


This game has to be
seen what the Com

- I:

EEnaR

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

le: r
e Tac cod E(J-z-f{Ju 12 screens of 3D graphics, supes
D animation, unbelie¥dble sound elfects, music, 4 skill levels

iscoretable . thisis{

2 yltimate challenge!
%O be believed! You have not

played Deathstar Infgrce

South Bank House, Black Prince Rog
Tel: (01)587 0873

1




A

Toshiba's MSX micro: the HX-10
MSX micros may revolutionise games playing. TVG locksat
the first one to hit Britain's shops.

COMPETITION
‘Win TVG's micro of the month

Don't muss this chance to get your hands on an MSX micro-
complete with TV set

HEROES INC

The intrepid duo are stuck inside PacMan! . . .

IN DEPTH REVIEWS

A head start to the latest adventure from Melbourne House - it's
even better than The Hobhbit

LONTENTS

COVERSTORY

What to ask for at Christmas

Christras is traditionally the season of giving —and
receiving. For most people, it's the best time of year toadd
to, or start, their gamesrange. So TV Gamer has roundedup
the best buys to help you get the most enjoyment out of your
games systern.

Add-ons galore to fill your Christmas stocking

AcomputerforChristmas ........................
The best games micros around - and their life expectancy

Insight: Elite

The ultimate space game for the BEC

Sini

How to score 500,000 points in this arcade shoot 'emup
A Wild West game for the Commodore 64

THE ARCADE SCENE

IRobot, Return of the Jedi, Karate Champ

REVIEWS

There are so many games in the shops, it's hard to choose what
to buy. TVG 'sreview panel does the legwork to remove the
QUESSWOTE.

REGULARS
Emronﬁne

Dave Raves
Top Twenty Games
Top Scores




250 K OF PURE MY3TERY
BY IAN LIVINGSTONE

WS IN ONE

the Adventure fo come N,
- m The befter your score, the stronger and _
m And it'll keep you on your foes, with .
graphics. Brilliant music and sound effects add
m As part of the "Eureka!” pack, you receivea
booklet, containing cryptic riddles and mysterious illustrations. Using

booklet and screen fogether, you steadily unrovel the clues and bulld

up a secret phone number piece by piece.
m [f you're first o ring i, you save the world and collect the £25,000!

AND SAVZ THE WORLD

Spectrum 48K or
Commodore 64
(Turboload )

Full-colour bookiet,
packed wifth cryptic
clues to help you

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

Music and
sound effects
builtin

High quality,
full-colour, stafic and

moving graphics 4

® Quite o package!And fo give everyone a fair chance, “Eurekal™ will be
released simultaneously worldwide on October 311, 1984, No packs will be
available until that date. All orders received by mail or phone by 26ih
OCTOBER will be despaiched by poston the 31st right across the world. So
order now, and be one of the first off the mark. :

THEN THE RACE IS ONIlI A A .

=" Send your order niow 0; ; :
“Eurekat”, FREEPOST, Dep! 400, Mount Farm, Millon Keynes T
AN LIVINGSTONE G s oo YA

To: “Eurekal”, FREEPOST, Depl 400, Mouni Form, Miltan Keynes. Mi
The stowl__:gﬁ mrF::IIEumku!' are by lan lﬁﬂgsmm, ﬁ'“"ﬁ%ﬁ. oc
whose “Fighting Fontasy™ books have sold over by gl
2,000,000 copies. He's dreamed up some rother o LR i
nasty tricks ond twists for you in this Epic, because omaressa] 24 HOUR PHONE
he hos olso devised the crypfic clues and i HOTLINE NUMBER
conundrums in the booklet that goes with the 01-460 6000
program. He's tr_le ne who knows the answe

For Credit Card Orders
“Eureka!” was programmed by I anclose payment by chaque/PO. payoble 1o DOMARK LTD,
Andromeda teams led by
Hungarians Donat Kiss ond Andrds
Csaszdar. Ittook the equivalent of 5
YEARS fo create, and the skills of
4 graphic arfists, 2 musicians
and a professor of logic too.
We told them to strefch the
hardware’s copabilities, and make
sure you were kept awake for hours!!
They've dong it...

]

CardMumber |
Expiry Dale____
N, Signohure._
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The race for the £25,000 starts on 31 Oct 1984 ond closes on 31 Dec 1985,

A S

NN

Domark Ltd., 228 Munster Rood, London SWé. Reg. No: 1804184 (Englond).



Editor
Deirdrie Boyd

Chief Reviewer and Club Editor
Darrin Witliamson

Editor's Assistant
Jo Kearns

Art Editor
Frank Landamore

Contributors
lan Baffin
Fhilip De- Asha
John Griffiths
Andy Harrnis
David Harvey
Dicky Howett
Mike Lewis
Danny Pearson
Tim Quinn

Circulation Manager
Fobin Judd

Production Manager
Martyn Longly

Commercial Director
John Young

Editonial, display advertising and
circulation departments 187-195
Oxford Street, London WIR 1A]
Telephone 01-433 2931
Published by Boytonbrook Ltd
Req office 12 Great James 5t
London WCIN 3DR

© Boytonbrook Ltd. 1884

All contributions including colour
transparencies and photagraphs
submitted to the magazine are
sent at the owner's nsk and while
every care is taken, neither
Boytonbrook Litd. nor its agents
accept lability for loss or damage

Printed by Southermprint Ltd.

Cover picture:
Christmas Gifts by Nick Sherwing

i

111

EDITOR
ONLINE

Again, awarm hello - and to even more readers. I'm glad to say

that the response to our November issue, with the Storm Warrior
poster and £25,000Eureka! article, has increased our circulation by
over one-third.
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Thisissue of TV Gamer appears on the book shelves just in time for
Christmas. So | hope that our guide to the best buys ingames,
peripherals and micros helps you choose exactly what you need to get
the most out of your games system.

The run up to Christmas has produced drastic contrasts in games.
Obviously, with large sales in the offing at this time of year,
manufacturers are rushing to release new products. But what a huge
gap between these products!

Gamers are more choosy about what they buy. And.soiitis expected
thatabout 50% of the software houses around now will no longer exist
nextyear. The reasons why have never been soobvious.

Prices give noindication of quality. You can usually rely on names
such as Ultimate, Terminal, US Gold and Activision to be consistently
good—and their games retail for under £10.00. Other cassettes—
such as Acornsoft's Elite Domark'sEureka! and Select 1’s collection
of twelve top games —give top quality for about £15.00. But the bad
games sell for as much.

Unfortunately, we've received our fair share of these. But at least
we can advise out readers on which ones to save theirmoney.

Some of these software houses have realised that itisn’t easy to
distinguish. So they have made videos of their games, which youcan
watchin selected shops. And top shops will let you play games before
you buy. In all cases, find out as much as you can before parting with
your money.

If you feel you've been done, do get in touch and we'll investigate
theissue.

That apart—have a great Christmas!
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THE £1 million
GAME HOARD!

It's getting a bit like
newspaper Bingo, with |
new Jgames appearing
carrying big-money prizes.
The latest i3 by Commo-
dore - and boasts a hoard
worth £1 million in total.

The game is Spint Of
The Stones, but Diamonds
are Forever would have
been a good alternative, as
playing involves finding
forty-one of these precious
rocks.

The story of Spirit Of
The Stones goes back to
the days of pirates, when
smugglers used the Isle of
Wight as a hiding place for |
contraband. One particular
shipment had a sudden
end when it was met by re-
venue men, muskets
cocked. All the crew were
slain, but the shipment of
diamonds was never found.

Legend has it that the
spirit of the cabin boy,
Mark, distributed the forty-
one diamonds all over the
1sle.

Your quest is to find forty
Wight Eye talismans, each
of which has a diamond in
the centre, These have

been hidden - but not bur-
ied - by the authors on the
Isle of Wight, and each is
worth ten shares of the
royalty fund. This fund con-
gists of 50 pence from
every book sold untl 1t
reaches a ceiling of £1 mil-
lion, or untili December
1983, or until all the talis-
mans have been found.

The talismans will also
lead you to the Great Wight
Eye, a large talisman featu-
ring a diamond worth
£12,000.

The £12.95 Spirit Of The
Stones package consists of
a cassette or disc for the
CEM 64, a map of the Isle of
Wight and a hardback
book. Unlike The Hobbit
the book does not give
clues to the game — it's the
other way round. Solving
the game gives you vital
clues to solving the riddles
in the book.

The game is along the
lines of Jet Set Willy, but
the rooms -are connected
via a scrolling onsecreen
map.

Fattening us up for
Christmas. Acornsoft is
releasing twenty new titles,
which it hopes will help
double sales for the last
three months of 1984 to0 £2.5
million compared with the
same period last year
There are three home in-
terest titles in the range, in-
cluding Christmas-binge-
ing before-and-after ideas
such as a cocktail maker
and a weight-watcher's
program.

St Michael and British
Telecom take on computer
games. Marks & Spencer is
readying itself to test-
market computer games in
six of its major stores, start-
g with three ‘own-brand'
titles retailing at £6.95.

Somewhat cheaper, at
£2.80 each, British Telecom |
has released twenty games
under the Firebird label for
the Spectrum, CBM 64, Vic
20 and BBC.

Want to trade in your old
model? A new fortnightly
magazine called Micro
Mart has been launched,

devoted entirely to the
buying and selling of
second-hand computers

and all that goes with them.

Don't rush out of the
house without eating your
breakfast, Unless, of
course, youre already a
member of the Weetabix
Club. Weetabix versus the
Titchies is a new game
based on the funny TV ad
characters. Available only
from Weetabix at £3.75 1t
has been developed for
elght makes of micro,

Feminists will be seeth-|
ing at boiling pots. Three
games aumed at introduc-
ing the housewife to com-
puters mimic ‘“real-life’
domestic situations. Mad
Dash leaves the player|
with a boiling pot, tele-|
phone ringing and a baby
Crying. And Harried
Housewife rewards the
player for successfully
completing her (his?)
household chores with a
warm bath and a rest,

Happy talk, talk, talk
without a speech syn-
thesiser. Tymac Talkies
are fast-action computer
games that talk to the
player - without any extra

hardware. This experience
can be had by all CBM 64,
Vic 20, Atari 400 and 800
owners for £9.95 to £14.95.

Youll fire power bolts at
rughless attackers with
Gandalf, search for .treas-
ures in Pegasus And The
Trials Of Perseus, defend
family honour in Samurai,
battle deadly bacteria in
your body in Bio-Defence,
and survive nuclear des-
truction with First Strike?

See the January issue of
TV Gamer for an in-depth
review,

After Terrahawks and
The Magic Roundabout
comes Glug Glug, a deep-
sea diving game from CRL.
Also released are three
sporty programs. Cricket
64 Handicap Golf and
Showjumping. All are for
the CMB 64 and three have
been translated for the
Spectrum.

The computer-made film.
This Christmas, a revolu-
tionary film will be re-
leased in the UK. Twenty-
one minutes of back-
grounds and complete
scenes were created using
state-of-the-art  computer
graphics.

The story is just what
gamers' dreams are made

of Alex Rogan, a teenage
arcade ace, has beaten the
world record on the mach-
ine in the traler park
where he lives,

The machine is called
Starfighter, and Alex soon
finds out that it isn't just any
old coin-op. It's a simulator
linked to an alien weorld.
And it's being monitored to
fight a real interstellar war.

Alex meets Centauri, in-
ventor of the simulator and
a bit of a galactic Arthur
Daley. He tricks Alex into
joining him. To make things
worse, an android replica
of Alex (Beta) is put on
Earth so no one will sus-
pect anything has hap-
pened. But Beta's grasp of
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human behaviour is sadly
lacking - especially when
it comes to Alex's qirl-
friend, Maggie.

The Last Starfighter is a
landmark in moticn picture
history. Its the first film
where objects are simula-
ted using computer graph-
ics, not intricate models. [t
won't win any prizes for the
story line — but do see it for
the graphics. Starring
Lance Guest as Alex, it
opens In London's West
End on 12th December.

Next month, we take a
closer lock at the graphics
from the film and the Cray
X-MP supercomputer: the
goliath behind the graph-
ics.

The Beeb sets sail to take
part in Operation Raleigh.
Eleven BBC B micros are
forming part of a satellite-
linked computing labora-
tory on board the Sir Wal-
ter Raleigh flagshup. They
will assist young explorers
in a round-the-world ex-
pedition which began on
13th November. Bon voy-
age!

Popeye, Minder
Hagar The Horrible are
three titles forming part of a
software scoop for DK
Tronics. They will be in the
shops next year for the
Spectrum, CBM 64, Amst-
rad and MS¥X.

8,192 screens! This stag-
gering number of locations
has been incorporated in a
new arcade adventure cal-
led Cadcam Warrior, just
released from Taskset.
Costing £9.95, up to four
people can play at any one
time.

And 4,096 screens with
256 creatures to fight await
the player on Xavior. This
has just been released by
PSS for the Spectrum at
£5.95.

Where can you get hold
of over £7I0 worth of
games for only £12.497
Computer Records has put
twelve popular games —
from houses like Ocean,
Quicksilva, Anirog and
Bug-Byte - onto a single
tape «called Select I
Familiar titles like Hunch-
back, Kong Mr Wimpy,
Timegate and Denis
Through The Drinking
Gilass are included,

and |

A new software house

uced four £6.99 games for
the BBC — Galactic Patrol,
Tycoon, Balloonacy and
Devil's Causeway.

“Out, damn spot!” No, not
a new skin care product,

! but the famous words of
called Warlock has prod- |

Lady Macbeth. A group of
disenchanted software
writers have put their

heads together to form Ox-
Enterprises,
is to educate
entertainment. |
popular |

ford Digital
The idea
through
Macbeth - a

school curriculum drama —

15 the first computer
adventure, cost £14.95,
Know vour highway

code. CRL is to release the
first Af-approved highway
code game on Spectrum
and CBM 64.

Below: The Spectrum+
unexpectedly released by
Sinclair is similar to the ori-
ginal Spectrum, but has a
full-stroke keyboard and a
reset button to clear the
computer  without  cis-

connecting the power
supply., Cost: £17995 in-
cluding an eighty-page
manual and six programs.

Above: US disc manu
facturer Dennison brings

its Elephant discs to the
UK. Film buffs will recall
what may be the discs'
most famous  moment:
when they were used (o
reak into NORAD's mem-
ory banks in War Games.

B0 Fo e
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Micro tactics
for Christmas

Want a micro - but your
parents are reluctant to
buy yvou one? Dave Har-
vey comes up with
something to help you:
micro tactics. These are
dedicated to getting a
micro into your home this
Christmas.

You should try subtlety -
jabbing Dad in the stomach
with a large pile of micro
magazines won't do the
trick. Be casual. Bulldoze
intoc his office shouting

through a built-in 72 billicn |

watt PA system “Daaad,
can [ ‘ave a computer”,

If you can't get through to
Dad, there's always Mum.
Slip hints into your speech:
‘Cor, Mum, that's a nice
dress yourte wearing, and

that perfume's out of this|

world - [ see the Atar
800XL has gone down in
price - that diet you've
been on worked wonders,
you lock a new Commo-
dore - er — woman”.

Try Gran and Grandad.
Tell them you can work out
their bills for them with a
micro. But you're in trouble
if the reply is “No need for
that My calculator will do
the job just as well. Look,
I'l calculate the probability
of you getting a micro this
Christmas. V=u + at, 5 =
ut+0.5at, va = u+-Zas/
gd.1s = a cat in hell's ch-
ance”.

Don't give up. Here's a
quiz to assess your chances
of getting a micro this
Christmas, Write your an-
swers on a piece of paper,
then check against the an-
swers at the foot of the
page.

Ql. A seemingly inter-
ested relation is thinking
about going to see a demo
of the computer you're
after. Where do you tell
her/him to go?

a) the boot menders (for

kick starters)

b) the computer
depart ment of a well-
known shop

c) Channel 4

d) British Rail's
schedul ing department.

Q2. Having persuaded
your relation to buy you a
micro, you will also need

some software. How do
you go about getting it?
a) wait until it's dark and

break into the local
micro shop
b) go to your local hard-
ware shop

c) leave an issue of TV
Gamer featuring cheap
games lying ‘Incon-
spicucusly’ around the
house

d) say ‘gimme some
games’,

Q3. The local micro
dealer is selling a printer
cheaply - and you want
it. How do you persumade
your relations to buy it?

a) tell them it can print

your high scores to show

off?

b) =ay you can write your

thank-you letter for the

printer with 1t?

¢) say 1t can print bar

codes to confuse super-

market goods?

d) say you can eam|
money by writing arti-
cles with it use its
graphs for homework,
and can lend it to your
parents for their’ busi-
ness and personal cor-
respondence and files.

Q4. You've taken your
micro out of its box and
have set it up - to find it |
doesn't work. Do you

a) pour it a light ale?

b) give it an aspirin?

c) boot 1t?

d) read the instructicn

manual?

Q5. It's Christmas day,
and you want to play
games on your micro. But
everyone's watching the
James Bond film on the
only TV. What do you do?

a) wait until the film has

ended

b) forget popularity,
lunge  forward and
switch channels

c) start an argument
d) plan how to get it on
Boxing day.

SCORING

much chance of getting a
micro this Christmas as Jeff
Minter will forget about
camels, llamas and sheep.

2-3 means you mught
have a chance - if you read
this issue of TV Gamer
from cover to cover.

4 is jolly goed!

5 — shhhhhh! No one likes
a smart alec, Besides, you
don't want to let on how you
got that micro.

LAST RESORT

If you haven't persuaded
anyone to buy you a micro,
copy this out in bold print.
Write your name on, and
fold it over at the dotted
line so that only the lower
half shows, Then ask a re-
lation — preferably rich and
myopic - for their auto-
graph. Once youve got it,
open the document out.

I, the nundersigned,
hereby promisetobuy a

- T e

ANSWERS
‘os[e p A1 Ajgeqoid ([ noAk

0-1 means youve as|iing-egpFpP €22l

OWN UP! WHO'S NOBBLED THE
CHRISTMAS PUDDING . 7"

8
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To: Front Runner, K-soft distribution,
620 Western Avenue, London W3 OTU

Rushme__ = Tapeisi of Bollerhouse

Name _____
Address
Post code

Telephone

| enclose a cheque/PO made payable to
K-soft distribution for E____

or debit my Access/visa“
Delete as applicable

| would like to hear news of mare Frant Runner

releases - [__] ves

Please allow 21 days for delivery.

(post free)

Explosive
Action!

Feel your temperature rise as you
battle to control the overheating
boilers. Your challenge is to

fight and defeat the machinery,

but the pressure can become

et intolerable!

# .\ Boilerhouse is an all machine

"&\CDUE game with keyboard
N or joystick
R TR options.

£6.95 inc VAT
48K Spectrum



MICRONET
UPDATE

Perhaps you've read the
book or seen the film
1984, and been disturbed
by the implications of the
new technological age.
Or perhaps you have a
micro at home and won-
der what the fuss is about
and how you can tap into

this technology. Or per- ||

haps you want immediate
contact with thousands of
people, or to send and re-
ceive games by the score
from your home. Micro-
net 800 has designed this |
facility for you, Lorraine
Cox writes,

You can do it with a sim-
ple mix of your micro, a
modem to translate the
computer signals, a tele-
phone and a TV. An ident-
ity number and password
give you immediate access
to six mainframes around
the UK.

Through this viewdata
network, you can book hol-
idays, find out what's on at
the cinema or local sports
centre, read the latest
news, or buy goods direct-
ly from such stores as WH
Smith and Debenham's. All
this 15 stored on 350,000
frames or pages. To find
out more, goto *B00#

Downloadable games

have a special section, |
backed by Micronetters‘|
comments and reviews
There is also a top forty and |
a top ten chart to show the
favourites.

The star program for the
BEC is currently Proteans
by DK Tronics. Whisked to
a strange oceanic planet,
Pelagove, you must fight
hoards of multiform prot-
eans in waves. To down-
load, goto *G600611888#.

Perhaps youd prefer to
go to sea, as commander of
a frigate on page
*600611759#. There, you
obliterate the lurking sub-
marines in Subkiller by DK
Tronics with your depth
charges. Cost: £5.55.

If you have a Spectrum,
goto *T006703094# for a free
star program. This 1s a
utility which lets you store
an autopage of your fav-
ourite pages and subjects.
The numnber one utility is
found ~on *600614819+#.
Called User-To-User, it's

Above: Micronet 800 1s now used by the Labour party to contact

eachother,

by OEL at £3.49, and allows
you to prepare messages
and data offline eliminating
the Prestel connection.

For a 3D game goto
*6006148584. You'll be lost
in a maze, pursued by

vicious vampire bats, in 3D |

Bat Attack by Spectrum
Programs. Your only
means of survival are quick
thinking and garlic!
There's also little chance

Who
Said?

of survival in Digger Dan
on *600614703#. There,
youre forced to beat off
monsters with a spade.

If you want to follow a
real-life adventure route
to the News area and to
page *800119371#. A five
man expedition is setting
off to the Antartic armed
with a QL computer! The
800-mile walk to the South

6006202a

Pole will last a year, follow-
Ing in Scott's footsteps. The

| purpose of taking the QL is

to calculate data and even-
twally write a book.

For video and camera
owners, there's a new ser-
vice. If you have a problem
with your machine, fill in
the response frame - an el
ectronic coupon — on page
*B00113096#. You'll get an
answer In forty-eight hours.

Planning to stock your
shelves with wideos for
Christrnas? Micronet lists
the most popular and re-

| views them. Included are

Evil That Men Do Where
The Boys Are, Terms Of En-
dearment and Breakdance.

Now you can access
Micronet free! It's now
operating in most micro
stores and Lasky's and
ioot's 1n the Midlands
North West and London
regions. So if you want to
look at the database, visit
your local store or use the
identity number 4444444444
and password 4444 For
more Information on Mic-
ronet In shops, telephone
01-278 3143

Micronet wishes you a
happy Christmas - goto
*6016121# for our elec-
tronic Christmas mes-
sage,

i

Spot
-the-
Dif ference
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shoot of the annual
Vidcom show, now in its
second year.

MIJID was used as a dis
play case by sixty-two ex-
hibitors.  Forty-eight of
these were French and
twelve British; there was
one exhibitor each from
Monace and the US. 10,000
visitors came to see what
they offered.

Because of the large UK

John Sanders goes to|
Cannes to visit MIJID -
the microcomputer off-|

presence, information was
rather less than inter
national But the show did
give some insights into
French and UK home
MmICcIos,

The general feeling at
MIJID was that the MSX
systern, in spite of its high
price and relatively old
technology, has an excel-
lent chance of gaining a
significant slice of the
French market. But there
were doubts wvoiced re-

| garding the system's future

in the UK.

