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Living on the edge of an
eternal galaxy, baftling with
opponentswhoseemtobe
reading your mind, you are
about to captain your ship
through one of the great
edge-of-your seat adven-
tures of the 35th Century.
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captain ofthe Psi-5 Trading
Company; because, need-
less to say, these maraud-
ers are not going fo take
too kindly to any last ditch
efforts to spoil their little
intergallactic carnage.

So, if you're ripe for a stiff
challenge anr feel comfort-
able in the role of Space
Freighter Captain, your ship
just came in.

Choose your crew care-

Sitting on a mother lode of
richmining deposits,anew
quadrant called the Parvin
Frontier,isameccaforseft-
lers; entrepreneurson both
sides of the law; and some
of the worst scum in the
universe.

These space carrions have
been the scourge of the
shipping lanes; and as
things stand now they are
on the brink of starving out
the entire quadrant and
holding it hostage.

No wonder the inhabitants
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of the Parvin Fronfier will
payalmostanythingtoany-
onewhocangetthroughto
them with a freight ship full
ofsupplies fromthe outside
world.

But it's a tall order to fill,
even for the experienced

w B =8 =

FIRING ORDERS LIST

Meapon
Missiles
Biasters
Cannons
Thermos
Bilasters
Cannons

Target
B

Pri
at
at
at
at
at
at

PS5 SEMPANY

fully. For 10 years Al Zoft
has been shooting enemy
attack cruisers to smither-
eens, but will his hot temper
be your finalundoing? Your
choice for weapons expert
is critical. You have awealth
of talent to choose from;
but will your pick hold up in

the heat of the battle?

As captain of the Space
Freighter, you must cons-
tantly delegate authority
throughout the mission.
With space outlaws on the
horizon, what do you repair
first—the defence shields
or your weapons?

Status
gut-rang
i1 f—-Fange
broken
no power
in—range
broken

e Keyboard or
Joystick Controlled

e Choiceof
Specialist Crew

e Inter-ship video link

e External view port

e On board Computer

e Navigational
Cockpit

e Superb weaponry

Manutactured under cence by LS, Gold Lid
Unit 10, The Poerkway Indusinal Cantra,
Haneage Sireet. Birmingham B7 4LY.

“ Scraen as seen on Commadore 64
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Adventure Competition ............ A,
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computer equipment and perhaps earn £100's in
royalties by having your game published

Read all about the new style club.




When I was eleven I had loads
and loads of Biggles books. All
about the continuing adventures
of James Bigglesworth and his
chums — Algy and Ginger
(hooray, hooray). They were
opposad by the evil Baron Von
Stalheim (boo, boo, hiss, hisa),
A film, loosely based on the
characters out of the books is to
come out around March In
conjunction with this Mirrorsoft

The fllm follows the fortunes
of a present day American fast
food salesman, who is linkedasa
‘time-twin’ with Biggles. This
means that whenever one of
them gets into troubls, the other
will arrrive on the scene and pull
him out of the mire. The whols
plot sounds a bit unbelisvable,
but the film is so funny that it is
E:arrieri off, helicopters in 1914

‘Golly Biggles you're flying a
windmilll"), German secret
Biggles set to talke off
in his trusty Cé4

weapons using space shuttle
techniology, and no technical
accuracy at all.

The gams is a multi-screen,
multi-level, multi-game With
horizontal serolling (in the
Commadore version) featuring
battles between the bad guys and
the good guys, and the final
assault on the secret weapor.

Biggles—The Untold Story will
be out on the Commodore 64 in

and in the cinema,
Bpectrum and Amstrad versions
will be out later, 16 bit vergions
are also planned.

Four!

Ariolasoft are about to releass,
what they describe as, the
definitive golf simulation pro-
gram. Written by the sast
Eurcpean  software  house,
Andromeda, the game is written
in the same style as

the coln-op Atari Golf gamse, -
Golf Construction Set also, as
its name implies, allows you to
redesign a course, or think up a
coursa all of your owr. To make

into account, as is the wind and
all the other factors that you
would expect to see in a golf
game,

Golf clubs are selectable from
an avallable list, as in the real
rules of golf, you are only allowsd
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Movie Maker

Budding movie moguls can
now create animated cartoons
using their computer.

Movie Maker is the latest in
the construction series of
programs from top US software
house Flectronic Arts and is
distrfbuted in the UK by
Ariclasoft.

The twin disk pack containg
all you nead to create a cartoon
conglsting of 6 different
animagions on  the scresn
moving up to 300 steps
sirmultaneculsly. You can then
add to that sound effects and
rmusic ag well as tdld up a
library of backgrounds,

The requlting masterpiecs can
then be recorded for posterity on
wideo.

Movie Maker is availabla on
CB4 and Atari formata and costs
£16.95.

Bhuss~is a 3D problem solving
game where you have to escape
from a prison. To start with you
hawe a numbar of points, and can
allocate  these to  various
attributes  such  as  strength,
temperament, and morale (I
think, my copy is in French,
however production versions
will be in English ).

You have to find warious
cijects to keep these atirfbutes
up a8 thay get depleted. by
yarious actions such as kicking
doors down to eseape from your
cell. You can also go to sleep by
diving onto beds and snoring
away for the appropriate length
of time.

In the game you are the last
remaining member of the
human race—the robots have
taken gver!

Sitting in your cell you await

fate, but then-——you
hear the voice of a girl. Your
reason for living now restored,
you set off to find har.

The animation is perfect and
the whole thing looks like it is
going to be a smash hit. Look out
for a full review in a further issue
of Computer Gamer,

Get Dexter is another 3D
problem solving game (arcade
afventure?), but In a totally
different. weln, similar to the
Ultimate games, but in full
colour,

The plot is that you are trying
to get the 8 digit code that will
stop the central processor from
blowing up the world

Tobruk is the latest releasse in
their Wargamers series. This
game follows the battls of Tobralk
(gurprise, surprise). The main
feature of the game is the arcade
gequence of the tank battles and
the- ability to Unk wup two
Amatrads a0 that two players
can battle it out!

All gamnes are available for the

and will cost £8.85 on
tape and &14.95 on disk
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Pub Games

You marvelled over the
graphics of Winter Gamaes, you've
destroyed joysticks in - Daley
Thompson's Decathlon, now
courtesy of Alligata you can
damage you liver in Pub Games.

8ix aleohol dependant sports
will come to life for Spectrum,
CB4, Amstrad, Cl6 and BBC
ownerg in a two player
extravaganza featuring pool,
darts, table football, skittles,
poker and blackjack

Dniring the game which is to be
released in May you will have to
use your skill and judgement not
only at the games bub also to
control the amount you drink!

Infocom!

The purprise news from
America  is that adventure
supremos, Infocom are to be
bought; by Activision.

The deal is expected to be
completed by the end of June and
will mean that Activision will
add to their catalogue such
classic garnes agthe Zork trilogy,
Suspanded and Hitchhikers
Guide to the Galaxy.

Infocom have hen incredibly
sucaesafil with their superb text
only adventures that have
constantly in the TS top
ten. Unfortunately Infocom
recently dabbled in the business
market with a databass program
called Cormerstones.

The latest adventurs to be
raleaged by Activiaion
themselves is called Borrowed
Time in which as Sam Harlowe
you must prevent a murder —
FOUT OWIL

In fust one day you st track
down and interrogate R0
suspects who you want dead
while keeping a careful watch
over your shoulder.

During the day youwill be shot
at, burned, strung up, beaten up,
sentenced to life, ripped to pleces
by dogs and generally be given a
bad time.

Barrowed Time i858 an
illustrated text adventure but
features pull down manus, point
and press options and what
Activision describe as ‘mostused
pormmand’ menus.

STOP PRESS: Borrowed Times is
revriewed in this transmission of
Garmner.

Activigion are also set 10
releage Spactrum conversions of
Rascue on Fractalus, On-Court
Tennis and Eidolon as well as
Amstrad versions of Ballblazer,
Decathlon, On-Filed Football, On-
eourt Tennig, Rescue on Fracalus
and the Bidolon.
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Batman

Ocean plan to release the
computer game adventures of
Batman and Robin in May.

The game is described as being
a ‘'real time', arcade, strategy
game and will be available in
Spectrum, G864 and Amstrad
versions.

Also scheduled for May is the
latest in the Konami coin-up
games to be released under the
Imagine label. The game is based
on the serolling, arcade war
gama, Green Beret,

Sinclair launches
Spectrum 128

Bir Clive Sinclair has launched
the new ZX Spectrum 128.

ot only ia it compatible with
Spectrum + programs it also

has 128k RAM, a new sound chip

and improved graphica.

THe 128 costs £179.89 and is
supplied with two specially
expanded COeean games,
Neverending Story and Dalay
Thompson's supertest. For a full
Taviaw 5ee insgide this
transmission of Gamer.

Knight Games
Enight Games 18 a new
medieval  sports challenge

coming scon from English
Software,

The game features 8 events on
ong casette which inleuds
fighting with swords,
quarterstaffs, axes, pikestaff and
even & ball chain. Also you can
test your skill in an archery
contest and in a duel with a
crossbow,

Enight Games will be
available for Amstrad and C64
computers and will cont £8.88.

Global Horror

Global software are set to
release the true horror of the
Attack of the Killer Tomatoes on
an unsuspecting public.

The game is based on the truly
awful film of the same name that
WOon & nomination as the worst
vegetable movie of all time.
Building on this achievement
the game was written using
unique Vege-Tation pro-
gramming techniques and
features punch card machinss,
conveyor belts and puree tubes,
Attack of the Killer Tomatoes
will be released at the end of
March to terrorise Spectrum and
Amstrad computers. Admission
fee — £7.95.

Global hawe also launched a
compilation tape contalning
four adventurses aptly named,
Fourmost Adventures. The four
for the price of one adventures

W.0.W. Games

War on Want are to launch s
charity games compilation tape
containing 14 games donated
from top software houses,

WOW Games will be initially
available by mail order and will
cost £0.98.

The fourteen games are:
Heallfire—Melbourne House
Xavier—FS88
Hunchback 2 QOcean
Wizards Warrior—NMastertronic
Chass 2—Artic
Winged Warlord—CDS
Headbangers Heaven (a new

Bir Clive launches the 128,

game by Jeff Mintar)
Rupert and the Ice Falace—
Quicksilva,
Bugeyes—Audiogenic
Horace and the Spiders—Psion
Mr Freeze—Firebird
Dr Prankie and the Monster
Virgin
Padro—Beau Jolly
Cybertanks—Star Dreams
WOW Games will be available
initially on the Spectrum only
from April 21st.

Monsy and orders to: WOW
Games, Room 624, 1 London
Bridge 5t., London SE1 958G,

Quazatron is to be the next
releagse from Hewson Consul-
tants and is written by Astro
Clone author Steve Turner.

