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" Aggro at closing time at the local. Getaway car
N screeches to a halt outside a bank. Ingenious
I methods employed by the Mafia to literally
spirit away the loot from the High Street. Never
fear - P.C. Fuzz is on patrol.
COMMODORE 64 £7.95
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250 K OF PURE MYSTERY Spectum 48K o
BY IAN LIVINGSTONEF et
m 5 complete Adventures, each with its own Arcode, . g ¥ |
in one multi-load mega-program: “Eureka!” is fthe e
R——-ter £pic. : - gl Full-colour booklet,
m Epicin scale: “Eureka!” spons five eras of history __ . S packed with cryptic

You against the dinosaurs, outwit Nero and {
A ; ; { N ] - clues fo help you
ladiators ﬂm.""?"ﬁ'l:m?wnﬂmeh 1 . s i unravel the mystery —,
J A and finally into 1984 defeat 49 and win the £25,000
who is holding the world - reward

m All 5 Adventures are linked — but you can
separately. And they all have REAL TIME built in. ou don't thin
fast, you wind up as a pterodactyl’s lunch, die of ove i :
orgz, of just lose your mind... ;
m “Eurekal* is not just an Epic — nof just on Adventure. At the star of each
historical era, you foce an Arcade Action test, fo decide your sirength leved for
the Adventure o come.
m The better your score, the stronger and faster you'll be.
m And it'll keep you on your toes, with constantly-changing, static and meving
graphics. Brilliant music and sound effects add fo the excitement. .
= As part of the “Eureka!” pack, you receive a full-colour illustrated
booklet, containing cryptic riddles ond mysterious illustrations. Using High qualit
booklef and screen fogefher, you steadily unravel the clues and build A o s S
up a secret phone number piece by piece. : ¢
m If you're firstto ring it, you save the world ond collect the £25,000!
m Quite o package! And to give everyone a fair chance, “Eureka!” will be
released simultaneously woridwide on October 31si, 1984. No packs will be
available until that date. All orders received by mail or phone by 26th
OCTOBER will be despaiched by post on the 31st right across the world. S0
order now, and be one of the first off the mark. /
THEN THE RACE IS ONIlI : — T ond yOUr SISO TS

L el

DEVISED BY "EHMF.FEEN;'.I;- 400, m_nrm._nl:y_:ﬂ.'gl 5% -
JAN LIVINGSTONE ’Mfﬁpmrm}%‘ﬁ:ﬁ%,{/f e

bookiel, Instructions ond rules, of &£ 14.95 eoch PLUS BS0 post & packing. i
" || my crder is recelved befom 26 October WE4. | will mcsive o fes £7
BoMARK n—uﬂmmnmm-uw 14 ks Calivery kor anders

WYCOMPUTERE. | olfies |Tomiarzisso| 24 HOUR PHONE
b HOTLINE NUMBER
EPECTRUM 48K — 1 01-460 6000
rouie | | ForCredit Cord Orders
lenclose paEyment by cheque PO poyabie o DOMARK LTD.

o Pease charge my Crec Cord i visa [ BN access [ [l amex 0
Cord Number

The storylines for “Eureka!” are by lan Livingstone,
whose “Fighting Fantasy” books have sold over
2,000,000 copies. He's dreamed up some rather
nasty tricks and twists for you in this Epic, becouse
he has also devised the cryplic clues and
conundrums in the booklet that goes with the
program. He's the one who Knows the answi

“Eureka!” was programmed by

Andromeda feams led by

Hungarians Dondt Kiss ond Andras

Csaszar. ltfook the equivalent of 5

YEARS to create, and the skills of -
4 graphic artists, 2 musicians EUREK AL before zs‘ucinsen_m. you
and a professor of logic foo.

We tald themn fo strefch the

hardwore’s capabilities, and make

sure you were kept awake for hours!!

They ve doneit...

ExpiryDole________ Date_
Nome______ ——— Signture.

Shrarl —_—
Toin, — e T e ™G

-y FF N F L FF L F F F F el
The mce for the £25,000 starts on 31 Oct 1984 ond closes on 31 Dec 1985
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A warm hello to our longstanding readers — and also to the
many new ones swelling our ranks. We're happy to report that
we've had to increase our circulation to meet the demand.

As you've probably already noticed, there's lots of goodies in
this issue. The most obvious is the free action-packed poster of
Front Runner’s top-selling Storm Warrior.

Then there’s two great competitions. Open to all TV Gamer
readers is the chance to join the ranks of world-famous
programmers such as David Crane, Steve Kitchen and Alan
Miller — whether you can program or not. Just send in your
ideas for a completely innovative and entertaining game. And
Spectrum owners can win up to £550 of peripherals: printer,
modem, interfaces, microspeech unit, lightpen, U slot, joystick
and software.

We're not mercenary, but this issue also has the scoop on
Domark’s exciting adventure, Eureka! This is the big-prize game
that rewards the first solver with £25,000. Turn to the centre
pages for what is redlly five adventures — and five arcade
games — rolled into one.

How to win friends and influence people. . .well, impress them,
anyway. Read this issue and you can show them how to solve
Bruce Lee, get through the first eight levels of the arcade Star
Wars, and manoeuvre your way through The Forest of Doom.

If you're thinking about Christmas, don’t miss our next issue.
We've rounded up the most popular games, peripherals and
games systems. And come up with some sure-fire reasons to
persuade your parents or friends to put some in your Christmas
stocking.

Happy reading.




GAMES, GAMES

Asthe games producers race fo complete their

latest products for Christmas,
offices have been mundated with

VGamer’s
news of new

games. On these pages we’ve selected what

we think are the

best. More details willappear

inTVG’s Decemberreviews.

Ghostbusters

New York city has a pro-
blem: paranormal oc-

currences are plaguing the
city. The only people who
knn

this are three bright,

off-beat university parap-
sychologists. Deprived of
their research grant and
forced into the cold, com
mercial world, they start
their own business - the
c:pT y named Ghostbusters

30 runs the storyline of

Columbia Pictures' top film
for Christmas 1984 Ghost-

busters. Released in the US
in June, it gave Columbia
Its biggest opening week-
end in its history. It will
wind up as the unchallen-

ged box office leader of
Columbia's sixty years of

filmmaking

Even the theme tune has
achieved fame - it was
number two in the US pop
charts as TVG went to
‘pre., Now, of course,
comes the game

Actually, it's the first time

I've seen the game before
the film. Ghostbusters the
film will appear in the UK
on 7th December. A proto-
type of Ghostbusters the
game appeared in Sep-
tember. TVG got a sneak
‘pre view of both.

The films stars Sigourney
Weaver, Bill Murray, Dan
nykroffj Harold Rams‘
and Rick Moranis. Aykroyd
and Ramis also co-wrote,

| eNnce

Ivan Reitman
and directed
The Ghostbusters are
cosmic crusaders. Because
of their advanced intellig-
they walk that fine
line between genius and
lunacy. They wear sophis-
ticated backpacks and
carry neutrona wands that
emit particle streams. They

preduced

also drive the first funec-
tional Ectomobile in the |
world

This is an elegant 1959
Cadillac ambulance fitted
with electronic devices
These allow the Ghost-
busters to locate major
psycho-kinetic distur-
bances, retrieve the ecto-
plasmic material, and store
it.

The Ghostbusters must
search out ghosts in New
York public library, City
Hall Columbia Umvermw.
The Tavern on the Creen
Central Park West, Col
umbus Circle and the for
mer New York police de-
partment lock up.

After shooting, 200 spe-
clal effects shots had to be
put mto the film.

Chostbusters the game
follows the film closely. Its
opening screens are ac-
companied by the chart
busting theme tune - Some
of the best sound I've heard
on a8 Commodore 64. The
graphics are large and

clear, featuring those
famous New York land-
marks

In the game, the Ghost
busters have become so
famous that they are
f:rar‘cht:.mq their operation

ou take the challenge.

You are given $10,000

You must use this ¢ carefully '

to buy your car and elec-
tronic devices. There are
four cars, ranging from a
runabout to station wagon
to hearse to 'supermobile’

Gadgets include special
marshmallows, ghost va-
cuums, and neutrona

wands. Ghostbusters trav
elling in pairs trap ghosts
between these; the vacuum
sucks them up.

Ghostbusters was des-
igned by top Activision de-
signer David Crane, of Pit-
fall 1 and II, and Decathion
fame

It will be in the shops by
mid-November, running on
the Atar1 VCS, Commodore
64, Spectrum, and leading
systems including MSX.

|The funniest game of the
year title could well
awarded to
ation's Cliffhanger,

on him

New Generation has also
released Travel with
Trashman. After his first
adventure, Trashman was
awarded a diploma of
trashmanship. He cele
brates by travelling the
world

To his horror, he sees

Tr

canyons of
Hero Cliff must stop the evil

bandit passing through
The best description of
and instructions for, the

game are. wi
runner cartoons.

In these, the hungry
coyote invents mind
boggling gadgets — which
usually backfire on him - to
stop roadrunner. So, too,
Cliff desperately throws
boulders, cannon and

anvils on the bandit. So, too
they may boomerang back

tissues at Jerusalem's Wail
ing Wall, empt
Cerman beer festival, roses
in Spanish bullrings, coco-
nuts

beaches, and carnival dec
orations
streets,

("Mﬁa_nqp: CBM 64, £7.95
ashman

be

New Gener-

Chiffhanger is set In the
the wild west

atch the Road

v bottles at a

littering south sea

on Hong Kongs

Spectrum, £5.95
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Eureka! Five

gamesinone

£25,000 is being offered 1o
the first person to unravel
the mystenes of a new real-
time adventure and arcade
game, Eureka

Eureka! has been descri-
bed as “the most daunting
software puzzle this Christ-
mas" by creator Domark. Its
certainly the best adventure
I've seen. It's a package of
five adventure games and
five arcade games, all on
one cassette It 18 ac-
companied by a full-colour
book with more clues and
symbols.

TV Gamer got a full-
colour exclusive look at
Eureka! Turn to the centre
pages of this 1ssue to see the
excellent graphics.

The theme of the adven-
tures is to travel through
time, locating five shards of
a crystal These must be in-
serted in the crystal - other-
wise the moon will break
into millions of meteorites,
crash through the atmos-
phere, and destroy Earth
completely.

Belore each adventure,
an arcade game appears
onscreen. You can choose to
skip this — but playing adds
vigour points. The more you
have of these, the more
chances you have of survival
in the ensuing adventure.

You start in prehistoric
times. There you must loc-
ate the crystal dodging

monsters such as bronto- |

saurl and pterodactyls. A
map is essential

If you survive this, you
land in ancient Rome. Cap-
tured as a galley slave, you
must work your way up to
defeat gladiators in the Col-
iIsseum. You are also chal-
lenged by a chariot race, an
orgy and slums. Eventually,
you take on wicked em-
peror Nero. Defeat him to
find the way to the second
crystal shard.

Next comes the age of
King Arthur and the knights
of the round table. This
adventure centres around a
jousting contest. You are - of

course - a kmght in white
armouwr. Beat the other
knights, then help King

come king of England.

Trying to find the fourth
shard, you crashland in
Cermany - in the middle of
World War IL Il give you
Just one clue here' wear uni-
form or youll be shot as a
spy. You land up in the not-
orious prison, Colditz. You
must break out.

There are various ways of
escaping from Colditz, but
only one leads to the mising
shard. Along the way, you
must get hold of army dis-
guises, [D papers and other

| escape ideas.

Finally, you land your air
plane mn a James Bond-type
scene in the Caribbean.
There lurks arch-villain Von
Berg, who is holding the
world to ransomn with a nuc
lear bomb. You must locate
his base, retrieve the shard,
and blow up the island
Don't forget to escape be-
fore 1t does blow up!

The world i1s so grateful
for your efforts that it re-
wards you with £25,000.

The music throughout
Eureka' 1s excellent. In pre-
historic times, tom-toms
beat in the background
There is a fanfare in Roman
times, and mysterious “swir-
ling" music in Celtic times.
The Colditz pericd features
gunshot and explosions, and
the last adventure is accom-
panied by suitably futuristic
Imusic.

The five adventures were
wntten by lan Livingstone,
author of the best-selling
Fighting Fantasy series
With partner Steve Jackson,
he was the first to import
Dragons & Dungeons
games to the UK, and to hold
the first games convention
The duo now mn The

| Games Workshop, the lar-

gest hobby games company
in the UK.

Eureka' was then passed
to Hungarian software house
Andromeda. It put over
10,000 man-hours into prog-
ramming the game.

Because each adventure
has 48K mimmum, the prog-
ram 1s multi-loaded. Luckily,
this doesn't take long as it

| turbo loads. It's 250K of pure

Arthur in his quest to be- |memory.

Above: Mark Strachan, Dominic Wheatley, lan Livingstone

S0 how do you get that
£25,0007 Well vyou can't
start the final adventure
without answering questions
about the other four. Then
you wuse that adventure,
riddles in the book, and
clues from five illustrations
to get a telephone number
Ring that number, and claim
your reward.

Eureka' i1s the brainchild
of Domark - formed from
the first three letters of
Dominic Wheatley and the
last three of Mark Strachan.
They left their relatively se-
cure jobs in a West End
advertising agency earlier
this year to form the com-
pany with computer specia-

| list Stephen Byrne,

When 1 first met them in
Aprl this year, they were
drumming up the finance for
a prize. Now it sits in a
signed bank account, wait-
ing. If no one solves the
adventure by 3lst Decem-
ber 1985, the money will be
shared out amongst all those
who bought the game. A
coupon is enclosed with
each game; just complete it,
and send it to Domark to re-
qister yourself on the list

This is one incentive not
to lend your game - or let it
be copied. Domark has put
other anti-piracy gadgets
into Eureka' First, the fre-
quency of the turbo load wall

| obliterate signals when re-

corded Second comes a
system based on audio
signals. Then the most im-
portant clues in the book
will not reproduce on a
photocopier. You will need
the illustrations in the book-
let — and in colour. Finally,
there is what Dominic calls
“Andromeda’s device",

Back in Aprl Dominic
and Mark had no idea what
the game would be — just

that a prize of £25,000 would
be an invaluable marketing
tool. They had commis-
sioned a number of creative
people to put their ideas on
paper, to be experimented
with by programmers The
best would be developed.
“The game will not be a
Dragons & Dungeons type
It will be complex, with lots
of ingredients. The game
will stand up by itself out-
side the prize. What 1s dif-
ferent is the marketing. We

|will be going on TV, and
|advertising in the Sunday

papers and specialist
press” Dominic stated. He
has remamned true to his
word. More money will be
spent promoting Eureka!
than The Hobbit or Valhalla
received.

In April, the duo believed
the game wouldn't be re-
leased until Easter 1985. But
lan Livingstone avalanched
their schedule Now they
are working flat out produc-
ing Eureka! in vast quan-
tities.

Not until the first rush is
over will they try to come to
grips with — wait for 1t -
Eureka! II.

1985 will also see other
games from Domark Defi-
nitely on the list is a spooky
mystery from the pen of
Dominic’s grandfather, the
world-famous author Dennis
Wheatley.

Deirdre Boyd
® Eurekal is available on the
Spectrum and Commodore
at £14.95. It will initially be
sold through mail order
only, from 228 Munster
Road, London SW6. The first
batch of orders goes out at
the end of October. If you
order before then, you can
get £7 off the price of a
Trojan light pen; this usually
sells at £17.25,
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Deus (and you)
ex machina

Starring vourself, Ian : rity are h
Dury, Jon Pertwee, Mel |computer In 15
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Storm Warrior. 44 % . %
He needs no allies, his strength and agility will prove him worthy of the 2 T
name - 'storm warrior". ;

Storm Warrior is a 12 screen, all machine code, fast moving graphics
adventure using 58K of RAM. It features 5 levels of play, full playing
demo mode on the first four screens, game freeze facility and a fast
loading system.

Commodore 64 Tape £7.95 Disk £9.95 (including VAT.)

The White Viper.

A great graphics adventure in the land of Demons. Coming Soon.
Commodore 64 Tape £7.95 Disk £9.95 (including VAT

Dead City Rescue.

The mind blowing, fast loading, 100 screen graphics adventure Meet the Challenge
featuring 5 different speeds of scrolling to give an incredible depth of
DEFSHECtiVE‘_ Mentallv stimulating, strategy DBCREU, visuallv stunnmg!

Commodore 64 Tape £7.95 Disk £9.95 (including VAT.) Available from your favourite Software Retailer.
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There are lots of free and
commermal games lurk-
all = latabase. |enlist

[ Ddrils '.\I

micro-enthusiasts
If you like

t, arm
Beeb and f«
through H
- S

|r“ )T u e i|| I
an IBM F(\
through

cup « = LL1I"It‘
the pursuers ¢ up!

I‘u REM has come 1

Zoom into the ? 3rd cent- |computer

8001110a

Have you ever visited the I_I E m 5 f IE E h E 5

Micronet Towers? If not, GOTO S for how to join Micronet

Database

you're in for a surprise!

Go to page 800 on Prestel Macsof t

what it's all about. Or Mational telex

read on: Lorraine Cox 2 Commodore Show

gives a taste of what can Sinclair and Alvey
be found there. i Show modem offer
During the recent 1ssues of ICPUG seminars

What's on show
Compu-let-down

BT go soft
GLnetting DOES work!
‘em young!
More C'net info...

BEEB FLASH

ruimn, ar
the Mo

There are all kinds of

(06-6)
(0676
(0676
(O776)
(O776)
(O7-6)
(O776)
CO7-6)
CO7-6)
(OB~6)
(OB/6)
(0B-6)
(0B/6)

ﬂs well as 30 nun electro-
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Band agiity Wl

Storm Warrior is a 12 screen, all machine Code, fast moving graphics adventure
using 58K of RAM. It features 5 levels of play, ful emo mode and a
fast loading system. -

Available on TAPE at £7.95 and DISK at £9.95
COMMODORE 54

Al

U

Meet the Challenge
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NOVEMBER
Leisuretronics

Royal Horticultural Hall,
Victoria, London

CANCELLED
INDEFINITELY

The 6809 Colour Show
(for Dragon and Tandy
users)

Royal Horticultural Hall,
Victoria, London

Entry: £2 adults
accompanied under-21s£1
Saturday 17th 10:00-18:00
Sunday 18th 10:00-17:00
Organised by: Computer
Marketplace

Your Computer
Christmas Fair
Olympia, London
Friday 30th 10:00-18.00
Organised by: Reed

ushes" can be |

P\-TI stakes can e

1sing the E
your {

DECEMBER

Your Computer
Christmas Fair
Olympia, London
Saturday lst 10:00-18:00
Sunday 2nd 10:00-18:00
Organised by: Reed

Electron & BBC Micro
User Show

New Horticultural Hall,
Victoria, London

Entry; £3 Adults,

£2 Children

Thursday 6th 10:00-18:00
Friday 7th 10:00-18.00
Saturday 8th 10:00-18:00
Sunday Sth 10:00-16:00
Group ticketsavailable.
Contact: Database

The factsin this list have
been checked for
accuracy butno
responsibility can be
accepted for errorsor
omissions. Ifin doubt,
please check with the
organisers.

. 1 Throwley Way,

ORGANISERS'
ADDRESSES

Computer Marketplace
(Exhibitions) Ltd,

20 Orange Street,
London, WC2H 7ED
01-930 1612

Database Publications
Ltd,

Europa House,

68 Chester Road,

Hazel Grove,

Stockport SK7 5NY
061-456 8383

Montbuild Ltd,

11 Manchester Square,
London, WIM5AB
01-486 1951

Reed Exhibitions,
Surrey House

Sutton, Surrey,
01-643 8040

Trident International
Exhibitions Ltd,

21 Plymouth Road,
Tavistock,

Devon, PL198AU
0822-4671
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I ROBOT ingly tells you red inside, giving you an |playing Fac-Man, fell in
I The law i1s no jumping. |opportunity to boot up your |love, and got married. To

BREAKS INTO But you, as the unhappy in iscore‘: The robot has just |show their appreciation of
terface robot, must do just |one chance to collect these |the matchmaker extra-

Us ARCADES that to collect red zones. |before it is thrust into the |ordinaire, their honeymoon
Each time a red zone 1s |[next space wave |suite was fitted out with a
“You are an unhappy in- |collected, the evil eye Between each terrain, |Pac-Man machine.

terface robot in rebellion |loses one of its protective |the robot must travel |
against Big Brother and his |shields. When all the reds |through space,

again |$21.75 to play a game!
evil eyes." These words in- |are collected, the shield 12 |avoiding and destroying Rumour is spreading that
troduce I Robot, Afari's |completely destroyed. The |objects. An extra life is |[the first 3D laser holo-
latest 3D coin-op game to |robot can then reach the |[awarded if you spell out [ |graphics game will cost
hit the Us arcades. secret pyramid and ter- |Robot by shooting the indi- |just that much to play. With

[ Robot contains over |minate the evil eye vidual letters as they ap- |the £ falling steeply against
100 waves. It also features To move from one red to |pear sequentially in the |the $ that should put it out
twenty-two ‘unique geo- |another, the robot must |space ves of the range of most
metric  playfields with |jump when the evil eye 1s After level twenty-six, an |pockets here

space waves and bonus |not looking. If the eye 15 |awesome ‘viewer killer"
waves in between', Aftari |red, it sees the robot jump- |appears. He chases you, Watch the film, then play
boasts. It is the result of two |ing - and will have no hesi- |the player — not the robot |[the game in the same

years' development, cbvi- |tation in zapping it You avoid him by changing |cinema. The popular ar
ous In the excellent anmima- In the various terrains, |the perspective of the |cade game, Cloak &
tion and 3D graphics. the robot 1s threatened by |playing area onscreen Dagger, has been transla

I tobot also incor- |ranks of enemies released You centrol the robot by |ted into a film starring Dab

porates Doodie City, | by the eye. These must be |[moving the analog Hall- [ney Colney. It was re
where players manipulate |dodged or destroyed. |effect joystick. Fire buttons |leased in the US this
the graphics: “a magnifi- |They include killer birds, |are used to shoot obstacles |summer. Now Cloak &
cent alternative to game- |giant beach balls, robot |Once play begins, you use |Dagger creator Atarl Is try-
play” Atari modestly des- |slicers, space  sharks, |[the start buttons to change |ing to get cinema owners fo
cribes. deadly soccer balls, |the wviewing angle of the |place the game in their

“The evil eye dictates the |pyramd mines and buzz |playing area cinemas when the film 1s
law. The evil eye will kil |saws. A transporter allows you |showing
you if it sees you breaking | Every third terrain, the |to select higher difficulty

the law. Your mission is to |robot must enter a red |levels for exira challenge |Return of the Jedi also by
destroy the evil eye" [ |pyramid to eliminate the |and bonuses. You can also | Atari, was due in the arca
Robot's screen unsurpris- |levil eye. Jewels are scatte- |change the viewpoint from |des last month. We'll re
overhead to ground level |wview it soon.
where shooting enemy
5 1s  worth . more |No more squinting?
1t Health researchers  at
A high-score table re- |Texas University found that
cords the top ten game |computer g s can work
scores. The game also |wonders in trealing eye
autcmatically keeps track |defects due to squints
of the highest score ach- Marked improvement in
leved 1n the space wave, |eyesight was reported for
and the shortest time to get |four of the first five adults
through each terrain. If you |treated by prolonged
beat the high score, or awing of intensely
complete a terrain 1n a |high-contrast square grat
shorter time, you are awar- |ings. So delighted was one
ded bonus points, woman that she tele-
phoned the researchers In
You don’t have to be |the muddle of the mght to
Superman to step into a |report that, for the first
booth, Simutron has a test |time, she could use her
centre in San Dieg lazy eye' to watch TV
sixteen players can play at Until now, patching the
once. Just step into the |good eye to force the lazy
booth and you're part of the |one into activi
action the usual tre:
squints. But this has t
That'll do nicely Credit |to help only fairly young
cards can now be used in |children. The new therapy
arcade machines. In the |[could revolutionise treat
hope of getting us to part [ment for both young and
with even more money, US |old
companies Intec and Esac The treatment also im
have developed systems |proves interaction be
which will accept custom- |tween eye and brain
ised credit cards. something TV Gamer rea-
ders could have told the
Three on the honeymoon |university. Now a con-
Kyle Riley and Jo Linda |trolled study is planned to
Richardscn met while |compare both techniques.
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Games can contain psychological ‘traps’to

get you hooked. So Deirdre Boyd quizzed

programmer Terry Watts on what makes

players think they’ve got a greatgame.

e all have a favourite game

- but also some we hate,

sometimes without know-
ing why. The graphics look good, the
sound seems fine, and there's plenty
of action. So why don't we enjoy
playing them?

