELU RELEASER 0 @

AR seamn HI-ECORE 188N

MR. Wiz £7.95
From the author of Percy Penguin, Mr. Wiz is o
superb arcade-type multi-scene game. Guide Mr.
Wiz around the garden to eat the cherries whilst
avoiding the evil gremlins. The gremlins can be
killed by dropping apples on them or by throwing
the crystal ball. Extra points can be gained by
eating the magic mushroom, but beware ... this is
the home of the gremlins and makes them
permanently furious!

(KEYBOARD OR JOYSTICKS)

e e e NEL RELEASER @ ®

“MR. WIZ" IS ALSO AVAILABLE FOR THE B.B.C. MICRO AND ACORN
ELECTRON, AND "WORLD GEOGRAPHY" IS AVAILABLE FOR THE ACORN
ELECTRON. ALL CASSETTES ARE £7.95 INCLUDING VAT AND P.&P.

Two excellent educational programs which
make learning geographical facts enjoyable
and stimulating. WORLD GEOGRAPHY
covers 166 countries pinpointing each on
an accurate high-resolution screen map of
the world. The countries are divided into 8
categories of difficulty, and the program
tests your knowledge of capitals and
populations. U.K. GEOGRRAPHY tests your
knowledge of the towns, counties,
mountain ranges and islands in the United
Kingdom. You can choose whether to
attempt to name the places as they are
indicated on the high-resolution map of the
British Isles, or to find the location of places
given by the program. Two enthralling and
informative prograoms.

e s o NELU RELEASEo 0 @

WORLD
GEOGRAPHY
£7.95

GEOGRAPHY
£7.95

WeE PAY UP TO 20% ROYALTIES FOR HIGH QUALITY COMMODORE 64 PROGRAMS

SUPERIOR SOFTWARELTD.
Dept rc12, Regent House,
Skinner Lane, leeds 7

Tel: 0532 459453

OUR GUARANTEE
! Alloursoftwore is avoiloble before we advertise
1 Allour softwore is despatched within 48 hours by first-cdoss post
(3)  Inthe unlibely event that any of cur software fails to lood, retunn your
cassette to us ond we will immediotely send o replotement




ADVENTUREWORLD

The White Wizard investigates the latest releases

nyone know of a secluded re-
treat. with ample supplies of

apium? So much software has flooded
mto the White Wizard's cave this month
that he is at his wits” end and badly in
need ot a very long holiday

However, the good news is that there
are some hot new releases out this
maonth, Level 95 Return to Fden hits
the streets and. of course, there's the
Sorceror of Claymorgue Castle from
Scoll Adams. Not only that, but there
are also one or two new games that offer
the adventurer something quite diffe-
rent from any programs that have come
hefore,

First. however, let's Return to Fden
with Level 9. This is the cagerly-awaited
sequel o Snowball and will be available
on the usual extensive Level 9 range of
machines, fram the Memotech right
through to the Amstrad. You don't, by
the way, need to have played Snowball
toenjoy Return To Eden

This game marks a radical departure
trom Level 9 tradition by including
gasp — GRAPHICS, Have the die-hard,
text-only gents from L9 taken leave ol
their senses®? No, mein wizardlings,
zay hat zimply produced a better pame,
ja! (Yes, the White Wizard is proficient
in all languages including Numenorean
Provincial),

Frankly, the White Wizard tound
Snowbhall a very trying game and wore
out at least a dozen wands exploring its
scerels. Return to Eden is rather casier
i my opinion and certainly as enjovable
as ils predecessor.

[he only thing about the graphics is
that some of them are rather poor .
sacrilege, I know, to speak ill of a Level
9 game but really they aren't that hot
with the pastels. Even the old Myste
Flows Adventure range comes out on
top here

However, this pame oozes  with
almosphere as you explore a distant
|'.|dI]L‘[ [?IE:F‘J-'.Jk:‘.L'd '!1_1.' SDME very strange
creatures, including the invaluable See
Bee, the very necessary Ouija bird, and
the undesirable leviathan. You can jump
off ¢liffs, fight squirrels {well, be attack-
ed by squirrels), and die of radiation
This is the sort of thing Wizards enjoy
and that's only the beginning

tinned owls' livers and lettuce

SPOILT
FOR
CHOICE

@ Superbly animated fight sequences make
Fire on the Water o cut (and thrust!) obove
the ordinary

I

@ D & D-style interaction for four players in
The Prince from CCS

From the exotic forest vou move on Lo
the daunting task of penetrating the
different zones surrounding a robot
constructed citv. Very hazardous this,
and | guarantee you'll need to spend at
least a week driving vourselt round the
bend before vou reach the city — by
which time you'll be only about half
way through the pame!

200 locations. the usual extensive
vocabulary, and a great scenario make
this every bit as good as previous Level 9
games. Don't expect the locations o he
guite so tully described as other Level 9

games — after all you do get the graphics

which take up a lot of memon,

There's a strong  ‘conservationist’
stant to the story. centring on the moral |
guestions surrounding the destruction
ol alien life forms, No, I'm not kidding,
and the White Wizard very much
approves of this sort of thing. The mare
adventures we have that reflect real-life
problems like this the better in my view

The only slight reservation | have
aboul Return to Eden (and all other
Level 9 games) is that it doesn't tell vou
which words it fails to understand. It
simply replies with the famous Arfle
Barfle Gloop™' which isn’t much help
when vou're trving to unravel vocabul
arv problems. It has to be said. however,
that one doesn’t often have vocabulary
problems in a Level 9 game

Another important recent release is
Scott Adams’ Sorceror of Claymorsuye .
Castle. This is available for the Com
modore, Spectrum, Apple, Atari, BBC, |
Dragon, Electron. and Tandy ... phew! |
Cluite a list

I'he White Wizard has dabbled ey
ably i the Spectrum version, which
features some very pretty graphics in
deed. IUs worth noting that the Spec-
trum conversion was done by Brian
Howarth who writes the Musterions
Adventures, to which this pr
bears some superficial resemblance

Well, what can one say about Scolt
Adams'  adventures?  They've  heen
around for a very long time now in one
form or another, but the fact is that
whenever a new one comes out it s
always a good buv, Sorceror of Clay-
morgue Castle is no exception

As in most Scott Adams’ games, the
object of the game is simple
collect a certain number of readily iden
tifiable treasures and store them in a
particular location, The challenge of the
games is in overcoming the different
puzzles, most of which are encountered
when you trv to move from location to
location

None of Scott’s games have that many |
places to visit, but that doesn't mean
they're a doddle by any means. Surceron
is definitely a case in point here. You |
start off behind a castle and 1 guarantee
that vou won't enter it inside ten mi
nutes of cursing. he
happens) holding s

VO Imst

”

i

wling, and (as it
wur breath.
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Once you get inside, vou'll still have
to try every trick in the book to explore
more than about six locations. Just to
tantalisc you, one of the treasures is
plonked almost right in front of your
naose at the beginning - but try picking it
up and vou'll sce that all 1s not as casy as
iLseems

50 that's two games for your
shelves — and both available on a wide
range of machines, Now let’s take a look
at something guite different three
releases cach of which offers something
rather unusual.

TILY

Lone Wolf

The first 1s the Lone Wolf series o
the Spectrum, though 1 imagine that
there will soon be similar offerings for
other machines. There are two games in
the series so tar -~ Escape from the Dark
and Fire on the Water. Both titles offer
excellent animated graphics and a very
unusual format,

The cassettes come either on thei
own or with an accompanying bhook
that gives some idea of what Lo cxpect
from the games themselves. The books
are splitup into numbered sections each

of which contains a stage in the develop
ment of the plots. 1 say plots rather than
plot, because the story changes as vou

CALLSC W |:'L'|1L"‘. or you come Ly
a crucial puoint in the story, vou have to
make 4 decision. Depending on the

decision  you  make you are  then

Aid for addicts

Use the Clue Code at the end of each
problem to identify a square on the grid
Starting at that position, rcad cvery

und letter until vou have a complete
sentence. When you reach the end of 4
row. g0 hack to the beginning of the next
line and carry on. Il you reach the
bottom of the grid. start again at the top.

1. Cant find the crown in Scott
Adams' Adeenturewarld? This should
see wvou o oon ovour  oway . (Clue
Code Al).

4

Valley too sick to help vou™ Here's a
tip. (Clue Code A2)

3. Can't get the heavy gold nugget out
of the cave in Colossal Adventure?
(Clue Code D2),

4, Can’t capture the man-ealing pan-
cake in Beyond the Kitchen? Here al
lastis the answer (Clue Code FT)

2. Is the giant in Twin Kingdom |

directed to another numbered section
where vou continue reading.

This, of course, is very much like
playing an adventure game on a compu-
er, so it's only natural that Arrow, the
puhlishers, have decided to offer a game
as well

Fhe format is as Tollows - there's a
graphics screen  surrounded by an
attractive border and a scrolling text
window below. You place a keyhoard
overlay on top of your Spectrum. The
staryline scrolls on the screen, and
whenever you have to make a decision
you press the appropriate key and the
program jumps to the next stage in the
story

There also  extensive  fight
routines, requiring diligent pressing of
Parry, Thrust. Chop, and Swipe keys,
Your fighting skill and energy are moni
tored on the screen. and when you run
out of energy Lone Wolf (that's you)
hites the dust.

The fight  sequences  are wen-
animated. and after a couple of hours
playing | decided that there really was a
tactical element which made them
much maore satistving than the usual
You-stab-the-Dire-Waolf routines that
other games tend to offer.

Escape from the Dark and Fire on
thie Water are consecutive games, and a
character developed in the first can be
lpaded into the second ready for action

So what's different  about these
games? The first thing to notice is that
the program iself dictates your move-
ments. For instance, you can’t type in
‘Go West unless that is presented to you
as an option to be selected. In this
respect the game is more himited than a
traditional adventure

However. all the space saved by the
absence of complex ‘parsing’ routines
{the hits of the program in a normal
adventure that scan your inputs and
generate appropriale responses) means

are

ADVENTURE NEWS - ADVENTURE NEWS -

more room {or graphics and animation
There is still a good dea’ " wcope for the
player to shape the game — you can
sometimes run away rather than fight.
You can choose your own routes to your
destination, and investigate a number of
dead-ends, some of which are more
rwwur;lmg than others.

The White Wizard gives these games
the thumbs-up and looks forward to
more along the same lines. They are very
different in feel to the traditional text/
graphics games, but | think they have a
value all of their own.

[t is, incidentally, worth getting the
hooks as well as the games — you can
then use them as crib-sheets if you find
the going too tough!

The Prince

If you think Lone Wolf sounds diffe
rentt, wall “tll vou get a LOAD of the
next ganic - an interactive program for
four plavers from CCS called The
Prince.

This game apparently won the Cam
bridge Award 1984, though I'm a bit
hazy as to what exactly that means
However, it is a very interesting piece of
software that should be carefully ex-
amined by adventurers and particularly
those with a D& D background.

['he scenario is as follows: in Castle
Ravencrag the Lore-Master has dis-
appeared and is believed dead. By law,
succession to this desirable post is by
‘presentation of the tokens' - a ritual
ceremony in which the apphicant begs
an audience with the Prince of Raven-
crag and hands over the tokens

Your task, and that of vour three
human opponents, is to find out what
the “tokens’ are, get hold of them, and
present them to the Prince You then
become Lore-Master and win the game.

Each player takes on one of tour
characters - Grasper, a landlord; Am-
brose. a cleric; Porcus. the merchant:

Swords and Sorceryv —a  a
new D& D style game for
the Spectrum that allows
vou to link up two
machines via Interface 1
“JI' a wo plii}-'i_‘l' ?ill'll'\‘
network.

new

billed as

The

OWIers can
up & bit with the news of
Oric
from Tansoft, Called the
Kilburn Encounter it is

Two-player Kilburn capers
adventure Oric
PSS has brought out

Python-style adventure,
game

Second coming

Readers who remember
the ‘Video Vicar' who
wrote Jericho Road for
Shards Sobtware may be
interested (o know that
his latest uffering,
Gualilee, is now available
from the same company.

cheer

adventure

a  ‘Monty

should be

There are at least three
modules in the package
the Network module, the
Village (for trading, rest
ing, and depositing trea
sure), and an unspecified
number  of  Advanced
Player Modules.

PSS claim  that the
{ game has laken nearly
| two years to develop. A
| Commodore 64 version
is on the way, and the

| priceis £9.95.

available as you read this
for £7.95, It will of course
be Atmos compatible
and is texty.

Second superhero
Adventure International
are on the verge of bring-
ing out Spidermarn. the
next in the Marvel series
following the very enjoy
able Hulk,

The game will be avail-
able for the usual wide
range  of machines

Galilee is a text and
graphics game set in the
15th vear of the reign of
Tiberius, The Rev Peter
Goodlad (for such is his
name}  has  apparently
put a lot of research into
the program which costs
£5.75 for the Spectrum.

Shards have also re-
leased Operation Safras
and Pettigrew’s [hary in
one four-part package
for the 64 and Spectrum
at£v.4s
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and Fernandon, the tipstaff (magistrate
to vou and me). Each player has certain
advantages related to his profession
money, for example, in the case of
Porcus

Having chosen characters the players
then take it in turns to recruit help from
the Castle retinue and purchase items
from Gamp, the Castle trader, During
this phase only one player at a time
looks at the screen, so other plavers will
not know who is working for you or
what vou possess. Occasionally, for
example. a servant may serve two mas
ters and knowledge of his double-
dealings could benefit either player

Fach player has a passcode which he
must enter during the game in order to
play. This stops other plavers from
cheating when yvou pop out for a slice of
toast and honey or whatever you
tancy '

During your turn you find yoursell
inside the castle as in a traditional text
adventure. You have only 10 inputs in
cach turn and must find out as much as
possible. You can call vour spies and ask
them o report, or get your less desirable
helpers ("henches’) to attack vour oppo
nents servants.

During this phase yvou will find that
the vocabulary of the game is rather
limited but, of course. it’s the same for
all four players.

What's special about The Prince,
however, s that it is one of the first
computer games I've come across that
permits intelligent and enjoyable col-
laboration between the human plavers.
As in D&D you will find voursell in
volved in complex negotiations with
vour opponents (orallies, depending on
how vou deal with them). Nothing is too
fair or too foul 1o be considered — vou
could. for example. ally vourself with
Fernando, find out who his spies are
under pretence of helping him, then
have your spies knock them all out! You

- ADVENTURE NEWS

Landing Pad.

Quick glimpse of some of the stunning
graphics on Interceptor’s Moessage
from Andromeda for the Amstrad. Oh
boy! Will all Amstrad adventures look
as good as this!

unscrupulous devil you, of course you
wouldn't do a thing like that, would
you? Oh yes you would

Like the Lone Wolf pames The Prince
is very far from being a trad adventure. It
s, however. a game that will appeal to
adventurers who enjoy a get-together
and the chance to outwit each other.
Again. the White Wizard, while granting
this game a place on his now crowded
shelf, would be pleased to hear from
other adventurers as to what they think
of this new breed. '

Macheth

Finally — in the ‘“New Trends’ depart-
ment — we have Macbheth from Creative
Sparks for the Commodore 64, This is
guite a handful. this one. Two tapes,
lour games, plus a copy of the
Shakespeare play. Each of the four
games is related to part of the play. and
cach isina different styvle,

All four games feature grpahics to a
greater or lesser extent. and the standard
of these is extremely high. In cach game
vou must achieve certain objectives that
will allow you to achieve the goals of the
character vou are playing. In the first
and last games you play Macheth, in the
second game you are Lady Macheth,
and in the third vou are one of the Three
Witches™ assistants

With the exception of game number 3,
these are all text-games with graphics
added in places. Unfortunately, they rely
very heavily on your ability to phrase
vour inputs correctly. Although they
will tell vou which words are not under-
stood (by highlighting them in red) they
are not very hot on understanding the
traditional vocabulary,

This is particularly true in game 3,
which is almost entirely graphics based
and doesn’t understand words  like
‘North' or *South’. The display plays a
very important role here and you must
pick out items in the picture and use
them as appropriate, although vou may
not have been told explicitly that they
are there,

I'm not sure that Macheth will appeal
to many adventurers unless vou have a
particular interest i Shakespearc or
Scottish history. Some of the sequences
are very good. but £14.95 seems a lot to
pay for them

The other drawback with the game
and this applics to one or two other
book-based adventures - 15 that you
can't succeed without reading the play,
and having read the play. you know
what's going to happen. The whole

program is rather lacking in the excite

WE

ment of discovery that makes a good
adventure.