It i3 described as the Spectrum
equivalent of the hugely
successful game Paradoid but
looks more like a Marble
Madness style gams,

During the game you will have
to guide your Meknotech
through a subterranean city and
battle with repair mobiles and
battle droids.

Battle will commence in this
shoot-em-up at the end of April
on both Spectrum 48k and 128
computars.

Mastertronic’s Latest

Mastertronic have announeced
two more titles in their excellent,
MAD range of games as well as a.
completely new label featuring
games acquired from Creative
Sparks,

The new MAD games that hope
to follow on from the success of
Spellbound and Master of Magic
are a horse racing game called
the Sport of Kings and a defender
style arcade game based on the
Battle of Britian titled Bandits at
Zaro.

The MAD range is further
expandsd by the release of Atari
and Amstrad versions of the Last
V8.

Mastertronics new range of
MAD Chrome game will cost
£2.99 and will consist of titles
bought. from Creative Sparks.
Initial offerings include Delta
Wing for the Spectrum and
Countdewn to Meltdown and the
excellent arcade adventure, Ice
Palace for the 084,

Finally, they plan to expand
their range fo £1.89 titles next
month with the release of 7 new
games including a wollayball
sirmilation, a new game from
Boul of a Robot author called Into
Oblivion, a text adventure called
Kentilla and a conversion of the
immensely popular Formula 1
Simulator for the 064,

are a D&D style roleplaying
adventure called Out of the
Shadows, Galaxias a game from
Fergus McNeil the author of
Bored of the Rings, a quest to
remove cobscen graffitti from
walls iIn The Mural and a
nightmare struggle to stay alive
after an accident in the lab has
turned you into Micro Man.

Fourmost  Adventures is
avallable for the spectrum and
consts £7.95,
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Gamer — 1 Year old

Yes, although it's hard to
believe it is already 12 months
since the first Computer Gamer
arrived on the newstands.

8ince our launch in April we
have reviewed almost 500 games
and we've played them alll
Twenty five of them have been
the subject of our unique in-
depth reviews featuring not only
the background and details of
the game but also hints on play.

The majority of thess reviews
have appeared, before the
opposition, and just as the game
is released. This is because we
realise that you need to read the
reviews before you buy the
games.

In June we launched our
geries of articles on the
fascinating world of Flay By Mail
gaming, PBM Update, that has
built into our presentation of the
Gamer PBEM awards at the first
gver British PBM Show held in
London last month, We also
offered Gamer readers a special
disecunt PBM game from KJC
called It's a Orime, which will
begin scorn. Good lhuck to all
involved in it

When we anncunced the
nominations for our first Game
of the Year Awards in our
Decemnber issug we couldn't
anticipate the incredible
response we should get. Either
you all wanted to tell us your
wiews onyour favourite games or
you wanted a chance to win the
fantastic prize we had on offer.
The actual awards were
presented to the software houses
at a ceremony held at London’s
Regent Palace Hotel in January
and the results printed In
February's Gamer.

In Octobsr we launched the
Troll's Tavern which quickly
established itself as the
adventure column. Not only was
it the place to turn for the latest
adventure news and reviews, but
also contained advice for
adventure authors in Dungeon
Dressing and a full paper and
pencil ‘Heroic Warrior'
adventure in every issus!

Our readers club has grown
beayond belief in the last year. So
much that we are incorporating
the club pages inaids the
magazing. The membership as it
stands at the time of writing is
gix times more than the wildest
predictions with thousands of
memebers spread throughout
countries around the world
Turn to this month's club pages
to see how we're making it even
bettar.

Competitions have featured
gtrongly in Gamer during the
lagt year and we've got even
more in the pipsline,. Indesd in
the last 12 months you could
hawe won a compact disc hi-fi
gystemn, an Amiga, several

If your birthday lies between
March 21st and April R0th you
are a RAM.

Unlike the other signs you
never gsuffer from memory
blackouts or loss of comneen-
tration as you're the RAMpack
without the wobblel

This makes you a potential
champion gamer as you'll never
crash & ship or sink a chip
because of a loose connection.

However having only 18k of
RAM does hawe its drawbacks 50
you should try to avold any
overloads and only read Com-
puter Gamer.

Next month — Taurus the Bull
(and your full Gamer horo-
scopes ).

compact disc system.

monitors, robots, radio
controlled bikes and enough
software to start your own shop.

From next month weTre
making Gamer even better. More
reviews, more features, more
fantastic prizes to be won The
magazine you can't afford to
miss.
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IMMDNIGHT—SINN CITY. THE OFFICE IN
BACK. OF BONZA GAMES COMPUTER SOFTWARE.
MANAGER EDWIN BONG IS LOCKING UP FOR

FOR ONE ENDLESS SECOND €DWIN BONG
STARES INTO THE

SO LONG BONG.

AND WITH THE GREY LIGHT OF DAWN — GO0DBYE BONZA GAMES

a5

RONIC BOoARD MeeTiNG —
THATS THREE GAMES SHOPS AND TWoO
WAREHOUSES SMASHED THIS MoNnTH, I
ONLY QUR GAMES STOLEN -INONE OF 58N
OUR COMPETITORS .GENTLEMEN, A=)
1TSS TIme 70 CALL IN :

OK.. PAL , DON'T PANIC. . I'M ON HANG Loose, |[someone ]|aT.. |
THE = ..SOME SORT OF 'L GET BACK
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Rev up your engine and
take to the skies to save
your country. Hunt down
the enemy and build up
your log of kills as you rise
through the ranks to the
elite of the RAF.

Spectrum 48K £9.95 New expanded 128K Spectrum }
Amstrad CPC  £9.95 version with a full mission ma

improved sound, and more |
Commodore Egg gg mgf’ ground detail. Sill only £9.9

WA NS A
WA A A
AR RN

PLUS

" FROM

Purnell Book Centre, Paulton, Bristol BS18 5LQ




IsUltima IV the ultimate role-
Gordon Hamlett goes in search

Ultima IV—The Quest of the Avatar

someone to complete the Quest
for the Avatar and so take his
country from its previous three
dark ages into an Age of Light.
The destruction of the three
dark ages were detailed in the
games Ultima I, II and III of
which only Exodus, Ultima IIT
was released in this country.
Now comes Ultima IV. It is six-
teen times larger than its
predacessor and containg some

mMONAtars eto, & map of Britannia,
& 64-page book of Mystic Wisdom
which gives notes on the mamnu-
facturs and use of magic spells
and finally, a metal ankh which

i8 an important symbol within °

the game.

start with, the map is written in

uncharted isles, full of evil which
do not appear on the map: I also
wrote out a list of spells together
with their ingredients as I found
that it was easier to refer to this
rather than the book.

Getting started

You are out for a country walk
one day when you hear a strange
ﬂmﬂgma

goes, you go over to
inveatigate and find an ankh and
two books in a gtone cirale. Pick-
ing them up, you hear music and
gat drawn towards it. Over the
hill, there is a renaissance fair
that you are certain wasn't there
before, The music draws you
beyond the fair to an old gypsy
caravan which you enter. All
thegs scenes are illustrated in

large colourful together
with detailed descriptions of the
events.

playing computer game?
of the unknown.

Inside the caravan is an old
E£ypsy woman and a device that
looks like an empty abacus. The
woman shows you two tarot
cards and asks you a question
based om their symbolic mean-
ing, which tests your attitude
Fi}t‘wuﬂs,sal%valour a.ngsd:mar

r example, you may told
that you are guarding your
Lord's tent in battle. The battle i
going badly. Do you go and help
your friends in battle or do you
stay and carry out your orders?
When you pick your answer, two
marks appear on the top bar of
the “abacus” continues

one of the aight types of profes-
sions. It is important to answer
the questions honestly

ST




to join you may decide that you
are not going to attain your
quest and leave you

Character types

There are aight types of pro-
fession — fighters, rangers,

Your quest itself is more dif-
ficult to define. Avatar mmeans
re-incarnation or the supreme

A trip to the fair leads to adventure!

The two moons; Trammel and Felucca, The status window shows your characters Food and gold — essential
conirol the moongates. state of health, abilities and weapons. to any adventurer.

The map of the surrounding wilderness. The wind direction for salling. Command box — adventure style commands
The party Is close to a town. are entered by single key presses.
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The Land of Britannia

The first thing you notice as you
explore the lands of Britannia is
that it is very large. You start off
next to a town and it is advisable
to stay close as you find your
. There are six different
be negotiated
ranging from grass, which
allows easiest travel, through to
mountains which are totally im-
passable. Marshes are places to
bewary of as they give off polsen-
oug gases. The rougher terrain
types also slow you down which
could be important if you are
being pursued by hostile trolls,
You can get horses and there is
rumoured to be a balloon or
similar somewhere in existence,
You will also need to learn the
art of sailling. Pirates are plenti-
ful and you will need a ship if you
are to reach some of the outlying
iglands. Other means of trans-
port include certain magic spells
and the moon gates. These are
‘Eovernad by the two moons
Trammel and Felucea, the for
mer controlling the appearance
of the gate and the latter the
destination. At all times tha dis-
play map shows terrain that is
in direct line of sight. In other
words, you cannot see through
walls or mountains.

dungeons and
shrines lie in remote places, You
need certain items before you are
allowed to enter a shrine. All
that is required before you go
into & dungeon is a source of
light, and a strong heart. From
personal experience, they are
vicious. Even their names strike
terror into the soul — Despise,
Destard and Shame. Inside lurks
avery conceivable sort of mon-
ster. The corridors are full of
rats, spiders, insects, glime and
sornething called a mimic which
likes to sit arcund dungeons dis-
guised as treasure chestsl The
rooms are even worsel The first
one I entered — a large chamber
with a pool — contained four
cyclops, three pythons, a glant
8quid and a sea serpent. And
what for? A total of 108 gold
Dleces in three chests, two of
which were trapped.