The answer is, in part, subliminal
That's when something flashes past
so quickly that only our subconscious
recognises it. The answer behind the
subliminal 1s psychology. The prog
rammer must know what emotions
players must go through to feel
they've bought a great game. And
they must plant ingredients into the
game that will induce those same
emotions.

Terry Watts has studied the psy-
chology of games for scme years
He's put that knowledge - and his
experiences of other games he's
written - into creating Front Runner's
Storm Warrior. Already he knows the
reactions each element he has plan-
ted 1n the game will arouse

The three most mmportant el-
ements are improving your skill, a
sense of purpose, and a reward
That's not as obvious as it first ap
pears

As a player, you rmight take a cas-
sette at random from your collection.
It must liven you up; you must enjoy
it, just like music. A good computer
game should give pleasure.

‘] tend to do these things without |
knowing 1 have done them,” Terry |

said. 'l recognise them only when
something's gone wrong. Storm
Warrior took five months to write -

twice as long as usual - and I enjoy |

every second of every page.”

"Page” is a word Terry uses rather
than screen It's a legacy from the
books he's written. "“They weren't ac-
cepted for publication — but they did
teach me the importance of conti-
nuity," he explained °If [ have two
vastly different scenes, [ create a link
so that you have a reason for going
from one to the other.

‘| started playing screen games
five or six years ago, with Space In-
vaders. |1 really enjoyed it. But the
next two games | bought were ripoffs
of Space Invaders. I was so dis-
appointed.

‘l do think most people notice

TV GAMER NOVEMBER '84

ripoffs. As a newcomer, | had spent
£25 for a cartnidge. 1 was done. And
why? It's so easy to give value - it's
just a matter of thinking up something
different.”

Somecne once said you could
write the plot of a good film on the
back of a postcard. You should cover
a whole plot in ocne computer game.

‘] start with only the vaguest idea -
like the open-ended principle when
writing a book. And [ usually develop
only one out of every ten ideas I
have," Terry said.

One of the biggest problems is the
starting point. We have all played
gmaes where, all of a sudden, the ac-
tion starts and we're slap bang in the
middle of the game — and have prob-
ably suffered a few hits from the
computer.

“The opening page must stay for at
least a minute. Because this didn't
happen in Space Invaders, my first
impression was that there was noth-
ing much to 1t," Terry commented

"The same principle applies if I'm
not too sure what's going on, or why
['ve got a sudden score. It leaves me
deflated.

“A lot of writers like demonstrating
multiple scrolls - four hazards
attacking you at different speeds, for
example. They can't understand why

RAE
it ot
@ ithas a good plot
@ It has continuity At
@ You wantto stay longeron

certain screens
@ Youdon't get cross with it
'@ You ‘identify’ with the main
- character

®ithosrealism
@ You enjoy the sound
® tis‘ageless’

that may not add to the enjoyment. [
stop the scroll and study it. If it looks
good standing stll, it will work

"Once 1n the game, I like to learn
the tactics. | want to feel I'm playing
better. In Storm Warrior, for ex
ample, you could stay longer on the
first page to bump up your score. The
psychology is important here. If you
get through easily, you're lulled into
thinking 1t is not an important scene.
You want to stay to bump up your
score. But the next time you play
there 1s a different pattern of shots

Every time you play Storm
Warrior, you should find something
new to do. You learn a playing
method which is geared up not just to
a higher score but also to surviving
better.’

There's more to a game than mak-
ing you feel good. You also must not
feel bad.

‘T don't like players to get cross,
Terry confessed. "This often happens
if there 15 a scene you cant get
through and you must start all over
again. There are two very difficult
areas in Storm Warrior. One 1s the
devil's staircase. That's so difficult to
negotiate. | knew it was possible to
play it — but I couldn't! I tested this
section on a lot of people. If they
failed, they groaned - but didn't get
angry. When they succeeded, the
player satisfaction — very important -
was extraordinary.”

Most new games have a demo
mode to show the intricacies of the

| playing action

I've tried a new idea in Storm
Warrior," Tenry said. "Demo mode
goes halfway through the game, and
the player can take over at any point.
During the second half, you're on
your own.

“Any game with less than six
screens is in trouble nowadays,'
Terry criticised. "It helps the player
identify with the game. But, as I said,
one thing that irritates people 1s a
sudden break in continuity. If two
scenes flow like one, I'm satisfied. If
they feel like two distinct elements,
they jar.”

In the race to make onginal
games, programmers put in multiple
hazards, and make difficulties by In-
creasing speed only. In Storm
Warrior, the hero is engaged in one-
to-one combat with a barbarian. One
fight — but a lot of moves are needed.

“If the player just swizzles the joy-
stick in circles when it comes to a
zapping area, the game is no good.
Players must dive off the chair trying

| to hit the enemy,” Terry summed up

“And if there isn't a good playing ac-
tion, the game becomes a hotch-
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PROGRAMMERS
SHOULDPLAY FAIR!
“Some distractions are not
honest,” Terry criticises. “They
feel like cheating to me.” So,
gamers, beware the following
points in your games:

@ things that happen at random
inthe corners or edge of the
screen while the gameplay is
inthe centre

@ music that changes key or
becomes louder during an
especially tricky section

@ sudden changes of colour—
screen or characters—forno
obvious reason
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ATARI XL

EVERYTHING YOU WANT FROM A HOME COMPUTER

1. ATARI G4K BOOXL - £189: The Atari BDOXL has many facilities and includes such advanced specifications that you will be amazed by ils
performance. At the new retail price of only £168 for a full specification 64K computer with a proper full stroke keyboard, we believe that
the BOOXL cannot be beaten. Just look at the following specifications:- -

COLOUR CAPABILITIES: 16 colours and 16 inienaities giving 258 different colours (all of the 256 colours can be displayved a1 the same time)

OPERATING SYSTEM: 24K ROM incluging Atari Basic programming language and a sell diagnastic best program.

KEYBOARD: Full stroke design with 82 keys including help key and 4 special function keys, international character set and 29 graphics keys.

BOUND: 4 indapandent sound synthesisers each capable of praducing music across a 3% oclave range or a wide variety of special sound efiects. (Additional
Programming can achieve an ootave range of up Io nine oclaves)

DISPLAY: 11 graghic modes and & teal modes. Up 1o 320 =182 resolution, Maximum lest display 24 lines by 40 columns.

SPECIAL ATARIINTEGRATED CIRCUNTS: GTIA for graphics display. Pokey for sound and cantrolier ports. Antic for scramn control and 170 input Output]
CPU: 6502C mecroprocessar - 0.50 microsecond cycle and a clock speed of 1.73 MHz,

EXTENDED GRAPHICE FUNCTIONS: High resalution graphics. Mulii-colowred characies sel Sodtware screen swilching. Multipie redifined charscier sets.
FPlayar missike [3pate) graphscs, Fine screen scrolling, Changaable colour registers. Smooth characier movemant. Simple colour animation facilities.
PROGRAMMING FEATURES: Buill in Alari Basic programmeng language suppariing peak. poke and USH plus ol least B other languages available. The help
kay will proside acdiional information and menu SCreans with cartain softwane. Full on-screen editing is available as well as syniax checking on enfry.
INPUT/QUTPUT: External processor bus for expansion with memary and peripharals, Composite video monilor outpul, Perphersl port lor direct connection
o Atan standard paripherals. Softears cartridge slot is incluged as well &3 2 oystick controller ports.

SOFTWARE: Over 1.500 fems of soltware are available including self teaching programs with unique woece over. The rangs of programs includes Education,
Home Manageman! & Programming ades. Thare is alss APX (Alari Program Exchange] and of course Atan's famous entertainment software now at only
£9.95. In addition there is a host of support and help availabie from spacialst Alar magazines like Anlic and Analog and from over 78 Alan books/ manuals,

2. ATARI BOO 48K COMPUTER - £68: We have a limited number of the Mk1 modal 800 computer with 48K. The price is £60 (as a gamas
machine) or £99 with the Basic Programmer Kit {Basic cariridge & 2 manuals), Both come with a full 12 months guarantes.

3. ATARI 1070 PROGRAM RECORDER - £34:; For low cost storage and retrieval capability. Data transmission 800 baud, Storage capability
100K bytes on a sixty minute cassefie. Track configuration four track, two channels (digital and audic). Auto record/playback/pauss
control/unique soundthrough facility. Also included is built in accidental erasure prevention and automatic shutoff after sach program as
well as a 3 digit tape counter.

4.ATARI 1050 DUAL DENSITY DISK DRIVE - £198: 5" disks holding 127K randomly accessible bytes provide both expansion and
flexibility for your 400/800 or XL system with new ‘helpful’ DOS 3. All cusiomers who purchase a Disk Drive from Silica Shop will be
automatically given a FREE sel of 100 programs on 3 Disks recorded on both sides.

5.ATARI 1020 COLOUR PRINTER - £9%: Printer and Plotier with four colour graphic print capability. 40 column width printing at 10
characters per s@cond. Can print 5, 10 and 20 characters per inch, 84 character sizes. Prints text in 4 directions. Choice of line types.

6. ATARI 1027 LETTER QUALITY PRINTER - £24%: For word processing letters in professional type. Print speed of 20 chars per second.

T.ATARI TOUCH TABLET - £49: Enables you to draw and paint pictures on your T.V. screen, with the touch of a stylus.

B.ATARI TRAK BALL CONTROLLER - £19.95: Enables cursor movemant in any direction and adds arcade realism (0 your games.

9. ATARI SUPER CONTROLLER -£9.95: The ultimane joystick with double fire button to give you a greater competitive edge in your games.

SILICA SHOP ARE THE No1 ATARI SPECIALIST

Filica Shop are now firmiy establisned as the No 1 Atan retail/mail order and wholesale specialist in the UK. We already offer our service to
ovar 120,000 customers, 10,000 of whom have purchased Afari Home Computers. Because we specialise (and with 8 turnower of £1.5
million], we are able o keep prices low by bulk purchasas, Ring one of our 45 stall and we will be glad 1o be of service io you. Complete the
coupon below and we will send you our Atari pack with price list and colour catalogue:

EXTENDED TWO YEAR GUARANTEE: Wae are an Afar Sarvice Cenre, able 10 service and repair Atar equipment and have added a 12 manth guarantes 1o the
yoar oHerad by Atari. giving you A full 2 year guaranbee on your computer if you bisy it 0fom s

SPECIALIST SUPPORT: Our technical stadl are always available of the telephone to help and advise you. We endeavour to hold stocks of every Alari
compalitle iem available in the UK. and we siock ower 75 Alari books and maniuals

AFTER BALES SERVICE: Your nama will automatically be added 10 our mailing list and you will ecena price igls, newsleilen and datails of new releases and
developmanis as well as special olfers which are exclusive 10 Silica Atan Computer Owners.

LOW PRICES: Cur prices are axtramaly compedilive and we will normally match any lower price offered by our compelitan.

FREE COMPUTER OWMERS CLUB: This is opan 10 ali Atari compuler owners irmespective of whers you purchased your squipment. Membership i FREE and
entites you 10 receive bulleting giving details of rew releases and developmaents, Sand now fof your FREE infarmation pack, price list & colowr calalogue.
PAYMENT: We accopt cash, cheques, pesial arders and all Credit Cards. We also oHer crodit facalities over 1,2 or 3 years, plasss wiite 1o 8 writhen guotation,
MEXT DAY DELIVERY - FREE: All goods despatched from Silica Shop are normalty sent by first class post or parcel post FREE OF CHARGE, As a special
Intreductory oMes for & limited pariod only we will be sending all Computers and Disk Drives by & next diy delivery sérnce al bur expense

S fill in the coupon below with a literature enquiry or order and ialist Alari service that is second fo none.

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

L 8 8 2 R 8 i & 3 8 &R N 0 5 &N 2 3 0 2 B ;B ! °
To: SILICA SHOP LTD, Dept TGA 1184, 1-4 The Mews, Hatherley Road,

Sidcup, Kent, DA14 4DX Telephone: 01-309 1111

LITERATURE REQUEST:

O Please send me your FREE colour brochures and 16 page price list on Alari Computers.
B RS A S el Videogame O towna Computer

Mr/Mre/Ms: ............ .. Inftinle: ........ Surname : et et e T TS
Address: O et 8 S Sk P Ty T g e S g b M e R B S

ORDER REQUEST:

Please send me:

O BODXL 64K Computer £168
O 800 48K Compuler ... ... ... .............. 099
' 1010 Program Recorder ¥ £34
O 1050 127K Disk Drive ......_................ E189

1020 4 Colour Printer £53
Letter Quality Printer ... ... ..._..._...... 248
Touch Tablet + Cartridge £49
Trak Ball .......cccccicuanniaciniians . £19.85
Super Coniroller £9.95

Ooooog

ol IIN BN BN BN BN BN B B . iy
E
L. 1 F F R R R RRORETRT

O | enclose Cheque/P.0. payable fo Silica Shop Limited for the following amoumt €. ... .. ... ... ... ... ... ..

O CREDIT CARD - Pleass debit my Access/Barclaycard/Visa/American Express/Diners Club
e T ot Syl o e S L eI L R e ot B P T

L. 1 T T R R R R R R R R R B TR oRor
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How many times have you played a
game, only to think that you could have
written a better one? Well, now’s your
chance to dojust that - and youmay
become a hational bestselling author!




] OIN THE RANKS OF ACTIVISION’S TOP DESIGNERS ! S —

Dave Crane: Pitfall | and ll, Decathlon, Ghostbusters,
Fishing Derby, Dragster, Laser Blast, Freeway, Grand Prix
Steve Cartwright: MegaMania, Plaque Attack,
Barnstorming, Seaquest, Frostbite

Carol Shaw: River Raid, Happy Trails

Steve Kitchen: Space Shuttle

Garry Kitchen: Keystone Kapers, Pressure Cooker
Larry Miller: Enduro, Spider Fighter

Alan Miller: Tennis, Checkers, Ice Hockey, StarMaster
Dave Rolfe: Beamrider

John van Ryzin: HERO

Matthew Hubbard: Zenji, Dolphin

Bob Whitehead: Boxing, Skiing, Stampede, Chopper
Command, Sky Jinks, Private Eye

Tom I.aughrr: The Dreadnaught Factor, Worm Whomper
Mark Turmell: Toy Bizarre

Founded in October 1979 in California, Activision now
distributes screen games in over countries. lts five top

ames — Pitfall | and II, River Raid, Space Shuttle and

eamrider — have already been awarded the title of best
game of 1984 by seven US magazines. 1983 had seen
eight awards given — to The Achvision Decathlon, Enduro,
Keystone Kapers, Dolphin, Qink!, River Raid and Pitfall!

ow you can join Activision’s hall of fame. Just think up

an original game — go on, you must often have thought

ou could do better than most of the games writers around.
ust write to us with the details — the key game elements,
what each screen looks like, and the gameplay involved.

If you are submitting @ game program, say what

machine it is intended for — and do give details on how to
load! The program doesn't have to be fully coded, but must
be uﬁcompunled by details of how it woul):] operate on the
machine.

Activision’s UK representatives will look at each game
sent in by TV Gamer's readers. And if it's good enough, it
;vill be developed to join Activision’s international hqslli of
ame.

You've got some good tips from Terry Watt on the
Erevious pages. For even more, Activision will send you a

ooklet of fips on writing games if you write to: Activision
UK, TV Gamer Competition, 15 Harley House, Marylebone
Road, London NWT.

The competition rules are below. Of course Activision will
respect the confidentiality of all submissions. They will have
the first option on each game idea/program for a period
ending one month after the competition ends on 15
January 1985. Send your entry to: TV Gamer Activision
Compeﬁtion* 187/1 9% Oxford Street, London WIR 1AJ
Lcioni forgef to attach the declaration below). Winners will

notified before April 1985.

U T R B N N S R D P
COMPETITION RULES

1 The game must be original, and not a variation of any
other game, story or film.

The game must not be submitted to any other
magazine or software house before 28th February 1985.

All entries received by the closing date, 15th January
1985, will be examined; the best entry or entries will be
determined by representatives of Activision UK, and their
decision will be final.
4 |f, in the opinion of Activision UK, no game is of a
sufficiently high standard for further deve?opment, there will
be no winner of the competition. Activision will not
Erccaed with any game.

The prizewinner(s) will be notified by post.
6 If you wish your entry to be returned, please enclose a
sfqrnﬁed, self-addressed envelope. erwise, entries
which are unsuccessful in the compefition will be destroyed.
7 In the unlikely event that Activision UK is already
developing a game similar to one sent in by a reader of TV
Gamer, Activision will not be bound to make any payment
to, or arrangement with, the reader.

| Slgned . i-line, o g e
' Parent/guardian (if under 18) ... ...
| T e e S M T

8 All entries must be accompanied by this entry form cut
from TV Gamer. Photocopies are not acceptable. Each
entrant may submit more than one entry with this form.

9 ‘Whilst every care will be taken in connection with this
competition, neither TV Gamer nor Activision can accept
any responsibility for documents, cassettes or other material
sent to them.

l_lugrae to be bound by the above rules, and I_]

confirm that | am over 18 (if under 18, a parent
or guardian must sign on your behalf also).

.......Postcode ......

&
e o e o e e —



Now’slour chance to become a hardware designer. Usin

the gridsheet below, invent the most revolutionary ?iece o

pectrum hardware ever (whilst remaining plausible). The
only condition is that it must connect to the Speccy via the
rear edge interface. If you think your peripheral needs some
explanation, then enclose additional details.

v+

|
1 |
| .

| Line sotersnsan bl va b Phefoiige’ 200 |

| Attach your design and return to

Spectrum Competition, TV Gamer, 187 Oxford Street, London W]RIAEI

| bl ool bl sl il et el b R et oy~ bl U ettt
3 The competition winner will be advised by post
COM P ETI Tl O N R U L E S and details will be published in a forthcomingissue
of TV Gamer.
1 Allentries received by the closing date, 31 - 4 The prize is to UK standards. Servicing cannat
December 1984, will be examined and judged by be guaranteed overseos.
the Editor. 5 The prize will be awarded to the contestant
2  Only entries submitted with the entry form, cut whose design, in the opinion of the Editor orher
fram this issue of TV Gamer, will be accepted appointed panel, is the most original ond practical.
|photocopies ineligible). & The Editor's decision is final.

GRANDFIRST PRIZE
A complete Spectrum Gamers
Peripheral Kit comprising:

® One Brother M1-009 dot
matrix printer, valued at £200

¢ One Prism modem, to
handle Micronet and the rest
of Prestel. Value £100

® One Challenge Research
Sprint data recorder, which
loads games fourtimes faster
than standard tape drives.
Valued at £65.00

e One Sinclair Research
Spectrum Interface 1, which
links a printer and
fast-access microdrives tothe
Spectrum. Valued at £50.00

¢ One Currah Microspeech
unit, which gives some

games the ability to talk back
to you. Valued at £30.00.

* One Sinclair Research
Spectrum Interface 2,
allowing the use of both
joysticks and ROM
cartridges. Valued at £20.00

® One Trojanlightpen,
adding creativity tothe
gamessystem. Value £18.00

e One Currah U slot, allowing
anumber of peripherals to
be used atonce. Valued at

£15.00

® One Atari Super Controller,
totake the wear and tear out
ofthe keyboard. Valued at
£15.00

e Assorted Spectrum
soffwur%to the value of

e TOTALFIRST PRIZE VALUE
NEARLY £550.00!

e Two second prizes of Sprint
datarecorders

® Two third prizes of Trojan
light pens

¢ Five runners-up prizesofa
piece of Spectrum games
software




SPECTRUM PRIZE DETAILS

Brother M1-009(£200.00) A
recent addition to the Brother range
of printers, this combines all the
speed and flexibility of a dot-matrix
printer with a down to earth price.

The printer will interface with the
Spectrum via the Sinclair Interface 1
(alsoincluded in the prize), orwith
any other Spectrum printerinterface
currently available.