However. there is one very interesting
innovation that is worth a mention,

At the end of cach game the program
gives you the opportunity to load a
program called "Psycho’, This is a very
novel routine in which the computer
poses as a psychiatrist and guestions
you in your rele as the character yvou
have just been playing.

‘Remember that session we had years
ago when we pot rid of your meat
phobia™ enquires the computer of Lady
Macheth (i.e. you) and then goes on to
find out just why you behaved as vou did
in the play — or the program

Computer buffs will no doubt realise a
similarity here between Psycho and Eli
7 a program that simulated a
psychiatrist and gave apparently intelli-
gent replies to the questions put to it
Psycho isn't nearly as complex, but it's
still good fun.

But why does the White Wizard men-
tiom this curiasity, | hear you cry. Well, 1
reckon it's only a maiter of time before
we see more variations on the tradition
al adventure theme. Using a routine like
‘Psycho’, for example, vou could carry
on an enjoyable even if perfectly
meaningless — conversation with Thorin
in The Hobhit, for example .., and just®
look at Sherlock, where vou can “Tell .
a character things vou think theyv ought
to know.

Well, that's all for this month, my
friends. Next month’s issue will be
absolutely packed to the brim, and will
include a couple of goodies that ['ve had
i leave out in this issue because of lack
of space.

In the meantime, [ have a special
favour to ask of you all In recent
months we've had a number of new
games that one can’t really call adven-
tures, but still seem to have some sort of
claim to a mention on these pages. I'm
thinking  particularly  of  so-called
‘arcade  adventures' like Gisburne's
Castle, or novelties like the Lone Wolf
games 've mentioned above

Well, what do YOU think? Are these
games worthy of our attention? What do
vou think is the definition of an ‘adven-

ture game ™ Shall we stick to the straight |

and narrow path ol the traditional
adventure., my fellow explorers of the
unknown lands, or shall we allow
ourselves to sally forth into new realms?

The White Wizard humbly awaits
your reply, and will bow to your judge-
ment.

SPHERE  COMPLEMITY INTERACTION OVERAL

[ RETURM T EDEN Am, A1, B, € £9 95 8 9 7
| | ems |
SORCERCR OF 4p, A1, B, C riA 7 P & |
CLAYMORGUE CASTLE D.ETS '
FIRE OM THE WATER Spectium £6.95 F | 4 A 5 |
THE PRINCE Soechum M B =y 1 5 |7
H _ petinys Bl S = L A | | 7 1
| MACBETH CBM 64 £14.95 7 ! 3 5

KEY: Am-Amstrad, Ap-Apple, Af-Afori, B-BBC, C-CBM&4, D-Drogon, E-Electron, M-

Mematech, N-Mascom, 5-Spectrum, T-Tandy.
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@ Adventureworld

The
Wizard’s
Mailbag

I GREETINGS O ADVENTURE KING®

begins Fraser McCallum in a recent
letter, Flattery will get you nowhere,
Frascr, but vou obviously know your
onions and are hereby elevated to the
rank of Honorary Wizard, given the
Freedom of the City of Ehdollah, and

| rewarded with the kingdom of Hyrkania

plus 1 milhon credits.

Fraser writes in about The Lords of

Midnight, as did many other Adven
tureworld readers this month. He points
out that Fawkrin the Skulkrin, Farflame

{ the Dragonlord, and Lorgrim the Wise

can all destroy the Ice Crown (as well as
Lake Mirron)

Philip Coare from Eltham has also
been Midnighting and isn't too happy,
though he's succeeded in des-
troying the Ice Crown. The ending was
‘hardly the dazzling spectacle 1 hoped
for.. Please can you tell me why vou
cannot hide Morkin and why the victory
display is 5o boring?”

The answer’s simple, Philip — there
just wasn't room for anything else. Mike
Singleton spent ages irying to fit the
game into 48K, and was so stuck for
space that towards the end of his prog-
ramming stint he had to spend about six
weeks just trying to save 2K!

| have to admit, however, that | too

even

| found the ending a bit of a let down, The

enjoyment of LoM is definitely in the
playing and notin the winning of it, but [
still thinl it's a fantastic game and know
that most readers would agree with me.
As far as hiding Maorkin is concerned -
well, 1 think the game would be just that
teensy-weensy bit too casy if vou could
hide him on his way to the Iee Crown.

Gary Frost writes i with umpteen
tips on Heroes of Karrn, Up with Tony
Crowther, he cries, and down with
Ultimate who won't write games for the
Commodore 64. Down with both of
them. | say, since neither of them write
adventures

Stuart Henderson 1s rapidly becom-
ing an Adventureworld veteran, “May |
thank vou for my “honourable mention™
in the September issuc. [ have received
scores of letters from some very frus-
trated adventurers and I've had many
Thank You notes from people D've
helped. Would 1t be possible to thank
Peter May, Paula Ellson, and Gilbert
Wickham through vour excellent col-
umn”?

Flattery again, Stuart
nowhere

it will get you
lease however accept my
salutations and know that your name is
mscribed in solid Moonsilver in my
book of '‘People to Borrow a Gold
Credit From™ And don't worry — [ won't

The PCG Helpline

Here are this month's oHfers of
help and c¢ries for assistance.
Please don't forget to include an
sar if you need a reply from
another reader.

Help offered

Game: Scott Adams’ Adventureland
Contact: Stuart A"Hara, 21 Rockfield
Street, Dundee, DD2 11D

Games: Spowball, Lords of Time,
Espionage Isfand, Inca Curse, Ship
of Doom

Contact: Neville Blenkinsopp, 14
Rush Park, Bishop Auckland, Co
Durham. DL14 6NR

Games: Hobhit, Valthalia, any Level
9game

Contact:  Stuart  Henderson, 61
sStevenson Drive, Edinburgh EH11
3DU.Tel. 0531-444 1826

Games: Hobbit, Twin Kingdom Val-
ley, Urban Upstart, Pirate Adven-
ture, Heroes of Karn, Mystery of
Munroe Manor, The Golden Baton,
Ten Little Indians, Escape from Pul-
sar 7

Contact; lan McDougall, 50 Drum
Brae Drive, Edinburgh, EH4 7DS
Please note: Amer Butt’s phone
number (October issue) has now
been changed, For querics write to
702 Bolton Road, Pendlebury, Man-
chester M27 2EL enclosing an sac.
Help ofttered on Twin Kingdom Val-
ey, Golden Baton, Arrow of Death
Pt 1, Wizard of Alkyrz, Feasibility

Experiment. Hobbit. and  Pirate
Adventure.
Help wanted

Game: Rescue from Castle Dread.
Vic20

How 1o get past the mirror?

Address: Stuart A'Hara, 21 Rockfield
Street. Dundee, DD21LD

Game: Wizard and Princess, Vic 20
How dao | get through the maze?
Address: P Delaney, 45 Tevnham
Crescent, Norris Green, Liverpool,
[L1138BH

Game: Quest for the Holy Grail,
Spectrum

How do 1 get past the knight who
says ‘Nic!™?

Game: Urban Upstart, Spectrum
How to take off?

Address: Neville Blenkinsopp,
Rush Park. Bishop Auckland,
Durham, DL.14 6NR

Game: Twin Kingdom Valley
How to kill dragon and find silver
ey ?

Address; Andrew Griffin, 40 Harford
Drive, Watford, Herts WD 3DG
Tel Watford 23133

Game: Inferno, Spectrum

How do you get past the 7th circle?
Alsu

Game: Mountains of Ket

How do you get to the mountain?
Address:  Andrew  Stoddard, 81
Ashfield Sguare, Berrvhill, Bucknall
Stoke-on-Trent, ST2 9LW

Game: Urban Upstart

Any help appreciated

Address: Lee Taylor, 25 Ennerdale
Dirive, Sunnybank, Bury, BL9 8HbY
Game: Hobbit

How do | escape from the Goblin's
Dungeon?

Address Jason Spencer. 25
Brookfield Avenue, Sutton, Surrey
SMIL30QW. Tel. 01-643 6886

Game: Alchemist, Spectrum

What or where are the four parts of
the Spell of Destruction” Address: P
Hunter, 23 Pinder Street. Lower
Wortley, Leeds, L512 5LH

Game: Ship of Doom

How do | get the key through the
keyvhole?

Address: Benjamin Bowden, 135
Maplewell Road, Woodhouse Eves,
Lelcs,

14
Co

l'a enter the | lL‘|i\|"'L' cither to request
or uffer assistance, is a great way o solve
vour problems and make friends with
other adventurers

Send vour name, address. problem
game. and the namt ur computer oo
a postcard to Adventure Helpline, Per
sanal  Computer Games, B2 Oxford

Street, London WI1A 2HG

You can include vour teleg
her but vou must rememhb
receive many calls. Be
people in your house are happy to have
vou dar this belore you go ahead

sure

stop giving people your address
this month’s Helpline

1 always read vour amazing maga-
zine' begins the next letter, and by now
the White Wizard was getting so big
headed that he had to order a larger size
of hat, I have scored 1,024 points on
Twin Kingdom Valley the letter con-
tinues, ‘but I can't find out what to do
after achieving this score. Please car
you help’. Yes, Andrew Seaton, | can. |
suggest you buy another game and get
top marks on that one as well!l Once
vou've scored 1,024 points on this game
and have discovered the Secret of Life
there really isn't much more to do

Finally, an angry letter from Dean
Knight of Stockport. "Are Vic owners
giving you death threats because you

s

never give our poor old Vic a mention?
Maybe [ won't go to such drastic mea
sures' (Phew! — WW) ‘but 1 am still one
very angry Vic owner. Just when will the
Vic get a mention on your pages?”

Dean, I'm truly sorry about the Vie
I'm also sorry about the Dragon and the
Oric/Atmos. The sad truth is that these
machines are poorly supported thesc
days. | know there are games around for
them but these are mostly old titles.

However, if there IS anyone out there
writing new material for any of the less
popular machines then do please send it
in. In the meantime 1 shall do my level
best to get hold of some software for you
starved Dragon/QOric/Vie/Electron
owners. The White Wizard has given his
waord. and his word is not lightly broken.
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Pitfall Harry has to recover the priceless Miners are trapped deep underground.
Raj Diamond from the lost caverns. But there Threatened by molten lava, poisonous bats,
i a small matter of poisonous frogs. Albino snakes, spiders. You alone in the person

Scorpions, Vampire Bats. Electric Eels. of Roderick Hero - Helicopter Emergency
Need we go on? Rescue Operation-can help.
Running on Commodore 64, MSX, and Spectrum Running on Commodore 64, Spectrum, MSX

SPACE SHUTTLE
A JOURNEY INTO SPACE

With the Designers Pencil, you can draw the Man's ultimate journey, You can make it, in
world-and everything that's in it. faithful detail, from lift-off, through an outer-
Write your own melodies. Learn to write and space rendezvous, to landing. A genuine
develope your own programs. lts scope is as test of your inner strength,
broad as your own mind. Awailable soon for Commodore 64 and Spectrum

Running on Commodore 64 and Spectrum

Number one in the charts. And set to stay Merton the maintenance man is set for yet
there. Decathlon asks for total commitment.  another routine night in charge of the toy factory.
Speed. Strength. Stamina, The will to win. But something has gone terribly, terribly wrong.
Running on Commodore 64 Running on Commodore 64, Soon on Spectrum

h—

The Activision Ei

ht.

GHSTBUSTERS

T T
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 to&pin PrLISIC SCore.
Running on Commaodaore Spectrum.
Soon 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 Commeodaore 84, Spectrum, MSX

Eight ve
different titles
withone 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.




; The Ultimate challenge from Slogger for Spectrum, Commodore and BBC owners.
Contact Andrew Hilbig or Mark Holker on 0634 811634 or 41622




THE WILL

§ ALWAYS

=

Another set of amazing specials from the (F

software house with the reputation for || ?
fast machine code action, high resolution (é

graphics and unbeatable quality.
Games to keep you enthralled.
Games to get hooked on, but
never bored, because once
you've started you'll keep
coming back for more. ,

III*IH-
-

il



FRE!
ore64

“Absorbing and realistic -

Highly recommended”
-~ Sunday Times, February 1984

“Completely fantastic —

| want one!”
- Charlie Nicholas, Arsenal striker in Big K,

April 1984
“Having chosen your players
the match highlights are
then displayed in very good
animated 3-D Graphics.
...There are many other
excellent features in this
STRARTEGLGEME OF T . game in fact the attention to
NS AR detail is outstanding

e . (5 out of 5).”

Popular Computing
Weekly -
16 August 1984

Some outstanding features of the game
® Matches in 3D graphics e Transfer market ® Promotion and relegation e F.A,
Cup matches e Injury problems e Full league tables e Four Divisions e Pick your
own team for each match ® As many seasons as you like ® Managerial rating
® 7 skill levels ® Save game facility ® Financial manipulations e 4 divisions and
customising feature e You can even be sacked!

Available from computer software stockists nationwide, including €25

Prices: BBC ModelB £7-95 To order by mall (281 free) send cheques or ALSO FOR
Spectrum 48K £6-95 iy e BBC 32K
X8I 16K £595

(N8. 30 GRAPHICS ARE NOT INCLUDED I Add icti m Gu mes SPECTRUM 48K

Owverseas orders odd §1-50 7A Richmond Hill, BOURMEMOUTH, BH2 &HE & ZXB] I 6K
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t last! The real decathlon con-
test of 1984. Forget Daley v.
Jurgen. That was just a trans-

atlantic mega-bore compared to the
joystick hammering that took place in
the Challenge Chamber when Maz-
zaferri took on Manini in the supreme
test of athletic skill and endurance:
Activision's Decathlon on the Com-
modore 64.

And they're not Italian. They're from
Scotland, where people have given up
tossing cabers and taken up waggling
jovsticks,

Richard Mazzaferri should be familiar
to PCG readers as the Chuckie Egg
man: he holds the current PCG record
with a score of 10 million plus. But
there's more o him than that. For a start
he isn't even Scottish, let alone Italian.
Richard is Australian, but came to the
Challenge Chamber from Aberdeen
where his family have been living for the
last four years.

He's 16 and has had a Spectrum for
six months, in which time he's not only
clocked up that Chuckie Egg score, but
also taught himself machine code. He's

@ Gianfranco Manini |I|.ill and R'L ard M .ﬂ?ak

ynamic decathleies at rest
S A
getting rid of the Spectrum and hopes to
get an Enterprise — if and when it's
available. He recorded his Chamber
entry score of 11,084 on a friend’s '64.

Gianfranco Manini is a 15- year-old
from Glasgow, with a genuine accent to
prove it Ilt‘."s a '64 owner and, like
Richard, has ambitions to be a program
mer, Just now he's starting to learn
machine code. Gian's pretty keen on
outdoor sports as well as indoor, and 1s
school champion at 100 and 200 metres.
Maybe it’s this kind of training which
helped him to a score of 11,117 on
Decathlon.

Both competitors arrived in London
suffering slight train-lag from their long
journeys, but quickly revived when they
saw the prizes donated by Activision
live new tapes for the winner, two for
the runner-up.

Stamina

Both warmed up on the track, gently
waggling their joysticks to get them to
maximum responsiveness before the
contest began. Svon they were under
starter’s orders for the first of the ten

THE GREAT
DECATHLON DUEL

events — the 100m — in this great test of
stamina, technique and guts. Off they
went, arms and legs pumping on screen,
joysticks blurred on the table. The eve

couldn’t separate them, but the clock
gave victory to Gian in a time of 9.52
seconds, a mere six-hundredths of a
second ahead of Richard.

Straight over to the pit now for the
long jump. Speed counts for a lot here,
but so does timing. Gian’s technique -
accelerating in the last third of the
runway — didn’t pay off this time. His
first jump brought a disappointing 7.87
and the exclamation, *Damn’.

Richard had the better of it, reaching
8.55m with his first jump - the best of his
three. The pressure told on Gian. Strain-
ing for a big one on jump two he fouled.
Playing safe on jump three he made a
paltry 7.69m. So Richard had made up
the points deficit and went into the lead.