Yvan Coriat is from
Vectron France which im-
ports Imagic products, He

said that MSX will succeed |
the 'mighty|

because of
muscle' of the Japanese
companies. "Even though it
15 old technology, they
market 1t well — it will be
like VHS video all over
again.” (VHS videos have
now officially won the
battle against the Beta
videos)

Philips, too, will be laun-
ching its MSX machines in
coutnries which, lke Fr-

!
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ance, have yet to establish
a home computer market
on the scale of the UK's.
Philip's launch of MSX into
the UK is likely to be de-
layed into the new year,
with the company prudent-
ly waiting for the official
marketing drive to come
from its Japanese format
mates.

Sanyo has been selling
MSX machines in France
since Ist September,
ahead of the UK. It has a
selection of twenty-five
cartridges and forty-five
cassettes. This software
base will rise to 150 titles
by Christmas at a price of
3,000 francs (just under
£300). It claims to have sold
10,000 units in the first
month of launch, and hopes
to sell as many as 100,000
next year,

Thomson, the French
communications  giant,
has promised to introduce
into Europe - and maybe
the UK - its TOT/T0 home
computer. This looks like
any other micro - but
Thomsom has added edu-
cational applications to it

It has developed a video
mixer interface with which
you can combine a video
signal with the computer
output. This means that a
home mowvie can be cap-
tioned, subtitled or given
date and time.

Or - and this 1s more ex-
citing — a still video picture
can be retouched using a
light pen. Creat fun was
had by wisitors at the show
watching Thomson's artist
giving President Reagan's
photograph a new, punk
green Mohican hairstyle!

Another interesting
feature of the TOT/70 is a
logivision interface to op-
erate with a laser vision
disc player - Philip’s
VLP830 - for interactive
learning. And Thomson has
also developed a tele-
phone modem interface to
use the computer as a
videotext terminal.

Thomson is obviously
proud of its T07/70 — an offi-
cial told me it is making
400,000 computers next
year, including some for

‘export.

Among the UK companies
trying to sell their
products into the
Eurcpean market was »
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Opportunity
Knocks.

This is your big chance -

the top programmer’s job.
All you have to do is be at
the right place at the right
time.

But don’t be deceived, the

e fon is tough out
there! -

: mplexity of

g graphics

ing game

play, Interview is a multi-
load game using the {
Novaload fast load system '
on tape. ¥

Don’t wait for the rush,
Interview is available now
from your favourite
software retailer or direct
from us.

Tape £7.95

Disk £9, “VAT.
dore 64

To: Front Runner, K-soft distribution,
620 Western Avenue, London W3 0TU

Rush me_ Tapeis) ___Diskis) of Interview

Name —

Address i

— Postcode

Telephone i

| enclose a cheque/PO made payable to
K-soft distribution for £ (post free)
or debit my Access/Visa*
Delete as applicable

| would like to hear news of more Front Runner
releases ] Yes

Please allow 21 days for delivery.

'f?ﬂff‘**’-’
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FUROPEAN NEWS

Acorn with its BBC micro. |
Elite, of course, was the |
game on display w1th|
it  Spokesman Martin
Lowry boasted that French |
schools seemed more in- |
terested in the good old |
Beeb than in the more |
familiar Thomson product. |
Lowry chserved that the|
Acornsoft educational pro-
gram list was “over twice
the size of Thomson's" and
the strongest point of a
computer 1s 1is software

But Lowry 1s chauvinistic
about the BBC micro. While
admitting that MSX could
be a major competitor in
twio years time, he said that
the BBC micro still had “a
minmum of four years' life"
left, and was "technically
superior to MSX",

At the show, several UK
cable operators ex-
pressed interest in down-
loading games via cable
The Thorn EMI stand was
the centre for discussion.
Lets hope if's taken ser-
iously and we'll see the
games out of the testbeds
SOOI,

Despite its financial
troubles here, the most
celebrated computer in
France is the Cric. Many
UK wvisitors to the show ex-
pressed amazement that a

computer which has not
sold well here should be so
dominant in France. Well-
known companies such as
Sinclair and Commodore
suggested that it was ch-
ance: Oric was able to pro-
vide plenty of computers
when demand was high in
France, and other com
panies were precccupied
with the UK

Maturally, Oric-France's
Denis Taieb doesn't agree

| with this. "It's down to prof-

essional marketing," he
said. "We gave our dealers
real support, with plenty of
software and lots of inform-
ation. This meant that they
were able to persuade
customers that they were
getting a good product.”

He continued to say that
Oric-France offers 200
French software titles,
plus, of course, all the En
glish ones. 100,000 Orics
were sold between March
1983 and March 1984, This
represented 30% of the
French market. With the
market now much bigger,
and with the competition
from MSX, Taieb doubted
whether he will be able to
preserve this share. Buf,
obviously, he expects to
sell many more.

Sinclair has recently es-
tablished sales offices in

| pared to set a target for the

France and Germany, so
was obviously an exhibitor
at MIJID. An official ex-
plained that it had =old
many micros in France be-
fore the Oric. In 1982,
200,000 Z¥81s were sold
Now Sinclair claims that it
has 30% of the home micro
population 1n France - but
a lot of this must be made
up of all those Z¥X8ls. And
it's still going strong.
Sinclair expects tw© sell
40,000 ZX81 starter kits at
650 francs each (about £55)
before Christmas.
Christmas sales of the
Spectrum, too, are expec-
ted to reach this level. And
next year the company
plans to move over more
fully into sales of the
Spectrum and Spectrum+.
The QL was launched at
the time of the show, and|
attracted a great deal of in- i
terest. Many passers-by|
wanted a demonstration. |
But — surprise, surprise? — |
no one at Sinclair was pre- |

near future of this micro.

One barrier to games|
flow between the UK and |
France is that French TV|
works on Secam rather|
than Pal. The Secam TVs|
cant deal directly with|
computer RF outputs. For- |
tunately, since 1980, |

French TV manufacturing
standards have specified a
compulsory “peritel RGB
interface". So those com-
puters with RGE output can
be used directly in France
without modification. Other
micros need an awkward
twelve-volt adaptor be-
tween computer and TV, as
would all micros used with
older TVs,

For this reason, the
newer computers like
MSX — meet with relatively
little sales resistance in Fr-
ance.

Here in the UK, we think
we've seen every micro
ever made. But I saw two
exclusively French com
puters at MIJID, apart from
Thomson's TO0T/70. These
are the 64K Hector and Ex-
elvision.

Hector is a remarkable
example of sales manager
cdetermination. The com
pany has sold 20,000 units
and has provided 120 pro-
grams, all created by the
manufacturers. There is no
third-party software.

The Exelvision had, at
my count, only eight prog-
rams, including a music
synthesiser. But it offered
an infra-red games con-
troller, video mixer input,
and a voice synthesiser

with some games.
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CHRISTMAS BUYERS GUIDE

This issue’s cover story is divided
into three: the add-ons for your
micro, books with more informa-
tion, and the best games micros
around.

Deirdre Boyd starts with a look at
some essential peripherals.

here are so many per-

ipherals - or add-ons — for

your micro nowadays that
any choice must be personal You
won't find an analysis of every per-
ipheral in this article — there isn't
room. Nor have I mentioned memory
upgrades where games for them are
virtually nonexistant. What you will
find are the proven reliable, value-
for-money products that support a
large number of games.

A datassette must be your first buy
if you own a Commodore 64 or an
Atari, Other micros can play data
tapes from conventional music cas-
sette recorders if those recorders
are on the right frequency. But it's
worth noting that recorders manu-
factured especially for data storage
give much higher quality, and are
more reliable. A lead to connect a
recorder to your micro costs about £3,

Joysticks are usually the first buy
for owners of other machines. Again,
Commodore and Afari have their

traditionally the
season of giving -
and receiving. It's

the besttime of year
to add to, or start,
your games system.

own makes which are inter-
changeable. BBC joysticks plug into
the analogue port so are fifteen-way
rather than the standard nine-way.
And the Spectrum needs an interface
to use your joystick,

There are three basic types of joy-
stick: four-directional, eight-
directional and the 360° potentiome-
ter. Joysticks at the lower end of the
scale will have only one fire button,
others will have two, with an option
for rapid fire. Most joysticks have
suction pads on their base to fix
them. Ignore these if you're dithering
on choice.

For two-player games, you can
buy a pair of joysticks joined just be-
fore the interface to fit into cne port.

Memory upgrades are also high on
the priority list of micros with less

than 32K. These usually appear as
16K or 32K Rom cartridges. Check
carefully before you buy - prices
vary encrmously. And for Spectrum
owners, Cheetah makes an upgrade
that fits to the outer casing. This re-
moves the need to send your mach-
ine back to the manufacturer for up-
grading, or losing your guarantee by
doing it yourself.

Disc drives are the other obvious
method of upgrading. But they are
expensive - about £200. So they're
used mostly for small businesses,
and there aren't many disc games.
Rumour has it that prices may halve.

Monitars and TV sets are also pop-
ular buys. Prices again vary en-
ormously — and the choice is difficult.
A family with a TV will soon want to
buy a second screen, as battles erupt
between watching TV programmes
or playing computer games. A sec-
ond TV allows you to play games,
and watch other channels when you
stop. The screen on a monitor has
higher resclution and so gives a
clearer picture.

Finally, you can buy a modem.
This connects your micro to Prestel
with its 1000s of pages of news — and
to Micronet with its hundreds of
games pages. The cost varies from
£75 to £150, depending on your micro
and modem manufacturer.

RS R A B BT A AR T 0 e B R N R WS

AMSTRAD CPC464

The Amstrad comes with its own
datassette and monitor — the differ-
ence between colour and black and
white is £100,

Amstrad’s  joystick is  four-
directional with cne fire button, An
unusual feature is a socket in its base
to take a second joystick. Cost: £14.95.

There is also a disc drive with 178K
storage per 3" single-sided double-
density disc. You'll need an inter-
face. Total cost is £199.95. If you want
to add a second disc drive, you won't
need another interface, so the cost is
reduced to £159.95,

ATARI 800XL

Most of the peripherals for this
machine have been made by Atari
The range includes;

1010 datassette, £34.99. This can
store 100K on each 80-minute tape,
Price includes a guide, lead, and AC
power adaptor;

CX40 joystick, £7.99. This is four-
directional with one fire button on the
top left of the base;

super Controller, £9.99. This is
eight-directional and self centred. It
has two fire buttons, to accommodate
right- or left-handed players;

Trak-Ball, £1999. The first thing
you notice about this is that a ball is
sunk into the base, replacing the
usual upright stick. Rolling the ball
lets you turn corners tightly and blast
more accurately. There are two side-
mounted fire buttons;

1060 disc drive, £19999 This
stores up to 127K on each dual-
density, single-sided 5.25" floppy
disc used. Price includes three man-
uals, master disc, lead, AC adaptor.

Right: Atart's Trakball gives 360°
movement,

BBC

As mentioned above, the BBEC
takes a nonstandard joystick. Per-
sonally, Acom's joystick is not a fav-
ourite. You would do better to buy
Voltmace's three-fire button joystick.
It plugs into the analogue port and
costs £12. A linked pair of these for
two-player games costs £19.95.

Kempston's £1695 joystick is
based on the Competition Pro 5000
series. It is eight-directional with two

14
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Below: Cheetah's RAT uses infra-red
signals, like a remote control RATand

interface, for Spectrum and CBM 64, cost
£29.55

fire buttons, and matches the cream
and brown of the BBC. Euromax's
range of joysticks can also be tail-
ored for the BBC. Prices start at
£15.65,

Alternatively, Wizard Develop-
ment makes an interface which will
take two Atari-style joysticks. This
costs £14.95 plus 60p postage and
packaging. It also sells the Quickshot
11 at £9.95.

Opus Supplies’ disc drives start at
£129. These store 100K per 525
single-sided 40-track disc. Micro
Peripherals also sells a range: of 3%,
3.5" and 5.25" formatted disc drives.
Prices start from £132 plus VAT,

Thearcade

professional by |
Euromay, atthe i i
top of the joystick e

-
-t

range, fits CBM 64,
Atari, Spectrum
and BBC. Cast:
£28.85

Above: a conventional
Joystick with upright stick
and two fire buttons on
the base. Thisoneis
Kempston's
Competition Pro.

MSX

The MSX machines have only re-
cently been released, but already
there are quite a few penpherals for
them.

All joysticks have two fire buttons,
with prices ranging from £12.95 for
those from Sanyo, JVC and Toshiba to
£19.95 from Sony.,

Two datassettes - one AC/DC -
are available from Sanyo, each at
£34.95. Top of its range 1s the DR202
recorder which costs £10 more.

The light pen from Sanyo is very
costly: £83.95. If you're interested in
graphics design, it would be worth
walting to see if the price comes
down.

The same story applies to disc
drives. Sony's stores 500K and uses
3.5" discs — but costs £349.95,

The MSX companies have long
been associated with TV sets. So ac-
companying the micro range you will
find colour TVs at £173.95 from Sanyo
and Z£189.95 from Toshiba.  For
£265.95 you get a TV set cum monitor
from JVC and Fisher.

The Sprint datassette from Challenge
Research cosis £64 95, but Spectrum
programsload four times faster, A
Commodore version is planned

COMMODORE 64

Commedore makes a range of
peripherals. These include the 1530
datassette at £44.95 and the 1541 disc
drive at £229. The latter stores 170K
on 5.25° single-sided discs. Commo-
dore's joystick costs £7.50, and is
eight-directional with one fire button.
There is also a 14" monitor for £230.

Commodore has its own com-
munications network, called Com-
punet. The modem for this costs
£88.99, and the first year's subscrip-
tion is free.

Apart from Commodore, Atari and
Euromax joysticks are also compat-
ible with this micre. And Currah
makes the most user-friendly speech
unit. Just type SAY “ and what you
want heard, then type " and press
Return. You'll hear everything you
typed between the inverted commas
through the TV. Cost: £30.
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SPECTRUM 48K ' 7

The Spectrum must have more
peripherals than any other. First ob-
viously, comes the interface. The
cheapest we've seen comes from DK
Tronics. Costing £13, it takes two
Atari-style joysticks. For £22.95 DK
Tronics supplies a programmable
one-joystick interface with
seventeen-directional movement,
microdrive compatibility, and a rear
connector for other add-ons,

Ram Electronic’s Turbo interface
takes two Kempston or Protek joy-
sticks and a cartridge, and has a rear
connector. Cost: £22.95 plus £]1 post-
age and packing. If you buy the
Quickshot II joystick at the same
time, the price is reduced by £3 to
£9.95,

Sinclair's Interface I takes two

Joysticks of any standard plug and a
cartridge, but has a limited rear con-
nector. Cost: £19.95,

The Quickshot I joystick from DK
Tronics 1s four-directional, with two
fire buttons. The Quickshot Il has a
sturdier handle shaped to your hand,
and the second fire button will give
rapid fire. The prices are £9.95 and
£12.95 respectively,

The Kempston Competition Pro
joystick -must be as old as the
Spectrum - and is probably the best
known. Once the leader in the field,
its eight-directional with two fire
buttons, and sells for £11,95. If you
buy this joystick, check that the
games you like are compatible, Also
from Kempston is the cheapest joy-
stick: the Junior Pro, at £5.09 If you
buy before Christmas, the Junior Pro

The Fischer pop cairy case isa fun way of
storing games tapes They hold ten tapes,
and have a patented spool so that tapes
won't unwind, Cost: £10

Acorn's Plus One screws io the bottom of
the Electron to give it joystick, car lridge
and printer interfaces_Cost: £59,90,

and interface will total £14.69,

As any Spectrum owner knows,
sound is virtually nil. DK Tronics sells
two interfaces with 4' speaker to
amphfy it The £14.95 version ampli-
fies the BEEP output; the £29.95 ver-
sion also has a three-channel sound
synthesiser. It allows you to program
your own music with harmenies, ex-
plosions, zaps, chimes, whistles, and
other sounds over eight octaves.

The last most popular buy for the
Spectrum is a keyboard to replace its
squishy non-tactile one. One of the
cheapest, at £28.50, is from Kelwood
Computer Cases. It replaces the
keys and switches with a top of their
own, leaving the rear of the Spectrum
unaltered for interfaces,

DK Tronic's microdrive compat-
ible keyboard is £45.

WHERE TO CONTACT THE SUPPLIERS

Acorn Computers,
' 1R {':,.inr‘|T{:n_,

M1 4 4EF,
AtariCorporation,
ari
etah Marketing,
' 5t, London EC1R 3D,
ommodore Business
Machines,
1 Hu sR

Kelwood Computer Cases,
Moorgate, Rotherham
D

mpston Micro
Electronics,
Un

Opus Supplies,
158 C

Camberwell Rd, Landon SE5
OEE.

et o

Romag Safety Glass,
Patte 5 n-Tyne, Tyne
d’ Sinclair

Wizard Development,
22 Carver St, Sheffield 51 4F5.
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Want to know the solution to that frustrating

adventure? Or some good game programs?

Or more about your micro?

A book is the obvious answer.

These are some of TVG's favourites.

COMPUTER SPACE GAMES
COMPUTER BATTLE GAMES
Price: £2.25 paperback, £4.50 hard-
back

Machines covered: C64, Spectrum,
BBC, Vic 20, Apple, TRS 80, Electron,
ZX81

Publisher: Usborne Publishing, 20
Garrick Street, London WC2E 9B]
These two books are an excellent in-
troduction to programming your own
games. Each program given staris
with an explanation of the plot. Be-
side each section of inputs is an ex-
planation of what those inputs do.
This may range from giving monsters
names, to changing the numbers of
foes, to checks that you're not cheat-
ing.

Each book contains about eigh-
teen game programs. The games are
in Basic, which can vary between
machines.

All the games here will run on the
Z¥81; if any lines need changing for
another machine, they are given at
the end of the game.

The books end with a summary of
Basic, a conversion chart, and tips on
altering the games if you wish.

These books are fun, and an easy
way to slip into what is normally
shown as tedious programming.

Also by Usborne are Weird Com-
puter Games, Creepy Compluter
Games and Computer Spy Games at
99p, and adventure books at £1.95.
The range includes instructional
books, with prices ranging from
£l.9§ for paperback to £6.95 for hard-
back.

MICRONET BOOK

Price; £6.95

Machine covered: Spectrum
Publisher: Melbourne House, Castle
Yard House, Castle Yard, Richmond
TWI10 6TF

A Micronet news page appears in
TVG every month. Micronet
modems are now available for
Spectrum, BBC, Commodore, ZX81,
Research Machines, TRSB0, Apple,
Pet and Dragon. This book covers
the Spectrum specifically, and other
machines generally.

This book was giritten by Alan
Giles, who worked with Prestel for
seven years. He gives the history of
Micronet and its development, ex-
plains exactly how the hardware
works, how to manipulate the soft-
ware, and avail of Micronet's mailbox
and other faciliies. He continues to
show how you can contact other Mic-
ronet users - not necessarily
Spectrum owners.

The whole is illustrated with
photographs of the hardware, codes,
and diagrams of how the system
works.

COMMODORE 64, GAMES BOOK 2
Price: £6.95

Machine covered: C64

Publisher: Melbourne House

(address as before)

This is the follow up to the popular
Commodore 64 Games Book. Like
1ts predecessor, it contains thirty ori-
ginal games programs. They range
from shoot 'em ups to maze to
strategy, and each is illustrated with

a screen photograph.

There are two nice bonuses in this
book. The first is the Chexsum/
Merge program validator. When
keying in numerous lines, 1t is only
too easy to make a mistake. You can
then spend ages trying to find it
These two short programs tell you on
exactly what line an error occurs.

The second bonus is an explana-
tion before each few lines of input of
what they do.

MSX - AN INTRODUCTION —
Price: £12.95, with cassette
Machines covered: MSX
Publisher: Century Com-
munications, 12-13 Greek Street,
London W1V 5LE

The article on micros on the next few
pages explains why MSX might have
the biggest impact of any micro on
games. If you decide to go for one,
this book will be an invaluable prog-
ramming tool,

It starts with a brief explanation of
MSX standardisation, then goes into
more detall about the hardware,
memory, storage mediums, key-
board, peripherals, functions and
programming principles.

The next section of the book is de-
voted o comprehensive ex-
planations of over seventy of the most
important MSX Basic commands and
statements. This includes the es-
sentials of how theyre strung
together to form programs.

This is followed by chapters on
sound, graphics, working with num-
bers, and interacting with programs.

1=HACD
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Finally, for BBC, Spectrum, Comrmo-
dore and Oric adventurers who can't
solve The Hobbit, Melbourne House
has produced A Guide To Playing
The Hobbit,

Your fun won't be spoiled, as there
are many solutions to this interactive
bestseller. This is but one, and will
help you to discover others. The
price 1s £3.95.
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TV GAMERSALE!

Due to your response to our September games offer
we've decided to do it again, but with more titles and

lower prices,

And we have uncovered some more bargains for
you. Software companies often have small stocks of

SUITABLE FOR:

COMPUTER GAMES CASSETTES FROM AVALON HILL

GYPSY RSP £15.95

vive? (One player)

(One player)
MOON PATROL

SHOOTOUT RSP £14.95

Sale Price £3.95

No, nothing to do with painted caravans, You are a Gypsy Moth trying
1o eat the leaves of your favourite tree, beset by ants, bees and spiders.
Food gives you strength, hites and slings make you weak. Can you sur-

LEGIONNAIRE RSP £25.95
A superb introduction to the world of Wargaming. It's a real-time simu-
lation of battle in the days of the Romans. You are Caesar, and com-
mand ten legions against a barbarian horde, Each legion and barbarian
tribe is different, and effects like fatigue and morale are included.

RSP £18.95
Arcade-style game of Lunar invasion. Four levels of increasing dif-
ficulty, each with new attackers. The green ones are bad enough, but
the red dnes are deadly! (One or two players.)

Sale £3.95

The full title is “Shootout at the OK Galaxy", and i's a graphic arcade-
style fight that tock over two years to make, 30 alien warships have en-
tered your patrol zone - and now it's up to you... (One player)

older games, or games for less popular computers,
which they are prepared to sell at bargain prices.
And for the VCS we have found some cartridges
which have not generally been sold here before now -
real rarities! There are limited stocks of some of the
offers, and it's ‘first come, first served’, so don't delay!

Sale Price £6.95

Sale £4.95

players,

CARTRIDGES FOR ATARI VCS

BLUE PRINT Find the parts of your gun and the missing plans, and you
might be in time to rescue your girlfriend... if the bad quys let youl And
it's all in a maze, too. For 1 or 2 players.

CARNIVAL Shooting game for 1 or 2 players, set in a fairground
shooting gallery. Aim straight and watch those ducks...

GORF Arcade action for 1 player. Defeat the invading aliens in this
challenging adaptation of an arcade classic,

MARINE W. Sea battle with ships and aircraft for 1 or 2 players.
MR DO! Guide Mr Do round his orchard collecting cherries, if the
Badguys will let you! Based on the well-known arcade game. For | or 2

POO YAN Children’s game for 1 or 2 players, where you have to help

Mother Pig rescue her piglets from Wolves.

SMURF Children's Adventure for | player, based on the TV series.

Rescue Smurfette from the haunted castle.