The M1-009 will reproduce text
quickly and neatly, so isideal for
word processing or program listing.
Its greatest assetto the gamerisits
abi il}r to do hi-res screen dumps of
your favourite games. Much better
and cheaper than the often hit or miss
world of screen photography.
Prism Modem (£180.01¥) Once

ou link up your modem to your
Epecirum and begin thumbing
through the electronic pages of
Prestel and Micronet, you'll wonder
how you ever managed to pass the
time without it. There are literally
thousands of screens full of
information, which are beamedto
you at high speed via the telephone
ines.
Challenge Research Sprint
datarecorder (£65.00) There
are lots of different tape recorders on
the market all claiming to be the best.
There is really only one that is truly
revolutionary and that's the Sprint.
Why?2 The Sprint operates at four
times the speed ofa shndnrdiure
recorder. go you will be able toload
anes in a quarter of the time, which
eaves you with more time to ﬁlu}r
and less time twiddling yourt

umbs

waiting for two or three minutes that
seem like hours.




SPECTRUM PRIZE DETAILS

Sinclair Research Interface 1
(£50.00) This peripheral hastwo
main functions. Firstly, it allows youto
use a wide range of printers,
including the one we offer. It also
allows you to use the famous
microdrives which can store upto
100K per drive, with an access time
of seconds rather than minutes. Itis
also useful because it props up the
Spectrum at a mare convenientangle
for keyboarding.

Currah Microspeech (£30.00)
How often do you shout atyour
computer, huh?' expecting a reply.
Well, thanks to the Curra
Microspeech add-on, you can
actually give the old ZX the power of
speech. There are already 1uite a
few games on the market which utilise
the speech, and many more are inthe
pipeline.

Sinclair Research Spectrum
Interface 2(£20.00) Many gomes
forthe Spectrum are made almost
unplayable due to the number of keys
you need to press to make your

amepiece do what you wantitto.
?honksio Interface 2, youcan
connect a pair of joysticks. So
gameplaying is much easier and
saves your keybaord from much
wear and tear.

Interface 2 also offers the user

access to ROM cartridge software
made by Sinclair

Trojan light pen (£18.00) With
the aid of this accessory, you can
create video works of art by just
drawing on the screen. In addition to
that, several games are being written
to take advantage of this exiting
peripheral.

Currah Uslot (£1 5.001 This
handy piece of hardware allows you
to plug more than one peripheralin
at a time (especially useful as part of
this prize). Additional boards can be
obtained so that all your peripherals
can be plugged in once, and will
never have fo be removed again.

Atari Super Controller
(£15.00) Atari's new top of the range
model.




HHESTTHEER

Jo Kearns and Darrin Williamson take to the streetsto meetthe

gaming public. What's the most popular games system, game or
software house? Who buys games and peripherals? And whatdo

you think about the government’s attempts to ban under-18s from

the arcades? We've got the answers.

iaht 1in the middle of the tourist

season and school holidays,

TV Gamer decided to take on

the streets of London with a special

questionnaire aimed at the gaming
public

We started our first day in the

computer games department of Lion

House Micros in Tottenham Court
"3\ ad, moving on later in the after-
on to Video Palace in QOxford

t. We ended up in Bilot City
Software, Rathbone Place

The first part of the survey was
concerned with computers and com-
puter games. We weren't too sur-
prised to discover that most owners
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=
Da you read TV il

which one
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po ¥ou PLAY comPUTER GANE

gYSTEN? =+-
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had either a Commodore 64 or ZX
Spectrurn 48K, with the BBC 'B' and
Atan not too far behind. Perhaps the

other owners were congregating in |

some other part of the West End

We went on to ask people whether
they preferred cassettes, cartridges
or discs. Hardly anyone said they
preferred cartridges. But those who
did admutted that, despite the easier
loading, they were too expensive for
their pocket.

The several people who paid out
for discs did so because they thought
the fast loading and larger storage

space made 1t worthwhile. One
twenty six-year old, who prog-
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BASIC FACTS
Background to gamers
rviewed
Average age: Yo
9-12 ?syold 14
13-15yearsold 34
16-19 years old 20
20-23 years old 13
24- mrs old 12
30-36 yearsold 8
Systems owned:
- Commodore 26

Spoctmm 123

Io lle 6
o 26

o system:

E?cum.totul more than 1 DD%

ause some people own
more than one system)
Family and friends also
use the system 76
Eamibfundfgoegg: a::g

games, a
p:rﬁpﬁlmft 38
Method preferred:
Cassettes 46
Discs 38
Cartridges 18
Projrummigg knowledge 54

rammed his own games for his

children, said he liked discs because
there were less input/output errors

It would seem that cassettes will
remain the most popular for some
time to come, simply because they
are cheaper and more abundant and
so provide the greatest choice

Everyone hated being asked what
their favourite game was. All wanted
to list at least ten they were currently
into. Even ruthless prompting from
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the TV Gamer surveyors - "No, I'm
sorry, you can have only one. Imag-
ine yourself stuck for the rest of your
life on a desert island with your com-
puter and just one game" - we still
had to come back to the question at
the end of the questionnaire.

The exception was one ten-year
old Australian girl who told us with-
out hesitation that her favourite was a
game called Snakers which had
been invented by the computer class
in her school back home. Surprising-
ly, no one particular game stood out
from the others.

Similar results arose when we
asked people if they had a favourite
software house. The reasons people
gave for their choices were, as ex-
pected, connected to what was
available for their particular mach-
ine, with quality of graphics getting
quite a few mentions. Adventure
gamers were a bit fussier about the
gaming challenge offered by certain
suppliers. This seems to be synono-
mous with addiction. More adven-
turers were consistent in their choice
when buying a new game.

There were mixed feelings on
educational games. The ten to thir-
teen age group weren't keen on the
idea at all, and almost resented the
mfltration of education into their
world of tapes and discs. The older
gamers were more receptive, saying
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that they found them fun. But, again,
there was a mixed response fto
whether they'd actually learnt anyth-
ing from them.

One fifteen-year old boy Inter-
viewed in Video Palace seemed sat-
isfied that he had genuinely leamt a
lot about the book Romeo and Juliet
from a tape on understanding Shake-
speare. Somebody else said he had
limped through learning to type by
using a teach-yourself tape. In gene-
ral, there was support for the idea of
educational games, but many
thought they needed to be improved.

The survey also showed that
gamers are certainly not selfish folk.
The majority of you happily share
your computer and games with
friends and families. This is probably
because of the need to talk to other
people who are familiar with the
gaming language and able to share
the enthusiasm.

We would have thought that youn-
ger gamers had a lot of their games
and peripherals bought for them by
parents, but this was not necessarily
the case. About half of the ten-to
thirteen-year olds liked saving to buy
with their own pocket money.

It's good to hear that all the system
owners questioned have no intention
of trading in their machines to take
up ancther pastime! But they weren't
too concerned about upgrading their
present model either: only a handful
were thinking about buying a new
one. This would indicate that compu-
ter gaming is not so much a passing
fad as an addition to the traditional
growing household of washing
machines, food mixers, train sets,
bicycles and one-eared teddy bears.

A different attitude appeared from
our questions on arcades. Frequent
visits to arcades by computer games
were, on the whole, a thing of the
past, except for the odd visit to see a
new game. And the ex-arcaders
confessed to having once played
them to excess, so the appeal was
now negligible. Amongst the youn-
ger age group, who still visited arca-
des at least once a week, there was
some resistance to paying the
rumoured 30p coin-ops unless they
were “really” good.

Even so, whether our interviewees
went to arcades or not, nearly every-
body disagreed with government
plans to ban gamers under eighteen.
This opinion was not confined just to
the under-eighteens. Freedom of
choice and the individual's right to
waste his’her money was wides-
pread with all ages.

A few people felt that, if supervi-
sion was improved, the issue of a ban
shouldn't be necessary. As one
group of teenagers put it, “it's mostly
the under-eighteens who want to
visit arcades, anyway" Those 1n
agreement with the ban said the pos-
sibility of housing arcades and one-

armed bandits separately would
make them consider changing their
opinion.

One of the reasons for the ban is
the fear that youngsters might be ac-
costed. But when the question of
being approached or accosted in an
arcade was raised, apart from being
pestered by scroungers, there was
only one case of a sixteen-year old
boy having been offered drugs The
same boy had also been offered the
sale of a jumper (of all things), so that
its owner could have more money for
playing the arcades. Few people we
spoke to said that they made a habit
of staying late at an arcade or visited
them alone. Perhaps this accounts for
the comparatively good report.

Finally, if there's anything you feel
strongly about in this report do write
in. It would be interesting to see f TV
Gamer's readers identify with “the
gamer in the street”. O

Jo Kearns
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HEARD ABOUT THE COMPUTER

...........

It's out now. The November issue of
Big K including: STRONTIUM DOG and

it to you straight. No frills. No waffle. VI-E)I-EE)FSEEE?EEE{i);ﬁiggcr;i:t%aen;?)‘
No blurb. No unnecessary rubbish. Just SID THE COMMODORE SOUNDCHIP

the facts, straight, humorous, critical. (how he does it), PLUS a host of games programs
Take this month for example. for ORIC, ELECTRON, SPECTRUM,
d A4

There’s only one Big K.
A computer mega-mag that gives

Bursting with news, reviews, COMMODORE 64, and BBC.

featuresand programs. GET YOUR MITTON THE COMPUTER
MEGA-MAG FOR JUST 85 PENCE.
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ALLMACHIMNES SUPPLIED BY TAITEL UK

hen [ first encountered
Swat 1 had great difficulty
trying to work out what the

game was about Eventually, 1 gave
up trying to understand, and just
started to play. This was fully in ac-
cordance with Harris's first law of
arcading: "If in doubt - insert 20
pence’,

After some intensive joystick jerk-
ing and button banging, I began to
make sense of Swat It is, in fact, a
rather good game.

The player is represented on the
screen by a human-like figure. He 1s
controlled by a familiar eight-way
joystick. Fire and bomb buttons are
strategically placed, ready for instant
action.

The top of the screen is taken up
by what locks like the hull of a flying
saucer or a space colony. Under-
neath this are clusters of square, blue
blocks. Beneath them are similar red
blocks which pile up on each other,
nsing towards the blue blocks

If these red blocks should meet the |

blue blocks or the flying saucer, the
little man's prospects of survival are
about as great as those of a hedge-
hog on a motorway. Balls of flame,
robots and monsters launch into a
mass attack on the helpless fellow. So
the moral of the story is: don't allow
the red blocks to build up too high.
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Screengames

usually appearin
the arcades long

on home systems.

Andy Harris (aka

~ King Coinop)
continues his search

tofind the best.

The blue blocks at the top of the
screen can be destroyed by pres-
sing the fire button, and aiming the
man in the right direction by using
the joystick. It seems to me that it's a
good idea to eliminate the blue
blocks as soon as possible. It doesn't
take long and, it's tremendously sat-
isfying.

Meanwhile, the red blocks below
you are piling up. They can also be
destroyed by shooting, but only from
the side or underneath. They are also
more resistant than the blue blocks.
When you do manage to destroy one,
any blocks above it will float gently
upwards, turning blue as they go.

The bomb button enables you to
plant bombs in the blocks. When I
tried this, the usual result was that my
man got blown to smithereens by his
own explosion. The exact oper-
ational advantages of the bombs re-
main a mystery to me.

Points are scored for shooting
blocks, and also for hitting the mys-
terious globes which appear at ran-
dom. Contact with the globes means
death for your man. But at least they
can be shot down, unlike what look
like cosmic churns, floating gently
but lethally around the screen,

[ had a great time playing Swat. |
stjllll don't understand 1t - maybe you
Will,

Left Swat It'sa good idea to eliminate the

blue blocks as soon as possible. Otherwise,

balls of flame and monsters attack .

Mad Crusher, largely because

Ive played dozens of other
games which are almost identical
Even so, it's an entertaining machine
and well worth a few coins of any-
one’s money.

The aim of the game is to drive
your car along the track, firing at the
other cars and trying not to collide
with them.

Every so often, a yawning gap
appears in the road A jump button
enables you to leap the abyss. You
will also come across a power zone
which you drive into and along — be
fore emerging as the four-wheeled
equivalent of the Incredible Hulk
The transformation lasts for only fif-
teen seconds or so, but enables you
to knock the other cars off the track
and into oblivion,

The best thing about Mad Crusher
1s the graphics. In the first section,
action takes place in a space en-
vironment, with asteroids floating
sedately past. Grid patterns and all
kinds of pretty colours crop up in the
later stages of the game.

Perhaps a selection of phrases
from the Japanese publicity hand-out
can best convey the excitement to be
had from the game.

I had no problems understanding

“Fun to soot!(sic), Fun to jump, Fun to
reach the unknown spectacle!"
‘Destroy forthcoming enemies with
fire button".

“A jumping avoid enemies”.

“Crash enemies after through power
zZones'.

Thrilling stuff, what? Serocusly, the
language may not be up to UK stand
the game is.

ards —
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uper Bagman 1s hard at work

underground, retrieving bags

of money and depositing them
in his wheelbarrow. Having collec-
ted all the money bags, he unlocks
his friend from the jail. And they both
live happily ever after.

Like life, though, video games
aren't always as simple as they might
appear to be. Super Bagman is no
exception. Grabbing the first meney
bag 13 an easy task: up the ladder,
get the bag, down the ladder, and up
the escalator to the waiting wheel-
barrow while the policeman pursues
you in a decidedly half-hearted man-
ner. He is trying to lull you into a false
sense of security, as you will soon
discover. Not only does he dog your
every footstep, but he calls in re-
inforcements as well, however un-
sporting it may seem.

There are ways of evening the
odds slightly. Scattered around the
mine shafts are bombs, hammers,
guns and assorted implements of
destruction. These can be used to
see off the forces of law and order.
But be warned! The effects of a bomb
blast or a volley of shots from a gun
will stun the policemen only for a few
seconds. Then theyre after you
again.

Super Bagman 15 unusual in that
you can travel to any of four separate

. screens at any bme. You can go up

TVGAMER NOVEMBER '84

and down the ladders, up the escala-
tor, down the steps, and up and down
in the lift. Beware of falling down a
shaft to your doom! It may be my in-
eptitude, but [ found it impossible to
jump across a shaft while carrying a
money bag. This led to my early de-
mise on many OCCasions.

If you wish, you can take the
wheelbarrow full of meoney with you
around the screens. If you leave it in
the same place, 1t can cause prob-
lems. This 1s because you are given a
certain length of ime to deposit the
next bag. If you fail - you die. Also,
the less time you take, the more
bonus points you earn.

As Ive said, the policemen are
very resilient. They are also very fair,
and will start shooting at you only if
you shoot at them If that situation
arises, be very careful they're very
good shots.

When you have successfully col-
lected all the money bags, put them
in your wheelbarrow. Once you have
evaded your pursuers, you can think
about releasing your partner from his
subterranean prison, First, you must
find the key. That remains hidden
throughout the game, revealing itself
only when the last money bag has
been recovered.

Super Bagman 1s difficult to do well
the first few times you play it. But, like
all maze games, practice makes per-
fect and even practicing is fun.

ot on the heels of Punch
Out, Nintendo has released
VS Tennis. It comprises two
complete arcade units blended into
one. One, two or four people can
play at the same time, either against
the computer or against each other.
Controls are eight-way joysticks to
control the players' movements, and
push buttons. One is for serving,
smashes and ground strokes, the
other is for lobbing the ball
Whether youre playing against
the computer or another person, the
figure on the court nearest you is
your player. I found this a little clis-
concerting, as mine was wearing a
skart, but [ soon got used to the idea,

OETEOHETTERE

You must be flexible these days.

The player throws the ball into the
alr and serves by hitting the serve
button. Hit it too early and the serve
will be long, too late and the ball will
go into the net.

After a successful serve, your op-
ponent will probably manage to re-
turn the ball, requiring further action
on your part. Positioning is crucial, as
in real tennis. If you stand too far left
or right, or too far back or forward,
you'll miss the ball. By use of the joy-
stick in conjunction with the push
buttons, it's possible to place the ball
fairly accurately. But there's no way
of controlling the distance.

The excitement starts when you or
your opponent move up to the net to
smash the ball If your opponent tries
it, get to the back of the court. Return
the shot with a lob, so that the ball
goes over his head. When you feel in
an aggressive mood, remember that
if you use a back-hand stroke the ball
will go to the right A fore-hand
stroke will do the opposite.

Once you get into the swing of it,
VS Tennis is surprisingly realistic.
The only thing that lets it down is the
lack of interesting sound effects. In-
stead of shouting his decisions, the
umpire has a little word bubble com-
ing out of his mouth.

The game lasts for as long as it
takes you to lose three games. So
value for money is very good. When
your money does run out, the mach-
ine offers you the opportunity to con-
tinue the game where you left off.

I can see myself spending a lot of
time keeping my world famous back-
hand volley in shape, courtesy of VS
Tennis - even if [ do have to wear a
skirt. See you on court. O
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IN DEPTH REVIEW

John Griffiths scrutinises Puffin’s first

adventure: The Forest of Doom.

Il ou are an adventurer,
sword for hire, roaming
the neorthern border-

lands of your kingdom. Having
spurned tnc dullness of wvillage life,
you now wander the lands in search
of wealth and danger

“Not once during the last ten days
since entering the northern baor-
derlands have you set eyes on an-
other person. This does not worry
you at all, as you are happy with your

own company and enjoy the slow
sunny days hunting, eating and

sleeping.

“These are strange lands inhabited
by weird and loathsome beasts
goblins, trolls and even dragons As
the flame of your camp fire gently
dies you fall asleep, images of screa-
ming green-faced trolls flickering
through your mind. Suddenly in the
bushes to your left you hear the loud
crack of a twig breaking under a
clumsy foot. You leap up and grab
your sword from the ground You
stand motionless but alert, ready to
leap on your adversary. Then you
hear a groan followed by a dull thud
of a bodv falling to the ’Irmmd Isita
trap? .

You'll have to find out by journey-
ing into The Forest of Doom. What
you have just been reading is an ex-
ract from a brand new game in the
first of a new range from a totally new
software company. Puffin has brought
you virtually every book worth men-
tioning. Now 1t has decided that
there 1s room for expansion, and has
taken the big, if not risky, step into
the world of computer games

Puffin, unhke some new com-
panies | could mention, has steered
away from the monotonous arcade
shoot ‘'em ups. Its new games are
fantasy-role playing adventures

These games do resemble your
basic adventure, of course. You still
have the theme of 'search, destroy
and collect. But there are a few
added twists. I'm sure that you have
played, or at least heard of,
Dungeons and Dragons (D and D for
short). This 15 the game with magic,
skill, luck, strength and, most import-
antly, dice. If you mix this with a good
old fashioned quest, plus computer
graphics and sound, you'll have some
idea of what I'm talking about.

The opening screen is stunningly
beautiful. It portrays a large light
house-type tower on the right with a
brown path leading into a dark knot
of trees forming a wood. Above the
trees reads the name of the game.
And to cheer you up, a glaring skull
rests on a tree stump to the left of the
picture

The next screen is a graphical re
presentation of your character sheet
To the left 1s a good picture of your
sword and shield with the sun re
flecting off them. The rest of the
SCreern is "1Hv=-d with boxes. There is a
big one at the bottom showing what
you are carryving. Moving up,
smaller boxes show your food and
your jewels. Up from these are more
boxes portraying your potion and the
pieces of gold you are carrying

At the very top, you have skill
stamina and luck boxes. To know
| how much you have of each, roll

| the space bar

some dice. This 1s done by pressing
the main control in
the game. Graphical dice appear
and are randomly rolled. When they
stop, their score i1s printed in the
three boxes. Then type In your name
or one suited for a fierce warrior. The
computer will call you "the agile, the
]'Jckf,f or the strong’, depending on

your score In each of the three cat
egories. The maxin - throw for luck

and skill is twelve but for stamina it's
twenty four

Now you are almost ready for your
adventure. But first [ must continue
wih the story.

“After the body falls to the ground,
you look behind the bush to find a
little old man with a bu ushy beard. He
15 crumpled in pain, and has several
poison-tipped arrows in his stomach.
You cover him with your sheepskin
blanket and manage to understand
his croaking speech.

“His name is Bigleg and he tells of
a story about Gillibran, present king
of the village, Stonebridge. Bigleg
begins to fade, and on his dying

PERE ek
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SPECIFiCATION
Name: Forest of Doom
Machine: Commodore 64

Supplier: Puffin Personal
E mputer Collection

Price: £5.50 (£7.50 with
book)

Itclllng. Value 5
Graphics 4
Sound
Gameplay 3.5

breath asks you to collect the fou
bronze tali smf,:‘_." to unite the dwarfs
of Stonebridge. He tells you to buy
magic items for Yaztromo the wizard
He gives you thirty gold pieces, and
then dies!'

The talismans were worn by kings
of old but then stolen. When Gillibran
came to the throne, he had no control
ogver his people without them. Gob-
lins had scattered the talismans
around the land.

After finding Yaztromo's castle
(the one pictured at the beginning)
you pick up some of the magic items

and are ready fo YOur Journey
The start. This game hasn't come
out of the blue. It was started by

Puffin in the form of adventure books
In the books, you were given prob
lems like what to do next - attack or
-run. In the book you had several opti
ons, and your choice decided
next appropriate page

These books have been whrf mr

|}l':'

ular. But [ am told by some of the
players that, after a w 1|I{_ t b{.*cc-mc-s
difficult and annoying eral pages

have to be held down at once, and
you can easily get in a tangle The
computer game versions work on the
same principle, with a maximum of
four optiocns to choose from. But this
time it's much easier than the book
Simply press keys 1, 2 3 or 4

There 15 vocabulary. Instead,
the option keys are used. Apart from
these four keys and the space bar,
there are three function keys plus a

no

| few others used for controls

The game setting i= exactly the
same as the books strange lands
with the same monsters, the same
Blackwood forest and, on the other
side of the forest, the same Stonebr-
idge village. However, your quest is
dl[""'ere*lt In the book, you must find

two parts of a broken hammer: in the
computer game there are four
bronze talismans to collect

Not only is this type of game dif
ferent, but the way it is presented 1s
unique alsc. The main difference is
rusic. When you arrive at an inter-
esting location, instead of a graphical
picture you get excellent music app
ropriate to the situation. The music
also acts as a warning

TV GAMER NOVEMBER "84
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The ‘fORGST

I haven't solved the game totally. But [ have done vir
tually everything possible in it, and | have found every
talisman except one. The third is the one that eludes me.