Sportsmanship

Next came the first strength event, the
shot put. Here disaster befell Gian as he
fouled on all three attempts, But sports-
manship saved him. Accepting that his
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failure was entirely due to the use of an
unfamiliar joystick with a tricky auto-
matic fire-button, Richard magnani-
mously agreed to let Gian reput the shot
atthe end of the contest.

Richard himself threw an impressive
22.08m, bringing a tidy haul of points.

They were both for the high jump
now. Here, honours were divided. They
cleared 2.2m with ease, but agreed that
24m was virtually impossible. They
were right.

Back to the track for that killing
event, the 400m. On paper, Gian was
the faster — but only by two-tenths of a
second. Off they went, waggling furious-
Iy, neck and neck for 20 seconds. But
around 200m Gian suddenly put in a
tremendous surge. He left Richard for
dead and pulled even further away on
the final bend, smashing his record with
a time of 42.46. Richard came in, one
and a half seconds behind, losing valu
ahle points.

The tables were turned in the 110m
hurdles, where Richard’s superior pick-
up and stride-pattern brought him a
convincing victory in 12,86, Undaunted,
Gian went out and threw the discus
67.90m, gaining 20 points more than
Richard's 66.32,

The pole vault followed a similar
pattern to the high jump. Plain sailing
up to 5.0m, no success at all at what
Gian called the ‘impossible’ height of
5.2

Superhuman

The penultimate event was the jave-
lin. Gian put in a big throw of 93.49m
and it looked as though Richard would
be left behind. But with his last attempt,
a superhuman effort saw his javelin
sailing 94.10m, snatching victory and
extra points.

And so to the last event — the 1500m.
By now Richard had 10,006 points and
Gian 8839 — with his shot put still to
come. So these four testing laps were
crucial, 1f they got very similar scores
Richard would probably take the gold
medal. If Gian could win convincingly,
then he would still have a chance of
snatching victory with his shot put.

Exhausting

So, these two supremely fit jovstick
wagglers settled down to the exhausting
finale of a great contest. They set off at a
gentle pace - there was at least three and
half minutes of this to come. At 600m
they were still level and the first beads of
sweat were beginning to roll down their
tired faces. On and on they went, their
bodies bending ever closer to the screen
as fatigue caught up with them.

AL 1300m it was time to start thinking
about putting in a sprint finish. Calling
on their last reserves of energy, they put
everything into their joysticks.

Richard seemed to have little left:
Gian waggled and pulled away to breast
the tape in 3.35.77, while Richard came
through in 3.36.90. The scores: Richard

11,106, Gian 9,940 - but with one event,
the shot put, still to come. Gian needed
to score 1,167 to win — and that meansa
pretty hefty put.

The big one

His first attempt went 21.59m — 1153
points. Not quite enough. Tension
mounted in the Challenge Chamber as
he prepared for his next throw. He
heaved away and gave a roar of delight,
convinced he'd done it. And he had:
22.17m for 1,184 points, giving him a
total of 11,125.

So it was victory to Gian by a mere
nineteen points. Disappointment for
Richard, but he can take consolation in
his great sportsmanship and two Activi-
sion tapes. The Gold Medal, and five
tapes, to Gianfranco Manini — the Chal-
lenge Chamber's Decathlete of 1984,

,‘h;n-

The scores to
beat

ARABIAN NIGHTS (CBM 64)
* 21,125 Paul Turton, Nottingham
* 21,050 Andrew Miles, Bridgnorth
* 21,025 Adrian Keasley, Walsall

BEACH-HEAD (Spectrum)

* 703,280 Matthew Smith, Wickford,
Essex

* 605,000 W, Rotchell, Corsham, Wilts

* 546,000 Jason Latif, Ruislip, Middx.

BONGO (Vic 20)

* 11,027,500 Paul Rolfertshaw,
Hatfield. Manchester

* 3,002,000 Paul Caines,
Wolverhampton

* 2.790,000 Ronnie Stewart, Letham,
Perth
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Challenge Chamber 4

@ Gian in the pit

BOZO'S NIGHT OUT (CEM 64)
* 50 Pints Julien Lusk, London
BUZZARD BAIT (Dragon)

* 86,100 Derck Liddle, Hartlepool

CHARIOT RACE (Vic 20)

* 7101 Kevin Smith, Twickenham

|—-——--__—_—._—_—_—-__—

OK — I'll dare the Challenge Chamber

I Name
F Address

l lelephone no, (il possible)

| Game | Machine
My scoreis: .
| inagamelasting . . mins

L‘_}'igned

S5€CS.

scored on {date)

CHUCKIE EGG {BBC}

* 5127130 Binesh Patel, Wrexham

* 4.065.670 Alistair Hindle, Kirkcaldy

* 3,074.080 lan Cook. Braintree

CHUCKIE EGG {Specirum)

* 10,338.550 Richard Mazzaferr)
Aberdeen

* B079.540 Steven Taylor,
Warrington

* 6.604.470 Ravmond Graham,
Birkenhead

CHUCKIE EGG (Dragon)

* 5100360 Paul Rivers, Oxford

* 2,199,000 David Brant, St. Austell

* 1.062.650 Robert Field. Church

Stretton, Shropshire

CODE NAME MAT (Spectrum)

* 1244 Gary |arvis, Catford. London

* 1131 Richard Kuban, Woking

* 1080 Marcus Honeysett,

Bournemouth, Dorset

DEATHCHASE (Spectrum)

* 418,479 Mark Johnston, Arbroath

* 285,898 Mark Errington, Stanley
Co. Durham

* 232,113 John Dunne, Streatham,

London

DALEY THOMPSON'S

DECATHLON (Spectrum)

* 612,846 Martin Hughes, Bedford

* 205,039 Nicholas Gunn,
Dunfermbine

* 185927 Mark Gunn, Dunfermiine

DECATHLON (CBM 64)

* 11,125 Gianfranco Manini, Glasgow

* 11,106 Richard Mazzalerri. Glasgow

* 11008 Paul Stamp. Redcar

ENCOUNTER (CBM 64)

* 532,200 Julian Venus, Winchester

* 194500 Mark Hula. Bristol

FORBIDDEN FOREST (CBM 64)

* LOOL,088 Stephen Campbell.

Dumines

* 841401 David Martin, Ramsgate

*  837.241 John Kelly, Castleford

FORTY NINER (ZX81)

* 150,885 Richard Hall, Tamworth

* 48906 Matthew Gearing,
Wrington, Avon

* 30.150 Paul Greenley, Hull

FRAK! (BBC)

* 612,000 David Buttimore, Pembroke

Name
Address

Telephone no. (if possible)

Occupation

I confirm that the above claimed score is genuine,

Signed

2HG,

Post this form to Challenge Chamber, Personal Computer
Games, Evelyn House, 62 Oxford Street,

* 312,550 Jason Robinson, Darlington
* 289500 Jonathan Muscaty,
Portishead

GRIDRUNNER (Vic 20)

* 744,100 Stephen Tomlinson, Ashion
* 542420 Steven Bell, Barking

* 333.790 Paul Maidment, Tilehurst

HUNCHBACK (Spectrum)

* 8.540.600 Richard Johnson, King's
Lynn

* 8692100 Henry Featherstone
Prestatvn

* 3.281.000 Raymond McCormack,
Kirkcaldy

JAMMIN' (CBM 64)

* 887.061 Duncan Heath, Norwich
* 699,573 Cameron Heath, Norwich
* 421,570 Pierluigi Cerrutti, London

LOCO (CBM 64)

* 1.000.000 Paul Harper, Felpham

* 499500 Kevin Baker. Dumbarton

* 450300 Luke Patterson, Stamford,
Lincs

LUNAR JETMAN (Spectrum)

* 382,520 John Elliott. Falkirk

* 317870 Nicholas Booth, Clevedon,
Avon

* 203.810 David Martin, Ramsgate

REVENGE OF THE MUTANT

CAMELS (CBM 64)

* 2956068 Scoit Walsh Batley

* 2600000 Andrew Jongs, Prestatyn

* 2257000 Tom Burtan
saxmundham, Norfolk

SHEEP IN SPACE (CBM 64)

* 1.831.532 James Atherton, Shefficld

* 1,240,000 Tom Burton,
Saxmundham. Norfolk

* LI47.000 John Neilis, Birmingham

SABRE WULF (Spectrum)
* Tmins. 29secs. (507
Mark Hibbet, Peterburough
* Tmins, 30sces, (617
Trevor Sinkinson
Boroughbridge, Yorks.

STOP THE EXPRESS

(Spectrum)

* 14730 Jamie Westwood, Brighouse.,
Yorks

* 12,270 Michael Aherne,
Cumbernauld, Glasgow

(This portion to be filled in by witness)

e — — — —

London WiA

-
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batapen

<

A QUALITY LIGHTPEN

for use with the SPECTRUM computer

The DATAPEN lightpen enables
you to create highresolution
pictures and technical layouts
directly on your T.V. screen. The
accompanying software allows
youto draw any shape or filled
areayouwish, to pixel
accuracy, infull colourand the
results may be utilised within
your own programs, e.g. for
animation, ortoillustrate your
title pages. Atjust£29 inclusive,
the Datapen lightpen package
represents superb value —just
look atthe actual screen
photographs and you will agree
thatthis must be the bestvalue
formoney on the market.

& Incorporates features not provided
with other pens.

& Push button operationon pen—no
needtouse keyboard.

& \Works under any lighting conditions.

» Plots to pixel accuracy

& 20 pre-defined commands allow
plofting of geometric shapes,
including rangie, lines, circles, etc.,
text, or user-defined characters.

Send chegueor P.O. lor£29.0010: Dept. FCGI2

l of ask ot your local computershop. Send S.AE

PLUS'- 3 SOFTWARE
PROGRAMS

# Routines and ideas tar your
own programs. [Menus,
games, music, etc.)

* User-defined graphics
cregtion program

& Superb full colour drawing
program ds illustrated in
these actual screen

photographs.

=
-ﬂﬂ;'ﬂ““
---.ﬁt---
-‘“-
- ..

« Uses all paperand ink colours.

s Ascreen grid may be tumed onand
off, atwill, 1o assist drawing.

» Flexible erase capability.

» All drawings can be saved totape for
further use.

# Plugs in direct—no batteries, additicnal components, or adjustments needed.
» Handbook, plus printout of routines for use in your own programs,

DATAPEN MICROTECHNCOLOGY LIMITED, Kingsclere Rood, OVERTON, Hants. RG25 3.8 02547704588
fordetails. Lightpens and seffiware are also ovalloble for B5C B, Dragon CBM-44 and VIS-20

Lo

We only éell the best and
SPECTRUM

)5 Gold

Beach Head
Slagecoach
Kokotoni Wili
Monty Male
FullThrottle
Pyjamarama
Daley's Decathlon
Frank N Stein
Sabre Wull l
Lords of Midnight Beyond
Twin Kingdom Valley Bug Byte
Sherlock Holmes Metbourme

BBC
Frak A
Zalaga !
Elite

Avialor
Blagger

San of Blagger
Tarzan
Fortress

Jet Pac

MGV ETH

Pharoahs Curse
Shamus
Wunda Walter
Perils of Willy
Fatty Henry

\ gygnus Two Computer Games

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

we will send out your order on the same day we receive it!
COMMODORE

7.45 Beach Head 8.9505:12.45

6.45 River Raid 9.45
5.45 Psytron 8.450isc11.45
6.45 Imlernational Soccer .45
6.45 Havoc 9.45
6.45 Monty Mole 7.45
6.45 Eddie Kid Challenge 7.45
5.45 High Noon 7.45
8.75 Daley's Decathlon : 7.45
§.7% SummerGames 13.95 D050 18.95
8.80 Quo Vadis 9.4500512.45

13.95 Zaxxon 9.45:c12.45

8.25 Blagger 1.25

8.25 Guardian jata 7.25

14.25 0ns5017.29  Micro Olymics Micro User 5.25
14.25 020 17.25 Mightmare Maze MAM 5.60
7.25 3D Bomb Alley Soft Invasion 7.25

7.25 Gunsmoke it Invasian 1.25

7.25 Super Pool Soft. Invasion 1.25

8.25Disc 11.25

7.25 Please send ma

9.45
945
3.90
5.45
5.45

T B2 Woodiard R nglard, Londan E4 FEL- T
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Opportunity
Knocks.

This is your big chance —
the top programmer’s job.
All you have to do is be at
the right place at the right
time.

But don't be deceived, the

__fompetition is tough out
therel

mplexity of
graphics

ng game
play, Interview Is a multi-
Ioad game using the
Novaload fast load system
on tape.

pon't wait for the rush,
Interview is available now
from your favourite

software retailer or direct
from us.

Tape E7.95

S
_— N ~.
Y %
\

To: Front Runner, K-soft distribution,
620 Western Avenue, London W3 0TU

Rush me_ —___Tapeis) Diskis) of interview

Name _

Address

e LAl _____ Post code

Telephone i = - el

| enclpse a cheque /PO made payable to ‘i

K-soft gistribution for £ (post free) l

or debit my Access/Visa® 1 = —

Dalete as appiicable | - 7 &

| would like to hear news of more Front Runner l e 1

releases [ Yes i /-'

Piease allow 21 days for delivery, : ; "
Meet the Challenge

]
d




SIMULATED/INTERDISC
249-251 Kensal Road, London W10 5DB
Telephone 01-969 9414

Distribution through CBS
Available in W H Smith, Menzies and
all good software stockists.




Explosive
Action!

Kk Feel your temperature rise as you

s battle to control the overheating

k : boilers. Your challenge is to

: fight and defeat the machinery,
@ : but the pressure can become
D 2 N intolerable!
" ~ % Boilerhouse is an all machine
: h, code game with keyboard
N or joystick
pasmm—, o options.

- E6.95InC.VAT
48K Spectrum

To: Front Runner, K-soft distribution,
620 western Avenue, London W3 0TU

Rushme_____ 1 Tapels) of Boilernouse
Name

Address

Telephone

| enclose a cheque /PO made payable to
K-soft discribution far £ ipost freel

or debit my Access/Visa®
Delere as applicable

| would like to near news of more Front Runner
releases [ ] Yes

Please aliow 21 days for delivery.



AT LAST MICROMEGA KINGS OF o i
SPECTRUM GAMES BRING THEIR MeEGA
QUALITY TO THE COMMODORE 64.

Available through

good computer
stores everywhers.

Free the golden city
from the clutches of
the wicked Afrest.
Battle his guardian
devils, force entry
o the palace,
reveal the magic jar
and finally do battie
with the genie
himself! A unique
pure arcade
challenge for the
CBM64 owners.
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es of
pet,
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Cjar
attle

Staying alive in Combat

At the start of cach game use
the micro-screen to get the
co-ordinate positions of all
the bases, and write these

down on a piece of paper for
(.!‘.Ji\.l{ reterence

About 20 enemy vehicles
will be trundling towards
cach of vour bases including
Base (1 After they have wiped
out any of the bases other
than Base 0 those vehicles are
then re-dirccted (o join the

torces moving against Base 0

[t is essential that vou pro
tect Base O as this is vour only
inexhaustable
troops and fuel, so your first
should be to lav
mines around it The mine-
figlds can be breached by two
cnemy tanks hitting them. so
e play safe vou should place
a mineticld  two  Csquares
wide all around Base 0 a
complete square. Make sure

Mission

vou don't land on them by
mistake!