STRATEGY X Tank battle for 1 or 2 nimble fingered and alert players,

SOLAR FOX Command a space fighter clearing solar cells from a

selection of 20 patterns. Special child

on an arcade game. For 1 or 2 players. :
Shooting/Adventure for ] player. You rush round rooms

shooting little beasties and collecting treasure.

and parent versions, too! Based

Eong is trap
For 1 or 2 players,

and monsters? 1 or 2 players.
CARNIVAL Shooting game
shooting gallery.

CARTRIDGES FOR INTELLIVISION

DONKEY KONG JUNIOR A sequel to Donkey Kong, but this time
d and has to be rescued by his monkey son!

LADY BUG A Maze game, but with moveable walls. 1 or 2 players,
VENTURE Adventure-type game based on an arcade hit. Can you
guide ‘Winky' through a house collecting treasure and avoiding ghouls

for 1 or 2 players, set in a fairground

All you have fo do is ring round the
fitles you want, (not forgeting to
ring which computer you wanf the
Avalon Hill games for), and enter
the fotals in the ‘cash’ column.
ere are no extros: postage,
?ocking and VAT are included.
hen complete your name and
address, and tear out the whole
page (or copy it if you don’t want
to spoil the magazine).
Send it with your cheque or Pos-
tal Order (payable to Gamer)

to: Sales Department, TV Gamer.
;EJ Oxford Street, London, W18

This offer is only valid uniil Dec-
ember 30th T‘?Eyd, unless stocks
run out earlier,

Please allow 28 days for de-
livery, though we'll try to do better
than that|

We will gladly exchange any
cartridge or cassette that you have
difficulty loading for ancther of
the same title. .

B SR POSTCODE I
l Please send me the items | have marked. I

! enclose a cheque/Postal Order for R

— — —— — — —




Someof TVG’'s

readers want a

second computer for

Christmas. Others

have written in

asking for helpin

choosing theirfirst.

Withsomany

around, itcanbe

_difficult balancing

price vs capability vs
availability of games

and peripherals.

And you must be

sure thatthe maker

of your micro will still

' beheretohelp you

inthe nextfew years.

Inthisissue, the

; ~ TVGteamtakesa

new look at the most

popular micros.

; We've sorted out our

hardware to give

you the latest prices,

basic capabilities

‘and potential, games

available—andlife

expectancy.

Graphics and sound

forgamesare

marked fromone

' ~ star(bad)to

five star(great).
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EMSTRAD CPC464
Price: £343 with colour momtor; £239
with black/white monitor. Rumour
has it that prices will drop to £300 and
£200 respectively

Price includes datassette and moni-
tor

Interfaces for peripherals: joystick,
user port

Type of keyboard: full stroke
Memory: 64K

Expandable: with disc drives
Program language: Easic, extended
industry standard syntax
Graphics: % % % %

Sound: % &

Games available: over 100

Life expectancy: The Amstrad
comes as a complete package — not
cheap, but you get your moneys
worth. Its future is guaranteed as it is
part of a large electronics company
with comprehensive distribution; its
turnover last year was £85 million.
Faith in this machine's future is con-
firmed by the increasing number of
software houses writing games for it,

Price: £169

Interfaces for peripherals; two joy-
shick ports, user port (datassette, disc
drive, printer), cartridge port. You
must use a data, not a music, cassette
recorder with this machine.

Type of keybeard: full stroke
Memory: 64K

Expandable: with disc dnves
Program language: Atari Basic;
other language cartridges available
Graphics: * * % *

Sound: % % 4 &

Games available: over 1,000

Life expectancy: After two very
shaky years, Atari was bought by

CHRISTMAS BUYERS GUIDE

Commodore founder and ex

president Jack Tramiel He offloaded

the old dedicated-games machines

to concentrate on the 800. He also re-

g?g?d its price by £90, from £259 to
[

Faith in Tramiel's knack of making
things successful is shown in the soft
ware houses who have taken the 800
back into their portfolios. And with so
many games already in existence,
you'll be old before you play your
way through them.

BBC ‘B’

Price: £399

Interfaces for pernpherals: datas-
sette, joystick, light pen, disc drive,
Econet, MIDI, monitor, printer, TV,
telesoftware compatible

Type of keyboard: full stroke
Memory: 32K

Expandable: with disc drives
Program language: EBEEC Baszic
other language cassettes available

aphics: * %%
Sound: & &
Games available: over 500
Life expectancy: Crossly overpri-
ced, the BBC is still one of the most
expandable systems around. It has
the potential to be one of the best
games systems — but there are only
one or two really good games for it
Elite and Zalaga spring to mind.

The reason you see so many
around is that the BBC holds the offi-
cial government contract to supply
schools. But this contract ends in
November of this year Sinclair's
Spectrum has often made a bid for
this slot, but MSX 1s also a strong
contender.
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o Mace:
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SPECTRUM 48K
Price: £130
Price includes: six games if you buy
before Christmas £
Interfaces for peripherals: datas-
sette, TV.
Type of keyboard: membrane
Memory: 48K
Expandable: indirectly to 256K
Program language: Sinclair Basic
other language cassettes available
Graphics: * ¥ *
Sound: *
Games available: over 1,000
Life expectancy: The OSpectrum,
with the Commodore, 15 the biggest
zeller in the UK. It's cheap and a fairly
good introduction to computing. At
this price, and with so many high-
quality games and peripherals, you
can't lose.

The company has also launched
the Spectrum+.

COMMNMODORE 64

Price: £190

Interfaces for peripherals datas-
sette, joystick, light pen, cartridge,
monitor/TV. disc drive, printer; tele
software compatible, You must use a

data, not a music, cassette recorder
with this micro.

Type of keyboard: full stroke
Memory: 64K

Expandable: with disc drive
Program language: Simon Basic
other language cassettes available
Graphics: * % %%

Sound: * * &k *

Games available: over 500

Life expectancy: The C84 with the
Spectrum is the top seller in the UK,
and one of the top three in the US. Tts
SID sound chip is the best on any
micro, Regarded as the last word in
sound and screen graphics, the Cb4's
full potential is still to be seen.

DRAGON 32
Price: £159 officially, but can be
bought new for £70

Interfaces for peripherals: cart-
ridge, datassette, joystick, disc drive,
monitor/TV, printer

Type of keyboard: full stroke
Memory: 32K

Expandable: to 54K

Program language: Dragon Basic
Graphics: * %

Sound: *

Games available: over 70, mostly
through mail order

Life expectancy: Afler a year of
doubt about the Dragon's future, the
company has been rescued by
the Spanish government-backed
Eurohard. Its future again looks rosy.
The price dropped dramatically be-
fore this news — so if youve got a
small budget, arab it

ELECTRON .

Price: £100

Interfaces for peripherals datas-
gette, monitor/TV

Type of keyboard: full stroke
Memory: 32K

Expandable: no

Program language: EEC Basic
Graphics: x %%

Sound: & % *

Games available: over 50

Life expectancy: This is basically a
cheaper and downgraded version of
the BBC by the same manufacturer.
It too, is overpriced. It hasn't proved
as popular as expected, and has re-
latively few games.

Price: L2580
Interfaces for pernpherals: datas-
sette, monitor/TV, disc drive and
hard disc drive, printer, two joysticks
Type of keyboard: full siroke
Memory: 48K

Expandable: to 512K with disc drive
Program language:

Graphics: % % & %

Sound: * % % %

Games available: over 50

Life expectancy: This is a very low-
profile company, but its micros have
received critical acclaim. Software
houses are gradually creating games
for it.

20
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MSX MICROS Below are some of
Price: Canon V-20 £280; JVC HC-T  the MSX
£279; Mitsubishi ML-F80 £299, Sanyo  machines
MCP100 £299.95; Sony HB-75B £299; destined for the
Toshiba HX-10 £279.95 UK. Clockwise
Interfaces for peripherals: datas- fromthe woplef,
sette, joystick cartridge, monitor, areofferingsfrom

some makes with printer Sony, Sanyo,
Type of keyboard: full stroke Canon, Toshiba,
Memory: 64K Hitacht, JVC and
Expandable: to 80K, and with disc  Misubishi Note
drives - the family
Program langmage: Microsoft Basic  resemblance
Extended

Graphics: * % % moey

Sound: * % %

Games available: over 50 (more

to come)

Life expectancy: MSX micros
could make more impact on
home computing than any
other. Until now, games and
peripherals for one make of
micro wouldn't work on an-
other So gamers had to fork
out extra cash. Also, pro-
grams 1_j‘c:‘]: tIhedjﬂsamg p=
game obviously differe
from machine to mach- % bt gy
L.

ine. Converting the pl .

programs - led to pd L L T
~much  frustration :
and hassle.

MSX could mark
an end to this It
standardises - |
both the basic
hardware and
the software.

MSX
stands for
I‘vhé::ro-
801t !
Basic eXten- Sl
ded - a program languae
developed in the US and extended ™
a group of Japanese manufacturers.
About fifteen to twenty companies
will manufacture the machine
Choose any one. Games, per-
ipherals and programs for all can
be mixed and matched.

The companies backing
MESX are international house-
hold names: Brother, Canon,

Obviously, established games
micro manufacturers such as Sinclair
and Acomn won't give MSX their

Fujitsu, Hitachi, JVC, Mat- Ll & - «  blessing. But the might and organisa-

. . g, .m g ! tion of the companies backing MSX,

/ and the basic desire for standardisa-

tion, means this is no here today/

gone tOmorrow system promising

you the Earth and giving you only the
topsoil. O]

sushita, Mitsubishi, NEC,
Pioneer, = Sanyo, Sony,
Toshiba, and Yamaha are
some.

The theory is obwiously
sound. But this isn't a per-
fect world. The Z80 processor used
by MSX machines is outdated and S
restricting for future developments. '

This basically means that it will be supposedly primitive Spectrum - AMERRY CHRISTMAS AND
very hard for MSX machines to com- and the even more primitive Atari HAPPY NEWYEARTO ALL
pete with the next generation of VCS Both continued to surprise OUR READERS!
computers. But look what prog- gamers with increasingly complex
rammers managed to get out of the games.
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HARDWARE

SETTING OR LOWERING

THE STANDARD

Darrin Williamson Idoks at

Toshiba’s HX-10, one ofthe

~ first MSX machines to hitthe

UK market.

Unless you've been in an Outer Man-
golian POW camp for the last few
months, you can't fail to have seen all
the fuss about the MSX (MicroSoft
eXtended) range of home micros to
come from Japan. There are a lot of
pros and cons about this operating
system. These have been done to
death in the mass media. So let's con-
centrate mstead on the machines
and how they stand up to the com-
pefition in the home micro market
place.

There are a large number of man-

|
ufacturers from several countries - |

not qust Japan producing home
nicros to MSX standards. All are
basically the same, but each has
some kind of speciality. This could
be a built-in add on: for instance, the
Sanyo model comes with a light pen
attachment, and the Yamaha is MIDI
equipped, has a full range of syn
thesiser chips and an additional

| plano-style four-octave keyboard

The other difference is price. Cur-
rently, the cheapest MSX is the
Goldcrest at £199,

The unique feature of the Toshiba
HX-10 is its audio out socket This

| notes in

llows you to plug your micro into a
standard hi-fi or ghetto blaster So
you get better quality sound than you
would out of a TV sound system.

[ suppose the idea is that, when
you rush down to the shop with 250
your hot little hand, the
shopkeeper will smile gleefully and
sell you a Toshiba hi-fi at the same
time!

Let's take a closer look at the HX
10 and see what 1t offers. The first
thing to hit you 1s the keyboard. It has
seventy-three keys to its full-stroke
keyboard, which is nice and respon-
sive. As well as all the keys for the
alpha numeric functions, thers are
four user-definable function keys
and a very nicely laid out cursor key
arrangement. This feature 15 com-
mon to most M5X machines

One criticism [ would make 13 that
the keyboard is just slightly too small

i

| for my big paws.

As with micros like the C64 and the
800XL, the keyboard also acts as a
graphic symbol generator. Sheets of
stickers are provided so that you can
stick the relevant symbol on the re
levant key

22
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Input/output. Apart from the audio
output, the HX-10 has a carindge port
for ROM games such as Super
Cobra and Track & Field. It will also
take utitlities such as synthesiser
VOICING PIOgrams.

A Centronics standard printer in-
terface allows you to connect just
about any printer fo your micro.
Toshiba does make some of its own.

There are also two expansion
poris which are a bit of a mystery at
present,

Last, but not least, there are two
Atari-style jovystick ports which will
take all joysticks that will run on an
Atari or Commodore computer, |
must give a word of warning here,
During testing, we discovered that
pressing both fire buttons at the
same time on an Afarl super action
controller effectively resets the com-
puter, So whatever program was
running - unless it was on ROM, of
course - was erased. This may well
happen with all joysticks that use twao
buttons for firing.

Expansion possibilities are quite
good, as any peripherals made for
one MSX machine automatically
work on any other one. And all com-
panies concerned have pledged that
anything nonstandard that they in-
clude on their machine will be
brought out to work on all the others.
So theoretically there will be a light

pen add on from Sanyo, a Yamaha
music package and a wideo still
frame grabber from JVC.

Software 1s a hittle slow coming. But
uch soft-
ware for M5X as we have for, say, the
Commeoedore 64 in a fraction of the
time. Already, many of the es
tablished compamnies in scftware de
velopment have committed themse
lves to the production of MSX titles in
the future. And even now we are
seeing stuff from arcade qant
Konami with Rom versions of Track
& Field Super Cobra, and Circus

Charlie. The chances are that, as
Konami launches a new game in the
arcade, it will bring out an MSX ver-
sicn. This can only be a good thing
for gamers.

Conclusions. Without
MSX is going places. W
one says, it's going to de
Japanese marketing behind MSX is
well thought out. After all, it wouls
difficult to go wrong when
ght of the most suc-
s companies in the

ol
world.

The compatibility feature will ap-
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=l

I Joystick jack 3 —— |
CAPS LOCK incheaicr Prinier corvecior __—I
MSX BASIC COMMANDS
AUTO CONT
MNEW
LLIST
RENUM AUN
TRONTROFF CLEAR
DATA im
DEFINT DEFSNG
DEFDBL DEFSTR
DEF FN DEFUSR
ERASE END
ERROR FOR TO
GosuB GOTO
IF GOTO INPUT
LINE INPUT LET
INT LPRINT
ON ERROR GOTO
ON GOTO OoN
POKE PRINT
PRINT USING . READ &
REM RESTORE
RESUME RESUME O
e STop
n

AP NEXT

RETURN IF THEN

{1} Expansion bus connector *
{2) Composite Video Output

13 Audic Output
{4} RF Output (to TV aenal socket) ———!

(5) Cassette recorder ___J

DISK DRIVE

Power cord -

peal to most people, as will the well
known names involved Sony
Hitachi, Panasome, Canon

The use of the Z80A CPU has been
widely criticised by the mass media,
But in all honesty, the chip is by no
means as antique as the likes of Sir

Clive Sinclair. After all, what pro- |

cessor does the Spectrum use?

The Toshiba HX-10 is a sound per-
former which should prove a reliable
machine with the nearest thing to a

| guarantee of long usage It is the
heart of a good beginner's system
whilst being flexible enough to keep
up with the user's needs in the future.

My prediction is that MSX will be
here for at least a couple of years,
probably more, after which it will be
replaced by MSX II. This may well
be downwards compatible like
Atari's 7800 would have been,

The HX-10 provides the user with

good, all round value for money, in

relation to the length of time before
you need to change your micro for a
new one, It is particularly good as a

| Basic machine, and without a doubt

the cne to go for if you don't want the
extra fnlls that some of the others
offer (at a price). You can always buy
the extras as extras at a later date. In
short, you could do far worse than the
Toshiba HX-10.

Read the page opposite for an op-

portunity to win one for yourself

MSX MACHINES HAVE BEEN LENT TO THESE SOFTWARE HOUSES TO DEVELOP GAMES
ASK JVC 01 874 6046
Ampalsoft Hi
A.ndron{a-du .

Farmfax IVC 0264 §
GST/El
(0] ]

Hi-Soft Hitac
ISP Murkeiing WNC 0202 2

Intelligent Canon 01 4
Ivan Berg Hitochi 01 32
Joe The Lion

059 366 5

58

S0 383

Lion Micro Systems JvC 01

Llamasoft Hitachi 0 4478

Longman Publishing Teleton
0279 26721

Live Wire T

Lothlorian

Mastertronic Hitachi

Mirrorsoft Toshiba

Micromega IVC 01 2

Micro-Aid Toshib

Mogul JvC 01

MO'imerx Tashi g 0

Micro Intel Toshiba 0

MNelson Filmsean
Norwood 04;
Oasis Telet

Oundle Sound Suite Canon

ra

PSS Sony 0203

Quicksilva Sony 0
Richard Wilcox T
Salamander Hitac

Softshop Int.
Tasman Toshiba 05
Terminal Software 5o
061 7614321
Virgin Games Sanyo 01 221 7535
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Now’s your chance to win one of the
most talked-about computer systems:
the TOSHIBA HX-10 64K MSX standard
home computer, complete with a
TOSHIBA 14" colour portable TV.

All you have to do is answer correctly ten sim-
ple “true or false” questions about TOSHIBA, MSX
and television. Then give us a reason why you
think MSX is o good idea. The most original
reason (combined with the correct answers!) will
win the HX-10 and the television.

The ten runners up will each receive a copy of
the recenily released book by KUMA on the ins
and outs of the MSX system entitled STARTING
WITH THE MSX. The book is about 140 pages in
length and is highly user friendly.

QUESTIONS

MSX stands for MicroSoft eXtended.
Television tubes are measured diagonadlly
from corner to corner,

The HX-10 keyboard has 76 keys.

UK television is broadcast on VHF.

The HX-10 has a four-octave sound chip.
NTSC stands for Never Twice the Same Col-
our.

Acornsoft will be producing MSX games.

The HX-10 has .'3'?}( of user RAM.

MSX machines utilise a Z80A CPU.

Toshiba UK is based in Milton Keynes.

O~ Ok N—

"

Win a
lToshiba
M3X
micro
~| -polnas TV?

I Address

| e es Sawa e nneBosicode

| MSX is a good idea because ... .

] 1 TRUE/FALSE 2 TRUE/FALSE 3 TRUE/FALSE
4 TRUE/FALSE 5 TRUE/FALSE 6 TRUE/FALSE
TRUE/FALSE 8 TRUE/FALSE 9 TRUE/FALSE

7
10 TRUE/FALSE

f PLEASE COMPLETE AND POST TO: DECEMBER COMPETITIONS,
TV GAMER, 187 OXFORD S5TREET, LONDON WIR 14J

COMPETITION RULES

. All entries received by the
closing date, 7th January, will be
examined; correct entries will be
judged by representafives of
%cc:llg ™ gmmer and Toshiba UK

td.

2, The prize will be awarded
to the entrant who correctly
answers the ten questions and, in
the opinion of the judges, gives
the most interesting and onginal

reason why MSX is a good thing.

3. The prizewinner will be
notified by post, and details will
be published in a forthcoming
issue of TV Gamer.

4. All entries must be made on
forms cut from TV Gamer.
Photocopies are not acceptable.
3. The prize is to British TV
standards, and operction cannot
be guaranteed overseas.

6. The Editor's decision is final.

|
|
|
|
|
|
|
!

_____ =~



By Tim Quinn

_ L& and DickyHowett. -

/ JUST OUR LUCK TO BE SWALLOWED
BY B A49CNMIAN WITH
7 HALITOS1S!

sl
. S— -

THE oNY WAY TO &ET OUT OF HERE 15 TO
PLAY THE GRAME AND PASS THROUGH THE

MAZE OF 1,000 HORRORS! 1

AND HERE
CoMES THE
FIRST
HORROR..

AND HERE'S THE SECOND HORROR - B .
THE RULES-ALL 250 PAGES OF B fﬁ:; [LTHDDEE-N T

DYING TO WEAR
SINCE I PLAYED

VS TENNIS!

'SELINA SCOTT . ...

o)

N
e g

SOTHIS ISWHAT IT'S
LIKE INSIDE A PRCMAN . |
MUST BE ONE OF THE

ERRLY
VERSIONS.

THEM! WE BEGIN BY CHOOSING A e |
RDLE’ FROMTHE FOLLOWING LIST: %%131”1? Zanow. BUTIT \ By DioN'T HAVE R

RICHMINER 'SPACE CAPTAIN. HERE! %HF}I_NCE T(ETR\' B %ﬁgﬂgt"isl To KEEPANE
‘FRIEND ] ; NTHIS NEW 5 -J

il etk Mg il : DRESS TVE BEEN A Al

BEOTHER'ASIF T




ACCORDING TO BRRBRARP
WOODHDUSE, ALLCREATURES
CAN BE PRCIFIED IFYoU
BLOW UPTHEIR NOSES -
S0 HERE GOES....

POFEFE....

- -THATWASN'T 7
ITS NOSE Ypu WERE
BLOWING DP!

ER-I
HATE TO
TELL YOU
THISAL,

THAT MUST BE THE DRERDED
SEX BOMB (£VEN WOARSE THAN
SMART BOMB ) THE NEXT

. HOBROR

,f'b UPHER -

. % %Esﬁ NO/ «eer Back! wrY 00 Yoo L

S OV ANY | THINK SHE'S CALLED SEX BOMB
: A SINGLE A7/SS AND SHE

EXPLODES' !

VA-VA-VooOM !
THAT'S M KIND
OF HORROR |

)_ :

—

GREAT STARS! LOOK WHAT'S

I Y/

MUTANT CAMELS, A SPuADRON OF i
THAT WAS CLOSE . 3
THE GATEKEEPER THATLL SAVE THE 'l

Egg'ﬁgg'ﬁﬂ ‘25000 STARSHIP
MBERS, 2.000 GIANT [
WOULDN'T LET THEM ART
IN! Is 4 THEP'“,'.f;TRnwme»

SCORPIONS , BONNIE LANGFORD,
; THE WHOLE, SIODR NATION
s AND © 000 MRMEN |

s
-
—
-

-




INTELLIVISION

FROM
EXPRESS GAMES

[NOW AVAILABLE (at £24.95) |

DUNGEONS AND DRAGONS (TREASURES OF TARMIN)

MASTERS OF THE UNIVERSE (THE POWER OF HE-MAN)

GREAT BARGAIN OFFERS |

INTELLIVISION CONSOLE (NORMAL LIST £69.95) £49.95

INTELLIVISION PLUS TWO VOICE CARTRIDGES
(NORMAL LIST £109.85) £34.95

| CARTRIDGES |

AUTO RACING, DRAUGHTS, HORSERACING,

ICE HOCKEY, POKER/BLACKJACK, SEA BATTLE,

TRIPLE ACTION, US FOOTBALL, UTPOIA, POPEVE,

FROGGER, SUPER COBRA, EMPIRE STRIKES BACK,
SRR L o A T R EACHE£14.95

ASTROSMASH, BASEBALL, BASKETBALL, SNAFU,
SPACE BATTLE, SPACEHAWK, VECTRON ... EACH£9.95

Note: Our prices include post, packing & VAT
For other offers write or tel. (0494 331 71) for details.