For the fight sequences, the fifth and final screen is
shown. This, like the character sheet, displays several
boxes. In the top left and nght hand corners are your
name and your opponent's name. Then it shows both
your stamina and his/hers, followed by skills and luck
The monsters you fight don't need luck.

In the centre of the screen is a largish rectangle with a
picture of your enemy; on the whole these are very good
and constitute the main graphics in the game. My fav-
ourite ones are of the wolves, the shadow changer, the
dragon, the hillmen and the werewolf

Just below this is a space for your dice to roll (press
space). During battle, the number on your dice thrown 1s
acded to your skill The same happens with your op-
ponent, and the highest score wins that round. Each
round, the loser of the throw is reduced by two stamina
points. The one that first reaches zero dies.

Below the dice 1s a score, showing the reduction n
stamina of both players Finally, below this appear com-
ments ol who hit whom, and whether your blows were
blocked. While fighting you can escape by pressing E —
but you lose two stamina points for cowardice. Or press L
for luck; this gives you an extra throw

HINTS AND TIPS

® The map shows a land separated in the middle by a
river and dominated at the top by Blackwood forest.
After leaving Yaztromo, you can go east or west. If you go
east and do as the crow says, you will have found a route
full of monsters, battles and interesting itemns. This path
has more than any other. You will find worms with
strength potions, useless cgres, mantraps, ape men with
nifty bracelets, poison-spitting pygmies and bees, be-
fore you arrive at the water's edge

By the way, when you get there [ hope you'll be nice to
horses. But now, unable to retrace your steps, you cannot
return to get the talisman. | therefore suggest going west
e Once you have played the game a bit, you will become
used to the routes. There are only four leading to the
river. You will then know what items to buy - no more
than ten - at Yaztromo's castle to help you on your part-
icular route. The main goods I would recommend are

antl-poison pot

plant control

headband of concentration

fire capsules

strength armband (buy if your skill 15 below eleven).

Buy carefully and leave some room for items to pick up
on your travels.
® There are a lot of risks in this game and many battles
Make sure you are strong in all three categories and be
as adventurous as possible. Pain can be overcome and is
usually mding an item (or items) that may help you dur-
ing battle. These add an extra point or two to your skill
when fighting and are extremely useful.
® General rules towards the bottom of the map are: don't
sit down and don't help anybody else — especially small
sinewy creatures.
® The bottom half of the map houses the first talisman,
while the top half has the other three. The second is not
far from the water (a net could be useful here). The fourth
is in the forest to the far north. By the way, do you believe
in genies and giants?

IN DEPTH REVIEW

‘Waterfall

= Tangle weed
= Cariour

Cove

°
o
o
i

Yaztromos Castle 1

e My general tip 1s, when you are given the chance, try
to start a conversation instead of drawing your sword
Search places as much as possible. And don't wade
through water — you will lose all your food or be attacked.

On the whole, this game is a refreshing difference
from others, with superb music and good graphecs. But it
1sn't perfect. Options make the game a bit limited if
slightly easier. And somehmes the computer decides
your move, with comments like "You see a mysterious
path but decide to continue north”. So you are continually
forced north, and will miss a lot if you don't go either east
or west at the very beginmng.

There are a few bugs plus a few weird events. At imes

I have had no money but had to pay someone — [ offered

non-existent money and the computer accepted 1it. An-
other time I tned this — and suddenly died for no reason
There are a few mistakes in the text with words misspelt
and some amusing sentences like "Bigleg was delirious -
he then sat up and spoke in his ear". I thought Bigleg was
a dwarf, not a contortionist

The game loads in blocks throughout the play. Thisis a
good 1dea but a hittle nisky. If your tape deck refuses to
load one part, the whole adventure is renewed. This
happened to me when I arnived at Stonebridge with only
three talismans. O
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But, unlike the movie, Darth Vader may win
here. So take Danny Pearson’s tips and let

the
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“StarWan rs, The Mowe, becamethe best
~_money-ma kmg film ofthe decude. Itwas
~ obviousthat arcade and computer games

would follow — and become best sellers also.

”ihe force be with you.”
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After the three death stars have
ar red on the screen, you must
select which death star you want to
attack, Simply move the cursor over
a death star. When the cursor turns
vellow, pull the trigger

You don't have an amount of lives

1 this game tead you have a cer
tain amount of deflec shields.
usually start with six but this n
vary. You lose one shield every time
you crash into something.

Like an Increasing amount of
games these days, Star Wars
talk. You may hear phrases from

film For example, when vyou
your first shield Luke Skywalker
‘T'm mr 1tul not bad, Artoo, see what
you can do with it". When you lose

-“-JI.

your Id.‘:' shield he says
Artoo”. Han Scolo and Darth
also speak

The top porticn of the Star Wars
screen 1s 1731. into three pieces. To
the right 1s the wave number are
on. In the rmiddle 1s how many shields
you have left, on the left is your
score

Underneath the score is the value
of the last object destroyed. To des
troy anything in the game, you must
place the cursor over the target and
pull the tniggers.

At the start of the game you are fly
ing through space, with te fighters
flying towards you If you shoot a tie
fighter, the middle section explodes,
and the wings will fly off. After battl
ing the tie fighters for a minute or
two, Luke says “This is red five. I'm
going mn". Then your X-Wing will
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IN DEPTH REVIEW

to the death star, you will be faced
with another threat - towers. Towers
are tall and yellow with a white top.
Bunkers are also dotted around. Both
the white tops and bunkers shoot
fireballs at you Towers are des-
troyed by shooting their white tops.

Underneath the shield-remaining
indicator are two messages One
shows how many points you get for
the next tower and the other that you
get 50,000 points for destroying all
the towers. They're worthwhile tar
gets — but you have to work for your
50,000 points.

There are sixteen towers in all
The numbers of towers left is dis-
played under the wave number on
the right. If you miss one, don't worry.
You go through the same set of
towers several hmes before going
into the trench. As you get closer to
the trench, your X-Wing speeds up,
50 a good strategy is to destroy the
towers on the first few passes.

The third wave trench is more dif
ficult than the second, with the cat-
walk doubling up and the red targets
firing more fireballs. Once again, the
exhaust port 1s destroyed in the same
way.

Wave four begins by scrolling
sideways instead of up as in the pre
vious waves. [t starts with some
music from The Empire Strikes Back
(to all Star Wars followers - the Im-
perial March) which is a bit odd. At
first you see only three tie fighters,
one of which i1s Darth Vaders The
two ordinary fighters fly in a circle
and towards you. A good strategy
from now on is to concentrate on the
fireballs rather than the tie fighters.
You will know if you are doing 1t right
if you hear Luke say “I can't shake
him",

By now the fighters are getting
quite fast, and they fire more than
one fireball at a time. After diving to
the surface, you once again come up
against sixteen towers. First, you see
four towers straight in front of you
these are shot quite easily. The
towers are harder than in wave three
because they shoot more fireballs
more accurately,

'\&3@_ T o ﬁ

-

The fourth wave trench is even
more difficult, with only just enough
room for your X-Wing to get through.
This is because at least three cat-
walks are joined - the trench can
take only four. Usually, the gap 1s
etther at the bottom or at the top, so
you have to really weave up and
down.

After you go over the purple triple
catwalk, you see the exhaust port.
Unlike the others, it has red squares
beside it. There are sixteen in all,
and most of them fire. After you shoot
your photon torpedo, the fireballs
disappear. So try and fire as soon as
possible.

Wave five siarts by scrolling side
ways, and again there are three tie
fighters. Sometimes one 15 Darth

Vader. Once again, the ordinary tie :
enough the same as 1n wave s1¥, ex

fighters fly in circles. They fly very
fast and are increasingly difficult to
hit. *I have you now," Darth Vader in-
tones. At the end of the tie fighter
attack, Darth Vader may fly straight
at you, letting off a volley of fireballs
If his fireballs don't hit you, his ship
probably will. As you dive to the sur-
face you hear the voice of Wedge,
Luke's friend: "Look at the size of that
thing

Next you face even tougher towers

and now there are twenty of them.
At first you see a long line of about
ten towers. You should be able to
shoot at least seven on the first pass.

The trench 1s also ultra hard, with
catwalks everywhere. In particular,
there are two areas where the cat-
walks are more concentrated. Once
again, there are red squares next to

| the exhaust port. As you approach

this, Darth Vader repeats his phrase
from wave two: "The force is strong in
this one”. If you then hit the exhaust
port Han Solo applauds you with
‘Creat shot, kid. That was one in a
milhon”.

Wave six starts as in wave four,
with the Impenal March theme from
The Empire Strikes Back. The tie fig
hters are very fast, and there are a lot
of them. Darth Vader 1s at his very
worst. To survive, you must shoot
only the fireballs

From time to time, there may be a
break in the te fighter attack so that
only one fighter is on screen. Then
you should go for 1t

As in wave five, there are twenty
towers. Because of the bunkers' fire,
it 15 almost impossible to get a 50,000
point bonus.

The trench 1s a mix of both wave
four and five. It has two areas of con-
centrated catwalks in the first half of
the trench. The second part needs a
lot of weaving up and down. After
you fly over a yellow triple catwalk
and a purple triple catwalk, you
come to the exhaust port. As you fly
over you will be greeted by about
twenty fireballs. If you manage to fire
In time, you will move on to wave
seven,

Wave seven Tie fighters are near

cepl that there are more of them. The
towers are also much the same but
set out differently. The trench 1s
completely different.

In this wave, a catwalk does not go
from edge to edge but over half the
trench. There are four of these, so
you must weave from side to side.
Then come a few chequered cat-
walks. From now on, the catwalks
become easier with plenty of room
for your ¥-Wing to get through,

Wave eight starts as in waves four
and six with the Impenal March
theme. Three tie fighters are in the
distance — one of them is Darth
Vader. The fighters are the same as
in waves five, six and seven.

In this wave you get twenty-one
towers, First you see two towers right
in front of you. Behind them will be
another five. Behind these lie the rest.

The trench begins with four
double catwalks, so you have to
weave up and down. Then you come
to a lot of concentrated catwalks.
That is as far as [ have ever been able
to go.

My already dwindling supply of
shields always receives a fatal ham-
mering and "GAME OVER" flashes
on screen. After six months of play
ing Star Wars, my score has reached
1.5mullion. O

~ SCORING
TIE FIGHTER i el ... 1,000 points
DARTH VADER’S TIE FIGHTER e 2,000 points
BUNKERS....... 250 points
RED SQUARES 100points
GREEN SQUARES 50 points
FIREBALLS.......coorrvcen 33 points
ALLTHE TOWER TOPS 50,000 points
EXHAUST PORT 25,000 points
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It had to come. With
national newspapers offering
millions of £££s to readers, a

software house 13 now offering
big money prizes to players.
But Domark's first adventure is
fun, and the best I've played.
The idea isto solve the five
adventures and ten cluesin the
accompanying booklet. These give
(' ; a secret telephone number. Ringand
claim your prize - there are two clues
m our illustration on page 34

Truvel through time to save the world—and earn £25,000!
Deird re Boyd gives you thefirst look at Doma rk’s| big-prize game.

UGE FTERODACTYL I3 SHOOPING
LT

CATCHES AND

Your first adventure takes place in Not a happy scene. You've startedthe | The third adventure explores King
prehistoric times. Leave quickly! The second adventure in ancient Rome. Arthur's era. Again, there isdanger.
pterodactyl moves inreal time. But pleasure came before business. Fight — your vigour 1s high.

Lose the old game of Stone/Paper/ Anarcade game appears before More trouble! It's World War [1and
Scissors, and you'll be forced to joust each adventure. It's optional - but you're trapped in Colditz. Remember
with Sir Malin you build up vigour for survival to wear uniform throughout.

oy Y‘W’n

g i I|||1I- JMHEAFONS 1 HILL

E iE T il WoRTH IS
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E o EADIATEON ALL ARODUNE . i =

- 1ol Wil SOBTHEAST ARD L1 |F|F|l|ll WITE WOl AMD CRUGHLS

i L vl W FulP.

%

o

£ |
The last adventure! Safe in his | Peer through the windows. But tread Told you! Turn to page seven for
Caribbean hide-away, Von Berg has carefully. . .afalse step will land you more detailson Eureka!, available
threatened to blow up the world. on a fatal conveyor belt. on CBM64 and Spectrumat £14.95
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IN DEPTH REVIEW

How can Bruce Lee fight his way through

electricbeams, Ninja and Yamo, and other

monsters? Darius Mahbouby and Surijit Patel

show the way —and how to achieve riches

and immortality into the bargain.

ruce Lees autoboot game

cassette comes in simple

packaging with a colourful
and very informative card inlay. Not
surprisingly, this was done by one of
the great Atan programmers — Ron ]
Fortier who wrote Zaxxon for the
Atarl home computer range.

When loading Bruce Lee on the
Atari 800 you may have to take a 16k
ram board out (the fourth slot). Some
versions show a title display of a few
words after the first minute of load-
ing. The disk version has a picture of
Bruce Lee's face and plays music.

There are four variations in the
game.
® One player vs computer — you are
Bruce Lee and you play against the
computer's green Yamo. You get five
lives.
® One player vs opponent — you are
Bruce Lee who plays against Yamo
controlled by a second player. You
get ten lives.
® Two players vs computer — you are
Bruce Lee until you lose your current
life, then the second player becomes
Bruce Lee until a life is lost. You play
against the computer's Yamo and get
ten lives.
® Two players vs opponent - you
take turns in being Bruce and Yamlo
in this mode. You receive ten lives.

The scoring systemn on Bruce Lee
is as follows

|10 (o e e T P 125 pts
Chopping opponent 100 pts
Kickingopponent................. 15 pts
Entering new room.......... R 2,000pts
Knockingout Yamo............... 450 pts
Knockingout Ninja........... 200 pts
Destroying wizard......... ...3,000 pts

Landing on opponent 50 pts
Bonus life at 40,000 pts and others
every 30,000.

The game is set in ancient Japan on
Mount Fuji. As Bruce Lee, you must
penetrate the ewvil wizard's twenty
deadly caverns. These are filled with
traps. T'Sung Lin bushes, electrical
charges, flying monsters, pan lights
and poison spikes. You also have
Ninja and Yamo to contend with.

Yamo is very fat (ex-sumo wrest-
ler, probably). He chases Bruce Lee
around the screen and delivers fly-
ing kicks and karate punches You
will have to kick him three times or
punch him six imes to knock him out

Ninja, who 1s dressed in black, also
chases Bruce Lee around the screen.
But instead of kicking and punching,

he attacks Bruce Lee with a deadly
arsenal of weapons. To knock out
Ninja, you must punch him four times
or kick him twice.

You must also face the wizard. The
actual aim of the game is to kill him
and claim his enormous wealth

To get from room to room, you
must collect all the lanterns in each
room you enter. There are ninety
lanterns in the game. Each lantern 1s
worth 125 points

Before describing each room to
you, here's some advice about the
many dangers in Bruce Lee
T'Sung Lin bushes can be used io
your advantage as well as being the
source of your death.

These awesome things appear as
mere stems. But when you run over
them they grow quickly, killing any-
one on the stem or in a half
centimetre radius. But fear not: the
trees last for only half a second

There are no real techniques for
avolding the trees but there are some
helpful hints. If you are on one side of
the tree and Yamo or Ninja on the
other, don't try to kick them. Wait
until they run to you and the tree dis-
appears, then you may pass.

Also, as soon as you run across a
tree stem, never run back straight
away. Trees appear in rooms 9, 6, 11
12, 13, 14 and 15, Room 6 is probably
the most lethal.

Flying monsters are easy fo
dodge. They appear 1n rooms 7 and
18. Again, there are no special tactics

but as scon as they pass your feet,
jump or walk off the edge.

Flying electrical charges re
quire skill to dodge, especially the
double ones

These are the second most com
mon traps. You come across them
between the entrance hall and lost
caverns: rooms 4, 5, 6 and 8. There is
one foolproof way of mastering these
futuristic traps. As soon as they pass
your feet (or head), jump or drop
down. That's that!

Pan lights are the small dots
which crawl along the floor. It dep
ends in which scene you are, but on
the whole they are deadly.

These require more skill to dodge;
the best way is to develop jumping
patterns. The pan lights travel in
pairs along the dotted floor, occur
ring in rooms 6, 8, 16 and 18

White poison spikes are easy fo
dodge and kill you only if you make

| again. Quickly go to the top,

SPECIFICATION
Name: Bruce Lee

Supplier: US Gold
(Datasoft)

Price: £14.95 disc,
£9.95 cassette

Machine: Atari HCS +
k; Commodore 64
(joystick needed)

Rating: Value 4.5
Graphics 4.5
Sound 3
Gameplay 4.5

an out-and-out mistake or have a fit.

Lanterns are needed to get from
room to room. In room 5 touch the
lanterns only when they are white

Scene one. Collect the bottom
layer‘of lanterns quickly. Then chmb
a quarter of the way up the vine, and
wait for Ninja to appear. He will go
down and won't be able to chmb up
jump
down and collect the other two lan-
terns. Exit right to appear In the next
scene.

Scene two. You will appear in the
top or middle left, depending where
you entered from in scene one. Try to
appear in the muddle left as this iz
easier. Run across and grab the lamp
with a leap. Then run and le on to
the nght platiorm, collect that lan
tern, and descend.

Collect the two lamps on the right,
fun to the left. Kill Ninja and Yamo if
they are there. Collect those two
lamps and go to the top of the vine.
Climb the next one, then leap across
to exit

Scene three. You will start in the
left. Fall onto the platform and get to
the left edge. Then leap across,
grabbing the two lamps. Leap bac

K
onto the platform and go nght until
you reach the second platform. Grab
the two lamps, get to the right edge,
and leap to get to the right. Leap to
get that lantern

You will now fall - and Yamo and
Ninja will most probably be waiting
for you. So keep pulling down on the
joystick until you reach the ground.
You should be in a ducking position
when you get there. Get up - hope
fully unscathed - and collect the bot
torn row of lanterns whilst defending
yourself

Go to the vine, climb to the top,
and re-enter scene two. The door
right at the bottom should now be
open. Go through it

Scene four. You will this
scene by dropping in on it. Once you
land, quickly go to the right and col-
lect the lamp.

Beat up Ninja and Yamo, then col
lect the other lamp which 1s suspen-
ded over the gap. You can do this by
waiting until the beam just enters the
right side, and then leaping

enter
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When you land, go right and jump
onto the other ledge, at the same
time collecting the lamp. Wait on the
side with your foot over the edge.
When three quarters of the first
beam goes in, jump down

Go to the left lantern and wait un
derneath. When the second beam
has passed overhead, collect the
' 1d the one nearby. Now a
1e will have opened.
ect the rest of the lamps, and
yet another door will open. Go
through this

Scene five. You will drop in from
the top and fall to the ground. Quick
ly run across to the particle beam
and ascend. Go across to the right
platform, wait at the edge until the
lamp is white. Then leap acr and
get 1t, You will fall to the ground
nuckly cross to the beam again
1id. Get onto the left platform
and repeat the technique to get the
lamp

On reaching the ground, go to the
ladder and climb it. Stand on the side
of the wire. Wait until the beam at the
bottom crosses, then go down.

Scene six. You will again land from
the top. Go to the left, collect the
other four lamps, then the single
lamp

MNinja and Yamo will make this
scene a real pain for you. The door
on the right should have opened. Run
towards it; when you reach the sec
ond bush, leap over it and stand on

ROOM NO. YAMO NINJA

PAN-LIGHTS T'SUN-LIN  ELECTRIC
TREES

the edge. Make sure your foot is not
over — that will spell doom

When the beam reaches the right
side, leap 1nto the air over the gap
You should come down safely. Run
and collect the lamps. A door should
appear on the right-hand side - go
through it.

Scene seven. Cet o the edge of
the pl
monster enters the right-hand side.
Then try for a large leap. If all goes
well, you should land on a small

ledge. Give another large leap to the |

left, and get that lamp.

Go through the exit which has
appeared on the left. You should now
be back In room six, In
section.

Get to the edge of the pan-light
floor. As soon as a pan light appears
on the opposite side, run towards 1t
When 1it's near, jump over it, run for
two seconds, then jump again. Con
tinue doing this until the end

The lamps will be ready for col
lection. Get them, and run back into
scene seven using '.h[—.‘ sdalne '.H[.‘h
nigues.

Now go up the particle beam you
first met, to the point where you first
started. From here jump onto the
platform, again using the technique
for dodging the flying monster. From
here go onto the middle particle
beam. Go up this, and get the two
lamps

The door will open on the right

INFORMATION TABLE
FLYING

BEAMS TRAPS

the lower |

| hand side of the beam. As soon as
you have passed the white spikes on
the way down, push the joystick to
the right until you reach the platiorm
safely

Get to the right hand edge, leap to
the right, and get the lamp - another
exit will open on the right wall.

Scene eight. You will appear In
this room at the very bottom, near the
pan lights. Get to the very edge of
these — and as soon as one appears,
run with 1t until you reach the other
side. Note: there is no jumping

Quickly cross back to the other
side using the same method and re
turn to room seven. Climb the first
particle beam you come across, until
you reach the top. Then go back into
room eight

you are standing on, leap onto the zig-
zag particle beam and work your
way to the platform. Position yourself
so that the foot i1s just behind the
edge. As soon as the top beam enters
the right-hand side, leap on a ledge
Now get the lamp, which will open
the door

Leap back to the right ledge and
climb up the particle beam to the top
where the lantern is. This will change
the flow of the particle beam and
make it go down. Let yourself down
onto the platform, grab hold of the
right-hand side particle beam and
descend to get the other lamp. Go

ack up the beam, through the open
ing that has appeared.

Scene nine. As soon as you appear
in scene nine collect the bottom row
of two lamps. Then go to the extreme
left of the screen and up the vine onto
the second floor. First ime round,
Yamo and Ninja won't follow you up.

Collect all the lamps here - a door

LAMPS  OIL LAMPS DIFFICULTY
RATING

ONE

WO

THREE

FOUR .
FIVE .
SIX 5 [ .
SEVEN .
EIGHT 'l .

NINE .