By the time vou have laid
the minefield you will prob-
ably be receiving reports of
attacks on the other bases
These may not always be in
stantly fatal but vou are well
advised to respand as quickly
as possible. Load up with the
maximum quantity of wire-
suided anti-tanlk missiles, a
few mines, and some heat
secking air-to-air misstles and
My to save the attacked base,

Fhe unguided weapon sys
ult to use and
relatively ineffective, but do
-a preat deal of weight. So
after laving some mines your
best course of action is proh-

ems are diffic

B

v to load up with the light
er weapons and  hit  the

mobile enemy vehicles (lor
| ries and tanks)

L

supply of

TRIC

TACTICS

PCG tips on high scoring in your favourite games

Drell’'s Combat Lynx for the 48K Spectrum features stunning
3D graphics and an extremely demanding task. M) of Durell,
ROBERT WHITE, reveals how to survive.

e
L ol
s

L

| 1. Use the Electric Shock to
reduce the reading on the
voltmeter if it gets too high,
but make sure you're going to
be safe whilst paralysed!
2. When rving to deactivate
the monster, take a few mao-
| ments to study the lavout and
posiioning of the obstacles
before starting, as timing is
| the ey at this stage

3. Beware of using a
when one of Frank's crea-
tions is above vou, Even if Lthe
beast is a level above the one
vou're trving to reach, Frank
could head butt it (this is very
terminal!)
4. When collecting the bones,
go for left halves first. You
have to get the bits in the right
order
5. Always think twice before
jumping or sliding down on
an unfamiliar screen. remem-
ber that it's not always casy to
set back up again!
6. Watch out for we running
up to an abyss, once you've
stepped on it s a one way

spring

Ten tips for Frankic
Frank N Stein, that wacky and entertaining platform game for
the 48K Spectrum was a hit in our October issue. It comes
from PSS so we asked their programming manager CAMP-
BELL McCAUSLAND to reveal his tips on playing the game.

ticket to oblivien!

7. 0n some screens. the only
way to complete them is to
wail for the creatures Lo get
into the right pattern so that
VOU arrive al o spring just as
une of vour foes s moving out
ol the way. Once you have hit
an  the right combination
memorise it this will save vou
a lot of grief later!

8. Adfew screens enable vour to
jump on a spring and activate
the tripswitch from below
watch out for these, it may
Save you precious seconds

9. On deactivation screens. if
vou have to wail for a crea
ture above to move out of the
way, don't hang around the
spring vou want 1o use, That's
the way to wind up with a
cannonball between the eyes!
10. Remember that it takes
time to slide down a pole, so
go before a creature is out of
the way, he'll be long gone by
the time you reach the bot-
tom

Crood luck!

| would narmally be the CAPS

Soon vou will receive re
ports of cnemy  reinforce
ments coming in al a given
location. If vou quickly head
to that co-ordinate position
vou should have a real
‘turkev-shoot” as all the ren
forcements v i -
together.

['o play the game vou really
do need a jovstick. Just aboul
any make will work EXCE]
the Kempston, A single joys
tick will work without any
need 1o re-define the key
board. but il you want to
really have fun and use twe
jovsticks yvou will have 1o sel
up a new keyboard detinition
and then save it on a separate |
blank tape. Re-defining the
kevs or jovsticks is strai
forward except for the
three prompts:
ning, Posihon, and Number,

The Base  Mang )
would normally be the 8YM
BOL SHIFT, which
pressed with a Base Number
key (normally QW.ERT or
Py would t
ir troops at that base, Sini

Jase Man

when

Vo Thet sTate ol

Y

larly, the Base Position ke

SHIFT. The contusing bit of
the kev re-definition seu-
ence s the 'Base Number key |
which would normally  be

ANY ONE of the keys in the
row that contains QW.ERT
and P. So after vou have been
given the Base Number
prompt, I vou press ANY
ONE of the Kevs i the roa
that starls ASE and ends
with ENTER. vour new base
number kevs will be redfined
with A=Basc 1, S=Base 2,

and ENTER=Basc 0. Now

vou know why it takes so long .
totrain helicopter pilots! [
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Various versions of Decath-
lon have been causing arm
exhaustion throughoui the
nation. Here are some tips
from  micro-athlete Karl
Wadsack of Fordingbridge,
Hants based on Activision’s
version for the CBM 64.

JOYSTICKS. You need a very
strong joystick with a good
wide base and a large are of

O FORGOLD

vault and practice planting
the pole rnght in the box
When to release the pole is for
vou to work out at 90
degrees isn't always the best
technique.

1OOM. Just remember to
start wiggling when ‘get set’
flashes up to get as near as
possible a flyer on your oppo-
nent. Wiggle frantically for

on keeping up a good rhythm.
Also try to ignore the jeers of
losing  opponents  which
tends to make you lose con-
centration.

400M. As for the 100m, but,
it at all possible, conserve a
little  energy, because the
110m hurdles follows.

110 HURDLES. The same
technigue as for the sorints,

movement. |
have used the
Wico range,
but 1 also hke
the Quickshot
11.

THROWING
EVENTS.
not waggle the
joystick Loo
hard until you
are Just com
ing up to the
line of throw-
ing. In JAVE-
LIN this
means walting

(Spectram)

continue joys-
tick waggle during the
actual throw, or vour
speed will drop dramati-
cally

LONG  JUMP I'he
technigue is very similar
to that of the throwing
events {especially Javeling.
Conserve energy during the
run up for & concentrated
burst over the last 10-15m. 1
have found it best to jump
hallway  through  the  last
stride of the run up. The
take-off position 1s guite diffi
cult to judge

HIGH JUMP. Over the ear-
lier rounds keep a constant
but tairly brisk pace during
the run up, making sure that
vou conserve energy for the
higher jumps, and particular-
ly the 400m which f[ollows.
The best technigue is o
accelerate into the jumps so
that the heel ot the jumper
just passes in front of the bar

POLE VAULT. As in the
high jump, accelerate into the

Do "LONG JUMP. ITyou makea
very short jump, la
about 1em ateer the line,
little bloke soes wrong. He
reads it as over 200m. With
this | can get over 70,000
Stephen Albrow,
Oulton Broad, Suffolk
HIGH JUMP. It you vou are
good enough toget o 2.37m
in the high jump. vou can
jump UNDER the bar, All
voudo s keep your finger on
the jump key when just under
the actual har. This allows
vou loget as highas 2.71m,

cally falls off

Solihull, West Midlands

untl the 10m

ling, and in

DISCUS and

SHOT, wait

until you are

roughly  hall

way  between | butthen the bar
VOrUr starting dtonma
position  and | Martin Lea,
the  throwing

e, Always |

DECATHLON BUGS

It you can’t spare the time to improve your technigue. there
are other ways of ensuring a high score . .

LOm HURDLES, Wait at the

start position. After the gun

ng has fired. do not run but wait

until the timer reaches

the
GBTO000

and stop

Hull

Ihere is no
real need to look at vour
character during the race, in-
deed if you look up to see
yvourself 10m down on your
apponent it has the uncanny
effect of causing you to lose
all will to continue. Just look
at vour stick and concentrate

the whole race

nine minutes. Then run as
quickly as possible {(no need
to jump over hurdles) to one
stride betore the fimish line

By now the timer should
read about 985:00, Now ., wait

then take the final step to pass
over the line. Because the
timer resets Lo 000:00, vour
finish time should read a
mere 000:30 (and gain you
lots of points!)

Martin Cleaver,

except it s vit-
al  that  wou
clear each hur
dle safely

one trip slows
you down
enough to not
only lose the

race. bul In
some cases the
whaole Decath
this takes about lon.
1300M. The
killer last
event lrain

g is vital, My
technique has

heen o train
my right hand
at this position until 99999, (1 am left
handed) 10
carry me
through the

easy. but very
long  middle
slages from
20-1300 metres

My sprint arm
ileft in my
case) is used for a flyer at the
start and the gruelling last
200m sprint, This conserves
energy for the sprint which
is vital, but practicc a
smooth change over be-
tween hands or this tech
nique will be useless
And some more sugges-
tions from Tim Bowden
of Wrington, Avon.
LOOM. Just concen-
trate on the speed bar
Don’t hold the stick,
but quickly knock it
back and forth, Learn
to thick vour wrist as
in badminton.
SHOT PUT. Launch just
before the line, Keep wag-
ghing in mid-air
400M. Waggle madly, but
use RUN/STOP when you
wanla rest. (Cheat — Ed).
POLE VAULT. Leamn
trajectory patierns. Wiggle
mid-air and plant pole af last
possible moment.  Release
when pole is vertical

|ter move turthe

o

GALAXY

(Commodore bd)

By holding down the F7 key
while pressing the other keys,
one can play the game in slow
nrotien

G Kangis.

Woking, Surrey

FOOTBALL MANAGER
(Spectrum)

Hyou p
mateh hig
will change and vou will get

UV OUrng
lights the s

anather chance to score.
Tim Bowden,
Wringion, Avon

- Astra
aid

Zia Chaudri and James
Fragel from Morden, Sur-
rey reveal their winning
ways with Ad Astra, the
[48K Spectrum game from
|Gargoyle.

LIt vou fire while trving to
dodge planets between cacl
sheel. the planets seem Lo
come higher, allowing yvou Lo
stay sale at the bottom of the

SCEEET

2. 0n sheets and 6
where Sroups Ob aliens come
toward vou, stick to one side
of the screen. As soon as the
aliens fire, move to the other
side constantly shooting,

3, On sheet 3 let any part of
your ship get hired at apart
from the F1. Keep the tip of|
your  firing  range  just
touching the alien ship

4. Sheet 5 try not 1o gel
cornercd by two or three

enemy ships as they 210-zag i
the bottom of the
Concentrate on trving to kill
one ship at o time. and as
quickly as possible

3. Finally, on all sheets try not|
than necded
as a slight touch of controls
may move you turther than
expected. This could result in
destruction

screen
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Tricks 'n Tactics

Ultimate pokes

Andrew Cousins reveals how to obtain extra lives in Lunar Jetman

Load and clear tge program'’s

Basic loader by entering:
MERGE™":NEW
When the ok prompt app-
ears on screen, stop the tape
and type in (or load from
another cassette):
10 FOKE 23693,71;
BORDER 0! CLEAR 32767
20 INK 0
LOAD""SCREENS:
LOAD " CODE
30 LOAD""CODE:LOAD™
CODE
40 POKE 23439,201:PRINT
USR 23424
50 LOAD""CODE
60 POKE 43117,255 PRINT
USR 32768
70 POKE 23697

and Trans-Am.

For the 38K KAM Sinclair IX Specirum

¥ l"’:’i-u'«'- -

s
Now run this program and
restart the tape which should
continue to load as normal,
When the game starts,
however, you’'ll have 255

LT 4 1 T .

lives. (You can have a lower
number of lives by changing
the value in line 60 — but 255
is the maximum).

Despite these extra lives,
the game will still end if your
moon buggy is destroyed - so
if you can't shoot down a
missile you should sacrifice a
life by deliberately crashing
into it

__TRANS-AM |

To obtain unlimited lives,
stop the tape after the main
block of code has loaded and
press BREAK. Then enter:

POKE 25446,0:CONTINUE

Restart the tape — the

progam should continue
loading as normal and
autorun,

ZORGON ZAPPING

Advice for Oric owners on Zorgon’s Revenge (IJK) comes from
‘Kremen’ of Barkingside, Essex.

SPIDER MISSION. First
wait until the bird has re-
leased the first egg, then care-
fully run to the quicksand and
wait till the rope changes
direction at your end. Then
jump forward to catch the
rope, swing across, and the
second the rope changes
direction, jump off. (The tim-
ing is easy if you hold down
the ‘right' key while on the
rope and then just touch
jump’.)

When off the rope, run
stright under the spider. Let
the lift go once and then jump
on it when the spider is at the
top of the thread. Run along
the top platform, jumping all
the time, fo the flashing di-
amond near the monster.
stop, then jump upwards and
hit the diamond.

Make your way back to the
lift, running and jumping,
jump on it, then off again
when it's near the bottom
(but clear of the spider). Wait
for the bird to go before you
get back on the rope. This
time let the rope swing twice
before jumping off and run
back to the start.

SPACE MISSION. Keep in
line with the cuboid at most
times until it is quite near,
then move out. Keep shoot-
ing. Stay close to the centre as
this is where the freighter
appears

QUADNOG  MISSION,
Run towad the beast, jumping
his lower lasers when they are
about 1cm away. Jump for the
white, higher laser when it is
Yaem away — this will reflect
the laser to destroy the beast.
Get on the lift to the first
floor. Wait until the first laser
disappears, then run past and
stop when it appears again,

Repeat this process with
the second laser, and so on.
When you have hit the
flashing diamond, run and
jump back, (the lasers are
deactivated). Take the lift to
the top level and kill the
second beast.

BIRD MISSION. At the
beginning just run along
dodging the falling eggs until
you reach the shelter at the
other side.

Wait for a bird and then
walk along underneath it un-
til it swoops a little. Then

jump and it will carry you to
the second level.

Run along the bridge,
dodging eggs until you are at
the far side. Walk to the edge
of the ledge (you should have
both feet on it). Wait for the
bird to pass. Jump forward,
pressing ‘jump’ and ‘left’
when the bird's height lowers
alittle.

When you are at the top
level just run across at your
leisure (unless you're on the
hard level in which you will
have to dodge the eggs).
LOWERING THE STONE.
Run across most of the way,
then let an egg drop in front of
you. Now run the rest of the
way and hit the switch.

CASTLE MISSION. Run
forward, only jumping when
a rat's tail is Y2cm in front of
vou. Hit the fire switch, then
turn back carefully and run
back to the other switch,
jumping every so often so that
a rat’s tail doesn't catch up
with you.

Repeating this process
three times will complete the
game ~ [ won’t tell you what
the final fanfare is like!

FORTY-NINER

To kill the rats, wait till
they're following yvou. Then
go down to the snake's nest
and move to the right. The
snake goes up the tunnel kill-
ing most of the rats.

Richard Hall,

Tamworth, Staffs

DALEY THOMPSON'S
DECATHLON

During the springs, hold the
joystick on its side and push
the stick up and down. This is
a much easier and less tiring
method than having to move
it left and right.

William Sargent,

Richmond, N Yorks
ARCADIA 64 (CBM 64)
Don't buyit.

Tim Bowden, Wrington,
Avon

[las e e b v ]

Revving at
Full Throttle

Advice on Micromega’s 3D
motor-cycling game for the
48K Spectrum comes from
Michael Thompson of Lon-
don who's achieved a firsi
position after five laps of the
Silverstone track, 33.93
seconds ahead of the field.

1. Always keep left — put the
wheel of the bike close to the
far-left of the track.

2. When turning right, if
there are any bikers near, go
off the track a little bit and
turn on the zig-zag part. Keep
on this part until the corner is
finished (and the bikers are
not near you). This actually
GAINS time.

3. When turning left, adjust
the angle of the bike to the
angle of the track.

4. Always keep your hand
on accelerate — do not brake
(Lunatic! - Ed)

5. When you are the leader,
keep up this routine and you

will gain a fast time.

—
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Tricks 'n Tactics

Rescuing
Esmerelda

Gary Blake of Mansfield
Woodhouse, Notts,
describes his tactics in the
Spectrum version of Ocean's
Hunchback.

L. FIREBALLS. You must
jump carly and it is safer to
wait after jumping the 2nd
fireball until you can see the
3rd, then jump it

2. THE SWING. Wait until
it moves between the letters B
and O on the word ‘BONUS’
and then run to the edge of
the pit and jump forward.
You will catch the rope and
swing across. When it moves
between O and N jump for
ward to the other side.

3. THE TURRETS. Run up
te the first turret and press
jump. If you keep pressing
forward and jump, vou will
jump them without even
looking. Itis the safest way.

4. THE SOLDIERS. Don't
wait, jump the first soldier
hefare it even has time to think
about spearing you. Then use
the method in stage 3.

5. SOLDIERS AND FIRE-

BALLS. Jump the first soldier |

and wait for the firchall. Jump
the second soldier and wait
again. Then jump the last one,

b. THE ARROW, Go left
and jump the arrow, Then
turp and do as in stage 3

7. THE SWING. As stage 2.

8 TWO ARROWS AND
SOLDIERS. Jump over sol-
diers and arrows at the same
time until you reach the third
soldier. Wait for the arrow
above and jump the hottom
arrow twice vertically. Then
quickly jump the soldier and
immediately atter, jump the
next arrow

9. FOUR BELLS AND
FIREBALLS. Jump the first
reball, then wvery quickly
jump onto the first bell. After
that. jump the 2nd fireball

Tim B\\‘dﬂ“ 0 164 version
inthe
the dragon game

appeal's.

the dragon him after

1. When L wing

move sl lel'y.

Yoo Go to the
venus fly trap-
4_With the d

ragon follow-
e between
ing, hop up the side

blue and

i

f Wrington, AVOD

ootheFIEL. | ¢ the dragon

Ti,ghl.—hand Br

AWNinning ways for Wally

Interceptor's Trollie Wallie for the Commodore 64 is really
addictive. It's also very difficult, so we persuaded its program-
mer ANDREW CHALLICE to pass on some tips.