There are many monstars

Not all creatures afe hostile
though. The civilised world lives
in towns, castles, abbeys and the
Vvarious shops, guilds and inns
where you can buy Weapons,

provisions, services and infor-
mation ete. There are also the
town's many inhabitants, You
should talk to them all for they
will give you many clues asto the
nature of your quests and how to
achisve them. When you talk to
someone, you get a brief descrip-
tion of the character and a
prompt: asks you what you want

ATTT L ITTRT

SUE 84Y5:

seek the red stone”. Asking him
about the red stons, I discovered

healmWhatﬁmt.hermfoxmﬁ that it was found on an altar in
tion you get depends on Dungeon Destard.
answers giver. For example, in Sometimes the characters ask
the town of Jhelom I met, a grave ¥ou & yes/no question about how
fighter called Gravnor your quest is going or whether
Ing about his job got the res ¥you know a certain bit of infor-
ponse “I search the 4 ", mation. Again you must answer
The key word “dungeon” gives “T honestly as lies are noted. Often
COMPUTER GAMER APRIL 1986
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you get referred to another
character or place. For exampla,
& druid in Yew tells you to ask
Talford about the whereabouts of
the rune of justice. AL any stage
in & conversation you can ask a
charapter to join you Most of
them will decline your offer but
cartain people will accept and
offer their services so long as you
Temain true to your ideals.
Auseful tip is to go and see the
seer Hawkwind in Lord British's
- castle frequently as he can tell
you how you are progressing in
the various virtues. The last time
1 zaw him, I was informed that I
meeded to be a lot more compas-
gionate and congider glving lots
of my life blood to the healers.
You will nead to maks copious
notes of everything as you go
~ along. By tha time I had passed
10,000 moves and done nothing
more than visit the eight cities, 1
had filled a dozen shests of fools-
cap with notes and information

.glaa.nedﬁ'cmth&vaﬂcusm—

habitants.
Combat

Ag soon as you are out of the
gafety of the towns, ¥ou are con-
giderad fair game by any passing
band of orcs ete and you will
soonﬁndymmaelt’preparmgfor
battle. You will, of course, have
taken the trouble to buy both
guitable weapons and armour
for your companions. Different
professions have different needs.
Druids for example shnn metal
- and so wear leather armour
~ They are dah hands with a mace,
though, and can use bows effec-
tively. There are magical
¢ weapons and armour to be
bought but only a select, few can
1uss tham. They ars also costly —
2500 gold pieces for a magic
gword

When you attack or are
attacked by someone, the map

shifts to & detailed display of

jour immediste surroundings
showing the positions of each
- individual member of your party

as well ag those of your foes.
¥our characters are controlled
independently and you can move
them and attack as you see fit.
The different combat screens
" have different terrains within
~ them and you must learn how
best to make the most of the
conditions, Solid rock at your
back gives a considerable feeling
| of safety. Again, you must decide
~ how best to organise your party.

This normally means that those
with distance weapons — bows,
slings and offensive spells —
stay at the back of things whilst
the fighters go in for closa range
atafy.

The enemy fights intelligently.
If he is doing badly in battle, he
will min away (you can also do
this and it is important to note
that this is not taken ag a sign
of cowardice). They will try to
manoeuyTs you inta the beat tac-
tical positions where they can
gang up on one of your men or

* hurl their boulders or cast their

gpells at you As your party gets
gtronger and more experienced
go the size and strength of the
enemy increages. Whilst you are
OTL JOUT OWTL, yOuL may only meet
a couple of ores, or rogues or the
occasional troll. With four in my
party, a typical group of attack-
ers would be gix ones, a coaple of
trolla and a two-headed ettin,
Groups of lesser monsters tand
to be controlled by a more
vicioug or intellident creaturs
such as an gvil wizard

When you kill & monstar, you
recaive a certain number of ex-
perience points, e 4 for a
python, 6 for an ore, 8 for an
ettin and so on. If over the course
of your adventurss, memberg of
your party gain 100+ experi-
enee polnte, they can go and see
Lord British who will promote
them to the next higher level
This gives you moare hit points
and greater magical skills. Of
course, you can get wounded in
battle, each hit sustained deplet-
ing your hit points. If the hit
pointa reach 2ero, & character
diea but can be resurrected by
gpell or healer. If your entire
party diss, you get returned to
Lord British's castle and your
party reverts to its starting
levels and loses most of ita
equiprnent. A night. in an inn or
camping in the wilderness does
wonders for your health.

Ifyouldll all the enamy or they
run away, they leave a chest
behind containing treasure,
umally in the form of gold
pieces. These chests are frequen-
tly trapped with poison. sleep
apells, acld, explosives etc and
should be opened by the most
dextrous member of the party.
Alternatively, you can use a spell
to open a chest but this will

use up some of your precious .

reagents and may not be worth it
if you only find a few gold pisces
at the end.
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Watch when you juggle

All the profsssions with the
excaption of fighters and shep-
herde possess some magical
ability. How much depends on a
character's intelligence and his
profession. Wizards, a8 might be
axpected, hawve the greatest
potential while a ranger onky
has half that . There are
twenty-six spells to be mastered,
but before you can cast any of
them, you must have the appro-
priate reagents and mix them in
the correct quantitiss.

There are six basic reagents,
spider silk, ginseng, garlic, sul-
phurcus ash, blood moss and
black pearl and these can be
readily obtained from any good
herb shop. The other two, man-
drake and nightahade, are not 8o
gasily come by and you must ask
disoreet questiona if you are to
find them.

The book of mystic wisdom
details the ingredients of most
of the apells and gives clues
a8 to the proportions needed
Other clues can be gleaned from
talking to sages. When you want
to mix the roagemnts, you are
promptad to add of the various
ingredients. You are then infor-
med of your success or failure.
the
proportions, it is eagy to add too
much and you are just wasting
JOUT MOnNEY. :

The spells are a varied lot
ranging from healing and open-
ing cheats through to earth-
quakes and resurrsctions. You
can fire magic missilas and fire-
balls and negate the opponents’
magic. Borme spells are used for
travelling or changing levels ina
dungeon others give you protec-
tion or added dexterity allowing
you to strike two blows to the
opponents’ one. The ensmy also
use magic and enjoy creating
ﬁelds of poigon, sleep gas, flame

d lightning. These cause all
5011;5 of damage L0 anyone fool-
ish enough fo try and cross
them Naturally, quest
guarantees that you will have to
CT0ss therm at some stage . .

Controlling the game

Most of the game is controlled
through a single keystroke entry
systam. Four keys are used to
move you and the alphabetic
keys allow you to perform vari-
gus actions, These are carefully
designed to make them easy to
remember, O for open, 8§ for

sgarch, C for cast, A for attack, T
for talk ete. Bome commands
prompt you further. If you attack
sormectie, the computer wants to
know which direction you wish
to attack The only direct input
required is when you are talking
to someona and thaf iz usually
only one word

The display is in four main
gections. The main area ig the
map of your current area. At the
top of the map is the position
of the two moons, and at the
bottom, the wind direction. Top
right displays details of your
party - usually their names and
state of health but also their
statigtics and inventories when
requested. Below that is a small
panel showing the amount of
food and gold you have and
whether any long lasting spells
are agtive, The bottom right of
the sereen is for command entry
and it alsp displays the results of
Yoy actisnas. :

Conclusions

At the time of writing, 1 have
entered one of the eight dun-
geons  (albeit briefly), found
thres companions plus two more
who will join me when I am
more experienced and just had
my first meditation session at
one of the hidden shrines (you
need a rune to enter and know
what the special mantra is). I
have a slightly better idea of oy
aquest, than T did at the start. 1
have yot to find & ship, I need to
find a thieves guild, two rare
spell componsnts and the rest of
my fellow adventurers. <Just
reading the rules book agairn, the
amount of stuff I have not met is
phenomenal and my wife is com-
plaining about the number of
times I have besn up to Bam
playing it.

Qn.ute ﬁ:.mp]_‘_.'r Ultima IV is the
best role playing game I have
geen for any computer. In terms
of sheer size and playability, it is
tremendous value for moneay, If
you have a disk drive, go and b
a copy immediately. If you don't
have a disk drive, go and sell
gomething else and buy one.
Then buy a copy of this amazing
ZAINE,

Ultima IV is available on C84
digk from U8 Gold and will cost
£19.085
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Tony Hetherington reviews
the latest games machine
from Sinclair,

Spectrum 128

Despite Sir Clive's well pub-
lished financial problems and
hig disastrous flirtation with the
C8, a new Bineclair computer is
still big news.

Although Clive still has an in-
credible drawing power Sinclair
Research had a problem. How do
you follow a best selling machine
like the Spectrum? Their answer
18 the ZX Spectrum 128,

The Machine

The 128 is in fact two com-
puters in the one case. Sinclair
has avoided losing the Spec-
trum's incredible software base
by including a Spectrum + in his
NeW COIMmpUtar.

Consequently the 128 has the
usual Spectrum + cassette, TV
and edge connector but also in-
cludes an RGB monitor interface,
RS232 socket and an interface
for an optional keypad.

Inside the machine are the
128's two main changes, 128K of
RAM and a General Instruments
AY-3-8812 sound chip which can
produce some impressive sound
effiacts that will rival those of the
Cce4a,

The extra memory is organ-
ised as a RAM disk and allows
you to load and save programs,
screens and data as you can
already on tape or microdrive
but, almost instantly. Naturally
this 18 lost if the 128 is switched
off or swapped to any of its other

When you turn on the 128 you
are presented with a menu of
options offering you such de-
lights as 128 Basic, 48K Basin
(also used to load 48K pro-
gimns),aca.lculamI'mode,a.ta.pa
level tester and a tape loader
which has the same effect as
typing load “ * in 128 Basic.

Sinclairs new games machine.

The manuals that are supplied
with the 128 are disappointing
as all you get is a 14 page booklat,
and a 8pectrum + programming
guide. The booklet briefly des-
cribes the minor changes that
128 Basic offers (renumber func-
tion and Flay command to pro-
duce music) and contains a set-
ting up section that describes
how you can attach your new
128 to a monitor and printer but
you'll have to get the leads from
Sinclair Research. In the case of
the monitor lead, Sinclair pro-
vide you with the pin configura-
tion and suggests that your local
dealer can provide you with the
other end of the monitor lead!

As far as a printer is con-
cerned you can use only the
RS8232 interface in 128 mode
leaving the commereial centron-
ics interfaces that use the edge
connector out in the ‘48K’ cold

Finally there is still fid on/off
switch or a joystick port. Accord-
ing to Sinclair the joystick port
was omitted as there were
already several ‘standards' in
use, such as Kempston and Sin-
clair which all still work on the
128

Finally the 128 features a. bet-
ter graphic display that removes
the irritating ‘dot crawl’ and the
fact that the sound now goes
through the TV even improves
the 48K's beeps.

The Games

The 128 can run its own soft-
ware specially written to take
advantage of the extra memory
and sound chip as well as a
whole range of existing 48K soft-
ware.

To get you started the 128's
pack contains two Ocean games:

ENTrg

Gy Brugy

3 i 3 - :

[RSPECTRUM

Technician T

the fantasy graphic adventure
The Neverending Story, previ-
ously only available for the 084,
and an expanded version of
Daley Thompeson's Supertest
which features 12 events.