TEN

ELEVEN [ . 0 .
TWELVE . .
THIRTEEN 0 . . .
FOURTEEN . . . .
FIFTEEN [ . . N
SIXTEEN *[x4)

SEVENTEEN . . -
EIGHIEEN . -

NINETEEN

L]
[FIREBALLS]

TWENTY

N | W) 2 W o e | ] = e =] | ) | o D ) a2 P P

KEY TO THE RATING

5=VERY DIFFICULT 4=DIFFICULT 3=MODERATE 2=EASY 1=VERY EASY 0=NO ACTION REQUIRED

38

TV GAMER NOVEMBER ‘84




_ opear at the extreme left. Go
hrough this |
Scene ten 1S

will re-enter sc
Scene eleven.

scene T-L VeIve

Scene twelve. Tl

Into =

Sal=1 rr 51
Scene tlurteen.
the castle ga

up the ore 4

gents

|f'| mb

across and grab the
This will make a
Partially climb

the gro Ll‘
Scene fuurteen. You 1
scene on T

lamp, t

; apinion
Scene mneteen I|'. this
there are four levels of pan || Th

0 f level, wait

a set ol

1 then leap

l=..'|:i got hr- ugl
Scene fit‘teen

second level, wait at

Scene sueteen Y
the top floor on th
the right and :.'u;it.

1e o1l lamp
Aappear
Go up to the middle | ] nb l-1|.,
screen; here will short leards room. This 1s surprising
b Im_l\ ladder. Chmb uf to | ly easy to do. When you appear, wait
oll | a half second or so, then run for your
It life to the other side of the room, and
t- | grab the lamp. This will destroy the
wizard. You can now go into the
treasure chamber and achieve im-
mortality and eternal wealth
and re- | « If you want to cheat, plug a joy
temple. stick into port two, put your foot on
|h—- .“I her two oll | the trigger button and keep it there
nto the f‘luf:l e | Yamo will now stay in one place and

|"|‘ i)

-

lamps the Yy are I’[—1||, ||"
ant. they wi ]Iw; en a hatcl

take the next

] .||Iz-=z—1

Scene eighteen. f"T : 1 t
P flo

'. 'ne" l:’:—ar_:

1e on the

M|T'|n

will keep on punching You have
only Nima to deal with. This wnll
make the game easier for you. [

Scene twentv one. This is
deadly room. You appear on fl

TV GAMER NOVEMBER ‘84 39




P o PN NG § A TN
sia7 - §) 2) OB 2 i i
% B N | _&fana by ?m?clilgn

{ ; YOUMERN JUST NO! ITSNOT7HAT, TELETRON.
TWO 1 MEANT JUSTTHE TWO OF US '
: USAGAINST :
T e suimepoeo | === "N AGsRs
puetlods ig A R FOR THE DEAD
militaryn undsel’v ' HEAOES|
58 memberso

: SINC.have 7 | 8%
'%E.lﬁst?t'c:blowni_;hcm* = T
Selves to kingdon 4j

 come .Now the TWO ¢
remainins HEROES

W afion...
e G N

OW'S 7HIS SOOND..7
" 4E WASAMAN WHO
ANEW THE MEANING
OF THEWPRD
H‘-’mg%oro i
7H
Bionosoa foon

“WHEN IT f
THECl JusT BELAX | ACT NATURALLY !
VEDEDA WERE FROMCHANNEL 48
HEDIED A CHANN
i AFILM ON YoU
SOMETHING AHiMON o0
HE'D BEEN fntl ki
SINCEHE
STRATED
PLAYING
OMPUTER

iy v
GAMES.! 4

AS You KNOW , THE PAC-MEN'S
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©ET DOWN TO BUSINESS . TVE
AN IDER HOWTO DEFEAT

THE PAC-MEN...
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PENGWYN
Machine: BECB

Supplier: Postern

Price: £6.95

Type of game: skill

The program loads in three parts
without trouble. Pressing any key
produces a screen partially filled
with blocks of ice, three of whichare
flashing. Pengwyn has three lives
anda Welshdaddy...ared
pengwyn!

The object of the game is for
Pengwyn to push the three randomly
placed flashing ice blocks into line.
He can melt his way through the rest
of the 1ce blocks (by pressing
RETURN), if they are causing an
obstruction. Or he can shift them into
anavailable space

Making this more than agentle
afternoon's work for our polar chum
are the nasties, friendly sort of
Pac-Men. Initially, two of them
advance on churpy little Pengwyn
who has two defences. These are
rather deft foot-work, and the more
extreme resort of pushing anice
block over the advancing nasty.

This latter action flattens them, and
gives him a breather to get on with
the work. But more nasties appear at
random locations to IVETC
Pengwyn. The number of nasties
INCreases ds you become more
proficient

Pengwynis moved by the usual
keys: Z,/ Xand:.

Thisis not my f

favourite type of
game, but [ found it quite a
challenge. My interest was ensured
by the fairly quick nature of the
game, and by the absolutely superb
3-Danimation of Pengwyn himself

He 15 fully defined, front, back and
sides, so that every movement he
makes appears true to life. His final
death throes are hilarious; the
programmer must be a western fan. [
use the male gender because no
self-respecting female Pengwyn
would ever give up the ghost with
her legs in the air quite like our little
lad.

Francis Duffin

Value 3.5
Graphicsd
Sound 3
Gameplay 4
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TV Gamer's review panel

takes an honest look at

the bewildering choice
of computer and

dedicated-machine

games flooding the
shops.
We recommend what to
buy - or avoid! Above

all, enjoy your game.

JUNGLE JIVE

Machine: BEC B, Electron
Supplier: Virgin Games

Price: £6.95

Type of game: skill

Walking through the jungle, you

suddenly realise that youaren't
alone. Looking around, you will see
that you are surrounded by blue
baboons, pink elephantsand red
rhinos (weird jungle).

The point of the game is to shoot all
the amimnals. But you must beware of
shooting the baboons. They must
survive, but they still cause as much
hassle asany other animal Youcan
travel only up and down the centre of
the screen, shooting to your leftand
right as yougo.

I found the Electron version almost

impossible to play, but the BEC
version is better. Thisisan original
game, but after a couple of plays
boredom settlesin. lf youare
thinking of buying this game for your
Electron, be warned. There are
better games around.

Chris Blatch
Electron BEC
Value: ] o
Craphics 3 2
Sound 2 3
Gameplay | 2
* % % % % Kk Kk
DEVILBIRD

Machine; CGL/Sord M5 (Basic | or 6)
Suppher: CCL Software

Price: £5.95

Type of game: sci-fi shoot 'emup
Devil Bird can be described only as
asimple adaptation of the arcade
game Phoenix. [wouldn't consider it
to be a translation,

One bird-shaped invader comes
down at a time for you to shoot with
your laser cannon, The reactions
from the keyboard to your laser are
quick. Butit'snot easy to dodge the
invaders' fire, because it's so fast.
After a while, you can learn to watch
out for their fire and it's no longera
problem.

The graphics are quite
acceptable, and the invadersare
rather good. But your cannon isjusta
pyramid shape

The overall concept is good.
Unfortunately, with invaders coming
down one at a time, 1t becomes too
easy after a while

Dewvil Bird isa nice game to play,
and [ expect some people will geta
lot of enjoyment fromit. It's not my
cup of tea, but if you like shoot'em
ups, this one may be for you

Paul Bessant

Value 3
Graphics 3
Sound 2
Gameplay 4
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fruit, see-saws and the ever-present
Mr Men who always try their best to
hinder you from your task. Contact
with any of these hazards has you
shooting about all over the screen,
and losing one of your three lives. But
you get an extra life at 1,000 points.

The graphicsare superb, and
portray the Mr Men just asthey
appear in the TV sernes. Colour has
been used extensively and givesa
great effect to the 3D and 2D screens.
Animation is smooth and flicker free,
just like cartoons.

There are also some nice
humorous touches. For instance, if
you go near Mr Lazy when he's

are ten levels, each level bringing
added hazards and faster play

The graphics are beautifully
detailed and the sound 1s also good
The gameplay 1s hectic, especially in
the later stages. There are a few ‘safe’
spots, and cnce these are found
things get a lot easier.

Overall, Potty Pigeonisan
excellent, addictive game that
should keep you amused for many
nours.

Michael Boyce

Value 4
Graphics4.5
Sound 4

| Gameplay4.5

asleep he'll get up with a rather |
annoyed look. If you leave himalone,
he'll go back to sleepagain.

Sound 15 a bit scarce apart froma
nifty httle tune that introduces every
game

[ know many battle-hardened
games players might say that it looks
simple, and 1s only kid's stuff. But,
believe me, from the second level
onwards the action really starts to hot
up. It's so tough that a separate
seven-level practice program has
also been included for kad brother or
incuisitive parent.

Congratulahons to H&H Software
and Mirrorsoft for providing a game
that 1s fun, addictive and should
appeal to every member of the
family.

HI BOUNCER!
Machine: BBC B (joystick aptional)
Supplier: Mirrorsoft
Price: £6.95
Type of game: skill
['ve played very few original games
since | bought my Beeb, but Hi
Bouncer! 1s likely to change all that.
Like Mirrorsoft's previous hit, Caesar
the Cat, thisone 1s totally original and
addictive, possessing all the speed
and excitement of an arcade game.
Setin the land of the Mr Men, you
play the part of Roger Hargreave's
character, Mr Bounce. Histaskisto
leap around town helping all his
|| inends. There are four different
screens, each with eight levels of
; play. They increase in difficulty and
require different tactical approaches
to successfully complete them
Screen one features Mr Tall who
can't reach hisgloves and scarf. Help
Mr Bounce catch them by landingon
: them feet first,
F" Screen two shows Mr Lazy who's
too idle to finish building his house. If
you can land Mr Bounce feet firston
- the see-saw, you'll scon get things
! MovIng.
Screen three has Mr Bump who's
_ too bruised to knock any more fruit
K off the trees. Help Mr Bounce jump
up and catch the fruit - and I do mean
catch. You've never seen fruit move
like this before. Every time you think
you've caught some, 1t moves offto
another part of the tree
Screen four isa sunny day. Infact,
it's so hot that poor old Mr Snow 1s
melting. Help Mr Bounce reach

Waseem Asghar

% Kk Kk ok Kk kX

FLAK

Machine: Commodore 64

Supplier: Funsoft

Price £14.95 disc, £9.95 cassette
| Typeofgame; shoot emup
Prepare for battle, make sure your
trigger finger isin condition,
refreshment close at hand, anda
dependable alarm clock and two
matchsticks for the morning after
staying up most of the might
attempting to reach the penultimate
phase of Flak. Anachievement
which | have failed to do despite
many late night sorhies with the
enemy.

The idea of flying an aircraft over
enemy terrtory, avoiding the flak
and bombing the bunkers is far from
original. But thisis by far the best
version I've seen

Choose levels and take off. The
terrain looks a bit one-dimensional
but this is soon forgotten asthe
ultra-smooth scrolling and fast action
commences

A truly addictive game with the
added incentive of the high-score
table being updated on disk.

T T PTEA i =

Value 4.5
Graphics4
Sound 2.5
Gameplay 4

WKW WWWWW

POTTY PIGEON

Machine: Commodore 64

Suppliers: Gremlin Graphics

Price: £7.95

Type of game; skill

Fotty Pigeon is the latest piece of
software from Tony Crowther and, as
usual, 1t's superb.

The aim of the game 15 to fly Percy
the pigeon over a beautifully
scrolling landscape, six screens
wide, collecting twigs for his nest.
These twigs are situated in the
middle of the road, and must be
collected quickly — whilst avoiding
carsthat move in both directions

With a twig safely in his beak,
Percy must take 1t back to hisnest-
taking care not to collide with the
homing pigecns. If he hitsone, he
loses his prize.

Contact with the cats or any other
hazard means the loss of one of his
three lives — an extra life 1sawarded
at 10,000 points.

e e

—

those clouds so he can shield Mr The hazards include planes, cats, JP Thompson
Snow from the heat. weasels and balloons. Bonus points Value 4

Of course, ina game as good as can be obtained by eating Graphics 3
this, there are hazards to avoid butterflies, or blowing up the cars by Sound 3

These include birds, puddles, falling realising an exploded egg. There Gameplay 4
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BLUE THUNDER

Machine: Comrmodore 64 (joystick
optional)

Supplier: Richard Wilcox Software

Price: £6.95

Type of game: combat/skll

In Blue Thunder (your mission

codename), youare pilotinga

helicopter through a variety of perils.

Itis, as ever, a scoring game,

beginning in Falcon Patrol style with

the helicopter being fuelled. In this

case, It fuelsaboard a sea vessel

Three livesare allowed.

After turbo-loading, the game
scrolls from left to right. Hoveringis
achieved by swivelling your craft
around to face the front. Speed is
increased by briefly pressing the
direction controller in the direction
of motion

The first peril is the clouds. But
these are no ordinary clouds. Youare
in the midst of an electronic storm-
so steer clear! Also avoid diving
down into the sea.

Having escaped surface-to-air
missiles and armoured ships, you
must negotiate the defensive screen
which protects a remote island.
There your comrades are being held
captive. The screenisin the formofa
vertically oscillating cbject which
you blast with your lasers. This done,
proceed to the island —-where a
nuclear reactor looms ominously
beside your companions' place of
imprisonment,

Asasecond shield prevents your
safe passage, youmust destroy the
reactor shield (yes, another shield!),
and enter the reactor room with
appropriate timing to avoid the
periodic fire from a short-range
lethal cannon. Thendropa bombon
the nuclear pile to blow itup.

The way is clear, so you fly over
the reactor and gently lower your
'copter onto a landing pad. By this
time, tiny white men have begun
filing into your craft. Precisely how
many you can pick up 1sdetermined
by the time delay before a rapidly

GARE
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expanding balloon appears. It will
drop a bomb directly overhead. If
youare hit, a life is lost. Points
corresponding to the number of men
rescued are awarded

Now the screen automatically
changes its direction of pixel
scrolling. You must return to base to
safely deposit your comrades, no
more than sixteen of whom can
simultaneously occupy the
helicopter. The previous hazardsare
now re-encountered inreverse
order. But youno longer get points
for destroying armoured barrage
balloons.

If your fuel supply becomes
severely depleted, a warning sirenis
sounded. Automatic refuelling takes
place on dehvery of passengers.
Incidentally, the stockpile of bombs
and laser blasts is unlimited. You
have completed mission one, and
must now begin the next.

Though its purpose 1s the same as
before, the perils, speed and
frequency of missiles have
increased. Youmust dodge waves of

" jet fighters. The surest way isto drop

down to just above sea level Also,
there isa new varlety of
ground-based missiles to be
avolded. These cannot be destroyed.

Submarines now also appear. If
you can bomb them quickly, well
and good. If, as 1smore hikely, you
don't, one of them unleashes an

| airborne homing device at you

Either you destroy it, or vice versa.

In successive missions, the
general speed and number of foes
increase. If you wish, you may begin
the game by pre-selecting your own
choice of mission: one to four.
Mission five may be accessed only
by completing mission four.

Blue Thunder is quite a nice game
which makes good use of sound,
particularly the helicopter's rotor
blades. But it does not fully realise
the graphics capabilities of this
computer. Nevertheless, it doesload
very quickly and isa good buy.
Recommended

Farooq Agha
Value 4
Graphics 3
Sound 3
Gameplay 4.5

REVIEWS

DARE-DEVIL DENNISII

Machine: Commodore 64 (+ joystick)
Supplier: Visions (Software Factory)
Price: £7.95

Type of game: skill

Poor Dennis! He has been fired from
the BBC. And his Oscar, whichhe
won for being the worst stuntman on
TV, has been stolen by his cousin,
Decidedly Daft Douglas.

Dennis then receives a letter
saying that, if he wants to see his
Oscar again, he must meet his cousin
in the Commodore 64,

Dennis obeys. But he must crossa
field of flowers and floating balloons
before reaching his destination. He
has to jump up to pop the balloons
and avoid crushing the flowers.

Reaching the rendezvous, Dennis
finds that Douglas has built a film set
with old co-stars. He hasalso
smashed the Oscar, fixing the pieces

to balloons which scatter them
| around the scenes. On his
motorcycle, Dennis must avoid
various objects as he collectsthe
pieces of Oscar to put them back
together again

Added to the objects to be
avoided is the hazard that these
objects, and the pieces of Oscar, are
placed on scaffolding. The various
levels are reached by Dennis
performing stunts on his motorcycle.
Six levels of skill and many levels of
difficulty are available,

There are some excellent
| graphics, with an ample supply of
good sound effects. Anoriginal death
sequence and catchy tunes
accompany this program. The game
isgood, but I did not find it addictive.
I believe it might be more enjoyable
for children under eleven years.

This game is totally controlled by a
Jjoystick in part two.

Deborah Lander

Value 2.5
Graphics 4.5
Sound 3
Gameplay 2.5




GEMS OF STRADUS
Machine: Amstrad CPC464
Supplier: Kuma Computers
Price: £7.95

Type of game: graphic adventure
venture from
Kuma Computers. You must r.':-xp':]:urr.- |

Thisisa 3D graphica

St rddLa hom uf-[r"

:’:'.m.o e“.
Commands are
PICK UP, ]'JR soon be.
GAMES
HEGAme Amstrad
itself & Atori
The screenis split into three BBC
sections: one part for viewing EGL d
another for information, and the third st et
for your response: Dragon
QAone, .-\-II 13 "I_]‘f" —"J EJEC'I‘QF’I
SiEeg Spectrum
Vic20
'._.[-I a]" "Sar‘iJ bjectsto

[ZCLI’I cular pro blr TS t'n"

\_,[ mpi
mo

I=.H-|1 Vll"m
Iliked tf

1is adv

What doesittaketo
be a computer video
and games reviewer?

If youlook behind
the scenes at some of
TV Gamer’s panel,
you'lldiscover that
only one thingis
commontothemall: a
devotionto games.

If you wantto know
more, every month
we’llintroduce you to

the members of TV
Gamer'sreview
panel—-thereare
seventyinall.

Faroog Agha

Age: 17

Hobbies: computer programming,
air rifle shooting, driving, playing
chess, DIY improvements, making
pencil portraits and maintaining
an extensive video library

Pet like: making it a point to eat
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stobliging in their r~~
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To make things easier for our
readers, below is a list of the pages
onwhich you will find reviews for
your machine. BUT NOTE: most
games are being converted to run

[ on p0pulcrmuc?linas. Keepall TVG
| reviews evenifthe game is not for

| yourmachine—it's likely it may
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Graham Cook

Age: 28
Hobbies: writing, reading/
watching science fiction, any type

of game (especiclly computer
strategy gomes), my catl, classical
music

Pet like: my wife, my computer, my
games, my cat and food — not nec-
essarily in that order!

Pet hate: women who clear their
handbogs out ot 2 am and £40
programs which don't load

Best game: Wizard of Wor
(Roklan) closely followed by Ul-
tima Il {Ongin Systems) — at h:sl
solved!

Worst game: Hellcat Ace [Mu:ra—
pose) and Aftack of the Mutant
Camels (Llamasoft)

chinese food whenever I'm abroad
Pet hate: pecple who regard
themselves as an authority on sub-
jects they have only just become
interested in

Best game: Donkey Kong

Woaorst game: Star Strike (Intellivi-
sion)

Stuart Croot

Age: 14

Hobbies: playing tennis and com-
putin

Pet |ifes: tennis and football

Pet hate: soap operos

Best game: MACH. 3

Worst game: Asteroids

Steve Wetherill
Age: 21
Hobbies: music, fantasy books

(Tolkien, etc), electronics.

Pet like: Foster's loger

Pet hate: gefting up

Best game: Lunar Jet Man.
Worst game: Arcadia (Imagine)

Karl Flower

Age: 12

Hebbies: swimming, reading and
Dungeons and Dragons

Pet like: computing

Pet hote: my two elder sisters

Best game: Overdrive

Worst game: Johnny Reb

S Roberts, 25

Hobbies: computer gomes, half-
marathons, tennis, swimming

Pet like: computers

Pet hate: half-
marathons
Best gome: Hunchback

Worst: Revenge of Mutant Comels

training  for
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AVITAL PIECE OF SOFTWARE

A RUBBER KEYBOARD.

The flat keyboard of the Atari 400
Isn't very satisfactory to use.

It simply doesn't put you in touch
with the computer in the same way as
a push button one.

Our keyboard fits snugly over your
present Atari 400 keyboard and does
exactly the same job.

Only it does it better.

It makes programming and game
playing so much easier because you

know instantly which keys you've
depressed.

And by raising the keys It raises
the standard of your machine.

To set it up all you have to do Is to
peel off the adhesive backing and stick
it on top of your existing keyboard.

And we're sticking a price on it of
only £14.95.

So, whichever way you look at it, it's
a keyboard that really stands out.

Filesixty Ltd., 25 Chippenham Mews, London WS 2AN, England. Tel: 01-289 3059.

(qty) Keyboards at £14.95 each (including VAT and P&P).