MOVING FLOORS: When
walking around the super-
market you should always
keep in mind which way con-
veyor belts and moving floors
take you. Conveyor belts go
to the left, moving floors to
the right. If you remember
this then you will be able to
avoid hazards more casily.

ZND JOYSTICK: When
trying to collect the second
joystick. follow these steps:

1. Push Wallie into the wall
on the far left. 2. Tap the
jovstick to the right so that
Wallie faces to the right but
has his back touching the left
wall. 3. Press fire and push
the joystick upwards. 4.
Immediately, without letting
po of the fire buiton, push the
joystick to the left, jumping
twice, 5 When the jovstick
has been collected, jump to
the right immediately.

THE SUPERMARKET: It
is hest to explore the super-
market at first, finding the
locations of the food/objects
Remember if you have only
one more object to collect do
not enter into long stretches
where retracing your steps is
impossible, as you'll have a
bigger chance of losing
another life. If possible, keep
voursteps Lo a minimum

When trying to pass the
blue _monster in order to
and onto the 2nd bell. Jump
onto the third bell and then
over the fireball onto the last
bell. Jump guickly onto the
lard and over the last fireball

10. TWO ARROWS. The
same as stage b, but look out!

11. TWO FIREBALLS
CQuickly jump the 1st turret,
then jump vertically when the

describe

f Quicksilv

- -revice an
ay up the crevice @
t'll?:)f xtybetpween the gey an
een cliffs.
5. The dragon
ped - put don
close to him or hew

is now trap-
‘t mﬂve oo
ill get out!

reach the checkout, the [ol
lowing is advisable. Sit and
wait on the ladder below the

conveyor belt until the blue |

monster has passed to the left
of you. Then climb up onto
the belt and keep jumping to
the right until you reach the
ladder on the other side of the
chamber. This ladder will
lead you to the slide which
finishes near the checkout.
TRAPS: There are many
traps, dead ends and crea-
tures to avoid, so remember
the following. Anything that
moves (excluding conveyor
belts and floors) is likely to
kill you if vou touch it. There
also appear at various places
around the supermarket,
Death Ladders. which lead
o spikes, Death Blocks.
which lead to dead ends and
Chasms, some of which lead

to spikes and others to huge
drops.
BONUS: To gain max-

imum poinis. try leaving ob-
jects close to the checkout
alone, and then after offload-
ing your last five items. collect
these and return for a high
honus!

FOOTNOTE: Don't give
up on parts of the supermar-
ket which don't scem possi-
ble. Explore it to the full and
learn from your experiences.

It HAS been done! E4
firchalls meet.  After that,
jump on¢ turret with a fire
ball.

12, TWO ARROWS AND
SOLDIERS. Similar to stage
6, but after jumping the first
arrow you must wait for the
soldier. After jumping the 2nd
turret, you must jump verti-
cally o avoid the bhottom
arrow — then jump the final
soldier.

13. FIREBALLS AND
SOLDIERS. As 11.
14. FOUR BELLS AND

'WO ARROWS, Jump onto
the first bell as you jump the
first arrow. Similarly for the
second  bell. Then  jump
quickly onto the next bell.
Finally. jump onto the last
bell as you jump the 3rd
arrow, Wait for the arrow
above to go and jump onto
the ground, then owver the
final arrow immediately.
15. ESMERELDA. As 13,

[Manic Miner
Michael Pease of Norwich
gives some invaluable tips
for cheating on the CBM 64
version of this classic.
FORINFINITE LIVES

l. Load the first section of
the program.

2. Stop the tape and turn off

your 64
3. Turn on the 64 and type:
LOAD ™ 1.1

{This loads the machine code
without runningit.)

4. Once it has loaded enter:
POKE 165373,234
POKE 163
POKE 16371.;

5. Now enter
SYS 163490

The game will now begin. But

you now have an  infinite
number of lives at your dis
posal’

TOJUMPLEVELS

1. Follow procedures 1-3
above

2 Tvpe

SYS 16390

3. Now break into the prog
ram hy pressing Run/Stop,
Restore

4, Now enter:

SYS 16547

This will put you onto the
next level,

5. Press the A key and then
S. You can now continue to
play as normal

Both these routines can be
combined. so vou don't need
to re-load for cach!
We wouldn't want Spectrum
owners 1o feel left out, so
here's a quick repeat of the
method for infinite lives and
jumping levels (PCG April).

Load the first part of the
program La':-.'llli_'
MERGE"":LIST
When the program  lists

stop the tape and enter
25 POKE 331360

followed by RUN

Restart the tape, load the
program and you should have
infinite lives

I you also want to jump
levels, the method  varies
according to whether vou
have the Bug Byte or Soft
ware  Projects  version  of
Muanic Miner, For the Bug
Byte tape type in the numbers |
6031769 when a game s run-

nming, and a boot should
appear on screen. In the Soft
ware  Projects version  yvou

type the word rvierwrrTER.
Now you can jump levels by
holding down simultaneously
combinations of the number
leys from 1 to 6.
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AVAILABLE FOR
48K spnc'rn\

\ BEC & ELRCTRON

Mail Order:
Send cheque or P.O.
_ payable to 'ICON’ or

quote your credit card no.

Selected titles available from: John Menzles, Co-op,
Harrods, Wildings, Granada and most good
computer shops.

Dealers contact: Centresoft, Express, SOFTWAR E

65 HIGH STREET, GOSFORTH, TYNE & WEAR, NE3 4AA
Tiger, Drakes, R&R. TEL: (091) 2846966
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GUIDE TO THE UNIVERSE PA RT?
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M P ENRIM!

. electron B.B.C.MICRO

@

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
waiting starships. With a fast
diminishing oxygen supply, an
erratic Turbopak, and a band
of nasty Space Googjies to
contend with, Jack certainly has
problems!

t

™
<J

COMMODORE and ELECTRON CASSETTE PRICE £6.95
BBC cossette price £7.95
BBC and Commodore disk price £9.95

MICRO POWER LTD. NORTHWOOD HOUSE.
MORT STREET, LEEDS LS? 2AA

ER: TEL [{532] 434006
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A GOLD SOVEREIGN

special introductory offer
yvou may find
a gold sovereign
in one of these games
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10 gold sovereigns
must be won
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SUPERFAST LOADING TIME

Cx commaodore electron B.B.C.MICRO

“COMMODORE 64 VERSION

b
Deoély sub-atomic particles
have escaped from the high
. security research lab. Trap
/" thedarting Leptons as they
zip around the room.
Speed is essential as the
_heat-seeking Chasers
are forever on your
' trail.

IDDORE and ELECTRON
casserre price £0.05

BBC cossette price £7.95
BBC and Commodore
disk price £9.95

PHONE NOW

FOR OUR FREE Y
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It§ easy to

complain about

advertisements.

But which ones?ll ‘SPECIAL *%2"
DE RY’ FROM
Every week millions of advertisements
appear in print, on Posters orm the cinema. ..m““‘"'
Most of them comply with 1.51\_ rules .\CREA_rrIVE

contained in the British Code of Advertising SPES) ‘
! ‘.‘ i:.l-".' i 3
Practice, _ g:"ﬂ ot 5
But some of them break the rules and '

warrant your complamnts,

[t vou're not sure about which ones they
are, however, drop us a line and we'll send vou
an abridged copy of the Advertising Code.

Then, if an advertisement bothers
vou, vou ll be justified in bothering us, /

The Advertising Standards Authority.

[f an advertisement is wrong, we're here to put it right.
ASA Led Dept 2 Braok House, Tormngton Place, London WCLE THN
Fhis space 15 domated in the interests of high standards of advert LN v

P BARGAIN HUNTERS
poITwitH ZEAL

SPECTRUM SOUND BOOSTER LONG-LIFE SURESHOT JOYSTICKS
with volume contral/load-save switch For: Spectrum, Commodore, Atari E14_28
: i BBC {1 player) £17
E|1~‘:r;n5£1iau::z noth BBC (2 players) £32.00
- o DRAGON £15.95
SPECTRUM POWER REMOTE SWITCH Programmabile interface (Spectrum) £22.95
£2.95 Wizard Joystick Interface £14.95
ForBEC (2 players)

Joystick Converter tor 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 | Pawer Remote Swilch
16K Ham pack-2X81 Wizard Interface
4-.=l—-.-n|r Keyboard Joystick Converter QL

BBC 1 {1 Player)
BBC (2 Players)

S Zeal Marketing Limited
Vanguard Trading Estate
Storforth Lane

Zeal Marketing Limited, ChEStEI"ﬁEH 540 2TZ
Vanguard Trading Estate, Tel. 0246-208555

Storforth Lane,
Chesterfield S402T2Z

lenclose chagque PO for
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How to teach your Micro
a thing or two

Thousands of home computer owners have et by testing on 3 generations of students at Strathclyde
to discover their microcomputer’s potential to help University. The ‘Strathclyde Method’ has been
with many of the problems and decisions that come translated into 8 languages and used by over 300,000
up every day in the home or office, MICrOCOMpPULer users.

Perhaps you have always promised yourself that ‘Learn BASIC’ is a jargon free, step by step,
you would teach yourself programming, but have course in computer programming, which explains
been put off by manuals which seem to assume a everything clearly in English, not computer talk. In a
lifetime spent studying computer science and matter of hours you will be writing your first
mathematics. Maybe you have looked at other programs.
computer books, but have yet to find one which is ‘Learn BASIC’ is designed for people who want
free of unnecessary jargon or where the program to keep abreast of the computer age, for people who
examples bear some relevance to real life and not realise that understanding computers is a key to
space invaders, future success at work, at school, and as a parent.

Relax, vour search is over. Get “Learn BASIC® and teach your micro how

The ‘Learn BASIC' tutorials from Logic 3 are to be useful! (Available from major branches of
the latest development of a teaching method W.H.Smiths, Boots, Laskys, Greens, John Menzies
pioneered by Professor Andrew Colin and perfected and better computer shops nationwide.)

Please send me more information about I have a:-
your: : T

Sinclair Spectrum
‘Learn BASIC' tutorials Commodore 64
Logic 3 Spectrum Club Acorn Electron
Logic 3 Commodore Club BBC Microcomputer

(64 and VIC owners only) Dragon

_____________________________________ m () Ce—
N LOGIC3 [

To Logic 3 Lid., FREEPOST, Mountbatten House, Victoria Street, Windsor SL4 |HE
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COMMODORE 64
SPECTRUM 48K

£6.95 cacH

SPECIAL CHRISTMAS OFFER
ORDER ALL 3 HUMPTY'S
FOR ONLY

£16.00

WITH THIS ORDER

V.

-~ "Acce@slBarcla',r{:arn No.

IR R R

‘ Brandesburton, Driffield Y025 BAL
Please supply

A I I O S . -J
To: Artic Computing Lid, Main Street

Address g

*Please delete or complete as applicable




= == _SPECTRUM = =
QUR
EAEIRE i ARP PRICE
HERLOGCKHOLMES .. .............. 14.95  10.50
KOKOTONIWILE ... s 595 475 SPECIAL OFFER
UESEXMAGHINA. . .. . .. ... 1500 1075 e ™
UNDERWORLDE .. JORRSOGI -1 ] _ COMMODORE 64 — PRICE
KNIGHTLORE. . ovviie s e v 985 695 OUR £ L 129-95
DAHESTAR -~ e Cdiena B0 BER GAME RRP PRICE  SDFTW /ARE PACKAGE WORTH . o BEOD
SABREWUOLE o S i e 995 695 w SUICIDE EXPRESS 795  B-50 EIMTERFACE 140
THEGREAT SPACE RACE i 1495 10.95 CGHOSTBUSTERS. .. oo os A58 | ‘.'b
L‘-ALEYTHOMPSONDECATHLDM 680 525 ¥ o e B SHLT IS 130
ACTIVISION ALL OTHEF‘ TITLES . L. 9-95 T-50
BEACHEAD . _.._ .. .., 795 539 JETSET WILLY ; TOTAL VALUE 21285
WHlTELIGHTNIM; R TR L ML LY=o i Sl T i :
HOBBIT™ ... ... Ll : 14-85 999 Fsttedil iy g i ‘533 OUR PRIGE  £145 00
o e R . B-85 5-50 ok 5 T i
LORDSOFMIDNIGHT, .00 100000 o'es 599 BLACK HAWEK. . 7:95  5:50 erp.g. affer I3 no r'-:‘lu"@(! LRl
BEYTRON. ...t i 285 B.99 o PEYTROMBY, = 7-95 §.50 10% discount for orders over £50)
CODENAMEMAT o e L 6-85 4-99 ASTEC - a-95 725 R -
JETRETWILLN oo e 5:95  4:50 H 595 725
FRAMKN.STEIM, . ... 585 4-50 MR AOBOT. ... ... 895 735 = BBC QAMES s
TORNADOLOWLEVEL .. 0 595 4B L HOBBIT 14-95 G99 e
TRASHMAN. ... ... . 585 4-40 TALES OF ARABIAN NIGHTS 7-00 & 80 ""'mf RREPREE
FIGHTERPILOT ... ................. 785 599 - o ATHLGH i OLD FATHER TIME 930 150
t DALEY THOMPSON DECATHLON. 795 650 CITY DEFENCE. . TR0 5.40%
NIGHTGUNNER. ... ... 685 525 BEACH HEAD S t d A, Bl At
WORLDCUP R B-95 5-30 EEACEHEAD 995 775 MUSIC SYNTHESISEF 850 750
CLASSIC ADVENTURE .88 .50 ECATHLON 999 795 TVWIN KINGDOM \ 'P-LLEH" 9-50 7.50
VALHALLA 14-85 0-94 PITFALLL ... AT i 4-99 750 HULK. 7:95 650
FOOTBALL MANAGER. . 695 525 MONTY MOLE....... ™ .. 7:95 B 50 AVIATOR .. o il 11-95 11-00
HURG. 14-95 9-99 S0OLO FLIGHT 14-95 11-00 BLAGGER . 795 695
MONTYMOLE. (000 B85 550 TRASHMANGS ... 785 650 JCB DIGGER 985 830
FULLTHROTTLE . 635 575 AVALHALLA .. . 14:95 1099 HOBEIT. . 14-95  9-99
MATCHBOINT: oLl il o 795 599 DEATH STAR INTERCEPTOR 995 gso  {OODOOCASTLE. g5 4
DANGERMOUSE | T Bas 499 PITEALLIL . o . pgs 7oad CHARTBUSTER ... 9.95 750
FORESTATWORALDSEND . S50 399 HIVER RAID . Goon rieh ELIT aitay 1496 10-50
L"\:TEHDM ----- 580 399 HERO. .. .. 9-95 7-50 —
o i ,g; 522 DALLAS \.1 Ji&:no.% ONLY) 14-85 12-00 ELECTRON GAMES
.......... 7 50 e Sae e =l bt e e L i
BRI s st St b 795 &5 Sk
RIVERRAID .. ... 795 58O MATO CC"-‘MMDER 9-95 725 GAME RAP
ENDURG : ke 795 £50 SPITFIRE ACE. . ; 9-95 T7:95 MICRO OLYMPICS 5
HAMPSTEAD. ... .. 285 B85 F15 STRIKE EAGLE 14-85 1100 TWIN KINGDOM VALLEY -5
Psnnux e i e TES 550 EDDIE KIDD JUMP CHALLENGE . 7G5 550 HULK 7.8
STARBIKE . v 635 499 COMBAT LYNK 3 8-95 7-25 ALL ACORNSOFT g
GIANTSHEVEN{.t bk 605 499 STUNT BIKE B EH aniea e 7
SGRABBLE ... . 1595 11.99 MY CHESS 11 ... ... B35 735 BLAGGER 7.
EE?P'IE:_:_ELEI.#‘L;MPLHALLENGE ...... 695 499 BATTLE FOR MIDWA 9:95 750 i :
............. 795 550 HAaW 9-95 7-95
TWINKINGDOM VALLEY 7-95  E.50 umg,f:p"?nL - 12& 5 f,; - Sk PLEs N UL PR
THAVELw-THTHASHMﬁ.N ..... 5.95 475 . QUASIMODOS REVENGE. ... 7.90 5-@n QUICKSHOT II OMLY £8.99
PEYWARRID 995 G99 E 2 = sl "
THer s TORNADO LOW LEVEL 7-90 5-80 PLEASE NOTE IF YOUR ORDER
3235‘”%&5????5@? S o JONY AND THE JIMPYS || £-00 528 EXCEEDS £50 YOU GET
POLTERGEIST 595 1-5 HOKO KON WILF . 600 525 10% FUBATHER DISCOUNT
BACKPACKER GUIDE TO THE UNIVERSE  7-50 525 '-%“EE%”A----- e 9'25' F2a | SEND CHEQUESIP.0. TO
g}l&g%%ﬁ(é%HEVENGE{HUMCHEMEK||\ ?32 4’3- 33 FcL}m' npc?c'-;a' e g ég : ;E GOODBYTE
&84 SAlL el - ]
BOLO FEIGHT oo ver oo i BB 728 SENTINEL ot mtgE iyl 94 LEATHER LANE, LONDON EC1
FASSTRIKE EAGLE ..., |, 9-95 7-25 SUMMERGAMES . _.o.ooononn .. 14-95 10-50 PLEASE STATE WHICH MICRC

The lllustrator

Now you can add graphics to your
Quill Written Adventure,

For use in conjunction with

The Quill Adventure Writing Systemon the
48K Spectrum.