Wow the full line up consists of
100m, 110m hurdles, rowing,
diving, ski jump, pistol shoot,
Jjawvelin, cycling, penalties, tug-of-
war, triple jump and glant
slalorm

The reaction of the other soft-
ware houses is varied but is
crucial to the success of the
machine

The treatment of 128 pro-
grams also differs considerably
from companies who will entire-
Iy rewrite and expand programs
to those who will only add the
odd sound effect. Some only hope
to show that their esdsting
programs will run, unchangad,
on the 128

ed - the ‘Mega-mix’

Knight Tyme, the sequsl to
the excellent Spellbound, was
written as a, 128k game with a,
cutdown version also being
produced for the 48k Spectrums,
More on Enight Tyme elsewhere
in this issue.

Hewson Consultants have
launched the Technician Ted
Mega-mix which is an expanded
varsion of their existing game.
The Mega-mix version is about
twice the size of the original for
the same price. I have a feeling
that ‘mega-mix’ is a term that we
will see attached to most 128
games in the near future,

The excellent Sweevo World
has also been expanded to form
the cleverly named Sweevo
Whirled whereas the 188 ver-
sion of the Rocky Horror Show
features only enhanced sound
taken from the 064 version

Better graphics are the main
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Neverending Story and Daley’'s Supertest are bundled

in with the 128.

differences to Ocean's Inter-
national Matchday, Domark's
Gladiator which now features
two seta of player graphics and
ten more und sereen and
UB Gold's Winter Games.

A full list of 128 games
announced at the 128 launch is
inchuded at the end of this article.
However, only time will tell
whether this support from the
softwrare houses will continue. A
few will continue producing a
geries of 128 games but the
majority will wait and see
whether the machines salea jus-
tify the time to add in the extra
features to the 48k game.

Conclusions

The ZX Spectrum 128 is an
attempt by Sinclair to update the
Spectrum range without losing
the existing software base.

Although it does offer addi-

tional features such as better
memory, sound and picture
quality, it remains unecertain
whather it will receive the sup-
port from the software houses it
needs to survive,

Om the good side there won't be
the delays that were a feature of
the Spectrum and ZX81 before it
as it's available in the shops

TUOTAT.

At £17909 I feel it is over
priced and is in direct cormpeti-
tion with the C84, Atari 130XE
and even the Sinclair QL.

The 128 does offer existing
48k owmners some added hoouries
and indeed since I've had it on
trial I've tended to use it instead
of my 48k Spectrum.

Finally & bit of crystal ball
gazing. I think that the 128 will

drop in price in the autumn (by

as mmuch as £50) until it finally
replaces the 48k models in time
for next Christmas.
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Confrontation Lothlorien
Watarloo Lothlorien
Bports Games
Barry McGuigan's Boxing Activision
Wintar Games TS Gold
Gladiator Domark
Video Pool : QCF
Rock 'n Wrastle 2 Melbourne House
Yie Ar Kung Fu Imagine
Ball Blazer ; Activision
Winter 8ports Activision
International Mateh Day Ocean
Graham Gooch's Test Cricket Audiogendc

Daley Thompson's Supertest. : Ocean
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Light Amplification by

Stimulated Emission of
Radiation or a decent way to

write your own games at last?
Mike Roberts take a 100k at
Laser Basic from Oasis.

--— Extended Basics have been
with us gince the Plans
ammers’ Toolkit of 1970
for the Commodore FET. This 2k
ROM contained about a dozen
extended commands of the
renumber/auto utility style. The
price — about £100.

Things have got a bit better
gince then, all the usual utility
comands are now included in
standard Basiec, Structures and
features that were only found on
main-frame Bagics are now
cormmon place. The old 2, 4, 8, 10
and (if you were really rich) 12k
Basics have now been replaced
by mammoth 32k humps of code,

So what use is thare for an
extended Basic in this day and
age?

A couple of years ago, program
generators and garnes creators
wers  the rage. Originally

the user that
would be able to create games up
o commereial standard, usually
with a note at the end of the
manual inviting submissions for
publication to endorse this
impression. As a rule though,
this was not the case. Most of
these systermns merely presented
the user with a handfil of
‘standard’ games - defender-ish,
platform-ish, invader-igh type
games, Where he could only
redefine the sprites and have a
limited control over the sprite
tracks (the path that the sprite
follows) — fairly disappointing
after all the build up that most of
these systems were given.

Just over a year or so ago,
games writing took a jump
forward with the White
Lighining series from Oasis,
This provided a FORTH or Basic
environment for

ng I,
rather than an attempt to
provide a ‘user friendly front
end systern for people who

/ @

)

probably wouldn't put any effort
into  programming anyway.
Even this sohution to the
proverbial, ‘T havn't got a clue
about real pro ing, but
I've got this great idea for a
game’ question was a bit limited
due to the programming Bystems
involved,

Laser Basic however, solves
these problems in two stages,
Firstly, there is the Lassr Basic
package itself, This comprises
over 200 commands to extend
the command range of your
computer, These mainly involve
the use of ‘sprites’ or moving
graphics, functions for making
them move, produce sounds,
colligions, and gynchronising

This can produce a passable
game within the basie
framework. The system also
makes provision for machine
code links and interrupts, This s
8 mmost important facility as
most prograrmmers will tall
— almosat all action games run
exclusively on interrupts to get,
the timing right.

Armed with the equivalent of
several years accumulated
experience in animated graphics
techniques, and after
through the vast 130-280 page
manual seventeen times. You
can get down to turning your
ideas into moving blobs,
Included in the package is a
sound editor and a sprite editor,
With these you should be able to
produce all the shapes you want,
and the blood ing screams
that you can handle.

Documentation is thorough,
a3 previously mentioned it runs
to some hundreds of bages,

Depending on the version of the
software ( Amstrad, Commodore,
or Spectrum ) you have a number
of different facilities and
msthods of doing things. Sprites,
graphics, and sound are all
handled in different ways to
make the best use of the par-
ticular hardware configuration.
The multitasking aspect, for
instance is handled in different,
wWays on the Amstrad and
Commodore. The Amstrad Laser
Basie expands on the existing
interrupt system and adds a sort
of fagt macro system that can be
executed in a more dependahle
time interval, Whilst the
Commodore vergion can split the
program into three parts and
uses a time slicing program
switching system to kesp the
appearance of many things
happening at the same time.
The second part of the Laser
Basic is the Laser
Compiler, this can compile all
Laser Basic and normal Basic
programs into a ready to run
machine code program. There is
also no restriction on com-
mercially publishing programs
written under this technique,
and unlike most other games
production systerns, this is
flexible enought to produce game
of commercial quality —
somsthing sorely lacking in
previous systems I remember
ong software house running a
competition to write a game with

forgotten. The demo programs,
especially, show what can be
produced with this system —
though they were written
professional programrers,

This iz where the problem lies,
Lager Basic is comprehanaive to
the nth degree, however, this
makes it almost Impossible
complex, and learning all those
commands and options — and to
use them properly — is going to
take a better man than T.

I come away from the system

i that it is probably
£oing to be easier in some ways
to learn machine code, and go
about doing the job properly.,
though game development is
going to be a bit faster using this
gystem.

The machine ocode pro-
grammer can also benefit, by
using the system as a kernal for
a true machine code game.

Well done Oasis — tut T can'’t

it, the prize being the program think who ecould wuse this
being published by them? Ap- properly. ..
COMPUTER GAMER APRIL 1986
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TENNIS TURMOIL
Its 3D arcade centre court Cartoon animation with
action with speech 26 screens of slippery

against 5 of the world's
best,

BBC/Electron

arcade fun, with Mick and

several leaping foreigners, ']
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3D arcade action with
magical animation.
Spectrum 48K
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‘First Mission' and ‘The 5
Final Assaulton Olic’ Ace | | SOLO
action, stunni raphi ; :
andsonics siragitiom [ T D-Plankum Wars rage fif 1 a e prrn

the arcades.

CBM 64

|

on. 16 alien craft to defeat
with fantastics souhds
and speed,
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A great arcade adventure,
45 screens of action.
BBC/Electron
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DPISTRIBUTION

ALL GAMES GUARANTEED IN STOCK

% DISCOUNT &
FREE SECURICOR DELIVERY
ON ORDERS OVER £40.

NOW!

= £15Y ORDERING WITH OUR

NEW FREEPOST ADDRESS.

COMMODORE

SINCLAIR

Commando......oooccein

Fight Night .....

Little Computer People

Young Ones...
Zorro...

Desert Fox...ﬁﬁﬁﬁ_fj:ﬁﬁfffff.'ff_'ffﬁ

Outlaws ..
Goomes

Yabba Dabba Doo
Mercenary....
Back to the Future
Revs.. fh e
Enlgma Force
Kung Fu Master ...
Arc of Yesod

The Eidelon
Crazy Comets..
Transformers

Lord of the Rings

Rock ‘n' Wrestle
Yie Ar Kung Fu
Critical Mass
Korons Rift........
Dragon Skulle...
Nightshade

Scalectrix...,.,,..........................:.'

Commando............coa.

Deathwake.........
Zoids....

[ Mikie...
Enlgma Force
Zorro....
Transformers
Cosmic Wartoad..
Yie Ar Kung Fu
Panzadrome.........

Lord of the Rings..........
International Karate ...
Barry McGuigan......

Winter Games
Friday the 13th.
Arc of Yesod
Tomohawk
Saboteur....
Roller Goaster
Sweevo's World .

Impossible Missioh_.....:::._._._

Surfchamp

Gyroscope

Gunfright....
[] Artstudio.

Battle of thé Planets""

Elite..
West Bank

11207
7800]

.. 112007
. 595[]

Road Fighter........c.....
EyperRally .....cibe i
rule | g MR O
Ping Pong...

Boxing...
Yie Ar Kung Full._._..

Yie Ar Kung Fu

Tennis ...

Golf...

Track* n 'Field | .

Track ‘'n’ Field II....
Hypersports |
Hypersports 1.

Athletic Land....

Time Pilot...........

Super Cobra .

Sky Jaguar

Kings Valley......

Circus Charlie. ...
Antartic Adventure.
Monkey Academy ...
Mopi Ranger.........
Comic Bakery ..
Knightlore

Alien8...

Boulderdash
Ght)stbusters

e MARE L.

‘UK ONLY
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ATARI CBM64/128 AMSTRAD
400/800/KL/KAE—4 8K £8.95 Cassette 464/664/6128
£8.95 Cassette £12.95 Disk £8.95 Cassette

£12.95 Disk £14.95 AMSTRAD 3" Disk

ELEXN Tar&LIDE;

ELEX T LLIDE

. AR -
sy’ (e CONTIng

“"One of the most

“The best road “Superb new driving addictive,
racinggamel “Superbly game... throw away high speed,
have ever seen... presented Pole Position and all adrenalin raising
TRULY and extremely its clones—this is road games
BRILLIANT. stylish” the one you want” I've yet seen”

ELEKTRAGLIDE—COMING SOON FOR SPECTRUM 48K/128K

ENGUSH SOFTWARE..