Please send

—_— —— s — e e e — — —— —— —— — — — — —

Enclosed is my chequefF’O made payable to Fi Iesm’[y Ltd P!ease charge myA Access BN |

Account

Name

Address
Telepho ne

I‘IIIIHHIIM
i

mummul |
W

)

Post to: Filesixty Ltd., 25 Chippenham Mews, Londo
Trade enquiries welco

III.. |

! L | | Total&
Expiry date
ignature g
£ S AF TN
- =E F T
=SEF= = =
n 92AN England.Tel: 01-289 3059.
co



HOLDFAST

Machine: Amstrad CPC464
Supplier: Kuma Computers
P!’L-..[:‘ £7.95

Type of Game: strateqgy

This new game from Kumaisa "t
game. You are the leader of the
rebellious village of Holdfast, a part
of Dictatoria. You must carr palgnto

Iain

raise encugh support to force the
government of Dictatona to give into
build a new

your demands — namely
school and f‘l"’ll""
‘fou have ‘Jr

non cc.roj:.r«m |:‘-n. u.u-' civil
disobedience, Or, of course, you
could take no action atall

During the course of the game
newsflashes and bulletinsare

yed on the screen, teleprinter
. Youalsc rmation

ph]]"c;“p hical ’uo es from Mah
\_mnrih

The villagers give up when their
[:1e.erm1n¢,.1o.1 is low. But if you carry
outa good campaign you can defeat
the government. It took me two
whole days of trying to get the
government to listen to reason. Only
after an epi twenty-one
weeks did it finall (e,

This game is all text, and I noticed
afew flips of sound here and there. |
also noticed some mistakes in the
game ] | t

Andrew Marshall

Crag \h s N/A
Sound ]

Gameplay 2

* ok ok ok ok ok Kk

FLIP ANDFLOP
Machine: Co m m-‘i vu'{,1
Price; Cas
Type of game
You'll fhip for I"r'. .
ﬂ D ll'”r‘ﬁu*nl red of
and O*bert '-“Ln sarestt
ur h "IL.r1[ this. Yourg
s, | ||r‘ |J"‘L

[tk fTCl[T“<I"—-ri| |r1
; > all the characters,
apart from the net. You have
Irnr V- 41\& S”Ir en “Tu:f ntend wit

o

Playing Flip is
1s hard. After Flip's ¢ vreen. itis
Mitch's turn. This has the same maze
But now you're upside down andit's
hard to figure out how to move

After the first two screens, more
problems appear. Notonly are the

gy, but Mitch

TWVIZARMED MMWEAARED 'Q 4

mazes more difficult, a zoo keeperis
after Flip and a net is after Mitch. The
only way to stop them is by dodging
or trapping themon st uqsqu g,

Idon't know whether O*bert I'~
any variation of its pyramid maze. In
my opinion, Flipand Flop is more
fun

Mohammed Azhar |

Value 3
Graphics 3
Sound 3
Gameplay 4

i v

ASTRO CHASE
1e: Commodore 64 (requires

E r'.i'lf' na mu
| colour line (

Americar
game belo

l[.l('

anastro
marchesover to the launch-pad
There, he 15 beamed le“lm
':-] aceCr: ‘“ r]n'j I”“‘ C 1L
The ship hasbeent mnf‘po
| he imm ed]d tes

its inhabitants
Asvyoup

ue, relentlessly

our beloved planet, you
at you are runmnin

315 due to firr 10

1, and other

oits, After

;-:L nto

protecting y

TC o areb
I r.d ready for

game with excell
mrJ—":rl', sound

C :.r£—=r-.,r
a good challenge

a qm
anyb

David Maher

"alue 4
sraphics 4
sound 4.5
Gameplay 4
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RAPIER PUNCH
fachine: Vic 20 (+ 10y

Supplier: Commoc

ce £4.93

Type of game: adventure shoot
'emup

In Rapier Punch, y

you have sword,

J?lu‘.‘JIe oft ru— Io0
21rd sh
B rrle'at 0¢

\TOWH onto hlwl—'éc}\'
fflashing
1ed six foot

treated

and bur
to show where he too

khisl

Dramatic stuff
It's now time to st
kniaght, and hav

12711 ¢
[reasure c n
well deserved sumo

plusa
'\"-.'

Ve ever neara

- ""“ nose f 1ITIOL
arap

3.5K che:
used. And for once the sound is
m:-:hh*l»;: ('"h:hr ouc 'r'mau 1tothe
of the.game. On ﬂmn |l 1e

you to car

a3 tly th
and ‘-\Ig “ ]C \rel
Allinall, ts1s a very gc

and one that [ would defim

recommend

Lee Mallinder
Value 3.5
,.;Tc-.f,JhIl,E_w 3'—3
Sound 3
Gameplay 4




GRABIT

Machine: Commodore 64 (+ joystick)
Suppler. Voyager

Price: £6.50

Type of game: skill

After having waited eagerly to see
this game, I must confess to being
rather disappeinted

Graphics and sound are quite
pleasing, but thisis a very hard and
infuriating game to play. Itis turbo
loading, requiresajoystickand hasa
two-player option. There are six
screens to choose from, going
automatically to the next screen if
successful.

You contrel an alien who must
collect eight items embedded ina
wall at the bottom of the screen. He
does this by sliding over them to pick
them up, and then returning them to
his space ship at the top of the screen

There is nothing to shoot at. Buton
screen one youmust avoid, atall

? low balloon that bounces

a Il blow youup ifit
touches you.

The procedure is the same for
screen two, But now you have the
balloon and a bird to dodge

Screen three has the balloon, the
bird and a kite. Now 1t startstoget
difficult.

ach screen has an extra object to
dodge. Screen six is virtually
impossible. It has two balloons, two
birds, the kite, and an Evil Edna-type
TV set

Pressing the fire button slows
things down considerably, allowing
you to change direction to avoidall
these manic objects. But the three
lives given are soon lost.

On the whole, I found Grab It
boring, 1 got fed up being killed by
balloonsand kites

Emma Brown

Value 2

INSECTAMANIA/PLANET ZEUS
achine ‘\. 20 (+ BK, opticnal

~f two games on one tape 1s
more popular

The first game on this tape1s
Insectamania
The idea is tojourney to the rightto
collect a powerful laser and, enthe

ey, you try to shoot as many

s possible to gain high

Asthe insects descend, you rmust
shoot them. Otherwise they will
gradually eat your civilisation,
represented by men at the bottom of
the screen. Before eating your
cwvilisation, the insects leave trapson

48

(slow-fast) and a generous five lives,

| Zeus. Again, as seems common with

| versionof

the ground which you cannot pass.
The game ends in three ways: your
civilisation is destroyed, you run out
of lives or you return to base without
the laser.
Insectamania is an excellentgame
which includes three skill levels

The graphics are quite good, but
nothing special. The sound 1s good
and varied and the range of colours
iscleverly used.

The second game is called Planet

Enigma, the instructions are colourful
and clear. But, although the first
game is original, this is ajazzed-up
Space [nvaders

It has to be said that, injazzing it
up, a great effort has been made.
There are more bases to hide
behind, which disintegrate very
quickly. Included is the familiar
space ship moving across the top.
When this is hit, instead of being
destroyed, the back flares and the
craft speedsup.

Another added feature 1sthe
ability of the aliens to hide in the dark
zone. This improves the game so 1t1s
not as tedious as Space Invaders.

The sound and graphics are good,
but I preferred insectamania. A
good feature 1n both gamesisan
excellentidea - a button to reset the
gh score which can be very useful
at times. Both gamesrepresenta
worthwhile buy.

hi

Miles Opie
Value 3.5
Graphics 3
Sound 3
Gameplay 4 (Insectamania)
3 (Planet Zeus)

il < A = i o

SUBMARINE COMMANDER
Machine: 16K Vic-20, Atari
Supplier: Thorn EMI

Price: £5.95

Type of game: skill

There aren't many submarine
simulations around for the Vic-20.
Thisone, as well as being rare, is
very good. The instructions for the
game are very clear and easy to

understand. Theyare printed inthe
formof a booklet.

REVIEWS

In play youare given a choice of
nine skill levels. The number of
enemy convoys increase as a higher
skill level is chosen.

Movements can be controlled by
the keyboard or by a combination of
joystick and keyboard. Many keys
are used to control the sub. So, if you
do not have a joystick for movement,
youmay find the arrangements
fiddly.

The game has three modes
periscope, map and sonar

Periscope mode enables youto
view the sea in front of you. Thiscan
beseenonly atadepthof thirty
metresorunder.

Map mode enables you to see the
Mediterranean around your sub.
Your vessel isshown as a blinking
dot and the enemy as normal dots.
The map i$ superbly drawn, with
every détail included.

Sonar mode 1s the sound system
which shows your sub as a dot inthe
centre of the circular screen, and the
enmy as white blips. When the blips
are above the cross hair, they arein
range.

Also included in the featuresisa
range indicator. This shows the
distance from the bottom of your sub

othe sea bed. When youapproacha
coastline, the sea bed looms into
view, and some clever steering1s
needed to avoid the rocks.

Speed 1s controlled by the
numerical keys 1 to 9, and quite mgh
speeds can be reached. Be warned,
though. High speeds can sometimes
wreck your sub, because slowing
down and turning round take along
time.

It's because of this turning
problem that the enemy can havea
field day attacking your craft. One
strategy is to dive to a depth of fifty or
sixty metres when depth chargesare
being dropped. Once thisisdone,
the ballast tanks can be blown
These cause the sub torise to the
surface, and the attack should be
over.

The enemy is composed of three
different types of vessel: tankers
patrol boats and destroyers. Allare
worth various amounts of tonnage
when sunk. When the game ends,
you are given a rating which starts at
bilge pumper. The highest rating 1

| gotwas petty officer.

Iwould rate the game asaclassic
It is simply brilliant. Every feature of
the expanded Vic has beenused.

Jason Habgood

Value 4.5
Graphics 4.5
Sound 4
Gameplay 4.5

The axeing of the Vic 20 means
fewer reviews as less games are
produced for it. So this issue looks
ot the newest and most popular.
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| VEE HAV VAR TOMAKE, |
' YOU Illgﬂgpﬂéﬁﬁmmumeymnmm

with a humble Spectrum, what kind of games can
we expect for the QL coMPUTER CHOICE

A graphic adventure. Pick your force to locate,
photograph, penetrate and eventually destroy
Hitler's secret germ warfare establishment.
JONNNY REB
DRAGON/TANDY 32K, COMMODORE 64K,
MEMOTECH MTX 500/512 £6.95

) : - ALSO FOR SPECTRUM £5.50, ELECTRON/

BBC B, ORIC/ATMOS £6.95

b LOTHLORIEN 3 “Imﬂdquneusitygetaddicted very user
3 friendly.. . good value for money” ELEGTRON USER

There's still plenty of fight left in the Confederate
South as each side selects forces to do battleona
full graphics battlefield. One or two players.

PlaTHIS
FOR ATMOS

CONFRONTATION: SCENARIOS VOL 1

SPECTRUM £5.95

For use with the Master CONFRONTATION program,

this add-on pack gives you four scenarios set im -
-~ actual 20th Gentury Gonflicts; Afghanistan, Angola,

a& W e ?&a& and Kent following the German Invasian in

3 ght in a time-warp, Charlie
Is trapped in'a sealed -
warehouse, Avoiding the
?tms and ferocious guards
builds a time deor to
gscape to the next
warehouse. 2 screens, 16
icreasingly difficult levels.
Sound and smooth
machine-code graphics.

SPOOKY MANSION .

ATMOS/ORIC 48K £6.95

Attacked by bats, nasties and

everything that moves, intrepid ~ DIGGER

explorer Hugo First fights his ATMOS/ORIC 48K £6.95

way through the spooky Monsters.in the mineworkings

mansion collecting weapons, . try to stop you taking your gold

wakens Dracula and condemns - to the Bank. Clear the screen

him to a fiery hell. Great effects . and they re-emerge with new

and sound;good machine-code  recruits (up to 60!) and the

graphics. 10 Tevels. 3 Lhra; game speeds Up. 4 Tives. Great

7 screens. . sound and graphics.

i Offer Look out for the cauponed packs - shops and:mail order. Buy 3 special offer

games (see asterisks). Gollect 3 coupons and return to us for a free Lothionen game of your choice.
See pack for details. Offer applies to UK and Eire'only. Closing date 30th November 1984,

r-—-—-——.——-——--.——_—-.———-——n
Pi

sase send me (tick box) the fnllomnu qamu, ; } % ._.1, ZXB116K-

| F o . # 55 s Micromouse  £5.95
INTD' 3 gkt *0C co RE 64
HYPERBLASTER - M wﬁ%ﬂs i
REALM OF THE UNDEAD SPECTRUM £5.95 Sers - Mio 595 [
SPECTRUM £5.95 You are commanding a v AT "“‘é‘

Can youfight off the Vaiipites  prototype Spacecraft on a test

fo reach the subterranean flight when you are attacked by

dungeons of Dracula’s Castle,  an Alien force. Dare you test

where you release the wllagers your Hyperblast and plunge into

| and Dracula, who must be Hyperspace? Fast action. 100%
 lured to his coffin for the final~ machine-code, 15 screens.

‘ | chill? 3 screens. Keyboard manoeuverability.

l You'll find the-full renge of Lothiorian
MTIONMASTER, WARMASTER et serected | gl (setected
and ADNENTUREMASTER games mih outlets) outets)

§eading record shops efd good- ¢ L LEE
SE00 makro. .

galtwgse shiops. Selectadtitles mﬂ‘»ml
H.s ¢ (selected.  LIGHTNING
L] oullets) Dealers

aaiiabhe from selected ouels u1‘ P——
For a complete list of Lothiorien Games send for a FREE colour cér.al-:)gu& Fill-in the coupon today.
JMC Lothlorien, 56a Park Lane, Poyolion, Stockport, CHeshire. SK12 1RE. Tel: Poynion (B625) 876642

wd
,.M-' Bvad[am Blaster {16/

o
i,

y Bectlemania {16/
sml! me g free colour Cataligl &
jns special uﬂerwupun

iw 4 cheque/PD. made p:

"G ion - Scenariog Woll e —— RyX igger
. MLWN?M&% n'linjbe can&fg




FACTORY BREAKOUT
Machine : Spectrum 48K (+ Jc
bupr*]u—rr Foppy Soft
Price £5.50
Type of game: sk 1|l

The robot fac
has been takenc
monsters, They ]
factory's self-destr SITL.
The only robot left alive 1s Zirky. Can
T'rul'u—’]j.]hn‘l to evade the monsters
and bre ~<f\11 of the factory? reads
the scenario. The answer to that
question, for me at least, 1Isno

Factory Breakout 15 by arel:
unknown software con 1p51-.- But with
games like this, It wen't be unknown
for long

Zirky 1s the very I;rrﬁ.-':tdr:‘s:m";
?um ium Mr [ Rebot. The idea of

» game 1s to hatch h]n out of his
gg capsule, and take him down the
five floors of the building. Each floor
]'lti: WO SCIee 4

First is the rejection line, where
lasers come down from special laser
turretson the roof. On later floorsthe
lasers move faster and t hrt: nveyor
belt randomly moves either way But
he can't hang about, because a killer
canary is slowly floating up

The second screen is the hift room

48K ZX SPECTRUM

ystick)

itively

with a lift on either side. Zirky must
be sucked up the lift - and can exit at
any opening on the way up. To
complete the screen ?lrky must
travel through the many doors,
changing their colours, until they
disappear. On this screen the aliens
appear. They destroy Zirky if they
touch lum, which is quite hikely as
they home in on him.

Luckily for Zirky there are four
flashing force fields on the screen -
which act asthe power pillsdoin

50

| startofeachgame, y

They give him a brief
destron y the monsters. If
yougetan

you complete the screen, ¥
extra life
Youcanstartata

n ~,= level. Atthe
oumust defend
Zirky while he 1s mtf‘h Ing from seven
laser turrets. Youcircle witha
short-range laser. Starting on higher
levels makes the lasers travel f“L._;I;‘l
To finish the game, you must finist
the last level - Epsilon - and get into
the next screen, whi }

The graphics are well-defined and
fantastically smooth moving, possibly
the smoothest moving [ have seen on
the Spectrurn. They are pe
equalled only by Fantasy's
Pyramid and Doomsday Castle

The sound in the game 15 not
continuous, but what sound there isis
areat. The game makes superb use
of colour and it isapplied effectively.
The game 1s simple, and this willadd

to its lasting appeal. The main part of
the game is the lift room. The
hatching and rejection line screens

prevent the game
monotonous

[ enjoyed playing the game very
much. Itis very addictive, and [ think
it is well worth buying just for the
smooth graphics. What can [ say? Just
sheer brilliance!

from becoming

Anthony Ackroyd
‘»'Hlut—“i 5
Graph
Sound 4.5
Gameplay 4.5

Lah 2 4 g g g ¢

BOMBER MISSION

Machine Vic-20 (16K expanded)
Supplier E,on imodore

Price £5.95

Type of game: s
Thisgameisaco

4

o

all

mbination of a flight

REVIEWS

oncept: you must
getand also cho vhicl
weapons can destro Inplay, you
are given an explanation of the
scenario and the performance data
of the aircraft.

You must take off in a certain time,
or your plane will be blitzed

When you are in the air, enemy

planes fire at you and bullet holes

Spr ; the screen. lf youare
lucky, yc -u will escape with a fire. If
not-it's free-fall time.

The only problem with the display
is that you do not see anything
outside your window apart from the
planes. They can be shot down but
this takes five hL[E When you shoot
an aircraft do _

Asyoua proqch .h!—.‘[ut’-:__]l?:'. you
are attacked considerably and fu
rapidly used up. When you attack t
target you are told what I_cip].JL')_'led.
Then you turn for home — providing
there 1s ample time and fuel. Thereis
a time limit of one to ten minutes.

I would rate the game as being
above average, and it provides
plenty of excitement. Your grandad
may wantago, asitrelivesallthe
excitement of a World War Il
dogfight.

Jason Habgood
Value 4
Graphics 3.5
Sound 3.5
Gameplay 4
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ROAD ROLLER
Machine: Commodore 64
Supplier; Knight Software
Price: N/A The game startso
Type of game: maze/skill nice hi-res picture
In this game you control a small paint h

roller whose job it 1s to paint the

roads purple - of all colours! Sounds

2t
L

Nell, it's not

youmay buy food, morta

Aswell as guiding the roller points, weapons, and tre
around blocks (they're supposed to Anditishere that youare setona
be builldings), you're constantly guest by the king. It 1s these pursuits

chased by ghouls. These closely which will eventually lead you to the

resemble the Pac-Man ghosts. resting place of the sunken city and

These can be overcome by

painting the end of a rallway bridge
|
|
|
|

e

in the centre of the screen. Thisturns
the ghouls blue. They canbe
| sguashed by quickly moving over
them with your roller.
Later levels bring more ghouls
STAR BASE and a rat who leaves muddy little

sl T3
Machine: Vic20 footprints all over your painted road
supplier: Commodore This means you have to re-paint it

ETI'?:-“- £4.99 A small black car also joinsin, to
I'ype of game: shoot ‘emup | messup theroad. But both the car
Another shoot-the-in T game, but | and the rat can be simply squashed

withan extraideath 1in. Intis by the roller, and will not be able to
game, you've got to save the planet kil yvou.
XA2fromalarge number of | Thegraphicson thisgame are

] terrible, and the sound 1s pretty
; me starts, youre These two elements help make a
positioned in the middle of the borindg game very boring
screen. You see the scenario through AT : Gary Anderson
hairs ofa gun. To destroy 1
s, move the crossover the
aliens, and they explode. That
sounds easy, but be warned. It'sthe
hardest thing in the game to do
When the aliens first arrive,
they're tiny little dots, which grow to
be scientist-stealing aliens. If you
don't want to lose quickly, race
around the planet destroying the tiny
dots, which isimpossible y
When the game starts, you have
sixteen scientisis. These appear at
the bottom of the screen, running
from one side to the other, Ifthe
alienstake up all your scientists, the
game isover. Butif you destroyall
the aliens, and still have scientists
left, you get bonus points
Atthe top of the screen, you've got
the radar. Thisshows you how many
aliens there are around the planet—
the planet is split up into four: N, S, E,
W. The radar shows how many
scientists you have left ineach
sector, as well
This game also has music. When |
first heard this music, it sounded
famniliar. The tune kept coming back * % % % % % X
from DON’'T MISS NEXT

scientist-steali
Whentheg

the wheel oftime

Comparisons with the Kingc
Darkness are inevitable because
they are nilar. But whereasthe
former w

re, the latter 15 boring. [ needec
only two hours to complete it. It might
hold some people's attention for
some hime. But if you're a seasoned

| adventurer, or even a plain mediocre
one, then avoid this like the plague.
Andy Jones

50l

Value 2
Graphics 3
| Sound 1

| Gameplay 2

to me, then I found out it w
Indiana Jones. SUNKENCITY

Apart from the great music, the Machine: Dragon 32 MONTH'S ISSUE,
graphics are good. The game itselfis Supplier: Slik Software IT’S FUL
-[:-nd Defender. An excellent, but Type of Game:; graphic adventure u LOF HINTS

10ss between Missile Command Price: &
very hard game. If you liked Wintersoft's Ring of ON WHAT To ASK
David Cook | Darkness, then the chancesare that
Craphics 4 youmight enjoy this. Instead of SANTA TO' BR'NG
Sound 3 finding a ring this time, you have to . /
Value 3 discover the whereabouts of the lost YOUI
Gameplay 4 sunken city. Here the fabled wheel of

TV GAMER NOVEMBER "84 51




CEmOR

mpire Deathstar, can you penétrate its
re it destroys you?

2 you 12 screens of 3D graphics, supes
Aple sound effects, music, 4 skill levels
ultimate challenge!

o be believed! You have not

Is game has to be
seen what the Com
played Deathstar In




COMPUTER WAR

Machine: Vic-20(8/16K), Atari
Supplier: Thorn EMI

Price: £5.95

Type of game: strategy/skill/'shoot

'emup
Thisisone of the first games from
Creative Sparks— a subsidiary of
Thorn EMI, which is better known for
its video tapes than computer games

The game israther good. It's
based on the film War Games and
follows the plot somewhat.

Youare the greatest computer
hacker on the other side of the
Atlantic and have broken into the US
NORAD defence computer, (see
TVG May 1984). Nuclear missilesare
triggered and heading for the main
targetin the US

Your job is to move your cursor
around the screen map of America,
landing on one small dot out of many
[hen fire. Allthe time the DEFCON'
rating i1s going down. DEFCON G5 is
peaceand DEFCON | iswar. When
youreach DEFCON | (D1) the game
ends.

Now you are on screen two which
13a bit like Battlezone. Here you are
a fully armed gunboat and your job is
to shoot the mssile down. The little
arrows on top of the screen act like
radar. Follow them except when
pointing up. Then pull back on the
joystick or godown. Trap it in the V'
sightsand shoot. When shot, the
screen erupts and the rmissile twists
away with a smoke trail flaming
behind it,

Your shooting must be accurate,
because in level one you have only
twenty seconds, in level two fifteen
seconds, etc. The scrollingisgood. -

Screen three isall about crackinga
code and gets you bonus points. This
game 1s good, sound isaverage

The US map is drawn very
accurately, considering the Vic's
limitations, and it is this which makes
Computer War above average. The
high score is kept.

Value 3.5
Graphics 3.5
Sound 1.5
Gameplay 3.5

ol Tl O

CRUSOE
Machine: Spectrum 48K
Supplier: Automata
Price: £6.00
Type of game: adventure
This s the latest adventure from the
company which brought us Pimania
and Groucho. Thistime, you play the
partof Crusoce. You have - of course —
been marooned on a desert island
and your objective is to eventually
escape

The screen shows a partial map of
thesland, which changes when you
move off screen. There isalsoa

TVGAMER NOVEMBER ‘84

status display and five hnes at the |
bottomn of the screen for input and
Wity responses.