LR

Please rush me an order form and full details of
The Illustrator for the 48K Spectrum.

[ enclose a stamped addressed envelope. :

NAME i,

Send to:

............................................ " GILSOFT

........................................................ 30 Hawthorn Road
: Barry

South Glamorgan

CF6 8LE
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Tension mounts as Feds suffer set-back

The map of Central Helix was complete-
ly redrawn this month in an extraordin-
ary series of confrontations

Gone from mid-Helix for the foresee-
ahle tuture is the Commune, who have
finally ceded their central territories to
the Dominion. Although these losses
appear severe, however, they were pre-
dictable and Commune players can now
give their undivided attention to their
forces on the western horders, Shielded
by a lake and neutral Grarg in the
north-west, they have a chance to build
up a formidable amount of strength fora
renewed push eastwards,

Totally unpredicted, however, was
the manner in which Norland fell to the
Union, leaving the latter with a newly

UNION NOBBLES N

conguered country AND a staggering 41
armies to defend 1t. What happened was
as follows:

Both Olgrish and Norland cast greedy
eves on Aberstrof, and hoth superpow-
ers attacked. Following the rules of the
game, the attacking forces were so large
that the attackers suffered no losses.
although of course the Commune forces
in Aberstrof were wiped out to a man.

Following the invasion. Aberstrof was
awarded to the Dominmon, who had
invaded with 33 armies as opposed to

LR L

e e

the Federation’s 11. The Federation
armies, therefore, had to return home
empty-handed — only to find that .
HORROR! ... The Union had invaded
Norland with a crushing force of 30
armies while their backs were turned. As
a result {and as dictated by the rules) the
11 returning Federation armies were
promptly captured by the Union.
Meanwhile, although pushed out of
the centre, the Commune carried out a
steady and strategically valuable expan-
sion in the East. taking neutral countries

Forish and Himonia with the loss of
only one army. Careful supply and
reinforce orders in future could allow
the Commune to build up a serious
threat to both the Dominion and the
Federation. Federation war-lords were
trying to put a brave face on things last
night, but there is no doubt that the
Super-power is now in a rather awk
ward position

So what will happen next month?
Yourvotes will decide, .

-

This month’'s moves
The following orders were carried out by
each country, as decided by vour votes.

DOMINION
Iskrand AR. Jorlon BA, Lorilon RO,

ORLAND

Olgrish AA, Bikonia RL

FEDERATION
Knephet BF, Norland AA. Upland SK,
Vindrish BA, Zorg SV

COMMUNE
Borgonia AH, Calyria BM. Droom AF,
Elmet AF, Rorglia BA, Aberstrof BA

UNION

Pugrash RC, Quithlin RP, Tigron RD,
Warrish RD, Yinkan RC, Charg BA,
[weria AN, Fargnm BA

¥ Ak
“n I
."_=’:
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Move 6 in our nationwide war-game

The Final Conflict

WAR-
DOMINION Juseph A Johnson,

Londan (1001, Andrew Woodward,
Dundee (100}, R B Williams, Cran-
leigh {100); Jeffrey Sloneem, Lorndon
[ K A Wrigh hester (100}

vidd Lovd, West Glamorgan { 106)
Blwir Watt, Inverness (1000, Chrase-
opher Hillstead. Grimshy [30). 5 Wi

Louth, Lincs (20); Mark
. Birmingham (10}, Pawl Var
ict, Canvey Island (10

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 Dominton

Each of the four pawers controls a certain number of the planet
Helix's 32 countries. Their aim is to capture mare territa?'. and any
power which manages to gain contrel over more than half of the
planet (i.e. 17 countnies) 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’
moves for each country have been worked out, the computer uses
the game’s detailed rules 1o calculate the result.

ost exciting of all, however, is the election of the war-lords.
Each month the computer will nominate those players from each
sufrerpower who supgested 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 pames.

DOMINION MASTERMIND

Those of you expecting to become a mega-warlord at the stroke of a
pen . forget it! You'll have to be a real gutsy person to beat old R B
Williams of Cranleigh who's now zooming away with most of the
voting strength for the once undertrodden Dominion. At the latest
count 406 points adorn his ance bare track record

His nearest rival. Matt Robinson of Crovdon (a budding star’) fights
on for the Federation On RB's other flank Henry Crane. a regular
Commune-ist from Bromley, pits his 181 votes against the odds while
the Union's G M Pallinger (Dundee} and Alan Spicer (Cheshunt) pull
together to bring the leaders ‘gang of five' o a close with anather 181
smackers apiece.

Other notables include Joseph A Johnson frum Balham, (186) the
right hand man behind the Dominion's recent success, Colin Forsyth
iBridge of Alleny gunning for the Feds with his 191 points. Lee Hinton
running up a total of 156 for the Commune from his home in Warley
and those puys who really know what sticking together means G
Rogers up North in Edinburgh and Stephen Alger {London) whe're
both up and coming with 111

Su. staunch of heart and sound in mind (which doesn't leave many
ofus') forge ahead. Everlasting plory awairs you!

VOTES HOTLINE

Sume plavers are experiencing
difficulty getting their votes to the
PCG offices hefore the deadline
So we have installed a Votes
Hotline to use as a last resort, [t
will only be open in the three

FEDERATION Gary Powell, Green
ford (100); Calin Forsyth, Bridge of
Allen (9: Andrew Hill Hirmingham
swarth, Preston (80)
C o {6(1); Robert
[herren lrl*lu]’,
Michael Kmight,
Painter, Shep-
perton (30). Barry Evans. Stockport
{5

bership code

2) Give the name of each
country IN ALPHABETICAL
ORDER and the votes you are
casling for it

Speak clearly and remember,

days hefore the deadline given in
the above form.

Dial 01-636 5911 at any time
day or night. and deliver your
message in the following order

1} Give your name and mem

using the Hotline is a last resort,
Telephone lines are sometimes of
poor quality and yvour message
may not be clearly received

The best way Lo vote is siill Lo
use the form provided

COMMUNE ™ Nesfield, Lough.
barough (100}, Steven Ogilvie. Mor-
seth (90); Lee Hinton, Warley (90)
vhn Pringle. South Norwood (90}
Daril Unwin, Camherley (99), Henry
Crane, Hromley (90); | Pickering
Mford 140). Andrew Battle. Leics (40)
Jonathan Cook, Brentwood (400; NMeil
Furnace. Merseyside (40)

ON  Alan Spicer, Cheshunt
G M Pallinger. Dundee (1001 A
inson, Preston (100 William F

Rogers, Ed
er,  London
derseyside (30)

S T N N PN TS 58y v T
® 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 LK, or § followed by
the first letter of the country to be attacked, supplied. etc. S0 10
vate Attack Dweria you would write AD The other possible
votes are Build Armies (BA), Build Missiles (BM), Build
Factories (BF). and Build Shelters (BS)

e T e
| @Final Conflict Voting Form |
| N i R B i G mrtmmmmmas e s ansmamasmarnasnr |
| Address s |
| Membership code ..o, |
: Country Vote |
[
L || ]
| |2 =
| ‘3. | |
|| . |
| 1® - s
| |s. | L
I i
l }L ~ | |
| 7. N |
|
| s N
I
L S ] |
Post this form to Conflict Vating, Personal Computer |
| Games, 62 Oxford Street, London W1A 2HG . All votes |
I must arrive by first post on 23rd November — carlier if at
all passible, You will have cnough time to make vour vote |
| provided you make sure you get your copy carly — either
[ reserve a copy al your local newsagent or take out a |
subscription
e v e ]
r - ————"———""—"—""—"7"—=— — — —7

II ® Final Conflict Entry Form

Complete this form and send it to us. You MUST enclose a
| stamped, self-addressed envelope We will then send you a rule
| hooklet and your exclusive membership code

BB it b
Address ... i

DECEMBER 1984
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DUCKWORTH
HOME COMPUTING

HIRE SPECTRUM

Mike and Peter Gerrard OVER 280 different tapes for hire in. SAY £3 oo!
How de ] survive the pale bulbous eyes? How do 1 get past the troll? Where is cuding ARCADE, ADVENTURE E el

the Pirate’s Chest? How do [ escape the Goblin's Dungeon?® INESS, EDUCATIONAL ¢! nanm or a imiled pariod, we
In response to these and hundreds of other questions sent in (o magazines by Compiler. FREE 26 page ¢ e re offeting HALF-PRICE
frustrated adventurers, here 1= a complete guide to playing four of the mos newsletter, with hinls. tips and oo smiheraf ¢ ers nd
popular advennires on home micros today: The Hobbil Colossal Cave tape chart
Adventure, Adventureland and Pirate Adventure The book provides a iR e e
v 3 OVER I000 tapes in stack, with up 1o 60
solution to every problem you will meet, and is designed 1o enable you to
look up the answer without giving away anything of the rest of the advenmre i
[t also includes complete maps for all four advennres,  £3.95 'apas sent by 1st clas
LOWEST PRICES - hire up pes
THE ADVENTURER'S NOTEBOOK time, Trom &3p | for two weeks hire
Mike Gerrard {Plus p&p and VAT) European membears

This book i5 for bath beginners and regular adventure players. It explane
what an advenbure game is, gives a hustory of adventre games, includes hints
on how to play games more suecessfully and 2 list of recommended adven-
tures. The main part of the book consists of a series of maps with space for
your notes on verbs, nouns, lecations, how 1 pass chstacles - everything the
keen adventurer needs in order to keep all these scribbled sheets and notes
together in one book.  £3.95

Address

DUCKWORTH
The Old Piana Factory, 43 Gloucester Crescent, London NW1 Y PCGT2
Tel: 01-485 3484 >

Mike and Peter Gemard are reqular contributors 1o Which Micro? and [l
Personal Computer News. Peter Gerrard is the authar of many ttles in the [ .
Duclkworth Home Computing lis, including the Exploring Adventures series, [ ] |M|&WE@ Mﬁll S@EWW&@E &m Hﬁlm
sk e T : e ir : = EFRRTRA
;:‘g;;3‘2::1;?:;::?0;1:1@; Computing Weewly, Commodore Horizons and = 42 Harefield Avanus, Cheam. Surrey SM2 PNE
1 lenclose cheque/postal orderlor £3.00 or LIFE membership, Pleaserush
= my membership kit to me. If. within 28 days, I'm not delighted with your
8 sarvice you'll refund my membership fee.
= Mame =
i
]
]
]
]
]

DIGLERMAN £4.99 T

i‘-.EM AJ}L“ id .w*:"- NEW I o ooy L_?J-J“.
= 5 ‘

e il -2
DEMaN DETenATAR S

T ;;
. £4..99 .
S I8

5
e v i ; i Pt
b -1 H?é., " KoM U,

Lf‘ () | \ Yon RoMIK #Ew i il " e m > ot o 5
TewiNKLE £4-99 AT s o AT # [0GicHESS FT59 1 amcenf e g PANNERMAR i
UTILITIES ALL THESE Speedpede  GoobleDeSpock  Games Pack| LE“E'[-IEENTUHES

Full Disassembler  £7.05 : Panik Floyds Bank Games Pack Il i
Mail List £7.95 £299 EACH Lynx Invaders Sultans Maze Games Pack IV Ciﬁvfnaéﬁsﬁﬁﬁfe gggg
Card Index £7.95 Powerblaster Monster Mine Snow Trek v Golf D A Mo P8
Bank Balance £7.95 : i ungeon Adventure £9.95
FleManagsr  £7.95 Atom Smasher Fireball Blasteroids Numerons Snowball £9.95
Forth £9.90 TreasureIsland  Vorlon Invaders  Turtle Graphics 3D Monster Craze Lords Of Time  £9.95
Word Processor ~ £14.95 Oh Mummy Moonfall Electrong s Backgammaon 128K versions coming soon
n More programs wanted!
S:\ 5“ EEEle ST&'%E?EEE(TW{}QHE Good royalties paid! All PHUEMXX SOHW ARE
Buy'afiy ather tape and get Snow Trek for £1.50! A part : prices include P&P with first
animated, all-graphic Christmas adventure with over 30 g class post. Overseas UNIT 70, MARSH LANE SITE
locations lo map, including elves, genies, yetis, orders please add 50p P&P, MARSH LANE, FRODSHAM
eskimos, polar bears, efc. You won't solve it befare Cheques/Postal Orders CHESHIRE, WAG TBX
Christmas! to:~ 3 = 96K TEL 0928 35525
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K SOFTWARE & THE COMMODORE 64:
Together We’ll Make Your Heart Beat Faster

the year 2010 AD,
Viorld disputes are no
inger settled on the
Battleteld, but in the

i ROCKETBALL
Ena, Victory going to
fihe side sconing most
gosls,

b Noquarter is given,
@nd no holds are barred
—an aplc struggle
betwean the corporate
tlore

b This action packed
Aicads style game
binciuttes all the featuras
ihou would expect
Hrom an apic
bicckbuster
*jupar smooth
SCrodling

1 100%: Machine code
* Tremendous music
# shadow on ball

1 player versus
camputer or 2 player
(|

*Fast lnader

“THIS WAS NEVER
MEANTTO BE A
(GAME"

IROCKETBALL E7.85
e

JOYSTICK
ONLY

In this futuristic scenario you, as

Drive your car through the four Queens champion must meet the

seasons race, bumping and barging  challenge of the evil knights,

your way to the front, and flying through the normal, survival and

{ ovar nvers, oil patches and other eqq waves. Many hazards will

cbistacles. The more you bump, the altempt to prévent you from

more you score. Feafure$ superb succeeding in your noble task, including
graphies and sound—just like the arcade! Pterodactyls and Lava Trolls,

Afun packed machine code arcade style game designed for all tha tamily— Written in machine code, this arcade style game includes all the features
Ilyou can get a turn! r you would expect, (o kéep you and your Commadore locked in battle for hours!
"ARE YOU A “KRAZY" DRIVER?" I JOYSTICK *“ARE YOU BRAVE ENOUGH TO MEET THE CHALLENGE?"

RAZY KAR £6.95 inc. OMLY JOUSTE £6.95 inc. JOYSTICK ONLY *

Qur Software i5 available from leading chainstores, all good software retailers nationwide and in over 30 countries across the warld,
You can also order direct from us—all advertised software Is in stock now and will be despatched within 48hrs of receipt of order

| JK ALmeces FULLY INC_L-USWEOF\r‘ATandP&P—NOM{JFIETD PAY! -
Unit 3¢, Moorfields, i ST
Moor Park A . Bispham. r
SOFTWARE  oorPar Avenue, Bisphan R
_ L IM ITE D Telephone (0253) 55282 Telex: 67232 IUJKSOF G

WARNING: All sofiware sold subject 10 LWIK Software's standard conditions.ol sale and terms of {rade, copids available on request







THE ULTIMATE FLYING MA\\HINE

SPECTRUM 48k SPECTRUM 48k
; ]
-
o . &_ 0 ]
b b b
Ocean House - 6 Central Street - Manchester - M2 SNS - Telephone 06 | 832 6633 - Telex 669977

Ocean Software is available from selected branches of: WIOOLWORTH, WHSMITH, ZZ5 " £ | ASKYS, Rumbelows and Spectrum Shops
Spectrum Shops and all good software dealers. Trade enquiries welcome.