-—-----------—-—-------
To EXPRESS GAMES, 31-32 High Street, High Wycombe, Bucks HP11 2AQ

?RDER % _ITEM | ary ' £ _'

i
|

Eheque:‘ postal order enclosed
payable to Express Games
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he Hobbit adventure game

brought Melbourne House to

the attention of adventure
games players all over the UK

The game was original, high qual-

ity and innovative. The stmking

feature of The Hobbit was not only

the high-resclution colour pictures |

fl to. Its new adventure

used to display locations — a feature
usually found only on the more ex-
pensive disc-based machines — but
also the intelligent characters.

For the first time in a game, the
player could interact with the char-
acters, rather than just killing them.
The characters had their own identi-

TVGAMER DECEMBER "84

Afterreleasing The

Hobbit, Melbourne
House had a high
reputationto live up

is even better. Mike

Inde-
and be-

fies and whims. They acted
pendently from the player
tween themselves,

To follow up The Hobbit was a dif

| ficult task. Initially, 1t was believed

that Melbourne House would prod-
uce a similar Lord of the Rings tn-
logy — a logical step, as The Hobbit
book precedes LOTE Due to legal
complications, this was not possible.

50 Melbourne House had to lock
elsewhere. It chose Sherlock
Holmes.

The product - Sherlock, the

adventure game - is the result of over
fifteen months' programming from a

29




of The Hobbit. The project also re-
quired the services of a Sherlockian
expert for a year. He helped create
the story, and advised on the ac-
curacy of details about Sherlock’s life
and companions.

Sherlock comes in the new-style
Melbourne House packaging - a
large box with booklet explaining
the game, and a few fragments of
railway timetables for the period
The game is not based on any one
sherlock Holmes book, as this would
ruin the aim of the adventure. What's
the challenge in solving a crime you
have already read the solution to?

So, unlike The Hobkbit, there i1s no
book in the packaging. But you
would benefit from reading some of
Conan Dovle's books about the det-
ective, It helps you enter the game's
atmosphere.

You take on the role of the great
detective, Sherlock Holmes. You are
faced by a complex and difficult
crime, which must be sclved.

The plot of the adventure covers
the crime, and the clues to the true
murderer. Just to make the game
even harder, everything happens in
real time. A clock on the screen in-
forms you of the time and date, start-
ing on Monday morning, So you must
solve the crime before the wrong
person is arrested and convicted.

You are not alone in this task
There is faithful Dr Watson to assist
you in your investigations, offering
advice and comments on the clues so
far uncovered.

There are also nurmerous other in-
dependent characters in the game,
All are far more active than the char
acters in The Hobbit.

The major one of these, and the
most important to you in your task, is
Inspector Lestrade of Scotland Yard.
It 15 he whom you must convince of
your solution. If Lestrade is not con-
vinced that your ideas about the
crime are correct — and you can't
show him firm evidence to back up
your convictions the police will
arrest the wrong man

The game plays in a very similar
way to The Hobbit It has a split
screen divided in the middle by the
line giving the date and time. This is
where your commands appear when
you type them in, along with im
mediate error messages and prom-
pts. The top screen window contains
the descriptions of your location and
your actions. This area also shows a
small picture for several of the loca-
tions — roughly a quarter of the
Spectrum screen in size,

The graphics were produced by
Russell Comte, who was responsible
for the graphics in Mugsy. They are
more limited than in The Hobbit, but
add an atmosphere to the game,

team lead by Phil Mitchell, creator |

SPECIFICATION

Name: Sherlock

Supplier: Melbourne
ouse

Price: £1 S.M
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Interaction takes place in the com-
mand language Inglish - first created
for The Hobbit. The new im-
plementation of Inglish is far more
comprehensive. The program has a
vocabulary of 800 words, and can un-
derstand very complex sentence
structures, Examples might be
‘open the window carefully with the
stick" or "Fred killed Mrs Black with
the gun because of Mrs Black's will”

Inglish makes playing the game
extremely easy, and almost totally
eliminates the frustrations found with
usual adventure games While the
typical adventure game depends on
the problem of finding the correct
word in a certain context to add in-
terest to a game, Sherlock contains a
complete list of the verbs, adverbs
and prepositions.

The word you use is not that im-
portant. It is the context and to whom
you are talking, not where you are,
that matters. The only problem is the
tendency to forget that you are play-
ing a game. I've typed in straight-
forward English in the heat of the
moment! Fortunately, the error mes-
sages are very comprehensive.

As well as Inglish, there is what
Melbourne House refers to as Anim-
talk. This enables you to talk to the
other characters in the game. You
can ask other characters to perform
actions such as: "say to Watson read
The Daily Chronicle", You can dis-
cuss the case with the other char
acters, iterrogate them, or try and
put over your own views.

Once you start talking to a charac-
ter, you do not need to use the SAY
TO.. part; just enclose your com-
mands in quotation marks. This inter-
rogation of witnesses is vital to game,

The movement from location to
location in Sherlock is not a simple
matter of going east, west or what-
ever, as In most adventure games
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There 15 some movement like this,

but most movements between
streets In London are in a hansom
cab.

For travelling out of London, there
are trains, or an underground system
between four stations. As the game 1s
in real time, the journeys take as long
as they would in real life. Cab jour-
neys take a few minutes — and train
journeys over an hour. You can pass
this time talking to fellow passengers
about the case or clues. Or you can
WAIT UNTIL a certain time. In this

If anything should happen while you
are WAITing UNTIL, press ENTER to
return to real time,

The fact that journeys do take such
, a long time eats even more into your
time left to solve the case. If the case
is wrapped up, and you fail to con-
vince Lestrade 1n hme that he has the
wrong man, the game will end. You
must start again,
Hints on play. Sherlock is unlike a
normal adventure game. If you take a
straight forward approach, you will
fail to get near the solution. The major
difference with Sherlock is the way
in which the game varies each time
you play, due to the characters inde-
pendence of action. This means that
you must alter the characters' be-
haviour by ordering them to do
things, or asking them and bribing
them to help you

If you try to solve the adventure on
your own, without using the help
avallable in the form of Watson,
amoeng others, you will run into a lot of
problems. Because the game is real
time, events take place simu-

Itaneously. Sometimes you will need
to be in two places at once — this is
where your helpers come in. They
can tail people and report back, or
investigate places for you The police
may  also perform

certaln actions

case, the real-time clock speeds up.-

which you could not without break-
ing the law. Sherlock Holmes was
always careful to remain nside the
letter of the law.

The real-time factor also makes
mapping vital. You must move quick-
ly from place to place, without wast-
ing valuable minutes wandering
around locations. Speed is especially
vital if you wish to return to London,
and the next train leaves in three
minutes. Use the train timetables.
They are accurate. There is nothing

| more frustrating than having to WAIT

UNTIL the next train if youve just
missed one,

The game starts in Holmes' library,
with Watson sitting in an armchair

IN DEPTH REVIEW

opposite you, reading The Daily
Chronicle. You should wait here until
Watson has discovered the case you
are to investigate in the paper. You
cannot discuss facts which you are
unaware of with the other characters
You will have to play through dis-
covering facts before you can dis-
cuss them with Watson, or ask for ex-
planations from Lestrade. While you
are waiting for Watson to fimish with
the paper, get the oil lamp. It gets
dark on these winter evenings. And
in foggy London, you can't do anyth-
ing without a light of your own.

All the doors in the game are iden
tified with a description (in the same
way that the goblins and trolls were
in The Hobbit), such as plain, ornate,
heavy, oak, etc.

If there is more than one door, you
must describe what you are opening.
In the initial location, there are two
doors; behind the plain one there are
two disguises. These should be used
to get into places you cannot other-
wise enter. Try wearing the old
mans disguise. Youll discover that
the program now changes its des-
criptions of events. Instead of it say-
ing “you are sitting in your armchair.
You see Watson', it will say ‘the old
man is sitting in your armchair. The
old man sees Watson",

This 1s a useful and neat method of
reminding you that you are wearing a
disguise. But Watson and Lestrade
seem to see straight through them!

Once you are ready to head off to
Leatherhead, where the murder you
want to investigate has taken place,
you should leave your house, and ask
Watson to come with you This will
bring you into Baker Street.

This is typical of the London loca-
tions in the game, in that there is
nowhere you can go on foot except
inte a building. The street exists as
only one location. The solution is to
go by hansom cab. HAIL a CAB,
climb into it, and tell the driver to go
to a certain location.

Now then, you want to go to Leath-
erhead. So you need to catch a train.
Lock at the fragments of train timeta-
bles supplied with the game; you can
see that the train to Leatherhead
goes from King's Cross. But you can't
tell the driver to go to King's Cross -
you must tell him to go to the road the
station 15 on. In this case, the same in-
formation sheet shows it as King's
Cross Road.

If you type WAIT a few times, the
rminutes will tick by and the hansom
cab will draw up at King's Cross
Road. Here you must pay the driver.
You start with over £5. All monetary
transactions are in the Victorian cur-
rency of pounds, shillings and pence.
You can now enter the station and get
a train.

There are four platforms. The first
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two are Underground platforms,
where you can catch trains to Alder-
gate, Paddington or Victoria stations.
The third and fourth platiorms are the
Lieatherhead line.

these, platform three. Here you will
discover Inspector Lestrade waiting
for the 9.26 train. He'll say HELLO to
you and Watsen, and chat for a while,
Then you can board the train
together. It is important during the
early stage of the game to stay with
Lestrade. He can extract information
from suspects who won't talk to you.

The other important persen is
Chief Constable Straker, whom you
will meet at Leatherhead Station. You
must be introduced to the Chief Con-
stable by Lestrade. Otherwise, the
local policemen in Leatherhead, who
are guarding the scenes of the two
crimes, will not let you past,

It is in Leatherhead that the first
clues, as well as the suspects and
witnesses, are scattered. They can
be quizzed about their alibis, what
they have seen - “tell me what hap-
pened’ - and where they live. Gather
all the alibis, and do some snooping
of your own. You should come up
with a prime suspect which differs
from Lestrade's main man This is
where you can start investigating,
and where knowing addresses
commes in very handy.

The only way to discover locations
in London - which you visit by han
som cab — is by asking about addre-
sses. You can also follow people in
their cabs, and find out where they
are going by eavesdropping on what
they say to the cabbie

To interrogate suspects, you must
phrase questions in a form which
they will recognise and can answer —
such as direct questions about
people, places and events. Quite
often, they will not answer you be-
cause. they don't have that informa-
tion. Sometimes its because they
aren't willing to talk o you In that
case, get help from the police. Cet
fing them to ask the guestions prov-
ides you with extra information.

The platform you want is the first of

IN DEPTH REVIEW

There are several ways to finish
the game. Lestrade can tell you that
the case has been wrapped up, and
the police have arrested their man.
You can be killed by an irate suspect
- 30 avoid direct interference and in-
vasion of privacy. Or you can per-
suade Lestrade of the guilt of your
suspect and the innocence of his.

Persuading Lestrade is not easy.
You should talk to him, and build up a
logical argument by making statem-
ents about the characters involved.
These are on the lines of
"X is quilty because. . "

"Y is innocent because. . "
“¥'s alibi i=s false because. . "

It is not necessary to convince

Lestrade of everything at once. He

| | will consider statements for a while,

then come back to you for more evi-
dence after he has thought about
them, All the characters will "think"
about things you tell them, before
arguing or agreeing with you,

Bugs. Just like The Hobbit, Sherlock
15 s0 complex that it cannot be guara-
nteed error free. There are a few
strange bugs which don't interfere
with play, such as opening doors
from inside hansom cabs. One amus-
Ing situation cceurs if you ¢limb into
Watson's armchair — when he climbs
in with you.

You would also be advised to save
games at important sections. The
program can run out of memory for
the logical database. A sign of this
about to occur is a slowing down of
the response times.

You can see from the description
of how to get started and the hints
that Sherlock is not an easy game to
solve. [ haven't given a solution in de-
tail, as that would spoil the adventure
for anyone investigating it Figuring
out clues which have been staring
you in the face is one of the delightful
and frustrating aspects of Sherlock.

Author Phil Mitchell said he feels

| that Sherlock is the hardest adven-

ture game available. I agree with
him. Sherlock is very difficult, as you
must divorce yourself from the usual
style of adventure playing. You must
develop interactive skills with the
other characters in the game, and in-
terpret clues and actions accurately.
The solution won't come easily. But
youll feel ‘greatly accomplished
when you do finish. The game has a
strong, addictive content — which is
unusual for an adventure — as you try
again and again to solve a certain

clue or catch a certain suspect.

Sheriock is  the state-of-the-art
adventure. Melbourne House has
again set the standard for others to
match. If you have a Spectrum or a
Commodore 64, Sherlock is an es-
sential purchase. Even at £15 it is
worth every penny. And there are
few you cansay that about. [
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Acornsoft's new game, Elite, isthe ultimate Star
Raiders-type game. Overleaf, Darrin
Williamson tries for promotion from

“harmless” to élite status.

e

for the BBC Microcomputer
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Initial status screen. This is how
¥you begin your voyage - with 100
cash credits and a rating of harmless.
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Ship equipment purchasing. Lave
Space station offers seven items to
add to your Cobra Mark III freighter.

Long-range chart: one .
galaxies. The small ¢ 5T

Fromt View

Short-range chart: o close-up of the Into hyperspace. Once you select Pirate attack.

An ultrafast Mamba
local planet. The large cross shows your destination, yo f

you hurtle through pirate ship closes in for the kill as we
position, the small one destination, space at supralight speed emerge from hyperspace,

Victory! He didn't reckon on coming Planetary approach. The planet
up against me. Our pirate is reduced
10 50 many particles of space dust.

Space station in sight. We're now in
slowly looms into view as we get the station's protective rar

nearer the space station immune to pirate and police

ttacks
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Front View

Getting closer. The station gets big-
ger as we come in fast. Time to re-
duce speed for final approach.

ORERVE MARKET PRICES

Let the trading begin. Having suc
cessfully landed, we can trade with

Back on course. We approach our
second space station. Docking pro-
cedure 15 the same on all systems.

Things get hot. If you get too close to
the sun, you'll increase cabin tem
perature and melt your v

Front View

Python close up. Thi= medium-
range pirate vessel is about to be
zapped Into atoms.

iIng here was a bad move. This se
of space is riddled with pirates.
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Front View

he final approach. Skilful preci
sion flying 1s needed to negotiate the
revolving porthole, 200! style

The next system. Fresh from a hight
jump, we approach a new planat.
This is a view from the rear
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I
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* Teaatid Ereze

Orerve short-range chart. Having
safely landed on Orerve, we consult
the chart to see where next to-go,

The source of the trouble. A pirate
space station spews out bevies of
Thargoid cruisers,
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PLANETS TO VISIT - OR NOT!
These six screen shots give information on justsome of the planets in current hypers
BBC model B. From Acornsoft, the cassette costs £14.95 and the disc £ 1 F.65.
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VALUE thats -

out of this world

50 GAMES ON ONE CASSETTE

It is impossible to tell you everything . NOW AVAILABLE FOR (xcomemadore &t ELECTRON Atmos

about the 50 games on DRAGON - (J1(H s Spectrum - @f§appie ATARI ORIC1 ZX87. V(=30 -

CASSETTE - 50 but they include
many types such as maze, arcade,

r-—____--_-------_---1

Please send me by return of post, Cassette 50 at £9.95
missile, tactical and logic games, I EXPRESS DE‘JVERV per tape. | enclose a cheque/postal order for
to suit most tastes in computer ORDEH Now
game playing. [ € made payable to

Cascade Games Ltd.

CASSETTE - 50 will appeal to Please dehlt

: . my
will provide many hours of

: T Address _
entertainment for all the family at

a fraction of the cost of other
computer games.
r X

EoRr Cojdai. dionks g ATARI ATMOS

Cascade Games Ltd.,

. Country Suite 4, 1-3 Haywra C t, H te,
WE PAY TOP PRICES I N:Irt?'l Yorkshire, Hél E:Ezfegngla:rdréga

|
people of all ages and the games I Mame

I

|

FOR TOP QUALITY GAMES LDT!’.&:_& Stockists enquiries welcome, Telephone: (0423} 504526, T‘-"Q"f_!ﬁu-

cumunnunm VIC 20 DRIC-1 |: BBEM:
SPECTRUM [_| ELECTRON 8|

| APPLE
DRAGON | j

E & EENTERPRISES LTD.

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.

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

WHAT DOES IT COST? A% oS ON

Our rental costs are from 65p a week, and the initial LIFE MEMBERSHIP A
feeis only £5.00. RIS

PSR IO RO
DO WE SELL NEW GAMES, HARDWARE AND ACCESSORIES? O ARV

Indeed we do, and at excellent discount prices for our members!! NS c,e“\e&
e.g. Sinclair Spectrum 48K computer only v

£119.95inc. VAT and delivery. 5{' <
Tick the appropriate box if you wish to receive details. .




_ IN DEPTH REVIEW

inistar is a game for the hard- |

ened arcade addict It has

been highly rated by many of
the worlds greatest games des-
igners. These include Eugene Jarvis
of Defender fame, and Tim Skelley
who wrote such minor classics as
FReactor, Star Castles, Rip Off and In
sectar.

Despite this popularity, it has been
all but forgotten under the massed in-
vasion of laser disc machines,

Atari had the home rights for the
game, but released it only on the el-
usive 5200 machine in the US. Des-
igners here have shown an interest
50, in the hope that it will be an addi-
tion to the ranks of Atarisoft, I bring
you the Sinistar file,

In Autumn 1582, the first Sinistar
was shown off at the AMOA show in
Chicago. With it was Joust — which
got all the publicity and is now a
classic game, The Sinistar machine
was rather lifeless, and its reception
rather cool

After the show, the Williams des-
ign team continued to work on the
game, until its official release early
last year.

The presentation is excellent, Un-
fortunately, the game fails to stand
out in an arcade. When put next to a

Robotron or Track & Field. Sinistar's

mottled greys and blues don't catch
the eye. You may have to look hard to
find one.

But when the game is being
played, the opposite is true. Booming
sounds and a flurry of activity on the
player's part easily grab onlookers
attention. As well as impressive
sights and sounds, the emphasis is on
gameplay. Williams scores wvery
highly in this area as a rule, and
Sinistar is no exception

To start with, your tiny spaceship is
under more control than any other
game. The uninitiated can often be
fooled into playing it like Time Pilot
There, the joystick covers rotation,
and you stay at a constant speed. You
can stay like that, but you won't last
long

The joystick works in forty-nine
ways, ocovering directions and
speed. Many say that the best way to
control the ship is in small, delicate
movements, But heaving on the joy-
stick is just as effective, even if you
must fight your own momentum.

Arcade classic
Sinistar is difficult
to master-but
greatly rewards
the skilful player.
lan Boffinshows
how hetotted up

500,000 points.

The only other controls are the fire
and sinibomb buftons. The fire but
ton allows you to annihilate everyth

| ing but the Simstar. The sinibomb

button is your only weapon against
the mighty Sinistar.

After the obligatory obscure start-
ing sound and a picture revealing
that you have no sinobombs and the
Sinistar has no pieces, you are

| thrown inexorably into battle. You

usually appear near a swarm of plan-
etoids; you are reliably informed of
this with a message under the line of
lives.

The idea is to fly around the rock
and pummel] it with bullets until it
starts belching glowing crystals.
Then fly over the crystals to pick
them up. Each crystal is worth 200
points, and gives you one sinibomb.
Each rock is good for about half a
dozen crystals. After this it will shud-
der violently and explode. It will do
this alse if you mine it too quickly.

All this might be easy - if it were
not for the other alien creatures in the
universe. Unlike many huge
Williams releases, there are only two
varieties of alien. The most common
are the rather feeble workers, which
are similar to cannon fodder. Usually,
there are more dead than live work
€IS 0N Screen once you get your fire
finger going. If you are lucky, use
hold down for rapid fire

With so many tasks, the workers
divide them up between their numb-
ers. The idea is that they will col-
lectively accomplish all they set out
to do.

The workers' prime aim is to build
up the Sinistar. They can do this by
undertaking three tasks:
® stay near your ship and wait for you
to start mining planetoids
® walt near the warriors until they
shoot rocks
® chase any stray crystals in space.

Once any of these tasks has been
accomplished, the workers' only
priority is to get the crystal back to
the BSinistar. They are essentially
dumb and harmless, and a collision
will result only in both parties bounc-
ing off each other.

The workers win through sheer
welght of numbers. So shoot only
those which are a direct threat to
your crystals. The ones that escape
then use the crystals to build the

SINISTAR
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Smistar, a clanking sound being |

made each time a piece i1s added,
This may often be naudible behind
all the explosions.

Your other enemies are the
warriors. These are a lot nastier than
workers, This must rate as one of the
most anti-social video games of all.

The warriors' priorities are:
® attack the player — this is a top
priority
® mine the planetoids for crystals, by
shooting them
& guard the Sinistar.

The warriors are also harmless to
collide with. But the same can't be
said of their bullets. These are fired
from turrets on the warriors. It is safe
to approach them from behind - but
the guns are pretty fast, so you must
shoot quickly,

The warriors start releasing tor-

rents of bullets only if they are facing |

in your direction. So it i1s sometimes
possible to hide behind planetoids or
shoot bullets, both of which are usu-
ally dangerous and ill-advised
moves. You can also shoot warriors
as they appear on screen — they will
often not fire for about a second.

The Sinistar, as [ have mentioned,
consists of crystals. At the Simstar,
they turn into pieces of either his face
or nim. It takes twenty pieces to build
the Sinistar. This is also the largest
number of sinibombs your ship can
hold. Once built, the seven pieces
that make his face become one. So
only thirteen pieces must be des-
troyed.

This can also be taken to mean that
only 65% of your bombs must hit
home.

When the Sinistar is alive and
kicking, the screen says “Beware |
live. . ." Take it as a warning. If you

are low on sinibombs, mine like |

crazy. Otherwise, you could be eaten
alive — literally,

The next time Sinistar speaks, he
usually says ‘run, coward, run’
There is a loud rrooaaarr. Then he
attacks. It may be tempting, but there
is no way you can turn tail and run
He is a darn sight faster than you are.
MNow is the time you must meet him in
head-to-head combat, and use all
those bombs you saved.

This 1s a rough guide to what hap-
pens on screen. But Sinistar is one of
the few games in which you can dev-

“The screen will say
‘Beware. | live’.
Mine like crazy —or
you could be eaten
alive”

elop your own style of gamepley.

On the first zone, [ simply mine like
made until the warriors arrive. Then [
alternate between killing warriors
and mining crystals.

Soon after, [ often find the Sinistar
on the scanner. So [ fly to where it is
being built, quite often near a swarm
of planetoids.