You control Crusce using the N, E,
S, W directional commands. The
game also accepts Drop, Throw
Examine and other adventure
commands — but not Get, only Take.,
Useful (?) objects include turtle eqggs,
a hammer, a parasol and a skull

I thought this game was very good
at first. But it was too difficult and
slow —and my copy was partially
bug-ridden

If you're a Pimaniac, you'll

REVIEWS

| arange ofpos

probably like Crusce. Ifnot, test it
before you buy

Richard Henderson
Value 3
Graphics 2
Sound N/A

Gameplay 3

* Kk ok ok Kk ok K

STARSHIP DISCOVERY
Machine: BEC

Suppher; Alligata

Price: £7.95

Type of game: space strategy

You may think you would like to
travelin space - but do you have the
necessary skill to make a useful crew
member? So asks the blurb that
introduces Alligata's new game.

The scene isset. The Starship
Discoveryisto embarkona
three-year voyage to Saturn, and
needs astronautsto pilotits EVA -
Extra Vehicular Activity — pods.
These are to carry out repair work on
the outside of Discovery duringits
space flight .

The simulator tests your ability to
pilotan EVA pod. You must pass
through the eight levels of difficulty

before being allowed on the mission

-

- I haven't managed to get that far yet!

After you've been through the list
of comprehensive on-screen
Instructions, you are presented with
sible situations from
which to start the game. These can
range from being lost in spacet
docking. You must use all the
controls to ensure success

You navigate your craft with the

| Help of full instrumentation control or

a "head up display”. Thisgivesa
window view of graphical
information pertaining to your flight
status

There are also proficiency points
After each game, youare givena
score. A low score places you with
the catening corps. A high score
promotes you to membership of the
Saturn mission

Starship Discovery isa very good
game, but [ have a few minor gripes
The graphics are vector: fairly
detailed but not brilliant. The screen
tends to flicker. When youtypeina
new command, the entire screen has
to be redrawn. And your command
inputs must be completed before the
next radar bleep-a few secondsin
all. If youdon't, you must type themin
again

The sound isawful. [t seemsto
have been copied straight out of the
Beeb'smanual there are only beeps
and squeaks. | think the sound
capabilities of this machine could
have been used more extensively

Having said that, these quibbles
are made up by good gameplay.
Starship Discovery is worthy of a
place in any software hbrary

Waseem Asghar

Value 4
Graphics 3
Sound 1.5
Gameplay 3.5

=
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ADRIFTINSPACE

Machine: Spectrum 48K

Supplier: Mogul

Price: N/A

Type of game: adventure

Over the years, many variationson
the basic adventure theme have
appeared for the Spectrum. The best
include The Hobbit, Valhalla, Piman
and The Lordsof Midnight. Mogul
has gone for the basic text-only
variant, but with the added
ingredients of brainteasing logic
problems and tons of frustration. “Ah!
Just like all the others, but without the
pretty pictures,” | hear yousay
Wrong: it makes Valhalla lock like it
was written for five-year olds.

The plot of Adrift In Space hurls
youon a space cruiser. Your taskisto
find the exitand escape. But youare
amid a large population of psycho
bloodlusting aliens hellbent on your
death. These aliensarea
comparatively small problem -
compared with your others. These
consist of unmentionable puzzles and
problems which must outstripan IQ
test.

After spending five or six hoursin
one room, youmay be tempted to
rush down to the garden shed and
take the power drill to your
Spectrum. Lock it up before you play

Even the Help command isn't very
helpful. It comesup with sardonic
phrases suchas "you fool” and "use
logic”. Your encounters are also
confusing: corriders which lead
nowhere, one-way docrs, deadly
traps, sweet papers, bandagesand
flower pots.

I also found the game rather slow
with a lack of commandsand
presentation.

[ would recommend this game
only to an adventure freak. Inearly
killed myself playing The Hobbit -
and that had pretty picturesto

relieve the strain.
Matthew Jarvis
Value 3
Graphics N/A
Sound 2
Gameplay 3.5

* Kk ok ok ok Kk K

PIROMANIA

Machine: Spectrum 48K

Supplier: Automata

Price: £6.00

Type of game: skill

The game 1sset on a series of
slatforms, connected by ladders.
These represent the floors of
Automata Towers. The idea ofthe

game is for the player — alias Walter
Hose - to extinguish the steadily
growing flames inside Automata
Towers.

This can be achieved witha
bucket, or with fire extinguishers
from amidst the flames. The bucket
must be refilled after a few throws,

54

from taps around the screen. It can
put out flames only at short distances
The extinguisher lasts longer, and
works at greater distances than the
bucket. Walter has also an extending
ladder for use when others have
burnt down. But, once used, the

| ladder stays put.

Doors on the platforms can be
opened and closed. When closed,
they prevent fire passing through for
a short while

There are eight screens. These
repeat on completion, but with a lot
more flames. From the sixth screen
onwards, dynamite occasionally
appears. Don't let the flames get near

Extra points can be gained by
rescuing the panicky residents who
run about wildly; by collecting
valuables such as Spectrums, vases,
pictures and mystery objects; and by
speedy fire fighting. The main points
awarded are for how much of the
tower remains after the fire

On the fourth screen and onwards,
the Pi-man appears. He lights fireson

| the platforms with what appearsto

be a torch - or maybe a cigar, in
which case Groucho would have
been better.

When the player losesa life, an
angel rises to the top of the screen. If

| the Pi-man isextinguished, adevil

descends. The point where he

REVIEWS

departed is saturated with flames.

On occasion, a pink elephant
dancesacross the top floor, dousing
all the flames in its path. If a section of
floor burns continuously, the flame
dies down. The section soon
disappears, as if collapsed.

The flames are red; to give the
effect of flickering some are
randomly coloured yellow, white
and magenta. While not being
superb, the effect is quite good. The
flames look very realistic. When
extinguished, the flames give offa
spiral of smoke —a nice touch.

The speed of the game 15 not
constant, and slows with the

| appearance of the Pi-manor

elephant. The graphicsrange from
the smooth-moving pecple,
elephant, Pi-man and flames, to the
flickering graphics of the player, to
the plain spray of extinguisher and
splash of water

Colour is used well throughout the
game, but colour clashing 1s very
commeon. Sound is also well used, but
of low quality. There 1sa large choice
of control keys, and they are very

| responsive

The game hasa hall of fame —or
flame - with space for ten names.
Whilst playing I found quite a few
bugs, but none affected play much.
The game is very addictiveand I
enjoyed playing, especially when
the Pi-man was blown up by the
dynamite.

Onthe B-side of the cassette 1sa
song called "Put the Cat Out, Mother”
by a company called Safety and
Matches. It was OK. But the words
consisted mainly of 'put the catout,
mother, it'son fire again' with
background noises of fires, sirens
and the screech of the cat.

Anthony Ackroyd
Value 3.5
Graphics 3.5
Sound 2
Gameplay 4
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Making musicor
sound effects onthe
Atari can be difficult

forthe beginner—
and tedious for both
beginners and the
experienced.
But helpis athand.
Dave Harvey hasa
fewtrickstomake
your Atarigo witha
real bang!
Justreadon.

play music on your Atari

computer. But the beginner may
find this painstakingly difficult. Itis
also painstakingly boring.

50 1n this 1ssue we take a look at
music for the Atari. In the nextissue,
we list some short programs for you
to type in and try out. Have fun!

To start off, your Atan computer
has just over three and a half octaves.
Each octave equals twelve halfsteps
or eight notes. Your Atarialso has
four independent sound channels: 0,
1, 2, 3. This enables you to combine
notes to make chords or complex
sound effects. For instance, we could
have channel | sounding middle C, 2
sounding E above middle Cand 3
sounding out G thus producing-C
major.

If you want to sound like Depeche
Mode or The Hurmnan League you're
out of luck. Both of these bands, and
many others, use a computer
synthesiser called a Synclavier
Other machines include Emulators
and Fairlights, which also use
synthesisers. But be prepared to pay
well over the thousand pound mark

Unfortunately, your Atarl home
computer has only one pure tone
which you can use for music; a bland
squarewave. Normally, a
squarewave exists in only two states
hiand low. When it'sinside an Atarl
computer it exists in only one state:
boring. There are other tones, but
using them for music can prove to be
a bit beyond the beginner.

Aswell asthese tones, you canuse
distortions or a white noise
generator. White noise isa
combination of all the frequenciesof |

I tis possible, by programming, to
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the audio spectrum. Select VHF/FM
on your radio and go to an off station
POosItion — you are Now experiencing
white noise. Aswhite noise hasno
pitch, it 1sused for producing sound
effects such as waves or thunder,

So, while your computer doesn't

| have a wide range of pure tonesto

play music, it does have a handy set
of distortions to make sound effects.

Atan has come up with some
mMusic composer-type cartridges
which instantly make music while the
notesare displayed on a stave onthe
screen. These items will set you back
about £30. If you are thinking of
buying one, think again. They
memorise the tunes you playon
screenso youcanrecallthemata
later date, but doing this is, again, a
bitlong.

For a little over £30 you could buy
a mini monophonic (one note ata
time) keyboard. Thishasawide
range of instrument imitations such
as piano and organ. If you're lucky, a
rhythm box will be fiitted. Mostof
these can memorise tunes, but it will
probably have only one or two
channels. The Music Composer has
four

You could introduce yourself to the
world of music the easy way, and, if
you or a friend have a conventional
tape recorder, record your

| masterpieces. Memory facilitiesare

normally limited, but with a tape
recorder you can record as muchas
you like.

Remember the band Trio? It had a

| number two hit using a Casio VL-1

keyboard, which you can buy for

| about £30.

If you are going to program your

Atari to play music (via sound
statements), you will also need to
time the notes and the pauses
between them - perfectly. Youdo
this with blank FOR - NEXT loops
These you would put between your
sound statements, Could you
imagine Frankie Goesto
Hollywood's Relax with no pauses
between the notesof the
arrangements?

To start youoff, here'sa v. short
program
5GR.18
I100OPEN #1,4.0,"K:"
20GET #1,D

| 22 TRAP25

257#6,D;",
2850.0,D,10,8:POKE 712,D:FOR

H=1TOS0:NEXTH.50.0.0.0.0
30GOTO20

By the time you are reading this
article, on the shelves of most high
street shops will be a keyboard with
adifference. That difference 1s1twill
be compatible with most home
computers. Casio is making the said
product, but you are likely to see
machines by other companiesas
well,

All you need to do 1s hook up your
home computer to the Casio  *
keyboard. Then program the
keyboard, via the computer, to play
the music. You can also save your
musical masterpieces to tape (like
computer programs), and load it
back into the computer's memory for
playback at a later date.

The Casio keyboard will
incorporate stereo speakers, eight
instrumental sounds, and a rhythm
box. It also includes stereo chorus

| and automatic bass. Price: £150. O
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JOIN THIS MONTH’S TOP 20 PANEL

Tell us about yourself

Your age: Ifunder 18, please be exact................... Do you expect to buy a home computer in the next

2 -
18-24( ) 25-34( ) 35andover|( ) year? (please tick one)
yes [l perhaps [ nol

Do you read any other games or computer
magazines? If so, which ones: What computer(s)/games system(s) do you have?

And when did you getthem?..............cvmmmmmmmmmrnnsranns

What's your favourite home screen game?

WHAT DO YOU PLAY ITONZ.....cocccscrnsssssssassssansene: WHAT'SYOUR HIGHEST SCOREZ..........coiiannnnns

What's your favourite arcade or pub game?

Y LT M EIITI oo escues s e seamsonsomesseas oo e ece L S A saE RS PR 8554 SIS SR AT A8 i A e e R4 AN A1 AR TP RS SRS 54 S A A B RS T 2T TS
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Send to TV Gamer, 187 Oxford Street, London WIR 1A/

— — e — — — — — — — — — — — — e S— — — —— — —— — —

SUBSCRIPTION ORDER

I would like to subscribe to TV Gamer.

1 year— 12 issues (UK) £12 [ Half year — 6 issues (UK only) £6.25 [J 1 year — 12 issues (Europe) £17
01 year— 12 issues (Overseas — Surface Mail) £19 [ 1 year — 12 issues (Overseas — Airmail) £37 []

| enclose cheque/PO no. .........ccocveecvernenenennn. Pleaise start my subscription with the ..., issSUE
o R R S SR ST SRS USRS i o SRS Sk SAHET S A L AR

Please send this order with your remittance to

TV Gamer,Subscriptions Department, 187 Oxford Street,London WIR 1AJ

— — — — — — — — — — — — — — — — — — e — — — — — —

You can give this slip to your newsagentto
ensure that you get aregular copy of TV Gamer

Dear Newsagent,
Please order a copy of TV Gamer magazine for me every month.
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The Atari 2600 has

been redesigned for
Christmas markets.
So Darrin Williamson
took another look at
~ thisunderrated
games system and
some now-classic

Atarigames.

irst, let's look at the VCS 1n its

rejuvenated form. The original

VCS was conceived and des-
igned in the mid 1970s (is it really a
decade ago?). At the time, it was con-
sidered to be a technological marvel,
which it was.

Qver the years, however, micro-
chips and microelectronics have be-
come smaller and cheaper. So it was a
logical move to redesign the VCS to
take advantage of more modern tech
nology.

This 1s where the VCS 2600 Jr fits in.
It's a smaller, neater, more economic
version of its older brother. All the fun-
ctions of the old VCS are emulated on
the Jr. But it's maybe a bit disappoint-

ing that nothing more was added to the_ |

system to enhance future games. It is
but a midget clone of a seven-year old
system. Nevertheless, it offers all the
enjoyment of many cartridge titles, in-
cluding all the coin-op classics from
Arcade-dom during the last five years.
We review a few here.

Ms Pac-Man

Even though Pac-man was the num
ber one bestseller iIn home wvideo
games in 1982, many fans of the arcade
coin-op criticised the graphics, the
colours and the game play, saying that
they weren't close enough to the real
thing for thewr liking Once news
leaked out that the sequel to Pac-Man
was in production the fans eagerly
waited in the hope that Atari would
come up with something that-even the
most discerning Pac-Maniac can find
no fault with.

Ms Pac-Man lives up to this. The
graphics have been greatly improved
(due to the loss of variations). Our little
yellow friend now actually points in
the direction it's taking and the un-
flattering witarmmuns have now been re-
placed by fruit which are actually
quite realistic. You even get several
different patterns of maze to a game. In
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| short, if you liked Pac-Man vou'll
love Ms Pac-Man.
Asteroids
One of Atari's all ime best sellers
and one of the first to use an 8K ROM
instead of the conventional 2K or 4K,
The game play 1s very similar to
the enormously successful coin-op
original. However, the graphics and
| sound, although quite good, are not
| up to con-op standards.
| This is because the arcade game
uses a cifferent type of screen and a
different graphics process called
| Vectorscan (although Atari uses the
| name Quadrascan for some reason).
It's you vs an astercid field and a
bunch of satellites and UFOs (mck-
named Wally and Beaver by the
Atar programmers).
Battlezone
Thankfully Atari hasn't tried to copy
the coin op (direct vector to raster
translations seldom work too-well).
Instead of the wire frame images you
are given a cartoon like a rasterscan
image
All our old 'fnends' are there: the
enemy tank, -supertank, missile and
the saucer (still worth 5000 points). If
youre hit by the enemy you get in-
terference on the screen as if the
tank's video display unit had been
disconnected. All in all this game
runs rings round Combat
Defender
This game has been equally suc-
cessful as a com-op for Willams El-

ectronics and as a VCS game for
JAtan. Atan programmer Bob Pularo
had the awesome task of squeezing a
26K game controlled by a fire button,
one lever control panel into a 4k con-
sole and a joystick.

All your fniends are there to greet
you. landers, mutants, bombers,
pods, swarmers and baiters along
with your earthship Defender. Game
play 15 qute complex and will take
even a hardened space gamer quite
a while to master fully. The graphics
and sound do come reasonably close
to the real thing.

Bearing in mind the hmitations of
both hardware and software, Bob
Polaro has done an incredibly good
job with Defender.

Jungle Hunt

This is based on Atari's coin-op of the
same name. The game is in several
phases. First you have to swing on
vines to get across a section of scrol-
ling screen. You then have to swim
through a crocodile-infested river,
killing crocs as you go and surfacing
for air. Having survived that you have
to get past a number of large and
small boulders, some of which you
must jump and some you must
dodge. Next comes the ultimate ob-
jective, when you must outwit the
cannibal warrior in order to save the
princess. Atari has made good use of
the graphics and sound in this game.
All n all, a good game with a nail bit-
ing storyline
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All issues contain the latest news, reviews of
new games, Readers’ letters, High Scores and
Competitions.

Note: lssues 1, 2 & 3 were each complete
IisTin?s of all the games available for Atari VCS,
Intellivision, Coleco and Vectrex video games.
Many of the reviews were reprinl&g with
amendments from issue to issue. lssue 3, Winter
1983, remains the most comprehensive listing
of games for these machines.

lssue 2 (Winter 1983) is now Out of Stock,
but photocopies of articles from it may be pro-
vided ot £1 each.
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starting with any issue you choose.
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-It is 1n1pc|ss«lbla to 1ell you everything NOW AVAILABLE FOR (Cxsommodore &t ELECTRON Atmos

bout the 50
about the 50 games of inciude _ DRAGON 13 Bis Spectrum  gjappia ATARI ‘ORIC1 ZX87 . V=20 -

many types such as maze, arcade,

- sirte - . - Please send me by return of post, Cassette 50 at £9.95
m'SS'!B' tactical and_ Iuglc PTG, 'I EXPRESS DEUVERY per tape. | enclose a cheque/postal order for
to suit most tastes in computer ORDER N e ;
game p'avu}g ow | £ made payable to
' | Cascade Games Ltd.

CASSETTE - 50 will appeal to

THE
FABUI.O

L

VALUE thats
out of this. world

50 GAMES ON ONE CASSETTE

r-_—_--—---—— ______ __1

Please debit

people of all ages and the games Name e
will provide many hours of I R drais ol e, 1R DT iy R : I
entertainment for all the family at I COMMODORE 64 1 wic 20 T ORIC-1 [ ] BBCaa [ ] I
a fraction of the cost of other - = Tt SPECTRUM | | ELECTRON zxB1 [ ] aePle| |
computer games. | s Corle T atami ] armos [ ORAGON | V1
x " - l ke I Cascade Games Ltd., l
Launtry Suite 4, 1-3 Haywra Crescent, Harrogate,
WE PAY TOP PRICES : o North Yorkshire, HG1 5BG. England.
FOR TOP QUALITY GAMES LDHr'J.erH & Stockists enquiries welcome Telephone: (0423) 504526 -"v'ﬂﬂ!ﬁﬂ
A . . N . S S NN W SN (W W W W— — — —  —

E & EENTERPRISESLTD.

POBOX8, SALTASH, CORNWALL.

ATARI 400/600/800
MATTEL INTELLIVISION
COLECOVISION TEXAS T199/4A ATARIVCS

E& EENTERPRISESLTD
COMPUTER AND T.V. GAMES HIRE LIBRARIES
JOIN THE PREMIER LIBRARY IN 1984.

We have a superb selection of software and video games for all the above mentioned systems.  .* R
Cd

Join us now and enjoy games such as Alpha Beam, Battlezone, Robot Tank, Wing War, /"’\L’
Popeye, Beam Rider and Super Cobra, for only a fraction of their purchase price.

P OORES
WHAT DOES IT COST? A SO
Ourrental costs are from 65p a week, and the initial LIFE MEMBERSHIP /’;@‘Cgﬁoﬁia‘l& %:F_Q!*Og
feeis only £5.00. ’/;f\%_‘?(}\_%,,\\*&g‘ﬁ ?\:&\fﬂ\?
DO WE SELL NEW GAMES, HARDWARE AND ACCESSORIES? e & S TP P
Indeed we do, and at excellent discount prices for our members!! ’,’;?C;g@c.:\f“?:&\ibﬁ?:}@*cj\/@qfé@(\@
e.g. Sinclair Spectrum 48K computer only //’ Z,‘{& Qiﬁﬁ&%{ﬁ@*ﬁ?@‘&@* S
£119.95inc. VAT and delivery. S o OO I ES

Tick the appropriate box if you wish to receive details. o : S
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PRICE

inc VAT EI E 95
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NEW ATARI CONSOLE
WITH POWER PACK AND JOY
STICKS ONLY

ATARI GAME OWNERS
BUY any 1 gamae ....EZU_DU

any 2 games ...£35.00
any 3 gamaes ...£45.00 MiEIH[E “
any 4 games ...£52.00

ARCADE
PROFESSIONAL

any 5 games ...£58.00
any 6 games ... £63.00 PRICE
any 7 games E67.00 inc VAT EZB 95
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E ACCESS ACCEPTED
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As monitored by TV Gamer readers

POSITION NAME

JET SET WILLY
ZAXXON

PITFALL Il

BEACH HEAD
DECATHLON

LORDS OF MIDNIGHT
SABRE WOLF

PITFALL

POLE POSITION

FULL THROTTLE
RAIDERS OF THE LOST ARK
DONKEY KONG
TRASHMAN

RIVER RAID

ENDURO

VALHALLA

BURGER TIME
FIGHTER PILOT
MANIC MINER

| N -

COVRNOOUVAWN=-
:‘-\---h--"\-:.-—h-—-ﬂ—-u.-—n.-n.
wuwl ve

o S Bt St St it St Wt Wi Wit

11 ( 4)
12 (10)
13 (—)
14 ( 9)
15 (17)
16 (—)
17 (1)
18 ( 6)
19 (16)

20 (18) POPEYE

MANUFACTURER

(Software Projects)
(CBS/Datasoft)
(Activision)

(US Gold)
(Activision)
(Beyond)
(Ultimate)
(Activision)

(Atari)
(Micromega)
(Atari)

(CBS/Atari)

(New Generation)
(Activision)
(Activision)
(Legend)

(Mattel)

(Digital Integration)
(Bug-Byte/Software
Projects)

(Parker)

SYSTEMS

i
b,f,g,n
"

C
c, n
1

i
b,c,f,g n
acfijn

n
br f.r g.n

< i

9

i

< i

b.l' l'.l' gl’ “

*Numbers in brackets indicate last month’s position

a Acom BBC Computer b CBS Colecovision/Adam ¢ Commodore &4 d Dragon e Acom Eleciron f Atari 400/800 Computers lusually fits XLs)
g Intellivision h Oric-1/Aimos i Philips 67000 | Spettrum  k Sharp 700 Series jusually fits MZB0 A/K) | TRS B0 Series/Colour Genie  m Texas Ingiruments T199/
4A n Atari 2600 VCS o Vecirex p Commodore VIC 20

——

1( 1) STAR WARS

2 ( 2) TRACK & FIELD (Konami/Kaito)
3 ( 3) DRAGON'’S LAIR(Cinematronics)
4( 4)
5(8)

(Atari) M.A.C.H. 3 (Mylstar)
UCK ROGERS (Sega)
MR DO (Universal)
(Sega)
(Konami)

POLE POSITION (Atari/Namco)
DONKEY KONG (Atari)

TOP GAMES OF THE MONTH

You are invited fo vote for your favourite Screen game and your favourite Arcade game. But remember to vote only for those games that you
own, have rented or have played a great dedl.