PAGES OF POSSIBILITIES

FOR YOUR MICRO

LANGUAGE LIBRARY: LOGO £595
thorough introduction to the faciihes and applications of
this popular but under-exploited language. Examines the
programming benefits of its simple syntax flexible structures and
famous turtle graphics’

MICROPUZZLES £2.95
A Compencium of challenging puzzles from the puzzlemaster of
Personal Computer World's Lessure Lines. Hours of pleasure for
anyone with an appetite for brainteasers

TEST YOUR COMPUTER IQ £2.95
A book of simple self-scoring tests for
assessing computer apiudes and
measuring personal ability o use, work
and play with computers - at home ol
in the office

Good value paperbacks from the
PAN PCN Computer Library
available at your local computer
book stockist NOW!

Q
[¥]

Pan A2 i

Pan Books Ltd., Cavaye Place, London SW109PG Registered in England Registration No 389551

R
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" MEGASAVE FANTASTIC SAVING
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carefully updated each month, both to add the best new releases and to

remove games which have been overtaken by better products. In order

Lo save space we've split the lists for some of the more popular machines in
two, and will be printing alternate halves cach month.

Judging from your comments these lists proved extremely helpful to a lot of

people whe were overwhelmed by the vast number of programs on sale. The

fact is that while many of the games on the market are excellent, others you'll

This is the section which lists the games we think are worth buying. It's

get bored with in minutes,

S0 save yourself a lot of bother and get the most oul of your money by
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 inieresi, so we only list the
ones that'll keep vou 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 you'll find in these pages.

. ADVENTURE A type of game growing
in popularity in which o get things 1o happen you
hiave to actually type in short instructions. instead
of just pressing a key 1o go left or right. Usually the
idea is to explore a series of locations to iry 1o
complete a 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 Amy game where
you use the kevboard or joystick to directly
control the movement of an object or character on
screen. The vast majority of compuler games are
arcade games. Bul the term is also sometimes used
in a more limited sense to mean a game which has
appeared in the amusement arcades.

® ARCADE-ADVENTURE . urc.
ade pame in the sense that you don't have to
type in instructions, but one in which you have 1o
explore different locations (o achieve your goal
Examples: Ao Ao | !

for et Wilh
@ ANIMATION vovement  modelled
on a cartoon. in which, for example, characters
wialk moving their legs instead of simply being 4
rigid shape which moves round the screen.

'.‘ ASTEROQIDS | arly  space game in
which you destroy asteroids using a highly man-
oeuvrable crafi

.CHI'I'IPEDE Game im which a cen

tipede snakes down the screen and splits up when
viou hitit.

@ DEFENDER s moving space game in
which your ship battles human-stealing landers
and many other aliens against a scrolling back-
ground.

® DONKEY KONG  Climb ladders and
jump over obstacles as you attempt to rescue the
damsel from the nasty ape.

® FROGGER Game where vou guide the
frog across busy roads and crocodile-infesied
FIVETS.

. GALAXIANS Clssic space shoot-
‘em-up with descending aliens wheeling and
swerving as they attack

® HIGH-RES GRAPHICS rpiciures
drawn using small. coloured dots. rather than
larger blocks

@ MISSILE COMMAND 10 arcade
game in which you protect your cities from bombs
by laying a protective covering of missile fire.

. MULTI-SCREEN FReiers 10 games in
which there are different tasks for vou to perform,
each depicted by a different screen picture, MWani
Mineris a classic multi-screen game,

@ PAC-MAN Enjoyable maze game — gob-
ble dots and steer clear of monsiers. Eal power
pills to get your own back,

@ PENGY  Arcade game in which you slide
icg-blocks and use an electrified fence to kill snow
bees.

@ PLATFORM GAME :ny pame
which involves leaping around a series of plat-
forms asin [ rarnkey Kirg or Mawic Miner

® Q*BERT 11 this game you must colour

the blocks on a 30 pyramid while avoiding vicious
springs and monslers.

@® SCRAMBLE  Arcade action in which
vou pilot your ship over mountains and through
caverns avoiding missiles, meteors and other
naslies.

. SIMULATION type of program
which tries to represent some real-lile situation
such as piloting an aircrafi.

@ SPACE PAMNIC rrantic game in
which you run around platforms. digging holes for
maonsters to fall into.

® STRATEGY GAME T1ypically. these
games put the player in a position such as
commanding an army or ruling a country. You are
presented with maps and statistics which yvou use
1o make decisions which the PrOZram a55esses,

TITLE MEM PRICE
REQD
Lerds of Midnight 4BK 295
Lunar Jetman 4BK 5.50
Manic Miner 48K 6.00
Match Point 48K 795
Night Gunner 48K 5.95
Psssil 11,4 5.50
Psviroxx 48K 7.95
Fsytron ABK .95
Pyjamirarma 48K 4.95
Robotron 48K 2.95
Sabre Wulf 4BK 995
Scuba Dive 4BK 5.50
Spelibound 48K 5095
Stop The Express 48K 795
Strangeloop 48K 595
Superchess 3.0 48K §.95
Tornado Low Level 48K 595
Trashman 4BK 595
Wanted: Monty Maole 48K 695
Worse Things Hoppen ot Sea 48K 595

SPECTRUM GAMES L-Z

SUPPLIER COMMENT

Beyond The first ‘epic’ game
Ultimate Follow-up te Jef Poc, Superb
Software Projects

Psion

LPJ|{=||‘|:|| Integration
Ultimate

The Edge

Beyong
Mikrogen
Atarisoft
Ultimeate

Durell

Beyond

Sinclair

Virgin

CP Software
Viortex

Mew Generotion
Gremlin Graphics
Silversaft

- 4,000 locations with graphics; gripping gameplay

Spectrum clossic. Guide your miner through 20 crazy screens

A brilliant tennis simulation with incredible detai

Multi-level shoot-'ern-up with good 30 graphics

Use insect spray fo save your plants fram nosty bugs

1,000 screens of oction in the biggest arcade-adventure on the Spectrum
3D shoot-"em-up with strategic elements as you defend o spece calany
Colourful arcade adventure packed with teasing problems
Staggeringly faithful version of the arcade clossic

Greot successor to Atic Atac, Help Sobrerman search jungle for amulet
Dive deep for trecsure. Beautifully animoted sea creatures

Inventive and witty G *Bertclone with intricate graphics

Climbaleng the frain dodging the evil red sgents in exciting gome
Explore 240 locations in o weird and wonderful robot foctory

Frobably the most powerful Spectrum chess program

Guide your gircroft oround a 3D scrolling mop

Vertically-scrolling graphics in this compulsive b n-emptying gome
Multi-screen platform game with calourful graphics

Try not to panic as you frant

if you can tind out what ta do

ally patch upa sinking ship

- .
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PRICE

14.95
&.95
850
8.50

SUPPLIER
Melbourne House
PS5

LJK

(N9

SUPPLIER

Incentive

Drogon D
Microdeal
AlF
J.B.{

Microdeal

arrison Micros

nger Re

ire

Shards

~] O~ 0O O i
: e

Salomander

8.0 Micr 0y
4. Bevond

3 Microdeal
B Microdeal

Or

Softek

'
Wi Salamander

o

SUPPLIER

3.95 Dusredl
C.00 Acornsoft
.00 Acornsoft

Bug-Byta
Aardvark

SUPPLIER

&.90 Taskset
T.958 Alligata
785 Terminal

Alligota
Gremlin Graphics
The Edge

!

Gluo

2 Vadlis

Revenge of i

horrt O
oy

Poster Paster 5.50
vage P B.95
7.50
1495 Gold
a5 Alligotn
7.95 Frant Runnear
&4.20 Tasksat

|

seeptor

7.95 New Gener
7.00 Interceptar
Q.50 Bug-byte
e 7.95 Gremlin Graphics

REQD PRICE SUPPLIER

Std 5.50 Beoulolly

14K &.00

3K 5.95

16K 595 ware Projects
Hk G5 Heswaore

Sted 699 Romik

BK 5.95 Audiogenic

14K 7.95 Anirog

COMMENT
Innovative graphics o
Clossic multi

dventure based on Tolkien
-$10ge space game

Gripping space shootl-'em- up

Interesting game witl

_R,“-c-s ByE-view af the action
Q*Bertclone on re =cfangular pile o
First latferm game on the

ng maze
blacks
twi

Drogon

C ¥ olucks
ind

cue the damsel sfress
venture with Kong
Computer version of the board gome Risk
An eventful text cdventure

Mice version of thot fam

& game
g map

Good version of Donkey Kx
Exciting game in large underground scrol Hing maze
Enjoy stealing the pterodacty| s eggs

Two player g

ne of battling w

args

Wizard battles through several levels of mystic
Superb version af the g
| uing territoria

he ear gra
Mult
Arcade quality 30 spe

sCreen grcode-ads,

Cadventure with over 170 locotions
i

Ace mego-zapping in this Goloxians-derivative

WM o try to copture the in
|bs and
vicea hatel

2T O

_;':=.=.1rtlf
Go to work in

Dice with death

Build o nest and blast

"‘..[j? arcade-ooventy

with o different game in ev

nowvel|

monsters

Iphics

struments in this strange
avoid the mensters in graphically p rH v

Bizarre shoot-'em-up ¢ s through 42 wocky attac
Caver the town with posters in s COMpulisiva anc very orig
Survive aggressive pond-life and grow from tadpale to frog

Ancther A

ter mega-z
Very imprassive fligh

s} 5"!"_‘[")('}“’_‘.5 take ar
F

Gl’P.uh;i't_‘.L.
Original, multi-stage, sword-f
Lay o pipeline while fighting off the deadly bugs
ght screens

of platform action

all I'Ig _|I’ ]
torm oction

Vert

incompuls

phics

15"
Scrolling p

and

hics aovenfiure

ted g

Seral ng :_'I|C -f"_"-r'l“ game with mprassive graphics

GGMMEH'I'

O screen '.Jl-"

ocle cour

clion ‘em-up with 9 levels
Greot grophics in this M
33 scr s of Monic M
Wacky and entart
Atk
Defenderclone witl
Excellent version of |

style platform action

uiti-screen plaftorm game

arionton Galaxions, with
nsect o
ofende

man jumping and

2NS

yaxians

1T of Ihe..-.pPrTn,_."n lassic Manic Miner

Bry room
virment of thrabbin

TIUSIC

k woves
nal ge

Nin-emplying gams

loony supermy

she

ool gropnics and gameapioy
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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.

wee £8.95

Retailers contact Mr. Len Fisheron
our telephone hot-line (0642) 227223,

A GAME OF INTRIGUE & SKILL IN THE OIL BUSINESS.




UK GOLD available soon on most popular home
computers other than ones stated including
Amstrad, CBM Plus 4, CBM 64 and Enterprise.
= = ven s oS et
Programmes required for most computers.
Cash purchase or royalties.

5 = S lie i e e ]
The above games are available from most
leading retailers.

Dealer enquiries contact us for your nearest
distributar.

KnightSoft, Unit E17, Glenfield Park,

Glenfield Road, Nelson, Lancashire,

or Tel. 0282 698052/0282 842992

Frum Keigh! Zofwsrn
—_




PAGES OF POSSIBILITIES...

GETTING
AHEAD

for the for the
VIC 20 & VIC 20 &
COMMODORE 64 COMMODORE 64

Four colourful, bright and attractive computer games books for kids from

nine to fourteen. All they need to know is how to type elementary

programs into these bestselling computers before playing any one of

the eight different games in each book. The games are interesting

and varied, the language used is BASIC and there are guidelines on

making keying easier and designing games programs. AT
s*,‘,g)ua_

With 48 full colour pages in large B Coean R
format paperback these books are Yo1 %ﬁg_
fantastic value at £2.95 each. B s sereman 2
Available from all good computer ‘ 2

.

. ﬁ
book stockists. %@

o3
IVER &5 R B
e i Y 1%_:‘.7.-... .=

PanBooks lad., Cavave Place London, SW.108PC Remstered in Ernland Beqsirat




Télfnimal Soﬂwar Gdines
are available from -

International  Retail Distributors
Alpine — New Zealand Boots Bulldeg

LVL

Centrasoft Micro Dealer

ESD Electronics R & R Computer Games
Solomen & Pares

Karakasli — Austria Dixons
Ozisoft — Ausiralia Makro
Softbyte — Finland John Menzies GRIL
SP.LD. - France Smiths & all other Gordon Howson Tiger Trader
Tial — Sweden leading retail outlets Lightning Twang

Terminal Software, Derby House, Derby Street, Bury BL9 ONW, England. Tel. 061-761-4321

PR T gy e R SR prenm—m e —" W —
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THE GREAT

SWORDS-

MAN

This game tests your swords-
manship with three weapons:
the foil, the kendo stick and the
scimitar.

You start with a normal fenc-
ing bout in which you control
your character's movement and
his sword. You are limited to
forward and back movement
and three sword positions:
raised, middle and low. Three
buttons guide the sword while
you determine whether to parry
or thrust by moving forward or
remaining still.

To win each bout you must
score five hits on your adversary
which is far from easy even at
the first level. Each hit is marked
by the particular section of the
body turning purple and the
crowd going wild.

The key to success is to watch

ARCADE

Bob Wade takeson t

your opponent the whole time
and try to block his lunges while
getting him into a vulnerable
position where you can sirike
home.

Victory in three bouts will
bring you to the kendo stage,
where sticks replace the swords
but the same principles apply.

Finally, if you can conquer five
martial masters of the stick, you
are placed in a fight to the death
with scimitars, where a grisly
end is bound to befall one of the
combatants. There isn't too
much variety in the action but
there's plenty of skill and con-
centration needed.

KARATE CHAMP

Confucius he say, ‘Man lying on
back in arcade covered in bruises
has been playing Karate Champ’'.

Yet another physically pun
ishing game has arrived and will
have you hacking away at com-
puter opponents (or even your
friends) with vour hands and feet,
You control a white clad oriental
figure in a battle of skill and
timing where you have to try and
floor your determined foe.

The action is controlled by two
joysticks which, when used in
conmjunction, can produce up to
30 different movements.

The left joystick contrals your
general body position — forward,
back, squat or jump — while the
right joystick controls the precise
attack you make.

For instance, if you move the
left joystick forward, then moving
the right one up, right or down
will result in high, front or low
kicks, respectively.

Your computer opponent has

Mty thaks fo Rultlar andl Deith who ollowed us io

iy ot gimes m henr Showr oo,

the same repertoire of attacks but
in the first few fights uses fairly
simple tactics which can be easily
overcome.

In each struggle you are fight-
ing for the hand of a fair maiden
and have to score two points to
win the match. Most knock-
downs gain only a half point but a
particularly well executed one
can bring a full point and a hefty
scoring bonus.

You start as a first dan and
every two match viclories move
you up a dan and onto a new
background setting in which to
fight. Each match has to be com-
pleted in 30 seconds and between
dans you have bonus screens
against flying plants, tiles and
bulls.

Your opponents get more ex-
perienced as you progress and on
the higher dans you will find
yourself somersaulting, kicking
and generally flinging your man
all over the screen.

Big is beautiful in this hit-tech
version of a clay pigeon shoot.
The game consists of a small
eggshaped console with two laser
guns slotied in the side and con-
nected by a thick cable. About
three yards in front of it is a large
screen approximately five feet
high and four feet across on
which is depicted a planet scape.

The guns are used to shoot
small target spacecraft which are
projected on the screen and dart
around. The laser works in rapid
fire and a flash of light appears on
the screen, according to your aim.

To start with you have to hit
each ship three times, the craft
spinning away from each shot
until the third causes it to ex
plode. As the grade gets harder
vou have to hit the alien four, five
and finally six times to destroy it.

The movement of the ships gets
faster and more evasive as your
score increases and makes the
audible ‘ready’ warning essential
as you tense yourself for the
craft’simminent arrival.

The target flies from either the
bottom left or right of the screen
and so you need to keep the
shoulder-mounted gun trained to
the centre of the display until it
dppears

The metal gun butt is a little
uncomfortable but otherwise this
is a great substitute for blowing
bits of clay into little pieces and
scattering them all over the place.