The number of warriors is deci-
dedly low on the first ware, so you
can last for about thirty minutes just
mining and bombing. When [ want to
advance to the next zone, I stock up a
full twenty sinibombs, and wait for
Sinistar to come alive. Once he says
‘run, coward, run”, I drop about ten
sinibombs. All the while I continue
mining up to a full tank again while
my hits on him slow down.

Then I annihilate him with a volley
of bombs as I fly around him. I drop

the bombs at strategic points to avoid
sinibomb interceptions by workers
and warriors. In this way, I can get
Into the next zone with quite a few
bombs,

15,000 points richer, I enter the
second worker zone. There are lots
more of these.

From here on, the outward ferocity
of warricr attacks means each zone is
more a case of survival It is not
advisable to hunt the Sinistar and
attack him while he is being built.
Stock up on bombs and kill him as in
the first wave. This will be more dif-
ficult as the workers will try to re-
build him.

Once again, try to reach the
warrior zone with up to twelve sinib-
ombs. The warrior zone is decidedly
nasty. You must watch your step to
avoid being plastered by bullets in
all directions. Try to be as fast and
unpredictable as possible, in the
hope of confusing them.

Kill the Sinistar as in the previous

| two zones, but be quicker,

The next zone is a planetoid one.
After the last two, this is like a
breather. You should try to get out of
this zone with a full tank.

The next zone is the ultimate in
nastiness. It 1s the void zone, and is
the total opposite of the previous
zone. There are next to no plane-
toids. [ have completed this zone
only once, so don't be too disappoin-
ted if you fail the first time.

Another useful trick is to drop one
sinibomb and follow it to the Simistar,
Heopefully, it won't hit anything on
route.

I have also been told that there is a
way to get 255 men if you are the sec-
ond player. Lose your last man by
being eaten by the Sinmistar — drop-
ping all bombs simultanecusly and
killing the Sinistar.

It 1s a shame to see players turn a
blind eye to this game, deterred by
the difficulty and speed. It may be
difficult to master, but it really re-
wards the skilful player.

The world record for Sinistar is
only 791,000 points. This is almost in
my grasp at just over 500,000 points -
and I haven't been playing it long.
It's about time us British game-stars
challenged the Americans who hold
every recerd except three - Solar
Quest, Juno First and Exerion. O

SINISTAR
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s sheriff of this here town, I
must say that [ haven't had as
much fun in a long fime.

Cames nowadays are judged
mainly on the standard of their
graphics and playability. This game
has block graphics and is fairly re-
petitious. So what makes it a winner?

The most outstanding feature of
High Noon is its atmosphere. I be-
came acquainted more and more
with the separate characters as |
played. 1 really felt 1 was there
amongst the action. Gradually, the
game grew orn me.

Like all good games, there is a
story behind the action. In this case,
the programmers didn't have to use
their imagination too much. The main
story has been told in the film High
Noon starring Gary Cooper and
Grace Kelly. And the excellent music
accompanying the game has also
been taken from the film sound 1rc1(,k
by Dimtri Tiomkin.

For those of you who haven't seen
the film, here's the plot. You are the
sheriff of a law-abiding town
Suddenly, there is a rush of bandits
and robbers hitting the town in an
unwelcome surge of violence. You
call on the local town folk to help you,
but they're too scared. You're on your
OWT1.

Armed with only a gun, you have
the mammoth task of cleaning up the
town and maintaining peace 1n the
west. You must shoot the outlaws, to
stop them from raiding the bank and
carrying off the can-can girls from
Saucy Sue's bar next door.

The game's idea may seem simple
at first, but it can get complicated.

IN DEPTH REVIEW

Howdee, partners! Grab your

guns cos you're gonna have

to make your last stand. John

Griffiths earns his sheriff's badge.

SPECIFICATION
Game: High Noon
Supplier: Ocean
Machine: Commodore 64
Price: £7.90

lluﬂng- Value3
Graphics4
Sound4.5

The opening screen 1s made up of

| several buildings. Some are just for

| scenery, but the others are important.

The first of these is the jail. This is
important only at the beginning,
when you are shown leaving it to face
the onslaught of outlaws. The next
building 15 the bar belonging to
Saucy Sue. After this comes the bank.
Finally, there is the undertakers,
kept by the slimy Riga Mortis,

Mr Mortis seems to be the only
person in geod spirits, not surprising
with such an increase in business. He
has the ghoulish task of carrying
away the bodies to be embalmed. He
wears a top hat and tails, and
scampers about the screen in glee
collecting the bodies. Mr Mortis has
no time for frills like a cart to carry
the dead, so he drags them by their
feet instead. Sensibly, he wears a
bullet-proof vest, all bullets pass

through him. He does have one sav-
Ing grace: If you're shot, he'll collect
your body before the gangsters’.
The other characters look like typ-
ical cowboys in green, fawn and red
shirts. The outlaws are distinguish-

able by their black kerchiefs. You, of
course, wear white.

The first outlaws come on foot,
armed with guns not unlike yours.
They won't hesitate to shoot you as
they make their way to the bank to
take the cash in its canvas bag, or to
the bar to take away one of the girls
Each girl, incidentally, has a different
coloured dress, and kicks and
squirms effectively.

When you sort these out, you have
more bandits to contend with. They
appear at the same time as the firat
ones, but are on horseback They
swing in the saddle, and fire m a
pretty nifty way.

The last of the masked men are the
worst, and the most cunning. They
take a less subtle approach, but they
oo about it craftily. They carry dyna-
mite. If youre not careful, theyll
creep up on you and drop their
deadly cargo. This explodes in a
nice fashion — so you'ld better get out
of the way

As you progress through the game,
all three types attack simultaneously.

The graphics are fairly detailed in
places, even if they are a little
square. The separate movements of
all the creatures as they strut about is
marvellous. There are also some in-
teresting features, and some
thoughtful ideas. To my surprise and
joy, the sheriff can hide inside the
three main buildings. You can just
see him there by looking through the
windows. And when you go in and
out of the bar you pass through a pair
of old western swing doors.

There are two other features |
liked. When the bandits make off
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with the girls, they can be shot. But
the sheriff is an automatic gentleman
— the girls never get hit, and run to
safety unharmed. The horses are
similarly protected.

At the end of each wave, there iz a
chance to add a bonus to your ac-
cumnulated score. This is done
through a sudden-death quick draw.
You and a masked fighter stand in
the centre of the sandtrack. Whoever
shoots first, wins. If it's you, you get a
bonus and go to the next wave.

If you are good enough, you will
eventually be able to track down the
outlaws to their "hole in the wall" lair
for the final showdown. This will de-
cide if law and order will prevail,

There is a title page on screen
while the game is loading. Once loa-
ded, the music starts The main
sound effects are used for shooting,
dynamite explosions, and the thud of
outlaws as they hit the dust.

Even though this game is fairly ori-
ginal, it does have some similarities
to other games. It's a shoot 'em out as
opposed to a shoot 'em up - like a
slower Robotron. Strangely, the
game most near to High Noon in feel,
animation and excitement is Com-
modore's International Soccer. But
perhaps this is not surprising: both
games Wwere programmed by An-
drew Spencer. In this latest game, he
worked with another author, Stephen
Wiggins,

Hints and tips.
® If you stay in the centre of the
SCIEer, You are a very easy target. So

make your way to the top of the
screen and the safety of the buildings
as soon as possible. Fire as you go,
both left and right. You're very likely
to hit one of the bandits as he ap-
pears on the screen.

® You will gain more points for killing

bandits quickly. But be careful - you |

must stand still when you shoat.

® When it comes to shooting, aim at
the bandits’ heads or slightly above.
Even then, watch out! They usually
fire one last shot before hitting the
dirt, so move immediately after firing.
® One trick [ like to use is hiding in
the bank, where you can't be hit, then
jumping out with a surprise attack,
You can't shoot when you're in the
building. Don't get too dependent on

the buildings, however. There are |

none in the last scene,

¢ To get the bandit riders, go to the
top of the screen. Fire downwards.
® The insfructions suggest that you
can trust the bandits to be cowardly,
that they won't shoot you if one of
their own men is in the way. This is a
load of rubbish — I've been killed
many times relying on this rule,

® The dynamite bandits walk onto
the screen like the others. The only
way you can find out if they are carr-
ying dynamite is to hide. This makes
them stand still. Once you have det-
ermined where they are, the best
strategy is to stand just outside the
bank and wait until they drop their
deadly load. As soon as they do this,

| you can then pick them off

® As you progress, stay as near as
you can to the bank. The outlaws will
start shooting through the windows of
the buildings, and theyll get you if
you're not near enough to hide.
® | have tried to watch the different
coloured fighters to spot different
characteristics. But they all seem to
fire and move in much the same way.
g up. This is a strange mix-
ture of a game, Unlike most ‘mega-
games nowadays, High Noon has
only two screens But there is so
much action that it doesn't matter,

The graphics are good, but could
have been better. The animation is
very good, and the sound excellent
Its most outstanding feature, as I've
said before, is that it 1s such fun to
play.

High Noon has only one control,
the joystick. The gun you use is sup-
posed to be a six-shooter — but the
number of bullets you release makes
it look more like a 6,000-shooter. If
you have a Quickshot II, it's not much
more use than a joystick without the
rapid-fire option. But when it comes
to the shoot out at the end of each
wave, it becomes very useful All you
need to do is switch to autofire and
push right. The fighter doesn't stand
a chance,

On the whole, High Noon is very
enjoyable. [ wouldn't recommend it
madly because [ think different types
of games are a question of taste. But

nip inside the bank for safety. They | do give it a chance, and see if it

carry only one set of explosives, so

doesn't grow on you as it did on me. O
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looks like a plumber's nightmare,
Avoid hitting the red pipes and, as
before, shoot the enemy craft or
bump into them and knock them into
oblivion.

Eventually, you will reach the
death star's reactor chamber. Shoot
the flame. Then get out fast the way
you came in - before the reactor ex-
plodes and destroys you along with
the dastardly Darth and his death-
dealing domicile.

Meanwhile, back in the forest, the
Wookie has climbed inside a walker.
This 1s a sort of sardine can on legs,
otherwise known as an At-At. As he
makes his way through the forest
avoid the rolling logs and falling
rocks which threaten to trip him up.
Shoot the enemy scouts for extra
points,

Every so often, and without warn-
ing, the scene changes. You find
yourself in deepest space, attacking
a mysterious space siation and being
attacked by a motley selection of
alien artillery.

Just as you've got used to being in
space, the scene changes back to the
relative tranquility of the forest.

Return Of The Jedl is a great game.
It's not an all-time classic, but it is
bags of fun for everyone. Like the
film, this one should be around for a
long time to come. ;

ired of tennis? Bored with box-
ing? Fed up with football? Then
keep up with karate.

44
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When I first heard about this game,
1 had difficulty believing that it could
even begin to recreate the mys-
terious ways of the oriental martial
art. After several bruising bouts, |
was forced to admit that [ was wrong.

First things first A player can
compete against the machine or
against another human opponent.
Both options are equally satisfactory
— unless your oppcnent happens to
be a black belt.

Each player has two four-way joy-
sticks, and I calculate that this per-
mits sixteen pesitions. Each position
Iepresents a particular attacking or
defensive move, Put stick A up and
stick B down, for instance, and your
plucky fighter delivers a delicate
kick to his opponent’s throat.

You can punch, kick in the
stomach, elbow, and somersault
once you have masterad the controls,
This is not easy at first, and becomes
more difficult after you have re-
ceived a subtle kick below the belt,
With practice and perseverance,
you will master the technique.

Insert five groats - one groat
equals four pence - and you are
given a little time to warm up before
the contest. You need this time to
check the moves,

The referee is a smister-looking
fellow with a droopy moustache. He
starts the game, and is present at all
times to give his verdict on the pro-
ceedings. If he thinks a hit was ex-

cellent, he awards one point. For a

fair hit, you get only a half point. Each
bout lasts until one of the contestants
has scored three points.

If you win the bout, you go on to the
bonus stage. Here you must deal with
flying objects, charging bulls, piles of
bricks, and more. Jump, kick or
punch as seems appropriate. I found
that kicking the bull is not a good
idea. Try jumping over it instead.

The next bout takes place in a dif-
ferent setting. Otherwise, things are
much the same as before. Your new
opponent is tougher than the pre-
vious, of course. But no one is invine-
ible.

If you are playing the computer,
use as many moves as possible. This
confuses your opponent, and makes
it harder for him to retaliate.

The graphics are pretty basic on
this game, and the sound effects
primitive. But the words ee-arrggh
and ay-errh are very realistic!

Karate Champ achieves its aim
better than just about any other
sporting arcade game I've seen -
even those which use more sophis-
ticated technology. It's also one of the
few games which has caused me to
laugh out loud at frequent intervals,
Play and you'll soon see why.

One last thing. There is no mention
of this in the game instructions, but if
youre taking Karate Champ ser-
ously, you should bow to the mach-
ine before and after a game. That's
even if you lose, Courtesy costs noth-
mg.
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DAV°E

Last month, Dave

Harvey introduced

music and sound on

the Atari. Inthis

month’s column he

givestwo short

programsto help

you getthemthe

easy way.

Andthelong-lost

Jon Dean at last

reveals his

whereabouts.

et'slock at the first program. It
enables you to sound several
different percussion and sound
effects by pressing the keys that
spellout TVGAMER You canalter
the prograrm, if you wish, to make
your own sounds.
OREM *** FROGEAM BY DAVID
"“WANNA PLAY DOUBLES?Y
HARVEY AND REGINALD SOUL
1 GR 18:POKET12,12:5E. 2,3.4:7
#6;,"PERCUSSION
FROGRAM"EEMIN INVERSE
2G0S3.500
5 X=PEEK(764)
101IF X=45 THEN 100
111F X=16 THEN 150
12IF X=61 THEN 200
13IF X=63 THEN 250
141F X=37 THEN 300
151IF X=42 THEN 350
16 [F X=40 THEN 400
20GOTOS
100FORD=15TO0OSTEP-1: SO
(,255,12,D:NEXT D:POKE
164,0.GOTOS5
150 FORD=15TQ0
STEP-1:50.06,8 D:NEXT
D:POKE 764,0:GOTO 5
200FORD=15TO0
STEP-1:50.0,5,8D:50.1,68D
50.27,8D:50.38,8 D NEXT
D:POKE764,0:G0OTOS5
250 FOR D=15TOO0OSTEP-1.FOR
N=1TO350.0,D+N*251,
8 D*NEXT N:NEXT D:POKE
764,0:COTO 5
J00FORD=I15TO0
STEP-1:80.0,2581,12, D:NEXT
D:POKE 764,0.GOTO 5
350 FOR D=15 TO STEP-1:
80.013,12, 801,14, 12.D:
80.215,12,0:50.3,16,12, D.NEXT D
POKE 764,0.GOTOS

400FORD=15TO0
STEP-1:50.0,D/4*2 2564+ (RND

(1)*123.2521),10, D:NEXT

D:POKE T64,0:GOTO 5
499END
500 REM *** DID YOU HEAR

ABOUT THE FPAPER COWBOY

WHO WAS HUNGFOR

RUSTLING/

501 REM *** TVGAMER IN

INVERSE
5107 #6;":7 #6,"T = BASS DRUM'"
5127 #6,"V = CLAP"

5147 #6,"G = SHOT"

5167 #6,"A = WARPED DRUMS"

5187 #6,'M =
SYNTH-BASS-DRUM"

5207 #6,"E = odd"

5227 #6,'R = REGGIE

SURPRISE* RET..REM HIS

IDEA, NOT MINE.

If you are feeling a little lazy, and
find you haven't enough strength to
press the keys down, we suggest you
type in this program. :
OREM *** RHYTHM BY REGGIE
I0FOR D=15TO0

STEP-1:30.0,251,8,D: NEXT

D:GOS. 100
20FORD=15TC0

STEP-1:50.0,5,8,D:NEXT

D:GOS. 100
30FORD=I15TQ0

STEP-1:50.0,251,8 D:NEXT

D.:GOS.100
40FOR D=15TOO0OSTEP-1:
50.0,5,8 [:50.1,6,8,

D:50.2,7,8,D:50.3,8,8 D NEXT

D:GOTO 10

ID0FORN=1TO 100:NEXT MNRET
Youwill note (1) that, in the two
programs, some of the commands |
have been abbreviated. Sound, for
example, 1srepresented by SC. This ‘

is just to save you time typing in the
program,

FRegular readers of TV Gamer will
have read of Dave s search in vain for
Jon Dean of Atari. The tom toms’
message travelled swiftly. ..

You've done it! Exposed my secret
to the world!

Asyouand Reggle must have
found out, [ never went to Africa—my
mission was far more deadly!

Iwas sentout alone into the murky
depthsof Slough. . .ves. . .Igotmoved
from the ground floer. . .up tothe
dreaded first floor of Atari House! [
knew too much, and so there wasonly
one thing they could de withme . . .

{cue dripping’ sounds, echo; and
read in Vincent Price voice:)

Atone end of the building isa
small room which few dare to enter
... thisis where software
development occurs. . .and it'snota
pretty sight,

Boris runs software development,
assisted by Egor - these creatures
rarely come out of the small room.
Forjustoverayear, | had been
assisting them with their
experiments, This was it — my big
chance!

While they weren't looking, Itook
the grenade and blasted a hole inthe
wall, and ran to the market place.

Sonow, I'min marketing!

I've managed to bribe the raving
lunatic, have bought my shovel, and
have found the Temple Treasure
Room. What will happen next, [do

| notknow. [ was considering going to

Africa, but I hear thatit's full of
reviewers falling off benches. . .
FromJon 'Indiana’ Dean O




PSYCHO SHOPPER

Machine: Vic 20 (8/16K expansion
joystick option)

Supplier: Mastertronic

Price: £1.99

Type of game: skill

If you've ever wondered what being |

attacked by a granny 1= hike, this 1s
the game for you. Its the reverse of
what you read in the popular press
about OAPs.

There are four screens to Psycho
Shopper. In each, there is one or
more Gladys Granny Avoid her -
her touch is deadly.

Screen one Is the pedestrian
crossing. Here Cladys patrols the
centre of the screen. Lorries and cars
must be dodged, and you must cross

using the zebra crossing. To add to |
the confusion, you must collect coins, |

which means it is nearly impossible
to get past Gladys.

With perseverance, you can get
onto the second screen. You'll wish
you hadn't.

Here six lanes of traffic confront
you, again with Gladys patroling the
centre. To cross to the centre, you
must pick up coins and avoid lorries
cars and dragsters.

Once onto the centre, two coins
must be picked up. Then its to the
highway once again. ! -

The first two screens are frustrat-
ing at hmes. But credit must be given
io the programmer as the graphics
are good. Alas, the last two screens
don't live up to the standard set by
their predecessors.

The third screen is the railway,
perhaps the hardest screen. Not only
must you collect coing, you must also
dodge six Gladys Grannies and six
Intercity trains.

Screen seven shows a super-
market. If I said the train screen was
the hardest, this is impossible.

The game may be suited to arcade
champs; it's simply too hard for a be-
ginner.

Jason Habgood
Value 3
Craphics 3.5
Sound 2.5
Gameplay 2.5

* Kk ok ok Kk Kk Kk

SPIDERS/SIMON/GRANNY
Machine: CGL/Sord M5 (Basic 1 or B)
Supplier; CGL Software

Price: £12.95

Type of game: three-in-cne

Spiders 15 a cat and mouse chase
game. You take the role of a rather
large man trying to avoid three chas-
ing spiders. The idea is to stay alive
as long as possible. There is a clock
at the bottom of the screen recording
the length of time you survive.

To make the game harder, two-
thirds of the screen is filled by
spiders webs. You can't move across
them — but the spiders can

I'V 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
Above

all, enjoy your game.

buy - or avoid!

Sound is quite nice, and sort of
spooky

Simon 18 a computer version of the
game of the same name. The idea is
to correctly repeat what the compu-
ter does.

There are four numbered boxes
on the screen, These flash colours in
a random order for you to try and re-
peat. Each time you get it right, the

A QUALITY SOFTWARE FROM CGL

sequence gets one flash longer and
faster. This 15 a simple but good,
addictive game

Cranny 15 a version of the old fav-
ourtte, Frogger. But on this version
there are two roads to cross, instead
of a road and a river

You must go backwards and for-
wards across the roads ten times to
pick up your granny. You have ten
lives; each time a vehicle hits you
you lose a hie.

Sound 18 non-existent and the
graphics are jerky. It could haw
been much better,

The package is among the better
offerings from CGL.

Paul Bessant
Value 1
Graphics 3
sound 1
Gameplay 3

% f K
INTRIGUE

AT R

| Machine: CGL/Sord M5 (Basic 1 or 6)

Supplier: CGL Software
Price; £5.95
Type of game: maze
If you find watching paint dry excit-
1ng, vou'll hike this game
The game 1s a seven by seven
grid. Starting at the centre, you must
select the correct direction to reach
the outer edge. Several hidden exits
follow a pre-set sequence.
Unfortunately, for me the sequ
ence was so complex that the game
was unplayable

Paul Bessant
Value 1
Graphics 3
Sound N/A
Gameplay |
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bourne House.

PAGE GUIDE An annoying thing about
Hampstead is that it does not print

o b T ifs '\rI SR &)
readers, belowis a list of the pages :“1:% drl,h Cst;lﬁj ::;i = ?:'4 5% fl_‘__"l,
onwhich you will find reviews for 2 il e ¢l pay
yourmachine. BUTNOTE: most too much, but it left some important
gomes are being converted to run IOL(_QII]r ;.H. miﬁen tm] 'llﬂg‘[er_'1 AL
onarange of popular machines. taanS \,Lor‘mfl R sebh QJE:'TL ;J,”JI ”in
Keep all TVG reviews even if the e il D S T

gameis notfor your machine —it's cribing the positions you can get into
For instance, on my first attempt [ left

To make things easier for our

likely it will soon be. the house confidently on my bike. I

Galsss Pages Was wearing qniy my bike clips - so

BBC 50 was arrested for indecent eXposure.

CGL 45 The following attempt after fin-

Chinidtuig 4850,51,52,57 ding clothes, | was mugged. After

- MSX 50,57 many other -{i::orneu attempts, |

HAMPSTEAD $i e 47,52,54,57.60 boarded a frain. In minutes [ was

Machine: Spectrum 48K Vﬁﬂcﬂ 46 thrown out of a window by football

",'l ppler. Melbourne House hooligans. And when you type HELP,

rce L 495 the  program tells you to ring the
'T};.z—z of game; adventure Samaritans

The aim of Hampstead is to reach | The mstructions tell you to lie With the game comes an illustra-

the pinnacle | status, of which | cheat, steal and J-— rat l[l And you | ted booklet giving background det

acquiring w

know that makes s
up in the world, v | There is a .:\L_Ol,_,
spect and adm rm lon of your w | tells you your percen

n. And there's more to that |mn a | tion of the advent
fat bank balance. Very dlffl ult. I managed to get only

The object of the game is to "attain | 38% — and I tho ught I was doing well,
Hampstead". You must wear the right Most u[ hc COIMIMAT are verb/

lothes, give the impression vyou reduced to
now about art, be seen in the right =1o8 [ i
places, live in the right house -with | some
the right partner, and use the correct | Hampstead is text on
type of transport appointed with this

alls on Hampstead, and many well
hidden clues. The booklet, like the
game, 15 humorous

The response time of the game is
very fast, and I enjoyed playing. You
] rJ«“‘; it for many weeks before it

mmand which

=
by

i
a
=
(@]
rT
c
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Anthony Ackroyd

Value 3.