THE COMPANY = -

1 North Parade, Parsonage Gardens, Manchester M60 1BX.
Tel: 061-835 1358

Distributed by U.S. Gold 021-359 8881
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OF PASTER

HAPPY FIRST BIRTHDAY TO "COMPUTER GAMER" SALE!'! X
Please send me itemi{s) ticked below. I enclose a CHERUE/P. O.
payable to AUTOMATA Ltd. PO Box 78. SOUTHSEA. HANTS. PD4 9SL.

e All prices include VAT & Carriage Within UK. OVERSEAS ADD £1.

DEUS EX MACHINA. 48K Spec.

10 PACK" each tape is a compilation of TEN games including:—
M/C Arcade Games, Graphic/Text Adventures and Strategy games.
"10 PACK" 1. 77 R R e 210 PAEKY. 2. 87 - "10 PACK" ol iy AT
—0OR— buy all THREE "10 PACK" cassettes. Yours for ONLY - D R

— CBM 64 ___ {(State machine) £7__ _
Voted by the Computer Trade Association "PROGRAM OF THE YEBR®

MR JAIL. 48K Spectrum. THE property trading game now £a4__ _
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______________________________ Lo s - Popet Code

send stamped self addressed envelope for further game details
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JOYSTICKS
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Joysticks vary enormously.
Some people will swear by a
particular type whilst
others will claim that using
the same stick will halve
their scores. Which is the
best to choose? Mike
Roberts gives his personal

evaluation.

A golf professional will have a
bag full of different clubs. Bach
club has a particular job to do —
Jouwouldn't use a sand wedge to
tee off, would you? That also
could be said of snocker. Terry
Griffiths once said that after
breaking a cue it would take him
nine months to get used to a new
ong, such is the bond between the
player and the tool that he uses.

Joysticks are very much the
same. Flaying games for a living,
I have a small collection of joy-
sticks that I will use for various
Jobe. My Dafender joystick

Name:

Supplier:
Price:

The Quickshot 1T was acclaimed
at ita introduction for a number
of innovatory features. Suction
cups were provided on the base
— & carry over from the Quick-
shot I, but at the time, still not a.
usual feature. A sculpted handle
that fits the player's hand in an
Incredibly comfortable manner.
Two fire buttons, one on the
top of the stick, moulded to fit the
thumb, And one as a trigger. And
maost of all, an ‘auto-flre’ switch.
This auto-fire option would
make the Quickshot IT an instant
best, seller. No longer would you
have to wear out a fire button
playing Defender. Now you could
Just select auto-fire and it was
almost like playing with a shot-
gun. Garnes like Gyruss are par-
ticularly suited to this type of
game, a tight, burst of shots from
the auto-fire can make all the

—

Quickshot IT
Spectravision
Varies, around £10

wouldn't be used for playing a
Decathlon type game.

Also I have a general purpo,
joystick that I use for anything
that doesn't fall into one of the
‘standard’ games categories
(shoot-em-up, ladders & ramps,
racing ete.). Thare follows a set
of evaluations of the jovsticks
that I use, and that I have found
other people using. All connec-
tions are the standard nine pin
‘D’ conmector as used on the
Amstrad, Commodore, Atari, ete.
unless otherwise spaecifiad

difference. Raid on Bungsling
Bay is almost unplayable with-
out the switch. On for guns, off
for bomba.

Some pecple buy the Quick-
shot to make games playing
easier, and to a certain extent it
does, but most of all it will just
change your style of play.

The main problem with the
Quickshot is that it has collaps-
ible dome switches, these are
prone to wear out. They tend to
last me about a year before they
break, but it depends on how
much you use it, as to how long it
will last,

This is the stick I find best
suited to playing shoot-'em-ups,
you obviously can use it to play
other games, but other sticks
much more suited to those types
of games. My Quickshot II is
probably my favourite stick to
use, and is still doing sterling
service, despite one of the but-
tons being broken, getting silver
paint on it after going on the
front covers of MSX User, and
Your Commodore, and being
held together with sellotape
after having something dropped
on it by the original editor of
Your Commodore!

oviewe
®——

Atari
about £7

Thig was one ofthe first joysticks
out, originally on the Atari VU8,
it set the standard for

advantage is one of
price — it's dirt cheap! The ‘feed-

Atari (standard)

back’ that you get from it is also
very good, but it has a mimber of

The mailn one is that it 18 not

market today. The shaft 18 too
gmall, and the ghape is very un-

The
such that it is liable to break
The only use that I have for
this stick, is being wired up with
the controls reversed for flying
games (like Battles of the
Flanetg) that have upside-down
controls.

ICEEERE sH4dDEpREPRS N [ -

BE

e

B
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Name:

Supplier;
Price:

Atari
£9.95

This is the successor to the stan-
dard Atari stick Ite main advan-
tages are that it has a wvery
Btrong construction with a steal
ghaft, two fire uttons for left or
right handed operation, or a
choice between thumb or fore-
finger to fire. A very comfortable
grip, that means you can play for
hours, and a new type of ex-
tremely flexible cable that gives
you much more freedom of
MOovermnent.

The Pro-Line (or Arcade Pro as
it seems to have been originally
called) is my everyday stick I
can uge this stick on Elite just as
easily as I can on Doppelgangear.
Ite shape means that it is two

Atari Pro-Line

handed operation only, but this
i8 not necessarily a bad thing.
The contacts inside are the
same as on the previous Atari,
but they seem to be streng-
thened, as I have noticed only a
slight deterioration after a year's
use.
Asked ‘what stick shall I buy®
and the player has a wide
interest, in games and doesn't
concentrate on just a couple of
different types, then this is the
stick that I would recommmend.
As a recommendation, it is
enough to say that I have three
of these sticks — one for homes,
one for spare, and one for the
officel

Name:
Suncom

Supplier:
Price:

These  joysticks are Iy
favourites for certain games for
& number of reasons. Firstly
their internal constraction 18 so
stroRg that an elephant could
uge them. The shafte are steel
The contacts are steel plates,
where the base of the shaft
makes the electrical contact
with the plates.

I must say hers why I am
discussing both sticks at the
same time. This is because they
are 80 similar in internal struc-
ture. Externally thay are quite
different. The TAC (acronym for
Totally Accurate Controllar) has
two buttons — one on each side
of the stick, a large base, and a
knob on the top of the stick

The Star Commander, on the
other hand is much smaller, has
asingle small button on the base,
and a much armaller shaft,

TAC II, Star Commander

varies around £10

The touch and fesl of these
sticks 18 much the same and is
very good This is becauss, as

. mentioned befors, the slectrical

contact is made against metal
plates by the base of the shaft.
This lets you know the wvery
second that the contact 18 made,

The ‘throw’ of these sticks 15
also wery small, The Star Com-
mander's main duty is in Decath-
lon type games — a left/right
throw of less than 1/4 of an inch
means that you can get up to
some hairy speeds.

These sticks were once quite
expensive (TAC II started off at
arcund £20) but are now much
lower in price. These sticks will
not deteriorate in normal use at
all, and whilst their shape is a bit
amw, the advantage gained
by the additional tactile feedback
18 immense.
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Title: Pro 5000
Kempston

about £10

Supplier:
Price:

This stick is used as the ‘com-
puter show' stick for a lot of
computer companies for one
simple reason — it is almost
totally  indestructiblel This
means that all you people out
there who play the games to
death at shows can't wreck the
stick. The reason behind this is
the leaft switches that the stick
11588,

At first, the stick feels like a
broken Atari type, but after a
while you ecan get used to the
slightly squishy/hard feedback
of the stick.

The shape of the stick is some-
what atypical as it is quite high,
the base with the two large but-
tons, and then a raised bit with

the long stick extending further
than this, This gives you a large
amount. of leverage, but can be a
bit ungainly.

The shape is fairly uncom-
fortable, as I mentioned before,
but is not actually painfil as in
the old Atari type. The knob on
the top of the stick is easy to
grab,

The whole thing seems to have
been designed with the under
twelves in mind: indestractible,
big buttons and stick, plenty of
leverage. 8o for kids it comes
very recommended as for the
rest of us, I think it is up to
whether you feel comfortable
with this or not,

Kempston interfaces and Joystick




Interfaces

All these joysticks use the nine
pin ‘D’ gystern. This is a gystem
started by Atari for its VOB
system (as detailed above ). Comn-
puters such as the BBC micro
and the Spectrum camnot use
this, they need interfaces. The
BBC interfaces are quite
straightforward and which one
that you have is purely deter-
mined by what features you re-
quire. ?

With the Spectruam it is not so
easy. There are three main types.
The Kempstom, which is the
most popular — all software that
supports joysticks will also sup
port this,

The ZX Interface 8, this i5 the
official interface, but as it was
introduced so lata, there is very
little software that will work
with it. It does have the advan-
tage of having two joysticks at
the same time and & slot for
cartridges if you can find a
cartridge for it

Suncom Joypad

And lastly is the cursor
interface which is gimilar to the
EKempston interface except that
the joystick is reproduced as
CUTSOT Key movemesnts.

Bome interfaces are available
that support all three formats,
as well as being able to handle
cartridges.

Alternative
Controllers

Ag well as joysticks, thers has
come on the market a number of
Jjoystick emulating alternatives.

The Atari Trakball is very
well known and has now come
down in price to a level whers it
iz only a small amount more
than a joystick rather than
the £70 price tag that it had
before.

The principle behind a track
ball is one of flicking a mounted
billiard ball-like cbject in the
direction that you want. More
complex software can also detect
the ratational velocity of the ball.
A game which illustrates this is
the aoin-op game Missile Com-
mand.

Mice are gaining popularity
in more businessy circles, and

Lhers ATe THANY EAMes on Masin-
toshes and IEMs that use the
mouse as a controller, though
obwviously it is outside the scope
of this magazine to comment.
However, with the advent of
mice on all the major games
machinas, with joystick ermula-
tion software to go with if, mice
are set to make an impact. In
principle they are like upside-
down trackballs, except mice
hawve smaller balls — typically
only marble sized, and the ball is
rotated by running it over a.table
or work surface.

Joypads were in vogue at one
stage. These ara controllers with

A Mouse
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pads, paddles, or disks with
which to indicate movement.
They have very little feedback,
ara difficult to use, and wear out
wery quickly — avoid at all cogts.

Ofthese [ use an Atari Trakball
for some games — computer
missile command is the obwious
one of course. But, it is superior
to joysticks in a number of
applications. Snooker/pool
simulations, strategy games that
require the moving of crosshairs
gte.