DECEMBER 1984
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CASSETTE 8-9§ DISI( IO 95

State Soft Ltd,

Business & Technology Centre,
Bessemer Drive, Stevenage,
Hertfordshire SG1 2DY.

Phone (0438) 316561,
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* 200 CUs p
l'!,lg H-‘ ;‘ R
*

Our intrepid
hero’s BACK.
In his latest action
packed adventure!

Mail Order Sales from X Dealers Contact

Microdeal Mail Order 41 Truro Rd, =
St. Austell Comwall PL25 5JE o ,MJCRGD:;!LG?;?::;BUHON

or WEBSTERS SOFTWARE
0483 62222

Selected MLcmdeal Titles available from computer dealers nalnonwlde or from larger branches of

g John Menzies m

Stores




Cowba’rﬁcemrm
Full Aerobatics
3-DGraphics

SOLO FLIGHT: Take off with Ih:s user friendly flight
simutator which includes 3-D grap }; ics, full
instrumentation, dual VORs, ILS, z] dlffnremnh'pans.
and real life challenges from weather and mechanical
emergencies. DISK/CASSETTE £14.95

SPITFIRE ACE: Save London during the Blit in
your RAF Spitfire! Outstanding out-of-the-cockpit
3-[} graphics; 14 different combat senanios.
DISK £12.95, CASSETTE £9.95

NATO COMMANDER: Defend Europe
accelerated real-time war situation! Full
battie map, includes infantry, armaur,
0 iforces and tactical nuclear

DISK £12.95, CABSETTE £9.95




An exciting venture B
into the depths of the unknown. ;
Journey through the catacombs
of rooms killing Snakes,
L Oafs, Snappers and the Ghost
that guards each set of doors
to yet another deathly dungeon.
You must enter and leave each terrifying
. room within a limited time but avoid killing
= your own “Clone” or you lose your life.
One Joystick Required

CASSETTE £8 DISK £9.95 -l

Mail Order Sales from : & Dealers Contact

Microdeal Mail Order 41 Truro Rd, = " ,-:
St. Austell Comwall PL25 SJE ~_Jaasii- "' ODEAL DISTRIBUTION

or WEBSTERS SOFTWARE
W 0483 62222

Selected Microdeal Titles available from computer dealers nationwide or from larger branches of

KO0
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FANTASIA
| DIAMOND
¥ Delve deep ir

fantasy with a ho
intriguing characters that may help or
hinder your exploration of this dream
world
Retrieve the magnificent Fantasia
Diamond recently stolen and rescue
Boris the master spy from the imposing
fortress and its evil guardian. Talk to
the Robot, Violinist and ather
characters to illicit their help.
An enthralling and sophisticated
graphic adventure by Kim Topley for
the Spectrum 48K,
BBC Madel B* and

direct the incoming
aircraft /orld’s busies
internat )
Monitor th displays of altitude,
heading and aircraft type
the radar for blips and trails. Dev
your skills to 1ergencie
aircraft, radio and instrument fai
A highl
today's mos

: SRP £7.95
g 1

HEW>ON CONULEANT

Do battle with the
ab in a futuristic age
'er the

hields penetrate the
s and head towards
nand base. Destray the
ddab Dab Tanks, Aerial Mines, missile

SRP E7.95

LASKYS




Available for

COMMODORE 64 ATARI 16K
DRAGON 32 TANDY COLOUR

Danger

Ranger must

collect ten keys

from the Chamber of
Pasha, whilst warding off
the Floating Urns, Radio-
active Bats and Roving
Eyes. Then he must face
the Acid Chamber to collect
all the Treasure Chests,

avoiding not only the drops

- of acid, but shooting the
four demons which guard

% - the chamber. Five levels of

o Play. Sound Effects. High
CASSETTE £8 ‘J Speed arcade action game. Full
DISK £9.95 colour graphics. Machine Language.

| Mail Order Sales from

Dealers Contact

| Microdeal Mail Order 41 Truro Rd, DEA
- St. Austell Comwall PL25 5JE MICRO O?;g ;i;ﬁgﬂunﬂﬂ
| Credit Card Sales [ &R | or WEBSTERS SOFTWARE

Phone 0726 3456 0483 62222

Selected Microdeal Titles available from computer dealers nationwide or from I.nger branches of
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You are a highly trained Galactic
o deep in enemy territory.
FPower hungry leaders of the repressive
Empire have stolen a
fortune in gold from the peace loving
people, and you have just discovered
their secret underground treasury.
Your goal? To recover every last ingot
of Bungeling booty. You'll be running,
Jumping and climbing heroically,
solving perplexing puzzies and drilling
passageways through stone floors and
‘bartiers using your laser drill pistol.
You'll need more than Aeel feet and
aood looks to get through this mission
alive. You'll need quick wits and brains!
CREATE YOUR OWN GAMES]
Lode Runner is more than a fast action
game. It's a game generator that lets
you design your own puzzies and
scenes. You can move, add and take
wmnﬂm ladders, floors, trap
doors, crossbars, gold chests and

Bungeling enemies. It's easy and
| _there’s no end to the variations,

challenge and fun.

Available on the 48K Spectrum

' (© Broderbund ™ 1984,
- Licensed mmmhqmmmwsﬂﬂmmm

Soﬂware Frojmt.s Limited, Bearbrand Complex, Allerton Road, Woolton, uw:rpnol L25 7SF
Telex: 627520 Telephone: 051-428 9393 (4 lines).
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Can Thor save Cute Chick from the hungry
ﬁwmmmm.mmmmm
' jump rocks and holes. Then he mist jump and
duck, almost simultaneously, Lo avoid the logs
and low hanging tree limbs in the Petrified
Fm.ThulijhﬂﬂngﬂmlhtrWer
5o hop on the turtles’ backs. These turties
mg.muumatm
moment, mud;lolh’smt‘lnadd to Thor's
dmutts,ldsmhﬂ_yhtﬂrudhullhg
on the other side to ambush him. If Thor's timing
isgood, the Dooky Bird is overbead, the
prefitstoric bird will pick him up and carry him
acrous]

Thow minst builid up plenty of speed his
downhill run before the CIHT. Timing is cructal,
loo, If Thor's balance is off or be Is too Slow he
will crash into the ravine or the face of the cliff.
(nce over the cliff, Thor faces his most difficuft
challenge: Lhe volcanic cruption. In addition to
the ohstacles on the ground, he is showered with
boulders from the sky,
Unr.cagalnﬂmmmumtheﬂwtmthe
lurtles’ backs. Them, at last, he musi face the
iinosaur! Il Thor can get past the dinosanr and
inta the cave, he has only a short way Lo go to

I Thor does crash, don't worry: he has five
sheels. But True Love is calling him, so use all

vour agllity and cunning to help him rescue
Cute Chibchl

Send a stamped addressed
en hﬁ more detailed
nformation on our new releases,
pus a free large poster.

\ll sales enquiries to:

Colin Stokes

Sales and Marketing)

‘or Mail Order only:

Available on the Commodowre 64
984. Licensed from Sierra-on-lin %
mt: Software Projects. ﬁodunﬁ byguﬂwam Projects.

witware Projects, P.O. Box 12, L25 7AF

<lected titles available from:—

'n Menzies, HMV, Boots, Woolworth,
rectrum and other large department

“ores and all good major software
Iallers. '
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YOU reanv can'tgo wrong with any LEVE| 9 game
.-_.-’\" as thev are all brilliant.” Crash Micro Sept 84
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ﬁ Retufn to Eden is the long-awaited sequel to Level 9's top-selling Snowball v
adventure, set on the weirdest planet ever. Now it's here with 240 locations
“’-j' masses of puns and puzzles and with hundreds of pictures in the

GGGl U G T T T UG Y GG AT YT

(s \w,AMSTRAD CBM 64 and Spectrum versions. @;; 5
I\'-‘ 1 i ¥ b" “ - iy ».M-‘--\ -.:l:-«- iy o T e —
“"'-’Hv"r_}' ,.:\ﬁ:l: i) \ o T N dadkt A d!'; ,J-LS_-» %> 4? '- ‘1}#'\. e l .
) e e P * A ‘;J}- _ aa a\a ( hiid -‘&,_ | TS N
'/ "Whichever machine you own, ‘L ] \9."&‘ AV ALV "One of the Dest adventure games
//  ifyou have the vaguest tendency | -AN | have ever had the pleasure to get |
|:_T~, towards adventure playing then 4\9“ A #- my hands on. | can recommend
=/ you must try one of these games ,9 v " Dungeon Adventure without the
=, lunfortunately you'll probably end J ao" ,9. A " slightest fear of being
[~ up wanting to buy the lot” / ," 00\" f ,p.’v contradicted. This is a massive
y - Computing Today Aug 84/ a@, \a@ } , sojourn into the unknown.”
ﬁ\"" \a - Memopad, Oct 84
 “The Level 9 Adventures are \9‘ \a “The Saga of Erik the Viking . . .
.| superbly designed and ) “\9 | N&G () aremarkabie Adventure game.
\| programmed, the content first o \9 (" It carries all the hallmarks of a Level
() rate. The implementation of AA A 9 Adventure — problem, text display
\ /| Colossal Cave (Adventure! is. ) A\  and size of map — with graphics of a
| nothing short of t:unmant; rushout | "'ﬁ \9 ™\ standard | have not yet seen t:refore—-, i n
/] and buy it. While you're atit, buy gl a‘a* av \ in an Adventure: it
Jf their others, too, Simply ?F. 4 a\a: : \a\, - Computer & Video Games, Oct 84 (=7 i
[l smashing! - Your 64, June B4 v o
"_ 3 i \a' A "I theroughly recommend these . E
) av "3‘ y Adventures, they are excellent . {
Level 9- arguably the producers deﬁ - 4 [ value for money. No self- respect:ng \ n
[ of the best adventure games inthe {f ) 7 R @ Adventure-addict should be Nl
{Fy-UK — have done it again. Lords of [ YA ) without them. | believe Level 9 are

. Time is a sparkling addition toits producing a series of Adventures

stable of winners. 7 Uﬂb‘ 4o MYALYADANLUXE.. Which should be regarded as
A\ : = Acorn User, July 34 xé— e e e —— kx*."-. CIass'FCS' —Page &, July 84 1
2oL W o 7 Jr :.9‘-,-.‘_ Available from the HMV Shop and good Ry B Y. ;,;T{.‘L_ '\ 1)}\“:..“1 :
-«:.__ y

&\m computer stores everywhere. If your local ,’ \ LD
dealer doesn't stock Level 9 adventures /A
L -__'-’“ ‘“ yet, use the coupon to buy them from us,
Lo L {| oraskhim to contact: Centresoft,
W, | Microdealer UK, Lightning, Leisuresoft,
| R&R, Lime Tree, PCS (SW), MCD,
= (\] Wonderbridge etc. y :

' P

o |
Fa® Casseme  Dekeres, | ENCLOSE A CHEQUE/PO FOR £9.95PER (,
0 ! ST CASSETTE OR £11.95 PER DISK -
" B COLOSSAL ADVENTURE: The classi e i
2 I i e u:unI: :’Itr'- 70 ;;:‘:‘I’j : D D MV name:
: frooms My address: _
1 AOVEMTURE GUEST AN £DIC puzrie
-;“ i \ 1 ' joumiey throwgh Mlnl:ll:eltjal—.r:” I El El —_— —_—
I o J DUNGEON ADVENTURE: 40 Treasures 1o
7 "i :.l‘_ . firsd and 400+ puzzies to solve ; D [:.l
s | I l SMNOWBALL: Immense Science Fiction D I:‘
| OETHE With over 7000 ncations
- R'\, £ J rerurnToEDEN: Wegetanan My micro is e M o
v ] AWENIUTE (AMSIFa, CEM B and D D {one of those listed DE‘IGW with at least I d‘l-\,, .
; Wil l SOectrum versions have 240 pictures) |
I v 3 LORDS OF TIME . Imaginative ramg D [:] 32K). Send coupon to: I . |
2 | | treougnworia History LEVEL 9 COMPUTING I f"E'.,,_l-ﬁ-{
e e M S ERIK THE VIKING Farmty game for BEC Dept T . 229 Hughenden Road A ﬂ_l ge.;_
LEC M W CBM B4 and Specti Al with - ! \
e | ovaswopeanmomsn ] High Wycombe, Bucks. HP135PG [ W ™K

--—--——--------------d

AMSTRAD BEC CBM64 SPECTRUM MEMOTECH NASCOM ATARI
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to our own, which
used automatons mdlg deep into the
Earth's core losnpplgth:mmual raw

civilisation was torn apart by war, and

hpaullnhunlnngdulage,ahnnﬂmhg
their industry and machines. Nobody,

however, thought to tell the mine robois

opportunity to make his fortune by findir
the underground store. In order to move:
the next chamber, you must collect all the
ﬂuhhghqolnth:mnmuhﬂeavulﬂng
nasties like Polsonous Pansies and Spii:
and Slime and worst of all, Manic Mining
mmmm-ﬂ the keys, you .
enter the portal which will now

: e o hehuhlm.mW:mﬂu
- Available on the 48K Spectrum, Commodore 64, T e W
- Dragon, BBC, Amstrad, Oric/Atmos ot e i

PROEC’N’

Sol’l:ware l’rojects Limited, Bearbrand Complex, Allerton Road, Woolton,
Liverpool L25 7SF. Telephone: 051-428 9593 (4 lines). Telex: 627520.



I I e S e et )

Please send me a copy of A0 ok icie - |
MANICMINER  Spectrum [ £5.95 Amstrad [ £8.95
CBM640 Dragon] BBCLD OridAtmos (] £7.95 |
THE MASTER [] £5.95

1 enclose cheque/FO for I

(Please add £1.00 for orders outside UK) |
A D,
Access Card No. s =
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It's the question everyone’s
asking. What was the best
game of 19847 Was it Sabre
Wulf? or Jet Set Willy?

Could it have been the
highly original Lords of Mid-
night? Or the massive Quo
Vadis? What about Pyjamar-
ama, Boulder Dash and
Ancipital?
Eliteand Frak!

We've been playing all
these games and next month
we'll reveal who we're award-

look out next month!

_
The wait for Underwurlde

The two new titles from Ultimate, Underwuride and Knight Lore, have
been keenly awaited by the Spectrum game-playing community. A
delayed release date prevented us reviewing them in this issue — but

NEXT MONTH

PCG Janvary issve is out December 13th. Only 75p!!

GAME
OF THE YEAR

awards for 1984 including;
@®best Vic, Dragon and
Oric games of the year
® most innovative release
® the year’s best graphics
® most played game
® best shoot-"em-up
And, on the negative side:
@ biggest disappointment

Or the BBC's oftheyear

@ biggest hype

® most sexist game plot

® worst ripoff

You may not agree with our

ing the title to. We'll also decisions — but vou can't
unveil a whole string of other afford to miss them!

Fall Guy exclusive

You've seen the TV series, now here comes the computer
game! Fall Guy from Elite offers ten different screens and five
different levels of stunt action — we'll be bringing you its first
review,

You'll also get a chance to enter an amazing stunt competi-
tion. The winner will be taken to a special display by the
Magnificent Seven motorcycle stunt team. Not just that — he'll
be able to ride on the back of a bike as it’s driven through a wall

of flames!
Like we said, this competition is hot!

They won't be the only hot reviews. Remarkable new titles are
flooding in on all machines in an attempt to grab a slice of the
Christmas action. We'll tell you which have what it takes, and which

are naff,

Aardvark ...
Acom
Activision ...
Addictive ...
Addison Wesley ...
Aand FSW ...
Alligata ...

A

Bowles/Elite ...
Braingames .,
Bubblc Bus ..

Cheetah Soft
Commadore ...,
Computer Games Lid |,
Cygnus Twao ..

Datapen
Domark
Duckworth ..
Durrell

Fantasy S/W ...,
Firebird (BT .
Frellad ...

Gilsoft .........
Good Byte ..,
Gremlin Graphics

. £

Pl-lls and stacks ©
1q] playin

B Specml p
othergames
| ,. 1935 dlam =%
store
@ How!05c0
arcﬂdes

o Vadis, Elite

g tips on Qu yearhas in

icat what the new

in depth advice from the
r.

hilarious 100

re high at Defende
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VDON HOUSE, > THE GREEN, TADLEY, HAMPSHIRE Y
. ' TELEPHONE: (07356) 71145, 3711.