Grapl'n'*'; N/A
dis- | Sound N/A

it is by Mel- | Gameplay 3.5

. -ar.d the
ords to

MATTHEW JARVIS MARK SOUTHGATE GARY ANDERSON

Age: 16 Age: 14 Age: 18

Hobbies: hiking, arcades Hebbies: fishing, computing, Hobbies. fell walking, art,
Petlike: eating reading computer games

Pet hate: people who pick Petlike: chipsand Coke Petlike: The Young Ones
holes in the Spectrum Pet hate: tomatoes Pet hate: gristle in sausages
Bestgame: The Hobbit Best game; Scramble Best game: Moniy Mole
Worst game: Frogger Worst game: Lunar Landsr Worst game: Road Roller

DAVID MAHER DEBORAHLANDER ?AUL BESSANT

Each month weintroduce members of TVG’s 70-strong review panel.

|
E Age 17 ; 2 Age:id - Bge: 14
[ Hobbies: programming and Hobbies: video games, Hobbies: playing computer
| Gaelic football Pet like: music games
i Pet like: sleeping Pet hate: homework, heavy Petlike: cats, bargains
Fet hate: buses metal, bigheads dogs Pethate: expensive software
! Bestgame: Decathlon Bestgame: Black Hawk Bestgame. Pooyan
! Worst game: Q*Bert Waorst game: Arcadia Worst game: [ntriguse
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DEATH STAR INTERCEPTOR
Machine: Commodore 64

Supplier: System 3

Price: £9.99

Type of game: space shoot'em up
As you can guess from the title, the
plot of this game is similar to that of
the Star Wars film. 1 don't usually like
shoot 'em ups, but for my money this
version is enjoyable. I found it addic-
tive — and beat the top score.

The story takes place in the year
4021, Earth has refused to give up
any more of its people to be slaugh-
tered in the galactic empire’s mines.
In punishment, the empire des-
patches its deathstar to obliterate the
defiant world.

Earth's defence council knows it
has only one hope. The deathstar has
a weakness. the reactor which
powers it. The reactor is protected
by force fields, laser turrets and figh-
ter craft. But a small Earth fighter
could slip in and penetrate its def-
ences. A direct hit on the reactor's
exhaust port will make it go nova,
talkang the deathstar with it.

You - of course — must undertake
the perilous mission. You are given
the latest In space combat techno-
logy, the SF1 starfighter. Full mission
briefing 1s given on board - which
means the instructions are cnscreen
rather than on an accompanying
leaflet,

When loading, a title page ap-
pears onscreen to show the game 1s
loading correctly; a nice touch. Your
instructions are then given, with a
choice of four difficulty levels: cadet,
pilot, commander and master.

There are twelve screens. You
start at launch stage. The launch way
Is subjected to randem tractor beam
scanning from the deathstar, If you
are caught in it, you will be des-
troyed.

Hurtling away from earth, you im-
mediately engage enemy space
ships. These include Trn Spheres,
Droid Jets, Beta Fighters and Attack

*x Kk Kk k X

Pods. Hitting them is worth 250 points
each, but you must hit some at a cer-
tain angle. The strategy is to destroy
enough of these for the commander's
ship to come out of the deathstar and
attack you. Damage to his ship is
worth 750 peints. More, he must fly
back. Follow him so that, when he
flies through the opened forcefield,
you can do so also.

Now you fly through a central
trench - protected by hover tanks
worth 250 points - to the exhaust port.
The port is protected by its own
force field - you 'must hit it when the
centre 13 red.

The port is also protected by high-
powered laser turrets with 100% ac-
curacy at close range. Luckily, they
are cormnputer controlled to withstand
attack from outside. It will take ten
seconds to reprogram them - you'll
need the time.

Especially dangerous in this game
are ftracking intercept missiles.
Areas of the trench are also protec-

ted by charged barriers and vertic- | tion. The graphics are good, and the

| ally locking tractor beams. If you are | sound passable.

caught in one, you can move only
horizontally.

I do have a few quibbles with this
game. The first is that nowhere in the
instructions are you told to plug your
Joystick into port one. The second is
that only by fiddling with the keys
did I manage to return to the in-
structions or choice of difficulty level
without reloading. But these are
MINCr points.

At less than £10, Death Star Inter-
ceptor 1s worth buying.

D Boyd

Value 3.5
Graphics 4
Sound 2
Gameplay 3.5
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BRISTLES )
Machine: Commodore 64 .
Supplier: StateSoft
Price: £8.95
Type of game: =kill
Bristles is the first game 1 have had
from StateSoft. It has fast load, but [
had to try three times before it loa-
ded. :

The aim is to paint rooms, using

REVIEWS

lifts and ladders, or by jumping from
room o room. There 15 a time limit.

As you move around the rooms,
you are pursued by flying half pints.

.These dash across the screen in a
preset manner. You can jump over or
duck under them,

Far each screen cleared, you get
two extra paint brushes. You can also
gain bonus points by collecting paint
rollers in some rooms The quicker
you are, the more points you gain.

Screen two has more rooms to
paint. You will also meet flying half
pints and dumb buckets. There are
safe rooms on all screens where your
pursuers will not enter. Use them.

Screen three i1s where you meel
Brenda the brat. She is the super-
intendent's daughter, and the most
annoying thing [ have encountered in
any game. She gets bored easily, so
amuses herself by slapping hand
prints on your newly painted walls.
Brenda loves candy, =o if you get the
two candy canes, give them to her,
She will flash with delight, and be
distracted from her slap-happy ways
for fifteen seconds per cane.

In screen four, you meet the leader
of the buckets. This bucket chucker
can really move. You can temporari-
ly halt him by trapping him in the
paint mixer.

Bristles has eight buildings and six
skill levels. The game gets much
harder each building. You will have
to deal with clear varnish which you
can't see, and try the game in the
darlk.

Up to four players can play in turn.

This game is a must for any collec-

It will give you
pleasure for a few months.

Steven Roberts
Value 4
Graphics 3
Sound 2
Gameplay 4




ATARI X

e EVERYTHING YOU WANT FROM A HOME COMPUTER |

1.ATARI 64K BOOXL - £16%: The Atari BOOXL has many facilities and ineludes such advanced specifications that you will be amazed by its
performance. At the new retail prica of anly £168 for a full specification 64K computer with & proper full siroke keyboard, we believe that
v B00XL cannod be beaten. Just look at the following specifications:-

COLOUR CAPABILITIES: 16 colours and 16 intensities giving 256 diflerent colowrs (all of the 256 coloure can be displayed al the sama tima).
OPERATING SYSTEM: 24K ROM ncluding Atari Basic programming language and & self disgnostic best program,

KEYBOARD: Full strake design with 62 keys including help key and 4 special luncbion keys. international charasier set and 23 graphics keys.

SOUND: 4 independent seund syninessars each capable of producing music across a 3% octave range or a wide variaty of special spund effects. {Additional
programming can achseve an oclave range ©f up o nine actaves!)

DISPLAY: 11 graphic modas and § baxt modes, Up 1o 3205182 resclution. Maximum test display 24 lines by 40 columns.

SPECIAL ATARI INTEGRATED CIRCUITS: GTIA for graphios display, Pokey for sound and cantraller perts. Antic lor screan contraland 190 (Input/Output].
CPW; G502C microgrocessar - 0.50 microsecond cycla and A clock speed of 1.79 MHz,

EXTENDED GRAPHICS FUNCTIONS: High resalution graphics. Mulli-colaured characier sel. Software screan swiching, Multiple redifined characler sels.
Flayer missile (sprite) graphics. Fine screen scralling. Ghangaable colour regmiers. Smooth character movament. Simpbe colour animation facilities.
PROGRAMMING FEATURES: Buill in Atari Basic programming language supponing paek, poke and USA plus af least 8 othes languages auailable. The hetlg
ey will prowide additional informatson and menu screens with cerfasn soltware. Full an-screan ediing is available a3 wall &8 syntax checking on enbry.
INPUT/QUTPUT: External processar bus for axpansion with mamory and peripherals, Composite vides maniter cutput, Peripheral port far direct connection
10 Atari standard pediphecals, Software cariridge slol is included as well as 2 joystick cantralier parts.

SOFTWARE: Dvar 1,500 Hlems: of soltware are avallable including self teaching programs with unigus voice over. The range of programs Includas Educatian,
Home Managament & ngramming aids. There is also APX (Adan Program Exchange] and of cowrse Atan's famous enferainment software now al ondy
£8.88. In addilian there is a host of supper and halp available from specialest Atar magazenes like Antic and Anabag and from over 75 Atari books/manuals.

2. ATARI 800 48K COMPUTER - £63: Wa hava a limited number of the Mk1 model 800 compuler with 48K, The price is £68 (as a gamas
machine) or £39 with the Basic Programmes Kit (Basic cartridge & 2 manuals). Both coma with a full 12 months gearantes.

3. ATARI 1010 PROGRAM RECORDER - £34: For low cnst mra?s and retrieval capability. Data transmission 800 baud. Storage capability
1DDK bytes on a sixly minute cassette. Track configuration four track, two channels (digitel and audic). Auto record/playback/pause
control/unigue 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 - £199%: 51" disks holding 127K randomly accessible byies provide both expansion and
flexibility for your 400/800 or XL systermn with new helpful’ DOS 3. All customers who purchase a Disk Drive from Silica Shop will be
automatically given a FREE set of 100 programs on 3 Disks recorded on both sides.

5.ATARI 1020 COLOUR PRINTER - £93: Printer and Plotter with four calour graphic peint capability. 40 column width printing at 10
characters per gacond. Can print 5, 10 and 20 characters per inch, 4 character sizes. Prinis fext in 4 directions. Choice of line types.

6. ATARI 1027 LETTER QUALITY PRINTER - £249: For word processing latters in professional type. Print speed of 20 chars per second.

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

B.ATARI TRAK BALL CONTROLLER - £18.95: Enables cursor movement in any direction and adds arcade realism 1o vour games.

9. ATARI SUPER CONTROLLER -£8.95: The ultimate joystick with deuble fira button to give you & greater compelitive adge in your games.

SILICA SHOP ARE THE No1 ATARI SPECIALIST

Silica Shop are now firmly established as the Mo 1 Atari retail’/mail arder end wholesale specialist in the UK. We already offer our service o
over 120,000 custorners, 10,000 of wham have purchased Atan Home Computers. Because we specialise (and with a tumovar of £1.5
million}, we are able to keep prices low by bulk purchases. Ring one of our 45 stall and we will ba glad to ba of sarviee 1o you. Complele the
coupon below and we will send you our Atari pack with price list and colour catalogue:

EXTENDED TWO YEAR GUARANTEE: We are an Alari Service Canlre, able 1o sevvice and repair Atan aquipmant and have asded 4 12 month guarantes io the
wear offered by Alari, giving you a full 2 year guaranies an your compiles if you bay it from us

‘SPECIALIST SUPPORT: Dur lechnical siall are always available on the islephane to heip and advise you, We endsavour to hald stocks of evary Adar
compatible item available in dhe LLK. and we stock ovar 75 Afan Books and manuals.

AFTER SALES SERVICE: Your name will automatically be added to our mailsng list and you will receive price liste, pawslettars and details of now relaases and
devgleaments as wall as spesial oflers which are exclusive 1o Silica Atari GComautar Dwners.
LOW PRICES: Our prices are eutremedy compatitive and wa will normally match any lowar price offersd by our competitors.

FREE COMPUTER OWNERS CLUB: This is open to all Atarl compiter owners irrespective 9f where you purchased your equipmant. Membership & FREE and
aniities you to receivg bulleting giving details of raw relenses and developmants. Send now fod your FREE information pack, price fist & colour calalogue.

PAYMENT: We accept cash, cheques, postal ordars and all Cradit Cards. We also offer credet faciiities over 1, 2 or 3years, please writs for 3 written quotstion,

NEXT DAY DELIVERY - FREE: All goods despaiched from Silsca Shop are nofmally sant by first ¢lass post or parcel posi FREE OF CHARGE. As a spacial
mntroductory after for a limited penod only we will be sanding all Compuiers and Disk Drives by & mext day delivery service at our axpansa,

Sa fill in the coupon below with a literalure enguiry or order and begin to sxperience a specialist Atari service that is second to none.

SILICA SHOP LTD, 14 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111
ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE

W W RGNS R UES WS R RS G ED GRS SN W SN S BN A RN N B Ny
To: SILICA SHOP LTD, Dept TGA 1184, 1-4 The Mews, Hatherley Road,
Sidcup, Kent, DA14 4DX Telephone: 01-309 1111

LITERATURE REQUEST:
[0 Please send me your FREE colour brochures and 16 page price list on Atarl Computers.

B R [T T o e e Skl B Videogame O T e e e T e Computer

Mr/Mra/Mes .o Initiake:: _....... LU R e R L N e T T SR
R e e S e b T e o R G e e e G £ Pt e R B e S T T e

ORDER REQUEST:

Please send me:

BODXL 84K Computer ............c0000000.., ET88
800 48K Compuler . P .. £8B
1010 Program Recarder R e PR oL |
1050 127K Disk Driwe .. ... cocioonios E1BD

1020 4 Colour Printer ies
Letter Quality Printer .. ... ..
Touch Tablet + Cariridge ...
Ay el | R e
Super Controller ...........

oo
oo

o

a

| enclose Cheque/P.0. payable to Silica Shop Limited for the following amount ... .. ....... ...,

0 [ T 1 [

CREDIT CARD - Please debit my Access/Barclaycard/Visa/American Express/Diners Club
R e e R e T R e s e
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SINBAD

Machine: BBC B (keyboard or
joystick)

Supplier: Virgin Games

Price: £7.95

Type of game: skill

Remaove your weary fingers from the

fire buttons, and climb aboard your

magic carpet to enjoy this delightful

and criginal game. Even so, [ think

your fingers will be weary after hav-

ing played this new release from

Virgin.

You play the part of Sinbad, ace
carpet flyer. It's your job on the first
screen to convert all Sinbad's en-
emies into leading a peaceful way of
Iife. You do this by touching them,
either from the rope ladder or the
magic carpet. When touched, they
change colour. You must convert
them all before going on to the next
SCIEE.

The second screen has Sinbad in
outer space, high above Earth's
atmosphere. Flying carpets in space
— whatever next?

Our hero must dodge asteroids
which streak past him. Touching
these or any part of the atmosphere
loses vou points

Then its back to screen one
There are more meanies to contend

with, and the occasional snake or |

spider popping along to see how
things are. Life is much more difficult
for Sinbad.

A unique feature of this game is its
“Kill'time matching - intelligence”.
This policy allows you to proceed on
your journey through space for a time
period matched to your previous
adventure. The game can be very
difficult and frustrating on higher
levels. But there 1s a surprise reward
if you complete the journey.

Craphics are both smooth and col-
ourful. I particularly liked the Star

- 50

Trek tune which plays on the second
SCreen,

This 1s one of the better games to
have been released from Virgin, and
should keep your fingers on the key-
board for many an hour.

Waseem Asghar
Value 4
Graphics 3.5
Sound 3
Gameplay 4
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POSTER PEASTER

Machine: Cormmodore 64 (+ joystick)
Supplier: Taskset

Price: £6.90 casstte, £9.99 disc

Type of game: skill/shoot 'emup

In this game you play the part of Bill
Stickers, the billsticker. His job is to
stick posters onto every hoarding in
town.

As the game progresses the post-
ers get bigger and so consist of more
pieces, They are harder to put up.

But, as always, it is not quite as
simple as that The nasties in this
game come in the form of wazzocks,
drainbrains and gnurds, all of whose
touch is fatal.

The worst part of the game is col-
lecting the posters. This can take
anything up to five minutes at first.
Another thing to watch is the paste
consistency, because it won't stick if
1t becomes too thick or too gooey!
The instructions are not very explicit

REVIEWS

[ had to watch demo mode to get the
hang of Poster Paster.

On the plus side, this game has
geod sound and excellent graphics,
with a 3D effect although not actually
in 3D. There is an options table which
includes the choice of skill level and
numper of lives, as well as the ch-
ance for two pecple to play each
other in turn.

[ found Poster Paster really addic-
tive, and easy to play after the initial
frustrations caused by the lack of
clear instructions. There 15 a turbo
loading facility and it is entirely joy-
stick operated.

Nicholas Lord
Value 4
Sound 4.5
Graphicsd.5
Playability 4
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LAZY JONES

', Machine: Commodore 64 (MSX soon)
| Supplier: Terminal Software

| Price: £7.95

Type of game: polycategorical

Lazy Jones is a mild-mannered jan-
itor employed in a hotel. He has no
desire to work - but is, as you'll see,
anything but lazy

You play Lazy Jones' part, running
about a three-storey hotel. This you
see from the side. The manager, the
ghost of the previous manager, and a
cleaning trolley are hot in pursuit.
Lives are lost by contact with any of
these.

There are eighteen rooms in all,
connected by a very convincing lift
complete with shding doors. The
manager patrols the top floor. His
predecessor's  featureless  spirit
takes the ground floor. And the
trolley takes the middle floor. They
are eluded by disappearing into lifts
and through doors, or jumping.

Most rooms contain their own
computer games, and are complete
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with their own joystick and screen!

Lazy Jones walks into each room
by limself. You then proceed to play
a game in a game. This is particularly
effective, since the rcom is in 3D
perspective. You can't help re-
membering that how well you play
ultimately governs Lazy Jones prog-
ress

A score and time-remaining are
displayed on the mini-screen. Some
rooms feature games which end
when you are hit, while others pit you
against the clock
By the way, losing a life ina game ina
room doesn't mean you lose one in
the game itself!

After finishing the game, Jones
walks out, and reappears in the
hallway. Each games room can be

entered only once. If lives remain |

after playing all the games, you may
do so — but the going gets tough.

You can enter the broom cup-
board or toilet whenever you like.
This is particularly useful, as it gives
you a few seconds to plan your
method of escape.

There are many different games
all entertaining. A brief description
of some of them follows.

Res & Propelled by a flying
machine, you hover between jagged
rock faces. Rescue your comrades, at
a rate of ten points per head

89 Red Balloons: With the sound of
Nena's it number in the air, pick up
two flying balloons. These lift you up
into the sky, where a girl is waiting,
Having escaped a crossbow bolt,
approach the gir], and a squeaky kiss
is heard!

Star-Dust: This is very similar to In-
tellivision's Astrosmash, only more
trying.

Wild Wafers: On a grid are revolv-
ing bouncing sguares of the prisen of
General Zod in Superman COne vari-
ety. Fire at them from a spaceship.

Jay Walk: A sub-standard mni-
Frogger.

Wipe Out Reminiscent of Pong.

Eggie Chuck: Avold huge os-
triches while collecting eggs.

The Wall: An arrow IS on‘screen.
Using the joystick controller causes a
trail of brickwork to be left behind 1it.
Try to cover the screen

The Turk: A turkey moves across
the screen on a belt. You fire a fork at
it, and 1f you stab it you earn points.

Qutland: Like Star-Dust.

laser Jones: Rows of merciless
aliens a la Space Invaders.

The Hills Are. Allve: A routine
spaceship with side-on view, blast-
ing away at alien mother ships.

Lazy Nightmare: Jones dreams
about encounters with multiple man
agers. No user involvement!

Farooq Agha
Value 4
Graphics 3
Sound 3.5
Gameplay 4.5
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TERRORIST
Machine: Commodare 64
Supplier: Virgin Games
Price: £7.95
Type of game: strategy shoot 'emup
In Terrorist, you must protect a town
from - of course - terrorists. As Eed
Leader you take your anti-terrorist
squad to seek and destroy the enemy
before they succeed in capturing
key sites

You are allocated 1,000,000 points

at the start of the game. You lose |

points for wrong decisions, and gain
them for correct ones.

After you have loaded the game,
you see a map — which you must
memorise quickly.

Your transport consists of a police |

car, boat and helicopter. The heli-
copter 15 used to refuel the car and
boat, and as a gunship to combat the
terrorists. To refuel the helicopter,
there is a fuel dump in the centre of
the screen. You are limited to three
helicopters.

On the left side of the screen is a
status board, showing locations wvul-
nerable to attack. When under
attack, the location symbaol will flash
and a tune is played. The music is
always appropriate to the location -

| for example, can-can in the theatre

and organs 1n the church.

The graphics are not up to the
Commodore 64's usual standard. The
sound is average, but sometmes
overwhelming.

The 1dea of Terrorist 13 good, but it
18 not set out properly. There is too
much to do at one time. For me, this
did not hold lasting interest

Deborah Lander |

Value 2
Craphics 2
Sound 2.5
Gameplay 2

FALCON PATROL II

Machine: Commodore 64

Supplier: Virgin Games

Price: £7.95

Type of game: skill/shoot 'emup

As you have already guessed from

the title, this 15 the sequel to Virgin's

highly acclaimed Falcon Patrol.
That game was good, but lacked

| variety, even the programmer later

admitted that it wasn't very challeng-
ing. But Falcon Patrol Il 1s very much
so. The author has enhanced both
sound and graphics, and added a
few new features. These include air-
to-ground missiles, anti-aircraft flak,
helicopters and radar jammers.

The basic idea of FPII is simple.
You must fly your VTOL aircraft over
a nicely drawm, screlling 3D land-
scape - blown-up cities, airfields,
palm trees and pyramids - shooting

down the enemy helicopters.

There are three types of helicop
ter; the solo, the carrier and the gun
ship. The solos are the most deadly.
They will hunt and kill you.

The next most deadly are the
heavily armed gunships. These hell-
copters escort the unarmed carriers,
preventing you from getting a good
shot at them,

_The final type, the carriers, are un
armed. But they are just as dan
gerous because they will fly close to
the ground and drop anti-aircraft
battenies. These will shoot you down
if you're not careful

To make matters worse, you are
armed with only a limited supply of
missiles and fuel. Both are slowly re
plenished by carefully landing on
one of the few landing pads — prowid-
ing it hasn't been destroyed.

If you're looking for a good shoot 'em
up, you won't be disappointed with
Falcon Patrol II It's a joy to play.

Gary Anderson
Value 4

Graphics 4
Sound 4
Gameplay 3
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Graphics 3
Sound 2
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DRAGONFIRE

Machine: Spectrum 48K
| Supplier: Cheetahsoft/Imagic
Price: £7.95

might be led to
copy of an ar
Unfortunately, it is ne
You start the game outside =

tle

]]]]l]cl[l r—be.; mercil y
boulders at Prince William
you
The ‘Il'mjhjr.'::s on this screen are
airly good, except for t

that's

i of Prince William. He is a small S'lu
| man who runs without moving his
legs.