But whatever you get get
what's right. for you — remerm-
ber the snookear player (I prefer
an 180z thres pisce mysalf — but
anooker cues are ancther story

2.
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A few months ago a game called

VS Shoot Chat :uL the &

Based on the Wintendo VS con-
3

cept where hardware is
broadly v hetween games

and only the softw

- 0P
hanged The shooting game ] 0IN
a bit different gun needed to
be attached to the front of the
cabi ¥ a cable but even
) saper than buying a
hole new machine.
‘)u-:,r H- nt is the latest
softwar o e, which uses the

Violent death seems to be
the order of the day this month,
with a plethora of shooting games.

AT

eeds tobe

litt
s
fiim

next scresn is ¢ ay
t, which is quite ; i
d Agalr the dog s

you have unlimited am Lo
blast away to your “-}a,“t' con
L.r- t. The dog also f the

wth occasionally, and
w1 can get your own back by
oting at him. This ends the
us round, but it is extremely
: firing to see him limp back
m-_*.,{_w the screen on crutches and

with his arm in a sling!

Every few levels there is an
interval screen where the dog
chases some birds around, this is
a welcome break ur - arm
gets abit tired after half an hour!

Another game featuring a gun
mounted on the fro of the
o et is Shooting Mas
Sega. In this {’<LIT1L. ¥
stop the Fl ) i

v to he
& a sort of "
mounted VS Duck Hunt

on a stand on the fror
cabinet. The reason for t.;.: (as
opposed to being connected by a
lang cable as above) is that the
gun actually Yes,
when you fire the thi ng

kicks back and nearly breaks
shoulder!
& .:IJiIiS a large amount of

the P‘-

:} Lwc- lr'\.rr'lﬂ i u.L I saw here
were one which was a sort of
street scene, with the lady in

3 £ pursued by many
1eTe are also cars that
can be blown up, people drop-
ping bombs from windows, and
street lights which can be shot
for bonus points.

Shﬁnting Master
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The next level is outside the
hideout, where baddies peer
from behind cover to shoot at
you I don't last too long after
hera as it gets a bit hotl

You may encounter a game
called 4D Warriors, This is an
exceptionally simple zap-all-
the-things-that-are-coming-at-
Yyou game with bonus crystals
to increase your fire power ete.

You have a jet-pack to fly
around the screen and can hop
between two screens with dif
nt kinds of meanie on it. Very
thought is needed to play
ame, but it's all good clean
fun. However, if I only had 20p
left, I probably wouldn't put it
into this machine,

The latest game from Konami
that looks like being rather big is
Jailbreak In this game there's a
gang of prisoners (you can tell
that they're prisoners, thay have
striped shirts and wear ball and
chains!), After the prisoners
have shot their guards and
blown the gate down you come
on the scene. Rumbling onto the
SCIeen In your American cop car,
Cut you jump, pistol in hand,
eady to take on the onalaught,

From here it is a left/right
scrolling 3D landscape, shooting
baddles ina 'Commando’ type
of oparatior.

Occasionally, a bystander
gars, running over them (1)
fou bonus pointe and an
extra weaporn. The two extra
Weapons that you can get are a
ooka, and a grenade laun-
You select which of the
three are currently active with a.
button next to fire, this is a bit
vard as you can't select
1weapon fast encugh to hit
g of the targets.

From the initial onslaught of
the prisoners you progress onto
an area where there are oil
drums, bazooka these and you
£t bonuses — and oceasionally
8 DBatman type figure wdll
2ar|

-

Other sections have prisoners
in manholes, snipers in win-
dows, and stolen ‘“trash’ trucks
full of escapees that do a fairly
good job of running you over if
Yyou aren't fast enough with the
bazooka.

After this you progress to level
two, whieh is similar to beforse
but sef. in & park and with slight.
ly different problems. A wery
good game with some wery
presentable graphios.

Hemember Nemesis from a
couple of issues back? Well, I've
been playing it some more and
have actually got through to
level 3! Additions to my previous

s amgn 3 st T s ]
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Jailbreak

hints on the subject are as
follows: After extra speed and
lasers, make missiles your next
priority. These are axtremealy
useful and the missile launch
button is sufficiently near to the
fire button to make it practical to
hit: both at the same time — a Ia,
Skramble

These missiles drop down at
about, 40 and then skim along
the ground destroying the
ground based guns, Get multiple
lagers next, missiles are algo
doubled which is rather useful

When you are approaching the
rock with the beams on it (as in
the pic from the original piece)

pick up another pod and give
Yyourself triple speed.

This extra wellie is necessary
to be able to manosuvre around
the mothership, and destroy it.

The next level is a bit more
complex, with caverns covering
the four way directional scroll
Ing screen, but more an this level
later perhaps . . .

Lots of thanks to all at Deith
Leisure {who were rather busy
at the time we descended upon
them, but they still let, us GoTne )

Text: Mike Roberts
Pix: Eric Doyle

AREAR. 1

4D Warriors




the victory roll? Whose commander will surrender? L
Aerial dog-fights - Tank battles - an elusive commander - The sceneiss =
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[PREELANCE ASTRONAUTS, SOCK INDERPANT

AND SKIDTIBAD BANE BEEN COMNED INTD
MANNNG THE FREIGHTER, S.S.0MNIBUS, oM A
MISSION T SUPPLY FOOD To THE HUNGRY SLANES
OF A MINING PLANT oN THE PLANET MBLGNDIS
- NUN METINY 1IN THE ONGEN,.

B " 24T
| KNow THERE'S A}
7 MANUAL NERRYDE
A COMSOLE SOMEWRERE .

THE CoMPUTER. wiLl TELL U3
— TRy (T, Sook!

VW DN T
THIS 1S LT.CDR. S0CK.
COMPUTER - WE WANT To
PlloT TS JESSEL. TELL W5
THE LocAmon of THE
ONERRIDE f_aﬂsaLE

RESPoMID! WHERE
15 THE  BAAMUAL CHNER-

. SO0k, TS '
S GETTING US AMVGMERE

e

FELLOWS, SOU MUST N$T PURSUE “MOUR
FIEATICAL SCHEME ! LASTEM To ME SHok.

[——

e

7]

. BEEPK!

BACIC OFF, SKVIDT, ok
VLL PUNCH “ou 18 THE
£ S\nE of THE HEAD!

IF You W-JACK. PAS SHIF, ME
Ul GLL BE SUST AT DAWNIS it
AT STHEN WON'T MRE A LEG TO STAND
ON'. LEMME &0, {oU NORWEG AR, MIT!

FoR LUCAS' SMGE , UNDERPART, MLL
Hou sToP SafinG THAT 7!

N"”“H.rﬁ- 7
; P

1T wAS YWoUR 1DEA, To ComSULT
THE Lolsy CoMANER,, WASN'T T _’

| KHOW. BUT THAT'S THE COFFE

MACHINE ! THIS IS THE COMPUTER!

WE'NE BUST 1T! WE'VE
BUST THE SWMe's coMPUTER!
-+ =

O YES? gll, 1T 1gs
ULSH RELEASEDL ComTReL of

DUR AR CENDITIONING... UMD

THE EMEIMNES HAMNE
STOPPED! THE ComPuTER. 15
N LONGER, wi CoNTROL!

A WELL
ponE | SKINDT!

PHNLESS FE EIDER FIND DLR

CorTRAS, o PUT oN
SPACE SUITS, WE'RE, How-

Moy- SAM .. Koo PAT!

oF IT, GUs! Wik FE
| A READY SHoRT a0l

¥ AH, SRRUG ~ Solls md ComiLeT!
BY THE CosMo3, THEY 'LL Soon KHow
Sl WHAT ComMFLCT 'S REALLY ALL
ok, B PERISHIN' -BOUT! 5y

SPRCE P DA o WLRLTH b e
S St Ao pars LERTALR cofehtan wd A

Hobeaun Fomign camem 11 unteusnsili,
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This game has a little top as
your piece, however it can
change into a marble or a
gyroscope at the press of a
button — remind you of

anything? Mike Roberts
investigates.

REEAHE BoECUBEE YRS e m

E\ \r R e

O HHOHE RS CHREBO0 HEE @

Jumps and zig-zags - very tricky.

Up the slope - but avoid the traps.
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Spindizzy 15 published by Elec-
tric Dreams, and written by
the author of Confusion, a
reasonable game that just lacked
an inner gpark ( if you excuse the
pun). However, Spindizzy seems
to have put all that behind both
author and software houss, for it
i&8 probably the best ‘marble’
game yet. And, as far as game
play goes, I include the original
Marble Madness. It is certainly
better than Gyroscope on the
Amstrad.

The theme of Spindizzy is to

" collect jewsls from around a

Ppseudo 3D stylistic landscape. In
this game you go from sereen to
screen at will, unlike the usual
gystem where you progress
down a hill to the end before

going on to the next lewvel. In-

Bpindizzy it is more like a plat-
form game, where you have to
dash back and forth, turning on/
off switches to perform various
tagks, such as the operation of
lifts.

The enly hint that you have 1s
the arrows that are plastered on
the floor sometimes, with other
BErEens you may have to throw
yourself into the void, luck then
Judges whether you are safe or
not.

Pressing ‘M' throws up a map
of where you have already
travelled, where you have yet to
g0, and whether there are any

| jewels that you have seen but not

collected, though any other in-
formation than that is left for
you to deciphar.

Prassing CTRL/SHIFT/ESC in
the title screen throws up some
eredits and one or two hints, like
the mapwill fit on a 50 by 84 grid
and that ALL switches are sig-
nificant, and that there IS a
cheal mode (though I couldn't
find it.), and that if you do make a
map, send it to the author —
perhape he lost his and can't

_ finish the game!

The scenario is fairly simpls,
though very little to do with the
game at all — you work for ‘the
eOTporation’ as a trainee assis-
tant cartographer (ie. map-
gnaker), The backroom hoys
have discovered a new world out

S in this new dimension that they

hawve creatad They want it map-

- pedand it falls down to you to do
it

Time is money, and thie whole
game revalves around time, You
Start off with a set amount, and
add to it whenever you pick up a
erystal, which replenishes your
power cells. As this world is
hung out in apace, falling off the
edde of it destroye your craft,
However, if you have enough
energy youwill be recreated — at.
the eost of an enormous power
drain.

The craft that you are in
is a Geographic Environmental
Reconaissance Land-mapping

Device. Lovingly called
GERALD. This iz your top/
marble/gyroscape.

Az mentioned before, your
initial ‘radar map' of the world
shows each location as a simple
blob. However, just because two
bloba are next to each other on
the map, it doesn't mean that
they actually connect, you may
have to go around the housses to
get there. Likewise, what you see
isn't necessarily what you are
looking at, paths and objects
may be obacured

Simple, in front and behind
obscuring is easy to get past —
the cursor keys allow you to alter
your view to any of the four
directions — with a handy com-
pasgs to tell you which direction
is north.