To register your vote, use the reply paid card in each issue. One lucky voter will receive a free year's subscription to TV Gamer (decided by
drow)

Last month’s winner: James Eagleton, Sidcup, Kent




JETSETWILLY
(Software Projects)

83 objects

Ross Coleman/Cameron Else

ZAXXON
(TVG claimed)

PITFALLII
(TVG claimed)

3,350,100
Christopher Brady

199,000
Gavin Disney/Andrew Davis

BEACHHEAD
(US Geld)

DECATHLON
WEclﬂimed]

no claim made

11,009
Simon Mills

LORDS OF MIDNIGHT
(TVG claimed)

SABREWULF
(Ultimate)

solved
Mike Johnson

no claim made

PITFALL

(Activision)

114,000
David Rosszichqrd Varnie

POLEPOSITION
(TVG claimed)

106,800
Adrian Bunting

FULLTHROTTLE

(Micromega)

no claim made

RAIDERS OF THELOST ARK
(VG claimed)

25 points

Br_ic_:ln_BeIl

DONKEY KONG
(TVG claimed)

8,796,600

lan Maorrish

TRASHMAN

(New Generation)

no claim made

RIVERRAID
(Activision)

1,000,000

Gavin Davidson

ENDURO
(TVG proven)

47 days

Paul Boselli

VALHALLA
(Legend)

no claim made

BURGER TIME
(TVG proven)

235,600
A, Collins

FIGHTERPILOT
(Digital Integration)

no claim made

MANIC MINER
(TVG claimed)

3,140,777
Mark Bishop

POPEYE
(TVG claimed)

427,550
Frederick Kirk

TV Gamer invites readers to send in their high scores which can be “clocked"” (ié the score reaches a

for any screen game. A claimed score merely needs maximum and then returns fo zero) will count only as

to state your name, game title, system (eg Atari home claimed scores. Additionally, games which present

computer system, Spectrum, VCS, efc) and claimed score.  short-cuts to high scoring (eg Space Invaders, which
A proven score will require photographic evidence,  can be made to shoot two missiles at a time) will also

but will take precedence over previous claimed scores.  only be accepted as claimed scores,

We suggest using a SLR auto-exposure camera on a Send your scores to TV Gamer, Top Score Desk,

tripod with cable release, timed ot 7/4 second. Games 187 Oxford Street, London W1.




Well, Halloween is well a

featured on the centre pages.
any posters you'd
caught your eye, 0
being poster-worthy. Let us

I've also rounded y,

Christmas rush.
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WHY, WHY, WHY?

Could youplease tellme ifanyoneis |

golng to make a computer or video
game of Nintendo's Punch Out? [
played iton my holiday and I'm now
hooked

Iam thinking of buying an Atari
think I should wait till
o Britain or buy the

ridgesrun

on the computer systems®

I find your eggs section
interesting. But why don't you call
eggs "bugs"?

Alan Hake, |
Bucksburn, Aberdeen
No plans for a home version of Punch
Cut. My guess is that Coleco will
pbroduce one, bearing in mind
Coleco’s links with Nintendo

b opprm b e TNY) - B e
Don't wait for the 7800, as it isnow
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nd truly over, but Christmas is on

i it d exclusive features. For A
up with lofs of excifing an Let us know if you like the idea ©

particularly like to see us prin
r maybe some advertisements prom
know if there are. .

i tition, as
Don't forget to enter the designer compehfion,
ood gam;gideos. Now you have your chance to get your

; there's a best-se
e e;e"osf: of goodies for the Spectrum. Just enter

% be put off if you don’t own a Spectrum —
Dolgid yo:? find the results of the su

i the streets o : i
qu‘f‘\f':ﬁn:hg:’:v :brg:fn;ﬁ haev: space for this ish. But fear not! We'll be back in time for the

| - ¥
| Aslwrite, Iamon holiday in Irel:

interesting? Thanks fo a
sunny W1.

B 1, PR e g e
VLo cartriages
wvihimer ik thama 1
Iyuungoiner nan

) expansion modile

LA
Wec

are differe

Intentional spe [ featuresina

game. They have been put there

S
m bugs. Eggsar

e

| deliberately by the programmer.

gs are unintentional glitches in the
am

The term eggs comes from the
Americans and their tradition of

hunting for eggs at Easter time. The

grammers hide something in the

AE S

?
prc

game for gamers to find in much the

Saire way.

GAMING IN IRELAND

Let me tell youabout the arcade
computer scene here

Asfaras computersgo, [haven't
seenmany around. There are a few
Commodore and Oric | machines
but no priceson them
[expect they are very
like everything else. TV Gamer costs
£1.41

The arcades are good. They have
most of the new machines, and quite
a lot of the machines costonly 10pa
game. They have all the requlars
Donkey Kong, Ce

reat
: knowg%r?le marketed by Activision UK. It

: . ma b-e ﬂ'le same |.5 true wi
lling novel in everyone, so may the competition on page 20.

inter will work on most popular micros.
i Il those of you who answered our

the way. To cen‘ebrc;_fg, VG \3 coming
i ce, the giant poster of Storm Warrior
ke the posters in the mag. Are there

i have
2 Maybe some of our previous Cevers
ygﬁng games in shops have struck you as

many of you have some very

ith games.

| Galaxians, Tempest, Frogger
Asteroids and Defender
Inone 1 C
Charlie at 20p a go. Str:
enough, [ haw

Po:

n

Isaw games which [ haven't seen
inthe UK. One is Catand Mouse, a
Fac-Man type game. This invols
moving around the screen opening
and shutting doors, eating objects
and avoiding dogs and other
ferocious animals

Another game was Attack, whic
1s Just a shoot ‘'emup game. [t showsa
map of t where France

el

what's attacking,

You have a set time in which to
blast your enemy, otherwise the Mirv
launched. (I don't know what
the Mirv isas [always finished on
fime),

On each different country there is

have the Eiffel Tower
and the Arc de Triomphe

Trevor O'Grady,

London SE2

Atari has signed deals with Irish
~ades in the republic and Caffola
| in Northern Ireland to distribute its
arcades games. They should be up
and running now. So Pole Position

| hasprobably made it to Ireland

Francey
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LUCKY PRODUCT?

Could you review Intellivision's
computer, Lucky, ina future issue of
TV Gamer. What does the future hold

for this new company?
L Sermann,

Glasgow

It's very difficult to review a
computer which has no software.
This 1s the problem we face with
Intellivisions Lucky keyboard. One
or two software titles have emerged
from Mattel, but we've not received
them for review.

Who can say what the future will
hold for Mastergames?

NOIMPORT

Back inissue two in the sectionon
controllers, you mention a device
called a Y splitter which allows two
joysticks or devices to be plugged
into one port. Could you tell me who
makesthem and also the
approximate price.

In the June issue, John Fareham
mentions a memory expander for the
Coleco. Youdid not verify this but I
can. [ saw it on the back ofa
Colecovision box in Austria when I
was scouting around for prices. It
wasdescribed as a Super Game
Module which accepted over
1,000,000 bits of information. Keepup-

the good work.
James Briginshaw

The Super Game Module you
describe will not emerge here orin
the US. It was an early idea which
met with little enthusiasm among the
US trade. Sorry to disappoint you:
Coleco has putall its resources into
the Adam, which is capable of "super
games".

Consumer Electronics of
Manchester did announce one of
these Y splitters this time last year
and, indeed, they exist in the States.
But it did not appear this side of the
Atlantic.

NEW GAMES
lown a Colecovision and four carts
including Turbo. When the laser
disc player isavailable, how much
will it cost? Will Dragon's Lair and
Space Ace be made forit?
Is Atari making Pole Position for
the CBS system?
Has Parker released Mr Do's
Castle for Colecovision?
I'd like to see a Top Score feature
for arcade games.
Darren Ithal.l
Me
The laser disc attachment won't be
released in the US until next year, so
we probably won't see it until
Christmas 1985. Dragon's Lairand
Space Ace are obviously hot
contenders for the laser disc
attachment, but a non-laser version of

-

Dragon's Lair isscheduled for
release in the near future. Thismay
mean that Coleco Is hedging its bets.

Atariis not planning to bring any
gamesout for the Colecovision.
Parker should be releasing Mr Do's
Castle before Christmas.

Please send in your top arcade
scoresand we'll see what we can do.

THE GREEK GAMES

In response to your request for
letters about arcade games abroad, I
thought I would tell you about the
arcades [ visited in Crete.

The first arcade [ saw was on the
sea-front. [t was totally unlit. I went
back at night, and again the only light
came from the screens. Whether
there was a power failure or thiswas
just for effect, I don't know. Butit
made the games seem clearer.

They mostly had the old favourites,
Asteroids, Space Invaders (called
Earth Attack)and Pac-Man. The
newest game was Track and Field -
for the first ime I managed to get
past the high jump, so perhapsthe
lack of light helps!

Another arcade [ visited wasin
town. All the machines were up
against one wall in a small shop. It
had about twenty games, including
Defender, and all those previously
mentioned. This place seemed to be
a hang-out for teenagers who sitand
watch the other gamers when their
OWI IMONey runsout,

Track and Field was by far the
most popular game with a queue of
some thirty people lining up forago
on the one machine.

The arcade scene in Creteis
popular but there 13 a lack of new
games. No Dragon's Lair, no Zaxxon
-evenno Pole Position! Indeed, |
didn't see a single driving game
which could flag interest.

A nice feature inone arcade wasa
nightly competition to find the
highest score from all the players.
The game changes each night, and
onthe Defender night I came third
with 85,000. All winners get a prize
which appeared to change each
night.

Allinall, Crete hasa fair old
arcade scene and some nice ideasto
make gaming that little bit more

interesting.
Rob Naylors,
Basildon, Essex

USLOOKS AT
SPECTRUM

[ think your magazine is well
presented and interesting. The
coversof the magazines always
catch my attention in the local
newsagent,

I have had my Spectrum for two
and a half years now. But until
recently [haven't been interested in

serious game playing.

My change of mind was caused by
rumours that companies like Atarl,
Parker, US Gold and Sega were
going to bring out games for the
Spectrum. Please could you tellme
what games are available and when,
as I have been told so many stories
and hes!

Mark O'Hara,
Morden, Surrey
None as yet, but titles have been
promised. Check future issues for
Ieviews.

CHEAP ATARI

lam writing to find out when the new
3D Star Wars 1s coming out for the
VCS. [ have already mastered the
others—such as Death Star Battle -
and think these games are just
brilliant!

[ would like to know if the Atari
games will be cheaper in the future,
Other games are being copied for
computers like Acorn's Electron, and
being sold at a much lower price.

Mitchell Green,

Coleshill, Birmingham
Star Wars - the arcade game should
be available before Santa packsup
his sleigh.

Atari games have already

dropped significantly in price to
abo grﬂ 0. Isn't that cheap enough for
you:

NOPIRACY

Re my letter in the September issue
of TV Gamer —and your reply -1
wouldn't dream of getting involved in
piracy. Indeed, itis the very enemy
of loyal gamers such as myself.

If programs get copied in
abundance, software companies will
soon stop writing great games,
because they will lose money. It'sas

simple asthat!
Michael Lynch,

Liverpool, Merseyside
There isobviously a lot of truth in
what you say, and if you got the
impression that I was getting at you
then [ apologise. But you mustadmit
that you're in a minority who feel this
way about copying games. Many ads
inother magazines (particularly the
classifieds) are the selling platform
for small-time pirates calling
themselves software exchange
groups,

Al

R C§

CL
B.
BT
2
b AN
ER
CL!
UB

TV(

4

LR i R ek i v A S e

s Bl apmER a i sl eiing B

P e L, ] . F . e -M—iﬂb

.VG L]
GAMtR CLUB v GAMER CLUB TV GAMER CLUB TV GAMER CLUD Iv L:AMI:k CLUE

et LS



2

m

R

-

ﬁ -

B-1

oo

< s =3

ot
LUB

MINING

UPWARDS
While [ was playing on CBS
Coleco's Miner 2049%r |
found an easter egg. When|
reset the machine [ tried
pressing some numbers on
the keypad: #64453##. 1
found that I wenton to the
eleventh layer. I[f you press
#6453#2 youwillgoonto

the second layer.
Jon Keeling,
Cannock, Staffs

STICK IT TO
THE ENEMY

Iam writing to tell you that |
have found some bugscna

ENSIEIEEGLS

tomatoes) | found -well, 'm
atalossasto howto

describe it What on earthis
it?

number of my cartridges.

For example, on VCS
Fopeye T have found away

of making Brutus walk
through the wall on levelone. |

Firstofall, catchtenor
more hearts and get killed.
Immediately after youre-
appear, rundown to the
spinach; youdon't have to
punch it. Brutus should be
running towards you. He will
jump up in the air looking for
youon the top platform, but
will not find you. So he will
run over to where you are
but will not catch you. This s
a safe spot.

After that, he will turnand
run to the wall on the right-
hand side. Meanwhile, move |
away from where youare !
standing. Brutus will walk
through the wall and come
out the other end, getting -
stuck for a momentor two

I have also found a bugon
Dig Dug which enables you
to strip sheets.

And did you know about
the bullet that can't kill you

on Phoenix?
Brian Bell,
Dunmurry, Belfast

PRIGHTPULLY
PUNNY BUGS |

Ihave discovereda bugin
Lady Bug (pun?) on the
Colecovision. Thisison
game number five whichisa
two-player version of game
number one.

When player cne is
several screen levels ahead
of player two, strange things
start to happen in the bug
box.

Among such thingsas
flashing numbers and
wrongly coloured
vegetables (unripe green

TVGAMER NOVEMBER '84

It seems to have
propeller-type antennae,
similar to Lady Bug'sown.
Every attitude Lady Bug
takes is copied by the thing
in the bug box

Stephen L Weightman,
Belper, Derby

AMSOFT’S FIRST
TRICK?

The computer isnew, and
not many people own one.
But I have found a clever
trick on the Amstrad's
Harrier Attack game.

Once loaded, select your
skill level. My trick will work
on any level Take offfrom
the ship and accelerate to
full speed. Then lower your
planeto sea level —carefully!

Wait until the first ship
comesalong. [tshould firea
missile at you. Once its
misslle 1sabout two or three
spaces away, fireatit. The
timing 1s vital - if you shoot
too early, your missile will
not destroy it.

Once you are clear of its
muissile, hold down your
missile button, Your aircraft
will shoot straight through
the ship, leavingonly flames |
behind you. Youwill gain
2,010 points just for that,

Another hint - save your
bombs for the city. And,
whilst on land, fly low. The
enemy radar can't pick you
up, 5o reducing enemy
harriers.

Kenneth Murfitt,
Crawley, West Sussex|

WIZARD!

[ have found aneggin
Superor Software's Mr Wiz
for the Electron. If you hold
down Escape and press

Space once, youcan flick
through each scene to the
scene you want to play. But
you must release Escape on
the scene before the one you
wantto play.
Did you know
also used to restart a game?
Also, don't use the
*FXZ210.]1 command to turn
the sound off, because the
game won't work.
Paul Joels,
Chinnok, Oxon

R DRACONS
[ have found an easter eggin
the VCS game Phaser
Patrol.

I had loaded side Bofthe
cassette and pressed down
the reset switch about ten
times. Then I switched to the
front view screen after
warp-hopping to a dracon-
infested area

After this | was confronted

ate another pill but itonly
lasted the normal time and
| the game was back to
| normal (pity)
| On Wizard of Wor you
will sometimes hear a noise
after the game 15 justover —
usually made by one of your
men as he 1seaten.

On Zaxxon, ina two-
player version, you will
sometimes see the sign 1/2.
Thenthe playeris
immediately killed - you
don'teven see how it
happens. The next player
plays on just a second or two
after being killed.

If you press game select
during the game, it freezes.
Pity you cannot play on
through! Also, if you press
game select during a game
any shots fired will continue

scapels | totravel

In my favourite game,

| Battlezone, 1 have found a

small bug.

I was playing the game
normally and got myselfina
situation where a tank was
directly in front of me and
another directly behind me.

Both the enemy tanks
fired at me at the same time.
The one in front hit me and,
justas [ was being
destroyed, I saw the shot
from the tank behind go
through and hit the tank in
frontof me.

Alan Blair,
Ballymoney, Co Antrim

by dracons that looked like
dotted linesinthe distance. |
When they came closer the
dots seemed to formintoa
letter R. Could thisbean

| imtial?

This has happened only
once and | am trying to make
it appear again.

James Pocknell,

HOW TO PLAY
FOREVER

Here are interesting tricks
| on arcade games
I

Asteroids: make rocks
pass through you. Sit inthe
lower left corner of the
screen, as far as you can get
without disappearing. Rotate

Wing, Beds and fire. The rocks will pass

MORE ON VCS

[ thought [would write to tell
you about some of the bugs |
have found on my Atari 2600,

On Pac Man, the new
sheet that came up was
darker. But, more
surprnisingly, the power pill
was off centre; it wasone
square to the right of normal.

Another time, [atea

wer pill and, to my delight
and shock, it would not stop
working and kept going. I
naturally chased and ate all
the ghosts and dots. Then|

through you and bullets
won't touch you. This works
on old machines only

Crystal Castles: score
140,000 bonus points. Cn
wave one run around the left
side to the back ofthe
structure and hit the jump
| button.

Dig-Dug: making a round
last all day! Kill all the
monsters except one. Stop
the last monster two spaces |
under arock, and hold him
there by pumping just
enough to freeze im. Then

65



dig up under the rock,
pumping the monster as you
pass through him.

When you hit the rock,
reverse down inside the
monster and turnaway.
Quickly run around and
explode the monster just
before the rock hits him.
Thus the monster is killed
twice. The game will not
advance to the next round
until either you get the fruit
or kill Dig-Dug under arack.

Donkey Kong Jr: how to
getunhmited lives. Play two
players. Play the first player
normally until you die. When
the second player starts,
move Jr to the far right side
of the starting platform with
one foot completely off the
edge. You must be ableto
jump straight up without
grabbing the vine.

Wait until the blue trap
comes down the apple vine
When it reaches the bottom,
jump! You must hit the water
the same time the trap does.
The screen will go blank
and then read PLAYER
ONE'. Now player one will
have the same score and
number of men, but will
have returned to level one.

How to slow the game toa
snail's pace. On the first
screen climb up both vines
atthe start up to the top ofthe
screen. If youcontinue
holding the joystick up,
everything slows
considerably until you
release the joystick. Whilst

ERSIEREGGS

not very useful, this trick is
quite cormical.

Defender: how tostop the
action. To freeze the screen
on Defender, you must get
all the humanoids
underneath you, and then
put themall on the planet's
surface. As long as you keep
your fingers off the thrust
button the game stays still.
When you press thrust the
game starts playing again.

(Galaga: make all the bugs
stop dropping bombs for the
entire game. On the first
screen, shoot all the aliens
except for the bugonthe
bottom left side. For the next
five to twenty minutes letit
fly around while youdodge
the bombs. It will then stop
shooting. Let it pass by four
times and shoot t. ..

Joust: score over 200
million points, On wave six,
joust all the knights except
one. Let thisone get caught
by the lava troll. Position
yourself on the bottom
floating rock or platform.
The pterodactlyes will start
coming out, Simply face the
direction they come from,
and they will run into your
lance every time. Youcan
build up over 1,000 extra
men. NB: Again, thisworks
onald machinesonly.

The sneaky gap trick: on

Joust there are the two lower
right hand ledges. They are
both at shghtly different
heights. If you land on the
lower ledge of the two
without putting your feet
down, you can slide along
the ledge; instead of
bouncing off the luigher one,
you fall through the gap.

Jack The Giant Killer: win
ninety-nine free games.
Although a rare game thisis
an interesting bug. You
simply jump on Jack's house
and keep jumping until you
die. Some machines have
been modified, but youmay
be lucky.

Millipede: get 795,000
bonus points. This one isfor
prosonly! When your score
reaches 1,080,000 spin the
Trakball. You will pick up
anything from 15,000 to
795,000 points.

Ms Pac-Man: win sixty-
four free games: Thisis for
pros as well, You must be
able to complete the 137th
screen. Beware: thisislike
no other screen. All the
characters will be right side
up, but the maze will be .
upside down with all the

| dots are in the right places,

Once this screen is cleared,
T5% of the time sixty-five
free games appear. [t will

also give you a borderless

maze of dots.

Robotron: make tanks stop
shooting fireballs. Tostopa
tank wave becoming too
crowded, the Williams'
designersmade sure thata
maximum of twenty fireballs
could be on one screen at
any one time. Onany tank
wave, letone tank fire
twenty times. Each shot
bounces off two walls and
then disappears. Whenit
disappears, it is not taken
away from the total. So when
the tank has shot twenty
rounds the machine thinks
that the maximum twenty
balls are still on the screen.
The tank will fire no more,

Ian Boffin

TV GAMER
BANNED!

For anyone who plays Mr
Do inthe arcades, [ have
found an egg. If you dig into
all four sides of a cherry it
will turn into a strawberry.

On Cosmic Avenger for
Coleco, when your first
plane appears, a tune plays.
If youscore over 10,000
without losing a life, the
second time you begina
new plane the tune plays
again,

By the way, | have been
banned from my local
arcades because [ am too
good.

Darren Ithell,
Merseyside
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Gameato atnetch the mind

This is just half of our exciting range
of games to be found on most leading
retailers’ shelves, and in our superb
FREE 16 page colour catalogue for
home micro users.

For your personal copy see your local
retailer or send a S.A.E. to:

Hill MacGibbon Ltd, 92 Fleet Street, London EC4