The gameplay 1s a cross between
the first screen on Hunchback and
the third on Jungle Fever. You must
duck and jump boulders coming

| from the castle's catapults.

On the second screen, what ap-
pears to be a dragon is breathing fire

| at you as you fry to r“r;li-"'“-' all the
items on the screen. These include
goblets, viking helmets and lanterns

The graphics on this screen are
adequate, but not stunning. The
gameplay can be addictive, but only
if you try really hard

| The game has only two screens
which are repeated faster and faster
each time. Dragonfire is not a bad
| game, but has something missing.

Sean Maddalena

Value
Graphics
sound 1

| Gameplay 3
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ARTICLES

Bdvernture Games April 1984
The world of hobbits, wizards, trolisand elves

Adventure Games June 1984
Reviewsofour Top 15 games.
Chicago Games August 1984

Consumer Electronics Exhibition'in America.
Easter Eggs Winter 1983
The secrets programmers hide in their games
Electronic Treasure Chests September 1984
Eiectronic Delivery of Games
Games are OK HApril 1984
Research to show that games are good for you!
Games Clubs Winter 1983
Are they worth it? A look at what you get for

yaur money.
Games Designers (Aids fo wrifing your own
(Games) HURG, Games Designer August 1984
The Quill, Dungeon Builder, Adventure

Creator September 1984
Games from the Movies May 1984
18 games reviewed

Games Government Play

A series showing what the really big spenders
get for our money.

Sky wars March 1984
Battlefield Video HApril 1984
Wargames May 1984
Games in Space September 1984
Arcadesof the Future? .
Games on Television July 1984
The promise of Cable
Adventures inthe 1990s July 1984
Alook at Arcadesof the Future
How Games Started May 1984
Alook back to the early days (and nights) of
computing.
How to fly “Space Shuttle” July 1984
By Steve Kitchen, who wrote 1!
Infantryman 2000 September 1984
Supertroopers of the Future
PHOTON October 1984
The hiving Arcade Game
Space Cockpit Games Rpril 1984
14 games reviewed
Spaced out on games November 1984

Some games contain psychological
‘traps’to get you hooked

Special Delivery March 1984
Getting games info your machine.

Survey Results November 1984
The Gamer in the streat

Tank Games March 1984
Games for budding Tank Drivers

Tarrant Ta Ra! June 1984

Chris Tarrant's view of computer dJames

All issues contain the latest news, reviews of
new games, Readers’ letters, High Scores and
Competitions.

MNote: Issues 1, 2 & 3 were each complete
listings of all the games available for Atari VTS,
Intellivision, Coleco and Vectrex video games.
Many the reviews were reprinted with
amendments from issue to issue. lssue 3, Winter

983, remains the most comprehensive listing
of games for these machines.

Issue 2 (Winter 1983} is now Out of Stack,
but photocopies of articles from it may be pro-
vided at £1 each.

Or you can subscribe for & or 12 issues,
starting with any issue you choose.

SUBSCRIPTION RATES
UK:12iss0es£12.00 SissuesE6.25
Europe: 12issues£17.00 & issues £9.00
Overseas [Surface): 12 issues £19.00

Gissves £10.00
Overseas (Airmail): 12 issues £37.00
Gissues£19.00

BACK NUMBERS
UK:£1 each Europe: £1.20
L Overseas (Surface): £1.50

TV Gamer Awards June 1984
Readers select the best cartridge games
of 1383

INTERVIEWS

Bpril 1984
June 1984

The Atari World Champions
Steve Kitchen, Games Writer

IN-DEPTH REVIEWS

Adventure (/C5)

Alchemist (Spectrum) June 1984
Atie Atac (Spectrum) June 1984
Aviator (BEC) October 1984
Blue Max (Atar HCS) BAugust 1984
Bruce Lee (Afar HO5C64)  Nowvember 1984
Buck Rogers (Adam) October 1984

Defender (VOS5 HCS COF4, TISS94A) May 1984
Donkey Kong (Arari VOS5 & HCS, Intellivision,

Coleco) September 1984
Dragon’s Lair {Arcads) June 1984
Forest of Doomf| C54) November 1984
Front Line (Coleco) September 1984
Jet Set Willy (Spectrum) Bugust 1984
Jungle Hant [ 'C5) BRugust 1983
Lady Bug (Coleco) May 1984
Miner 2049er (Atar HCS VCS

Coleco) May 1984
Mr Do (intellivision) March 1984
Night Stalker (Infellivision) March 1984
Pitfall (Atari HCS, VCS) March 1984
Pitfall 2(Atari HCS VCS) July 1984

Raiders of the Lost Ark (Atan VCS)

Partl Rpril 1984

Part2 May 1984
Scramble (Vectrax) May 1984
Star Raiders (Atan HCS) June 1984
Star Wars (Arcade) November 1984
Super Cobra (Atari HCS VCS Intellivision

Coleca) July 1984
Yar's Revenge [Atan VC5) Rpril 1984
Zaxxon (CF4, Spectrum) October 1984

NEW GAME PREVIEWS

Lords of Midnight (Spectrum) July 1984
Montezuma's Revenge [Atar VOS5, T84,

Spectrum) September 1984 |
Zenji (C54) October 1984
Eureka (C64 Spectrum) November 1984 |

HARDWARE/ACCESSORY TESTS

Rtari VC§ Winter 1983
Junel984
Atari 600XL March 1984

BEC'B’ August 1984
Colecovision Winter 1983
Commodore 64 October 1984
Controllers Survey Autumn 1983
Intellivision Winter 1983
ORIC-1 June 1984
Sharp MZ 700 May 1984
The Sinclair Computers Bpril 1984
Spectra VS 318 July 1984
Supercharger for VG5 HAutumn 1984
Texas Instruments TISS/4A May 1984
Vectrex Winter 1983
Vie-20 July 1984

ALLTHE GEMESFOR. ..

Atari VCS Winter 1983

Atmos June 1984
Atari 600XL March 1984
BBC'B' August 1984
Colecovision Winter 1983
ORIC-1 June 1984
Sharp MZ 700 May 1984
Sinclair Spectrum Bpril 1984
TI9S/4A May 1984
Vectrex Winter 1983
Vic-20 July 1984
THE ARCADE SCENE

Pier Arcades August 1984
The Laser Game is here! March 1984
The “X" Factor July 1984
New Arcade Game Reviews

Albegas July 1984
Bomb Jack July 1984
Bubbles Rpril 1984
Circus Charlie July 1984
Crystal Castles April 1984
Dragon's Lair (In Depth) June 1984
Flicky September 1984
Formation Z October 1984
Laser Grand Prix March 1983
MACH3 March 1983
Mad Crusher November 1984
Pit & Run September 1984
Punch-Out September 1984
Roller Aces October 1984
Sinistar April 1984
Star Wars (In Depth) November 1984
Super Bagman November 1984
Swat November 1584
Track &Field May 1984
Tin Star May 1984
TX1 September 1984
Upn' Down May 1984
Us vs Them October 1984
VS Tennis November 1984

Ty I S e e S e e |

O | would like to subscribe to TV Gamer.
Please start my subscription from (state month and year) |

Please tick the service you require.

|
|
|
: O Please send me the following back numbers (state month
|
|
|
|
|

Cheques (pounds sterling on |EyJ payable to TV Gamer. |

Please send to TY Gamer, Sal

L]

— — e S — — — — — —

es Department, 1 87 Oxford Street, LondonWI1R TAJ

—_— e — ——

TVGAMER




(IMAGIC)

MOONSWEEPER

MOONSWEEPER

Machine: Spectrum 48K

Supplier, Cheetahsoft/Imagic

Price: £7.85

Type of game: sci-fi shoot 'em up
You command the moonsweeper,
Raider. Your task is a deadly seek-
and-find mssion for stranded lunar
pioneers,

There are four moons to search,
each guarded by hostile base ‘car-
riers, short-range interceptors and
the fatal death towers.

To search a moon, you must land

on it while destroying or avoiding
stray meteors. Once there, you use
your skill and radar to detect your
fellow pioneers.
All the while, you skim along the
lunar surface at the maximum spead
you dare. You can destroy all hostile
forces, but the interceptors shoot
back. Watch out! You may kill your
OWT MEN.

Once you have collected six pio-
neers, your first search is nearly
complete. You must navigate through
the accelerator rings to gather blast
speed for take-off Then you rmust
choose another moon, and if's back to
battle stations

The action is fast and furious, with
four difficulty levels to contend with.

The graphics are good but simple.
Good moon movement gives the fee-
ling of speed; and when you pass
through the moon rings the moon
moves away very effectively. Then
1t's a return to the stray meteors, with
the sun shining in the distance.

You start with four lives. There is a
two-player option, but no high-score
- facility. Moonsweeper has a sound
on/off button.

You can use Kempston, Cheetah
RAT, ZX Interface Il and cursor clip-
ons.

Christopher Bullett
Value 3
Craphics 3
Sound 4 -
Cameplay 3

* Xk Kk k %k

THE PYRAMID
Machine: Spectrum 48K
Supplier. Fantasy Software
Price: N/A
Type of game: arcade adventure
The Pyramid is a pure arcade game,
which can be controlled by either
the keyboard or the leading makes of
joystick, I found the keys a little dif-
ficult to master, and would advise
you to use a joystick if possible.
With the cassette, you get a long
and amusing story about Ziggy and
his exploratory capsule. He is on a
quest to solve the ultimate question of
life, the universe, and everything for
which the answer is 42. This was dis-
covered many secns ago by the
greatest computer ever Deep
Thought. Hang on! This sounds like
Douglas Adam's trilogy which star-
ted with The Hitchhiker's Guide To
The Galaxy.
Ziggy must battle his way through

| & vast pyramid of 120 chambers on

fifteen levels. The main ahject of the
game 1s to reach the base level, level
fifteen, as quickly as possible,

As Ziggy moves from chamber to
chamber, he discovers secret numb-
ers in each. Not all the numbers are
obvious. You must puzzle out the
missing secret numbers by their re-
lationship to other numbers on that
level This is not easy.

And to make life more difficult,
each chamber is guarded by some

| very weird exotic aliens. Contact |

with these aliens is deadly. But your
exploratory capsule, with its defens-
ive shield, should protect you.

To move from chamber to cham-
ber, you must collect energised
crystals. These descend from the top
of the screen after a certain number
of aliens have been atomised. Drop
them through the force fields guard-
ing the next chamber. This is quite
easy on the top levels, but gets more
difficult as you progress downwards
through the pyramid.

The faster you move from one
chamber to another, the higher your
score is. If you score over 30,000 your
high score will be coded. You can
then send it to Fantasy Software and
maybe earn a place in the top 1,000

scores published every six months,
Once you get the hang of The |

REVIEWS

Pyramid, it becomes quite addictive.
The graphics, too, are good, with a
smooth character movement.

Dave Camp
Value 4
Graphics 4
Sound N/A
Gameplay 3.5

B0 4b 4 4b 28 &b ¢

PI-IN 'ERE

Machine: Spectrum 48K

Supplier: Automata

Price: £6.00

Type of game: arcade

This game is based on the popular
arcade game, Dig-Dug [t features
Burt, the star of previous Automata
games,

Burt has been miniaturised, and
injected into a computer's RAM. His
mission is to track down the elusive
“big bug". He does this by tunnelling
through each area of RAM and col-
lecting all the objects in each mem-
ory location.

Your job is to help Burt avoid con
tact with the wvaricus minor bugs.
Each has its own degree of intellig-
ence. The species include red bugs,
white speed bugs, green grabbers,
and magenta menaces. You can kill
the baddies by passing under a re-
valving EDIT key, This will cause it to
fall, hopefully on a nasty and not you

The graphics are very well done,
almost up to the Ultimate standard

Playing the game proved to be
slightly difficult as the baddies seem
to be able to kill you from a distance
at times. Apart from this, the game is
easy to control

All in all, a worthwhile addition to
anyone's game collection. Pi-In 'Ere
1s one of Automata's best.

Steve Wetherill
Value 4
Graphics 4
Sound 2 - including music on B side!
Gameplay 3
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JOIN THIS MONTH’S TOP 20 PANEL

Tell us about yourself

Your age: If under 18, please be exact Do you expect to I:;uy a home computer in the next

18-24( ) 25-34( ) 35andover| year? (please tick one)
yes perhaps [ no O

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?

What's your favourite home screen game?

TS on ‘
WHATDOYOUPLAY ITONZ ..o eissisiomansesin WHAT'S YOUR HIGHEST SCORE2

What's your favourite arcade or pub game?
SRHLES™ B 5 o ;
WHAT'S YOUR HIGHEST SCORE?

Your name

I would like to subscribe to TV Gamer.

1 year — 12 issues (UK) £12 O Half year — 6 issues (UK only) £6.25 011 year— 12 issues (Europe) £17
011 year — 12 issues (Overseas — Surface Mail) £19 (1 1 year— 12 issues (Overseas — Airmail) £37 O

lenclose cheque/PO no, ...ovocoveove Please start my subscription with the

Name

Adress i i o

DR T T T T ———

Please send this order with your remittance fo

TV Gamer,Subscriptions Department, 187 Oxford Street,London WI1R 1AJ

—--_—_-—-__—.—-—_—_——_—..—_—_—__—--—_.—..__—_n—_.—_

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.

Name .. Rosmnie




Machine; Commodore 84

Supplier: Melbourne House

Price: £9.95

Type of game: graphic adventure

Zim Sala Bim is an addictive adven-
ture which makes good use of 3D an-
imated graphics. Well, it's from the
same house that brought ns The
Hobbit.

In this game, you take the role of
the last able-bodied man left in-the
village of Zim Sala Bim. The village
has been ransacked by the sultan’s
hordes. And it's up to you — again — to
save the day, this time by recovering
the village gold from the sultan's be-
droom.

You must then locate the secret

cave, and return the treasure to the |

village elders.

This task is far from easy, as you
must contend with bands of nomadic
thieves and the hostile palace guards.

The screen is split into two sec-
tions: a graphical representation of
your location at the top, and a text
window at the bottom. It is the graph
1ics which are the outstanding feature
of this game.

You can move your character left
right, backwards and forwards by
using the keyboard or a joystick.

His speed can be altered by pres-
sing one of the numenc keys from 1
to 9. As you move your character, the
screen scrolls smoothly right or left.

Any objects you find are then pic-
tured onscreen. They can be mani-
pulated by two-word text input, such
as GET ROPE. Command words can
be abbreviated to two letters,

Zim Sdla Bim has some good
music, with a suitable Arabian sound.
The music varies for each location,
which adds a .good deal of
atmosphere to the game.

Zim Sala Bim 1s good value and
very enjoyable. My only quibble is
the amount of time my input com-
mands were greeted with the re-
sponse °l don't understand”. But I
suppose that must occur in every

adventure until you get used to its
vocabulary,
Finally,

the program loads in

under three minutes, since it incor-

porates the Pavlova fast load.

Paul Serbert |

Value 4

Graphicsd

Sound 4

Gameplay 4 *

* Kk ok ok ok Kk %k

STRANGELOOP

Machine: Spectrum 48K

supplier: Virgin Games

Price; £5.95

Type of game: arcade/adventure
On trying to load this for the eighth

| time, after it insisted on crashing, I

was about to give up. It loaded on the
ninth try. After playing for some time.
I wished it hadn't. To put it politely, 1t
is utter rubbish.

The game is basically a cross be-
tween Jet-Set Willy (Software

» &
IE-I .

Projects) and Jet-Pac (Ultimate).
These two excellent games have
combined to make this a game which
has garish colours, very poor sound
and dreadfully hard controls. The
only novel idea with this game is the
super-fast loading technique called

.F lashload.

I cannot recommend this game to
anyone. The above games by Soft-
ware and Ultimate are much better,

Lee Braithwaite
Value ]
Graphics 2
Sound 0
Gameplay |

IO i e & Gl i
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HUSTLER
Machine: Spectrum 16/48K

MSX and Commeodore 64 versions

available
supplier: Bubble Bus
Price: £6.99
Type of game: skill
Hustler is a computer version of pool
It was originally written for the Com-
modore 64, and was well received
amongst 64 owners. Unfortunately, [
doubt that the Spectrum version will
be as successful, despite its added
features,

The game incorporates six ver-
sions of pool for one or two players.
The computer keeps track of the
scores and acts as referee,

The player's cue 1s represented by
a cross, which can be moved around
the table using the keyboard or a
joystick.

Once the cross is in the required
paosition, the player can choose be-
tween four different spins, the
strength of the spin, and the strength
of the shot. Then press fire - it sends
the cue ball moving in the direction
of the camera.

Positioning the cross is very dif-
ficultt This is because of the poor
choice of control keys and the speed
at which it moves across the table.
The movement of the balls is also un-
realistic. For example, occasionally
the balls speed up after decelerating.

The graphics are also disappoint-
ing, with the balls being represented
by numbered black circles against a
white table. The game proved dif
ficult to load. Loading was successful
only on the third attempt.

One redeeming feature of the
game 1s the introductory tune. But
there is very little sound during
gameplay.

David Liddle
Value 3
Graphics 2
Sound 3
Gameplay 2
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ying a vic me. Ihe more you play, the  market tends fo be hailed as revolutionar
- befter you get. So you'd expect peoplewho  For once this really has to be true with the
spend their working life choosing computers  Spectravideo SV 318. oo
to be prefty good atf the game. Quick fo shoot o : _ o
dowr: a faulf. Pleased when they find an The firsf cheap, high performance
Recently Which Micro? and What Micro? "Double precision numbers.. . . are ideal
tested the Spectravideo SV 318. Here's what  for com panies with turnovers under L
they had to say: £999,999,999,999.99." |

Spectravideo SV 318: Memory — 32K ROM expandable to 96K, 32K RAM expandable fo 144K: Keyboard — calculator fype, 71 keys,
10functionkeys, builtin joy stick/cursorcontrol: Graphics — 16 colours, 266 X192 highresolution graphics, 32 sprites: Sound — 3 channels,
8octaves perchannel: CP/M* compatibility — over 3000 existing software packages: Storage — cassette drive, 256K disc drive capacity:
Suggested retail price — £186.

Spectravideo SV 328: Memory — 32K ROM expandable to 96K, 80K RAM expandable to 144K: Keyboard — full word processor type,
87 keys, 10functionkeys, builtin cursorcontrol: Graphics — 16 colours, 256 x192 highresolution graphics, 32 sprites: Sound — 3channels,
8 octaves perchannel: CP/M* compatibility — over 3000 existing sofftware packages: Storage — cassettedrive, 256K disc drive capacity:
Suggested retail price — £262.

A full range of peripherals are also available. 9 W Mo e B - Spochovaso S ) CPIM s a geimnd vk ik e P
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people will notice how easy it i
to pmduce graphics with the Basic.”

1 ~ Fillinthe couponfoday and we'll mai
“This is a BBC class machine. you the reports as well as a full technical
"As @ compufer for the enthusiast it i s well  specification brochure in colour of this
nigh perfect.” amazing new personal computer or see the

Spectravideo for yourself af most leading
“A good micro for tomorrow.” computer sfockists.

“E ‘ “HV/”E” l_'fu- Spectravideo Ltd, 165 Garth Road, Morden, Surrey SM4 4LM

A Y T ST I'am inferested in Spectravideo computers and peripherals. Please

send me the lotest reports together with a full technical specification
brochure, X

SV-318 SV-328

I
|
|
PERSONAL COMPUTERS ]
I
i
l

Nome:

Spectravideo Ltd, 165 Garth Road, Morden, Surrey SM4 4LM
Telephone: 01-330 0101, Telex: 28704 MMH VANG

Tal No.:




POSITIVE IMAGE Invites you to
- take a trip on

R.

GHOST RIDER

Machine: Spectrum 48K

supplier; Positive Image

Price: N/A

Type of game: bike

The package says 100% machine
code, but this game 1s also 100% not
very good.

Basically, you play the part of a
mariac on a push bike at the top of
the screen. You must race about the
spht levels collecting objects To
defy you in your quest is a bunch of
static — a bad representation of ani
mated objects.

Again, the packaging describes

bined with strategy and adventure
Yes, there's action — about as much as
you would find on the average wet
Sunday afterncon in a power cut
And yes, there's strategy — if you're a
gorilla. But where's the adventure?

To put it in a simple nutshell: don't
buy it.

Matthew Harvis

Value 1
Graphics 2
Sound |
Gameplay 1

* ok ok ok ok ok ok

ALCATRAZ HARRY

Machine: Spectrum 48K

supplier: Mastertronic

Price: £1.99

Type of game: maze

You must wander round a twenty by
ten gnid, cellecting thirty items. You
must then dump those items m a
compound. Pick a safe route to the
north wall. There, a hole in the fence
has been conveniently ignored by
the ever-watchful guards.

60

If you are expecting machine
guns, searchlights and sirens, forget
it. You must dodge a bunch of static
dogs and guards, collect a few hbits
and plans, then walk out. I can't re-
member Clint Eastwood finding it
that easy in the film.

If you run into the same cuard
twice, it's curtains

The only things you need to do to
escape 1s to find various objects, then
some secret files hidden around the
bottom of one of the grilles scattered
throughout the grid. This is not Very
hard, because you are told which
sector they are in at the beginning.

Why don't I like Alcatraz Harry?
It's written in Basic and lacks both
speed and smoothness of scrolling.
The animation 1s some of the worst

| I've seen. Harry moves like a lead

weight,

And, when forking out your £1,99,
consider the other things you could
buy: a trip to the cinema, twenty ar

| cade games, ten good ones, two

1ssues of TV Gamer
game, or ten Cokes,
Matthew Jarvis

half a good

Value |
Graphics 1.5
Sound 0.8
Cameplay |

| Value 3

REVIEWS

THE PERILS OF BEAR GEORGE
Machine: Spectrum 48K

Supplier: Cheetahsoft

Price: £6.95

Type of game: skill

| This reascnable offering from Cheet-
ahsoft puts you in the shoes of a great
bear called George. He must pre-
pare for hibernation.

The first scene shows George in
his natural surroundings, the woods,
It is his task to eat as many apples as
possible so that he can fatten himself
up for the approaching winter

George must catch the apples as
they fall with his mouth. This proves
difficult to begin with. But once you

| have developed the correct tech-

nique, 1t is simple.

ccasionally, a squirrel appears
from the branches and drops an
acorn. Should this hit George, he is
momentarily stunned,

During the windfall, George must
watch his weight carefully. If he is
greedy, he will develop acute indi-
gestion and explode, losing a life. On
the other hand, if George doesn't tip
the balance, he will starve to death.

A nice graphical touch is the way
in which George fattens as he gains
welght, with his brisk walk turming
into a slow plod

Next, GCeorge progresses to the ski
slopes In search of his winter
hideout. He must also dodge the on-
coming skiers who try to knock him
down. The mountamns and clouds in
the background have been well
drawn and look quite impressive. But
1t 18 too simple to dodge the skiers
and enter the cave.