What gets a bit confusing is
when you get ‘towers' with two
or three junctions at different
heights converging — often with
& 1ift in the middle — which has
to be switched on from some
remote location! A

Hills are the real problem. You
hawve to keep a steady pressure in
ong direction with either the
joystick or the appropriate kay,
and then zigzag through that
current problerm.

Jumnps are less of a problem if
tackled correctly, the further
ones can be got using the boost
kay — gither shift or fire, which
increases your speed to some
times your original. However,
stopping on the other side isn’t
80 eagy. There are two ways: the
first 1s to put on a bit of £ — it
uses up time. If you keep it down
for too long it aborts the game —
s0 watch that you don't use it for
stopping at the bottom of hills.
Slow down with some negative

Joystick movements first — then
presa space when you hit the
bottom of the hill,

All this is much easier with
the keyboard, you hawve eight
directional keys, plus space is
much easier to get at than when
you are using the joystick With
the joystick I found the diree-
tional control a bit confusing —
getting lost on a very tiny ledge
ocan be bad for your health.

Apart from the difficulties that
this kind of game creates with
orientation — you can't react at
speed properly. It is esccellent,
but the orientation problem is
merely one of mental attitude.
After a few days of play you soon
get used to it. Well, you can never
get really used to 1t, but at least
you can play the game.

This kind of game will appeal
to all games buffs of all types: -
action, strategy, platform,
mapmaking — it's all there
even adventure gamers may give
it a quick sneer.
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All entries to ocur on-going hi-
geore competition should be on
the most recent form and only
one entry per person per form.
All entries should be witnessed
and forms must be filled in
correctly.

In the comments ssction you
can include any points that you
would like to make about the
game, how you did it, a hint
perhaps. The best hints will go
into your main hints section.
All entries, asusual, to:

Computer Gamer
Hi-Scores

Argust Specialist
Publications

1 Golden Sguare
London W1R 3AB

Good huck. ..

—
| mcl to: Hi-Score, Computer Gamer, 1 Golden Square, London W1E 2 |
| Score e |
I Machine .. : I
i - Comments : I
PR TR, i
: Full Name '."
Address: i
| o
2 N R R PR G T !
|I Telephone WMenrharabipviitmiben. . 0t L n l
L e R e T R e A (If not applicable, why not?) AFR l

Game
Action Biker
Action Biker

émhmki: E Simon Popplewell gggégéo
Chuckie B Andrew Neck 25654960
Chuckie E Brian Clarke 218030
Knight Lore A Parkinson 298%
Trar R Terreios Wighols 151600
'errence
Pole mﬂfﬁﬁ Dominic Anderson 136680
Pole Position Denis B 83800

Pole Position

ki o B i o Wl i i i e s g ' 150 e i e B
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“N.O.M.A.D. must be one of B
the most addictive games ever
written if you're an arcade enthusiast,”

Overull .absolutely fab!” YourSINCLAIR

Ocean House - tt Centrul Street - Manchester - M2 5NS - Telephone 061 832 6633 Telex 6699?
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captain

Typically your career as a
Starforce Trooper was short
but it was unusual. ¥You com-
pleted it alive. Not only that,
following your success with
the Delta Minor assignment
last December you have been
promoted and are now a Star-
force captain.

This isn't quite as you im-
agined as you're in command
of a T.AXM-3 ship on a tour of
revenue collection in the
Gamma system. Your crew con-
sists of a particularly dim
droid called Acnt and of course
the com;

pulsory Starforce
supervisor honsed in a hygien-

Telecast!

paragraphs
to or you will spoil the game.
Good luck! Remember that

of Computer Gamer.
Goto 1
1. You are in the middle of a

Gamma 4 s
already visited 37 planets and
there are only another 82 to

gn‘[on".ra played and beaten
Acnt at every conceivable
variation of mega chess and
are bored beyond belief. ¥Your
supervisor is still counting
the credits you have collected
and is even worse company.

schedule, but it would relieve
the boredom — besides,

To ignore it go to 83
To check with your supervisor
go to 39

2. You reach the next planet
and unload the grateful

freighter crew but keep most
(90%) of the cargo.

As Grok goes off for debrief-
ing you head for the bar. After
too many Z 'n' T's you stagger
back to another mouthful from
Grok. A thought that has nag-
ged you for ages comes back to
you. ‘‘Somehow m‘vaﬂg-nt to

3. Just as the Freightar comes
into transporter range, the
starship spots you and turns
you into history.

4, Your ship's engines are
strained to the limit but are
just not fast enough. If you're
going to owtrun a cruiser don't
use a T.AX-5 ship. You tried
and didn't even clear orbit.

8. You find a small gas cylin-
der discharged which was

an S08 with one of those
things left onboard.

Used well this could be just
the weapon to get you out of
the Btarforce but you have ta
test your theory. Two crates
remain and after a few min-
utes digging in the gooey mess
you find two cylinders.

You kick open the seal on
one of the crates. Go to 24.

6. You slam the thruster om

full and head for the unlmown
Disaster! A Starforce

Cruiser has picked you up and

is cloaing in.

Do you turn and fight, goto 7

Run for it, goto 4

7. You broke free from the
Starforce for a moment amd
scored a moral victory. A blast
from the Cruiser’s lasers end
your calebrations.

his control panal you eject his
pod leaving him gasping in the
VACum.

¥ou're shaken back to your
senses as the Cruiser docks. Go
to 10.

o
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captain

9. You are about to attempt a
highly dangerouns series of
moves. Throw a 6 sided dice to
check the outcome.

Ifthe resultis a 1, goto 287
if a 2 then go to 34
ifa3thengoto3

If either a 4, 5 or 6 then go to
1B.

10. The Starforce has a policy
about Captains found without
their Supervisor. They lock
them in cells in the most
remote and vulnerable part of
the ship. That way Iif the
Cruiser is attacked mot omly
does the prisomer act as an
early warning system, the
screams amuse the crew and it
also saves some of the Starbase
Executioner’'s valuable time.

letter, as indeed you hoped.
Now all you have to do is

wait.

Go to 28.

11. As you near the source of
the signal you discover that
it's coming from an Epsylum
Freighter. Acnt hlaepswﬂd.‘ljr
— the Freighter is in big
trouble. An enemy Starship
has damaged it already and is
coming in for the kill...

If you want to go to help it go to
4]

If not, go to 28

12. The noise eventually dies
down but then starts again.
This time it's worse. A few
seconds later your cabin door
is ripped off and the Btarforce
is going to have to cope with-
out ancther who made
a tasty smack for a hungry
creature.

13. ¥You manage to open the
vents and clear the cabinof the
deadly gas. You regain your
feet as the smile is wiped off
Grok's ugly features.

If you think it's time Grok
went for a spacewalk without
asuit goto 18

If you'll settle for a scowl and
return to your mission then go
to B

o

14. Yes you've guessed it, this
is the location that is impossi-
ble to get to without cheating
or losing your way. Go back to
1 and try again.

15. Somehow you manage to
dart into transporter range,
recover the freighter’'s cargo
and crew and head for the next
planet on route. Grok, your
supervisor, gets quite excited
about the revenue
fromthe cargo as it is stored in
the hold but still reprimands
you for not following Star-
force regulations. A signal is
despatched to Starforce Cen-
tral which can only mean
trouble.

Goto 2

16. The sight that meets your
eyes sickens you As your
senses clear you begin to plece
together <what happened
Something slimy and horrible
crawled out of one of the crates
and chewed up Acnt (nothing
less than he deserved) but
what killed it?

To investigate further goto 5
To call Grok to help go to 20

17. Think carefully as you're
about to make a career de-
cision. Grok the Bupervisor
cautions you about your ac-
tions and reminds you of the
Joys awalting you at Trooper
level again.

Back down and follow regula-
tions — 31

Move closer to rescue freigh-
ter crew — 9
“Accidentally”
supervisor's pod — 38

18. ¥You hammer the switch
that sends Grok's pod spinning
into space with its seals blown.
You have little time to gloat as
you dive in to save the freight-
er's crew. Go to 34.

19. A guick blast from your
laser ends Grok's interference
— but mow you must work
gquickly and piece together
what happened. You kick open
one of the remaining crates
and almost die as mounds of
Uwing slime £ill the hold. Just
in time you find two small gas
cylinders and release one ins-
tinctively which almost im-
mediately dissclves the mon-
star. A few laser blasts tidy up
the hold just in time. Finally
you hide the other cylinder in
your toolkit and get back to
your cabin as the Btarforce
Cruiser, Grok alerted, docks.
Go to 10.

20. Grok might have his head

full of figures but he knows a
powerful weapon when he sees

' >
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You could win £350 worth of
computer equipment and have your

game published in our great adventure
writing competition.

chance of a lifetime. We want to
see the plot of your adventure.
Don't worry about the
programming or graphic design,
help with this will be supplied to
the winner, all we want is the
idea behind it.

How to Enter

All you have to do to enter this
fantastic competition i8 to send
us details of an adventure you
would like to write. Try to
include as much infomration as
possible including maps,
monsters, tricks, traps, and
puzzles as wall as the basic plot.

Remember you don't have to
writa the program yourself

You may find that our
adwventure wri Baries,
Dungeon Dressing may help you
with ideas as well as how towork
themn through and we have
included a checklist written by
DD's author to help you

Your adventure could be set in
any time and place of _your
-ehoosing so don't
think that you have to reach for
the monsters and potions, The
cholce is entirely

When you hawve worked out
your plot send it and any
supporting material to:

Adventure Competition,
Computar Gamer,

No.1 Golden Square,
London W1R SAB

The closing date for all entries is
30th May so you've got plenty of
tirne to think about it

What you could win
The Bengler of the best
adventure plot, as judged
Glnbalwmlﬂwhelpf:-r by

(lobal will also help the
author to develop his game so
that they can publish it In
which case the author could
earn hundreds of pounds in
royaltiss.
Could it be you?

London W1R 3AB

r--1

O
3.0
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9. Draw a map of the locations
and number them

Adventure Writing Hints

by Gordon Hamlett

1. Decidecn a correct order, but trying

2. Write skelston plots for the the ‘wrong' ways that

i Thik Ak pah e et
solved | L Other points

4. Expand basic plot to include — Watch for obscure and
Bub- phrases. don't use

plots
B.mghﬂashmgmmmnw‘tw
including lesser
6. Consider all your ideas put
together.
7. Rework to fill holes
mwﬂglgt by
8. Hepeat nos. 6 and 7 until
satisfied with the storyline

for

-------------1

Adventure Competition, Computer Gamer, No.l Golden Square,
DGR . i b i L
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.. Your

mission as
resistance leader
Michael Donovan is
to seek and destroy
their Mother Ship
using all the skills
and weaponry at
your command.