Mow that George is in the cave, he

| must find his sleeping quarters. He

must also dodge the lethal spiders
suspended from the cave roof This
scene is possibly the most dis-
appointing, as it is difficult to distin-
guish between the different objects.
Chestahsoft could have chosen bet
ter colours. Once again, I found it too
easy to guide George past the
spiders and into his sleeping quart-
ers.

Finally, if George has not lost too
much weight on his ventures, he
should be able to survive the winter
months ready for the next season. As
Ceorge dreams away the winter a
calendar above him flicks through
the months to the following spring.

The game caters for most popular
joysticks, and the keyboard can be
redefined to suit the individual. Each
scene offers a different sound track

| which can be turned off as desired

Although The Perils Of Bear Geo-
rge was not my cup of tea, it will un-
doubtedly appeal to some young
JAImEers.

David Liddle

Graphics 3
Sound 3

Gameplay 3




As monitored by TV Gamer readers

POSITION

1( 5) DECATHLON

2(10) FULL THROTTLE
PITFALL Il
DALEY THOMPSON'S
DECATHLON
ZAXXON
SABRE WULF
MONTY MOLE
JET SET WILLY
POLE POSITION
BEACH-HEAD
MICRO OLYMPICS
PITFALL
VALHALLA
RAIDERS OF THE LOST ARK
TRASHMAN
DONKEY KONG
FLIGHT PATH 737
JACK AND THE BEANSTALK
RIVER RAID
PSYTRON

MANUFACTURER

(Activision)
(Micromega)
(Activision)

(Ocean) -

(CBS/US Gold)
(Ultimate)
(Gremlin Graphics)
(Software Projects)
(Atari)

(US Gold)

(Data Base)
(Activision)
(Legend)

(Atari)

(New Generation)
(CBS/Atari)
(Anirog)

(Thor)

(Activision)
(Beyond)

*Numbers in brackets indicate last month’s position

SYSTEMS

c,h, n

I
cl’ h.f il’n

T |
bl cl’ fl' gl’ iJ' n

b.l' cl’ f.l' gf h' n
i

a Acorn BBC computer b CBS Colecovision/Adam ¢ Commodore 64 d Drogon e Acorn Electron  § Atari 800 XL g Intellivision h MSX | Spectrum

n Atari 2600 VCS

weeand tﬁe?@.’f)@aeaaém

STAR WARS  (Atari)

1(1)

2 ( 2) TRACK & FIELD (Konami/Kaito)
3 ( 3) DRAGON'’S LAIR(Cinematronics)
4 ( 4) POLE POSITION (Atari/Namco)
5(6)

M.A.C.H.3 (Mylstar)

MR DO

TURBO

7
8
9
—) FIREFOX

6 (
7
8 (
9 (
0(

)
)
) ASTRON BELT
)
)

BUCK ROGERS (Sega)
(Universal)
(Sega)
(Sega)
(Atari)

TOP GAMES OF THE MONTH

You are invited to vote for your favourilte 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 dea

To register your vole, use the reply page in this issue. One lucky voter will receive a free year's subscription to TV Gamer

Last month's winner: Barry Gidman, Pontefract, West Yorkshire

(decided by draw.)




DECATHLON
(TVG proven)

FULLTHROTTLE

(Micromegal)

10,545
Jeremy Wellard

no claim made

PITFALLII
(TWVG proven)

199,000
Alex Mitchell/M. Churcher

DALEY THOMPSON'S DECATHLON
(TVG claimed)

475,560
Gary Smillie

ZAXXON
(TVG claimed)

3,350,100
Christopher Brady

SABREWULF
(Ultimate)

no claim made

MONTY MOLE
(Gremlin Graphics)

no claim made

JETSETWILLY
(Software Projects)

83 objects

Ross Coleman/Cameron Else

POLEPOSITION
(TVG claimed)

721,000
Fergal McConville

BEACHHEAD
(US Gold)

no claim made

MICRO OLYMPICS
(Data Base)

no claim made

PITFALL
(Activision)

114,000
David Ross/Richard Varnie

VALHALLA
(Legend)

no claim made

RAIDERS OFTHELOST ARK
(TVG claimed)

25 points

Brian Bell

TRASHMAN

(New Generation)

no claim made

DONKEY KONG
(TVG claimed)

8,796,600

lan Morrish

FLIGHTPATH737
(Anirog)

nao claim made

JACKANDTHE BEANSTALK
(Thor)

no claim made

RIVER RAID
(Activision)

1,000,000

Gavin Davidson

PSYTRON
(Beyond)

no claim made

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

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

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

computer system, Spectrum, VCS, etc) 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,

triped with cable release, timed at /4 second. Games 187 Oxford Street, London W1,
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Doomdark's apparent
impregnakbility, here's how to defeat

Firstsome 11r3'=

1. Wherever Luxor goes, Morkin
goes for protection.

2. Citadelsand keeps can be
discerned from far away by the fact
that they have flat tops

3. Avoid minor confrontations, asit

Clﬂd arfistic,
e funniest and most apt { subscription to your Td
oo he b wilreceive o ree Yo0 4 Bont forgl o o
5th Decembe refurne
You've ot until nt your masfefpleﬂﬁ
nvelope if you want y < are filled
Udﬂlﬁéau gereai Christmas — hope your stocking
QZP.V:—L,/,”/_'
ul
%
WHAT ADRAGON! | b=
e I must complain about the Dragon
Zmil games youreview. They mostly
seem to be the worst available, while
games like Zaxxon, Pooyan,
e | Cashman, Mudpies, etc, are
| lgnored. They may be Tandy games
| that work perfectly on the Dragon,
but world-beating games such as

these should not be overlocked
A Gibson,
| Lees, Oldham
We simply review the games that we
are sent for review. In any case,
there are now so many games that
we review them on one machine -
and recommend you hold onto the
review until the game ison your
system. Zaxxon, for example, was
covered In depth in the October
issue of TVG

NOFUNIN
SWITZERLAND

On a recent visit to the skiing rescrt
of Zermatt in Switzerland, [ had alook
around quite a lot of the local shops to
see what games existed.

Theonly system to be found was
the Coleco. Thiswas in an electrical
shop and the only game for it was
Turbo

[ could find only one arcade and
thiswas in a restaurant which had

only two machines. One of these was
a Defender type game and the other
was a driving game. Both had
unprenounceable (and unspellable)
(German names.

DOOMYFOR
DOOMDARK

I bought Lords of Midnight two
weeksago and defeated Doomdark
on my fifth attempth. [ have now
defeated him four more times- out of
four attempts.

Foranyone frustrated by

Craig Loweth,
Rowney Green, Birmingham
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sapsstrength.
4, When Corleth and Rorthron stop
for the night, hide them. They are
then safe,
5. Use the map —it'sinvaluable.
After picking up Shadows, send
Luxor south to get Gard. Then send
him with Morkin and Xajorkith,
picking up mincr lords on his way
Send Rorthron and Corleth eastto
get Blood and Shimeril They should
be sent south east to get Dawnand

are sent east to pick up Marakith;
Kumar, Ithron and the Utarg - the
fiercest of them all. They should all
then go south west to }(.a]OI-(lT]‘
pickingup Dregrnm on the way and
several minor lords
Everyone should be at Xajorkith
usually by the fifteenth or sixteenth
day - quickly accomplished by the
avalanche effect. Now wait
Deomdark will send thousands
| and thousands to destroy you. But, as

Morning, while Rorthron and Corleth

vV GAMER
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they come in an even stream, there s
no need to move. By the thirty-fifth to
fortieth day, up to 55,000 of his troops
should be lost, compared toabout
1,000 of your troops.

After a five- to ten-day rest, push

1 your forces north to the citadel of

awn. Take this and then citadel-hop
all the way up to Ithron. Youshould
have 25,000 troops there. Morkin
must go ahead by two dayshere it
iz best to send a minor lord, aswell,

After another two-day rest, push
north west to the mountains of Death,
then west till Ushgarak is south west.
Have a two day rest, making sure
Morkin is north of the tower of Doom,
then go to battle.

Because Morkin is taking most of
the ice fear, Morning, as usual, will
not work, Butdon't worry, victory is
imminent.

As dawn unfolds you will have
taken Ushgarak. But no final victory
sign will be shown until youmoveall
your forces into Ushgarak. Thena
rather unimpressive notice comes
up: “Ushgarak has fallen. Victory to
the free!"

Iwish I had a printer, but Idon't
think the prize could cover the cost of
paper. About 10,000 copy pushes
should doit!

Iwould like to add that this game
has the best graphics and most
interesting format of any [ have ever
played.

: James Noble,
West Runton, Norfolk

GUIDE TO THE HOBBIT

Ihave searched in vain for a copy of
Guide to the Hobbit and do not know
‘the address of Melbourne House.
Could you please tell me where I can
buycne?

How do you escape from the
goblin's dungecn — the one with
horrible blue doors, walls, a pile of
sand, and a window which [ can't
climb up to even when [ tie the rope
toit? When I typed in HELP, itsaid"A
window should be no problemtoa
thief with friends”. Thisdidn't help
me in the slightest.

How do I cross the black
enchanted nver? [ can't jump across
or swimn, as that kills you. When [
pressed HELP this time, it said "Boats
can help”. But I can't find one.

[have pondered on these fora
while and am thoroughly confused.
Help

Dexter,
Bamber Bridge, Lancashire
The address to write to for Guide to
the Hobbit 1s: Melbourne House,
Castle Yard House, Castle Yard,
Richmond, Surrey TWI08TF (tel
01-8406064).

To getout of the goblin's dungeon,
youmust DIGSAND, This will reveal
atrap door. Then BREAK TRAP
DOQOR. This could take several turns

[N~ )

but eventually the door will break.
Finally, TAKE KEY: youwill find a
small curious key.

If Thorin is with you he may well
take the key for himselfasit belongs
to his father, Thrain. To leave the
dungecn, youmust be carried
through a window by one of the other
characters. This can be done only if
you are not carrying too much. So get
rid of any grub you have on you
beforehand

Then wait if no other characteris
present. Repeat until one enters.
SAY TO THORIN “CARRY ME".
Gandalf could also do the same if
Thorin isn't there. SAY TO THORIN
(OR GANDALF) "OPEN WINDOW™.
SAY TO THORIN (OR GANDALF)
"WEST". You'll now be taken into the
dark winding passage.

To find the boat you must first
THROW ROPE ACROSS. Keep
doing this until the rope lands in the
boat on the other side of the river.
PULL ROPE: the boat should glide
across. CLIMB INTO BOAT: the boat
will mave by itselfand carry youto
the east bank Then CLIME OUT

NOW TO BELGIUM!

While [ was in Belgium this summer |
didn't see any computer shops. But
there were lotsof arcades, and [
visited quite a few of them.

Onceinside, I was greeted by
games that [ had never seen (though
other arcade addicts may have).
They included Rope Man, Arabian,
Zippy Race, SF-X, Nova 2001 and
Hopper Robo. Just for you, [ havea
descniption of each of them (each
game 13 joystick controlled).

Fope Man: youare anexplorer
clad in shorts, shirt and panama hat.
The ideaisto get to the top ofthe
screen by climbing up the ledges.
Meanwhile, you are collecting eggs
and two golden feathersofthe
phoenix which is sitting patiently for
youto come and jump on itsback.
Stopping youare dragonsand
cavemen which come out of the
doorways in the walls on the sides of
the ledges and a bird which fliesina
wrap-round at the top of the screen
and stabs you in the back.

You are armed with a rope for
climbing and a light for blinding your
enemies.

The dragons kill you by walking into
you. But the cavemen can jumpon
your head and chmb ropes to knock
vouoff.

[ found this game addictive, with
cute graphics and colour, and harder
SCreens.

Arabian: Youarean Arabian
princein a Turkish suit and turban.
You have to collect letiered il pots
to save your princess.

The letters are three As, one R,
one B, one land one N, If youcollect
them in the order of the word

ARABIAN, you geta bonus.

Trying to stop youare pink
mutants and blue birds. Youdieon
contact with them. you can get your
own back by kicking them off the
sCreen,

When your man gets the lastoil
pot, he jumps up and brandishesa
sword.

Zippy Race: Thisshowsa
bird's-eye view of a motorbike (vou)
riding up a road towards such
American cities as New York,
Denver and Las Vegas.

In the first part, youare driving up
a freeway dodging Mini Metro-like
cars, puddles, rocks and cacti.

The second part shows you
speeding up a straight road with city
monuments at the end of it. Carsare
shooting towards you; if you avoid
them, you disappear up the road.

Nice graphics again. [ liked
touches such as the flashing lightson
the way to Las Vegas and the Statue
of Liberty waving her torch if you
safely make 1t to New York.

SF-X: You are a futuristic ship with
asingle laser that sometimes turns
into a double-barrelled laser. This
game reminds me of Defender. It
fires in much the same way. And
some of the enemies act the same,
including the main baddie, a yellow
and orange yakking skull which
jiggles around and bounces on you

This game looks good and has
great sound effects, including a
realistic thunderclap during the
dermonstration time.

Nova 2001 ; Here you control
another futunstic ship shooting out
what look like shock waves. Your
enemies are, in the order ofthe
waves they come in, walking robots,
spiralling rockets, pods with feet that
goup and down like piano keys, and
spinning spheres that bear a distinct
resemblance to Remotes from Star
Wars.

When an enemy has been
destroyed, it leaves behind a small
square bunk with a flashing number
onit, Collect this for extra points.

Hopper Kobo: Inthisyouarea
chubby red robot trying to knock
numbered boxes down to two
conveyor belts. Bothof these lead to
what ] think 1s a hole in the centre. To
get to them, your robot has toclimb
on platforms, giant cogs and giant
springs.

Stopping you are blue robots,
green springs and maybe a few
other gremlins which, on contact,
make you stiffen and fall to the
conveyor belts at the bottom of the
screen, ending up in the hole.

I think this game is reasonably
good and has bright, colourful,
detailed graphics. ButIalso think itis
rather pointless. Why do you have to
knock down the boxes?

Andrew Tilley,

Ramsbottom, Lancs
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IF ATFIRST YOU
DON’T SUCCEED...

This s the fourth time I
have written 1n, with no
luok so far. [would like to
thank TV Gamer for the
Insighton JetSet Willy. 1
thoroughly enjoyedit,

Its prequel, Manic
Miner, 1salso brilhant. [
have gotasfaraslevelsix
only — buta friend has
given me a clue on how to
get onto higher levels
without going through the
whole game.

Youtype B0317691n
some way so that a picture
ofa boot comesup
onscreen. Then youpress 6
together with any numbers
uptob.

Doany TVGreaders
know more about this?

James Eagleton
Sidcup, Kent

SPRING EGGS
[am writing to congratulate
youon the last issue of TVG
—tonsof new easter egags.
I've now found some other
oneson the Atari VCS.

In Kangaroo, press the
resetor select switch, then
the fire button. You'llseea
normal picture — move your
joystick, and the mother
kangarco will do funny
things.

If you quickly let go of
the switch when the game
starts, youshould be
unable to move mother
kangarco untila falling
apple kills her. Then you
can move with your next
hfe.

In Q*Bert, youcan get
Coily off the top of the
pyramid this way. Go tothe
very top of the pyramid,
and wait for Coily to come
up to the diagonal cube
next toit. Quickly move
down the square, about the
centre of the screen, to the
row second from the
bottom. If imed correctly,
Coily should go off the
screen and you should
earn yourself 500 points.

The second eqgg [ found
onlyence in O*Bert, [ was
20,000 points on the sixthor
seventhscreen [tooka
certain route, landed ona
certain square, and found
myself unable to move fora
while. But my score kept
goingup without me
moving. [moved when my
score reached 80,000!

ANMIEE

:l ) ||

[ have found a way to
make Brutus go through the
screenin Fopeye. Assoon
as you start the game, go
dowmn the centre ladder
and move just in front of
Brutus. Position yourself
just so far that he doesn't
fire any bullets, Then make
hirn follow you to the end of
the screen. He should then
turn round.

Move down to the
bottom level to collect the
sinking hearts. [t will strike
you that some sort of
interference is erupting.
| Fear not: it's just Brutus
| passing through the screen.

[fyoujump a barrel in
Donkey Kong whenitis
near the end of a girder,
the barrel will disappear.

M Starkey
Whitehaven, Cumbria

ARCADIA’S

CATCH22
How about this then? Score
more than 600 pointson
Arcadia's Escape From
The Mindmaster, and he
calls youacheat [didn't-
honest!

Raymond Graves
Bridgend, Mid-Glam

YOUR SCORE |

605

THE MIMD
MASTER
DECLARES
YU 10 BE
CHEATING

Above: Raymond Gravesis

caught in a Catch-22 situation

Y WPy S b [
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[think ['ve found some
bugs on Colecovision and
Atari games.

Once, the title screen of
Srurf was followed by
continuous noise, Then I
gota lot of coloured hi-res
graphics.

Inresponse to Nicholas
Schouten's letter an the
Smurf bug (TVG, May), 1
tried this and my score
went back to zero, my man
disappeared, two funny
symbols appeared nextto
the smurf at the top of the
screen, and my energy
dissolved. Thiswason
game thres.

Also, ongame four, if
youmove it backwardsand
forwards on the same
background, you get
919,500 pointsand a
scuare-on-legs symbol!

In Venture, move
forwards and backwards,
1n and out of rooms, on
game three. When you are
out of the room, a green
hall monster will appear
from nowhere and kill you.
This happenson games
one to four,

Also, although it's wrong
to do1t, if you flick the on/off
switch on the Atari, weird
things happen. The players
emerge from a tunnelin
Pete's Soccer. Yougetdots
in River Raid Youget
Dave Barry's room in
Raiders (TVG, May). You
get busheson legsin

Jungle Hunt.

The biggest surprise of
allis that my Atan still
works!

Martyn Disney
Walthamstow, London

MORE ONVCS
Plugina Tutankham
cartridge, and youcan
have continuous play ]ust

AT

follow these steps
Score a few hundred
points, and lose all your
hives,
Pressthe select button,
and keep it pressed.
Pressthe reset button,
and keep it pressed,
Letgo of the reset
button.
You will see yourself
with the same number of
points in the same area of
the maze. Youwill have no
lives or laser flashes. Lose
ahife, and your three lives
and ‘flashes are restored,
Darren Chaplin
Camberley, Surrey

WALK THROUGH
ALLS

I have found a way of

| getting through brick walls
| in Pitfall onmy Coleco.

Just make a standing
ump towards the wall: 12,
press the button and move
the joystick simultaneously
in the desired direction.
Thisshould put you 'inside'
the wall (see photo).

To get to the other side,
push the joystick inthe
opposite direction you
wish togo.

Chris Short
Tewkesbury, Gloucester

HOW TO PLAY
FOREVER
(PARTII)

Here'seven more arcade
w}:a_ggs to add to last month's
ist.

First, let'sget 1,000
points in Space Invaders
De Luxe. Leave the far left
row of invaders while you
kill all the rest. The top of
the column isone step
ahead of the others. You
must shoot the colurnn out,
top to bottom. When the
bottom left invader is shot,
arainbow appears, and
you get 1,000 points.

In Stargate, you can get
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a &,000 point "Zowie" bonus,
Shoot everything butone
lander on a wave. Follow
the lander until he picks up
a humanecid. Shoot the
lander with the humanoid
underneath. Letthe
humaneid fall, and position
your ship on the planet's
surface directly below him.
The humanoid will touch
youand the surface at the
same time, The screen
flashes and you are 2,000
pointsricher,

Thisis the key to high
scoreson Tempest, First,
you must complete the red
level that gives you 188,000
bonus points. Then get
your scere to one of the
two-digit combinations
listed below (by shooting
spikes, worth one point per
hat).

After youget the
combination you need, kill
yourself by walking into
enemies. Wait for your
desired to happen. These
are:

00 freezes screen

Ol givesaccess to
bookkeeping totals

05 allows play dunng
attract mode

06 gives 40 free credits, as
dolland 12

14 gives credit sound
without credits

15does the same

16, 17 and 18 all equal 40
free credits

41 gives last two digitz of
score switchd?2 means
score increases quickly
46 allows following game to
start at green level

50lets the player move by
him/herself

51 doesthe same

B0 1lets objects drift down
€6 lets them dnift right

67 means objects jump

68 lets them float up

10 does the same

All the tricks work if you
use the one to play the
attract mode (05). lf you

EHER Do

THESE LASER-DISC mm-ﬂ

BRE REALLY SOMETHING !

UB-TV GAMER CLUB:TY GAMER CLUB-TV GAMER CLUB-
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pause at any of the desired
points, it will take place
instantly,

Two additional tricks
also work from this. 48
generates a random
coloured level with the
wrong enemies for that
level For instance, a dark
blue level may contain
fuseball tankers. And 48
gets you 255 extra men!

Apparently, Atarimade
amodification kit for

Finally, here are a few
eggsin Xevious,

Tempest to stop these bugs,

You canget tHe
programmer's initials by
flying right and bombing
madly at the start of the
game, After a couple of
seconds, the screen will
say Namco original
programmed by EVEZOO

The hidden targets of
Xevious appear as huge
spiresrising out of the
ground. Most of the time
they appear in groups of up
to exght, Unfortunately,
most appear very late in
the game - but two do so
before the mothership. The

AER CLUB-TV GAMER CLUB-TV GAMER CLUB.TV GA

e

R CLUB-TV GAMER CLUB-TV GAMER CLUB-TV GAMER

the desert,

-1V GAMER CLUB-TV GAMER CLUB-TV GAMER CLUB-

| first is in the second

roadway section, just after
a horizontal road, The
second isjust before a
short diagonal row of bases
Just before the mothership.
Youget 2,000 points for
revealing these targets,
and another 2,000 for
wiping them out,

Alsoin Xevious are
hidden flags. The first twa
appear by horizontal
rivers, usually on the
banks. The thirdisona
horizontal line which
passes through the river
inletin the middle ofthe
shield storm and just
before the desert. The last
13 at the base of the eaglein

Ian Boffin

STOMP THE

Atlast! I've finally
completed Dragon-
stomper. After weeksand
weeksof maddening
frustration, | managed to
steal the amuletand defeat
the dragon, to the fune of
‘Rule Britannia”,

Forany TVGreader
who hasn't cracked it, here
are some hints.

The paper that actsas
your ID canalways be
found in the flashing castle.

Try to get asmuch
money as you can before
you cross the bridge

The vitaminsin the

| hospital (second load) give

you strength of thirty-five in
the dragon's cave.

Itis advisable to buy two
bottles of medicine. These

are tocombat swamp fever.

Keep to the left side of
the cave.

Youcan'tuse the unlock
while the dragon is
conscieus (hint, hint),

Do not kill the dragon!
James Pocknell
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way past 1':1? faading tima &
un?rg. Wauld you mind bringing nty
7 I think it's to the north”
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