The TV
science fiction
series invades your
home computer.

Earth is visited by
seemingly human
aliens...

These reptiles soon
reveal their ultimate aim

however..to take over All-action, multi-level

Earth and enslave its Arcade game for your

population... . Spectrum & Commodore.
SPECTRUM 48K COMMODORE 64
SPECTRUM 48K AMSTRAD

el DD

¢ 1983 Warner Bros. Inc. All Rights Reserved

Orcean Software Limited, &6 Central Street, Manchester M2 SNS.
Telephone: 061 832 6633 Telex: 663977 Oceans G

Ocean Software is available from selected branches of. . . -
,@ WHSMITH " JZ5TT™ WOOLWORTH. LASKYS . Rumbelows.Greens, Spectrum Shops and all good software dealers. .




Law of the West's astounding inter-
dctive adventure puts you right in
the middle of turbulent 01d West action.
As the sheriff of Gold Gulch — as tough
a Wild West town as there ever was —
you'll have all you can do to survive
'til sundown.

fyou'veever wanted topin atinstarto

vour chest and match the exploits of

Bat Masterson or Wyatt Earp, then here's
Your chance,

tanding in your way will be all

manner of hardcase gunslingers,
desperados, and dry gulchers looking to
rob the town bank, run roughshod over
innocent townspeople and plant you in
Boot Hill. Like Masterson in Dodge City

and Earp in Tombstone, vou'll be forced
to face one challenge after another
threatening not only your authority,
but your life too.

ltra-large graphics, lifelike action,

and natural playability deliver
excitement so real vou can almost smell
the gunpowder!

for Commodore 64 disk 1 4 cassette
95 95

S
AT
Fop i

Manufactured and distributed in £
the UK. by U.S. Gold Limited, Unit
10, The Parkway Industrial Centre,
Heneage Street, Birmingham
B7 4LY. Telephone 021-359 8881.




Gordon Hamlett shows you how

put the fight back into your

adventures.

Unless your nams happens to be
Conan, the chances are that
whenever you draw your sword,

the opposition is going to putup

at least some token resistance.
Great victories in battle are, after
all, the stuff from which legends
are mads and songs sung. OK, so
you rescue the princess, but it's
much more likely that you re-
member the death or glory strug-
gle with that dragon or how you
gingle-handedly took out a dozen
ores

Combat is beginning to put in
an appearance in adventures,
albeit in a limited form. As ad
ventures move cloger to role-
playing games, it 1s an element of
game playing that is likely to
become increasingly sophis-
ticated.

Most current adventure corm-
bat takes the form of “kill troll
with sword” or similar. A few
games give your character a
strength rating or some other
mumerical valus. The computar
then compares this number with
that of your opponent and prints
the result. This then continues
until one of you 1s dead. Obvious-
ly, this is fairly simplistic, so
here is a look at some of the
fagtors which may dstermins
how you fight your battles in the
future, Already, some of these
features have been implemented
in games such as Alternate Re-
ality (see last month’s Gamer for
an in depth review).

The combat sequence can be
divided into two main sections,
offense and defense. There is also
a general section at the end,
covering one or two other bits

and pisces.

DEFENSE

Armour — Different types of
armour offer your body differ-
ing amounts of protection. The
better your armour, the less
chance your opponent has of
hitting you but be warned,
heavy plate armour would
considerably reduce your
agility,

e

Bhields — Shields and helmets
also improve your defense.
Note that you cannot use a
shield with certain weapons
such as a two-handed sword.

Health — Your body can only
sustain a certain amount of
damages. As you Dbecome
weaker, 8o it becomes harder
to defend yoursalf,

Agility — This is important in
defense as well as offense and
determines how well you can
dodge and parry opponents’
blows,

OFFENSE

Btrength — This is more impor-
tant for the amount of damage
you cause rather than improv-
ing your chances of hitting.

Health — If you are wounded,
you will not be able to attack
with as much vigour as bafore.

Agility — This concerns hand-to-
gye co-ordination. The better it
iz, the greatar your chance of
striking a blow.

Aim — Which part of the body
you try to hit. Ttds a lot harder
to hit the head rather than the
body, but you do considerably
more damage if you succeed.

Weapon — Different wWeapons
hawve different characteristics.
A two handed sword will do
more damage than a normal
one but will offer less in the
way of defense (you are com-
ritted to attack with the two
hander). Some creatures can
only be hit with edged, non-
edged and i WeADOTIS.
Werswolves can only be killed
with silver weapons.

Aggression — Do you go for all
out attack or do you play it
cagily and retain some chance
of defending yourself

8kill — The greatast swordsman
in the world could fight like a
cormnplete duffer with an un-
farnilair weapor. It takes timse,
training and experience to
become proficient in the use of
a specific weaporn.

COMPUTER GAMER APRIL 1986
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OTHER FACTORS

Surprise — You may ambush
somebody or catch them un-
awares and be able to get in a
quick blow before they can
react. For subsequent combat
rounds, you will need to work
out who strikes first or
whether the blows are simul-
taneous,

Distance — Some weapons sueh
as bows, crossbows, slings,
hurled spears etc are fired
from a distance, Succes with
these items is likely to be deter-
mined by akill and agility
rather than strength. There is
an optimum range for each
weapon and anything nearer
or further would reduce its
efficacy.

Conditions — These may well
modify one party's chances of
hitting. The ground may be
slippery or the battle maybein
a river. It may be dark or your
opponent may be invisible. He
may simply know the terrain
better than you which will
give him a, slight, advantage.

Attacks from behind — Thesa

will negate any bonus there is

for shield, agility eto. This alse
appligs if you are attacked by
more than one opponent.

As can be seen, combat can be
very involved. Imagine if all the
above were programmed into a
game. You might just start to
believe that you really did kill
that dragon after all

Next month, I will take a look
at how these factors fit together
and show how you put a decent
combat system into your games.




Title:
Computer:
Supplier:
Price:

C64 (Disk)
Activision
£14.99

You are Sam Harlowe, a small
time detective whose never hurt
anyone — except the twenty
people you're about to put away.

One day the office phone rings
and a volee warns you that
sormneone wants you dead. You see
a shadow at the window — you
turn and shoot your trusty 58
and kill an innoeent window
cleaner. Soon the police arrivs,
lock you up and the game ends.

If you can keep your trigger
finger under contrel you might
be able to progress further in
this excellent new adventure
from Activision.

As the gama unfolds you must
tryrand find 20 suspects and nail

ADVENTURE
BBV lE WS

Borrowed Time

the one that wants you dead —
before he geta you This 1sn't
going to be easy as a coupla of
thugs are waiting just outside
Yyour office door. A quick dash
past them and your in an hotel
lobby and you dive for cover
behind a chair. All you have to do
is escape.

It's difficult to plan escapes
when bullets are whistling past
your ears so you should use the
Eames quicksave utility before
you try anything rigky (almost
anything is risky in this gams).

Borrowed Time just oozes
quality both in the games
graphics and the features pro-
vided to take some of the pain gut,

of adventuring.

The sereen is divided into four
areas, a graphic view of your
present location (these are oftan
animated}, below that the room
description, alongside are
plctures of the objects you are
carrying in an inventory area
and below that two lists of
commonly used commands.

You can control your actions
in the game either by typing
them in as in other adventures
or by pointing a cursor at the
approplate words in the lists. I
found the best way to be a
combination of the two, Add to
that the function keys which
allow you to load and save the

game postion, rmepeat last
command entered and construct
long sentences for you to quickly
finish such as “Tell Me About ., .’

All these features along with
the games excellant vocabulary
allows you to concentrate on the
considerable problems facing
Yyou in the game,

A fascinating game where just
staying alive will
players enough to make them
return to the gama time after
timne.

Storyline (11 T]]
Atmosphere ISy
Difficulty [ 1 7
Valus for money Pl 1] ]

challenge §
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Title: The Star of the Void

BEC ‘B’
Black Knight
£7.95

Computer:
Supplier:
Price:

You are sesking the Star of the
Void at the request of the Seven
glders. Several warriors have
gone before you and not
returned The star is protected by
the Seven who, though dead for a
long time, still serve even though
they shun the light and hide
from man and demon.

Star of the Void is a text only
adventure featuring over 130
losations. The room descriptions
are reasonable although screen
presentation spoils them
alightly with words being split in
gtrange places at the end of lines.
There are also one or two
gpelling errors despite claims
from the authors that the game
has been thoroughly checked

There are some interesting
and original problems to be
golved although they form a
fairly digjointed collection. A
kmowledge of ornithology may
gome in useful here There are
magic words to be learned and a
vicious troll be be outwitbed.

The game's wvocabulary is
fairly limited ‘Examing is not
understood, nor can you take a

drop all. Do not be put off if the

w046
caplain

Rescue Tax is currently at 87%
and sets you on course for the
8

program says that it does not
understand a certain word It
might understand it In a
different locatior. For example,
if you try to open a door when
thers is mnone present, the
response is that the command is
not understood. You can argue
that no-one is going to try this
anyway but people do lose their
bearings in adventure games
and it really should be error-
trapped with a response such as
‘There is no door here to be
opened. The instructions say
that ‘I' can be used as an
abbreviation for inventory but it
is not so, ‘inv' must be used

Throw one dice.
If the result is even go to 26
Ifitis odd goto 19 ignal.
Gotoll
21. You turn to look for Acnt
but the dim droid seems to be
missing so you'll have to go

24. Great bulbous mounds of
slime bellow out of the crate
and almost swamp the hold
You blast away with your
laser and manage to buy
enough time to open the cylin-

If you want to go, go to 30
If you'd rather igmore the
noise go to 18

22. Your Inck is in. Following

the crew has
obviously fully examined
your cargo and opened the re-
The screams eoven filter
through to you as the slime

engulfs the ship.
Then, you releass the gas

instead

Star of the Void is a pleasant
enough game that could have
been improved considerably
with a bit more care. As it stands,
if feels and plays somewaht
digjointedly. There are better
adventures around

solved in a matter of seconds.
You fry the remains in an
attampt to tidy up. Finally you
grab the last cylinder and hide
it in your Troopers toollkit
before returning to the cabin
before Grok gets too susp-

and wait. iciouns.
Storyline [ 5] )
Atmosphere [ 1] Go to 35 Goto 8
DTty ':: 83. Your Supervisor curtly re- 5. Who do you think
s s minds you that the Starforce Captain Kirk? You're

the ba

din outli

ck OF The
tike Bul ldog Turner
£+ a linebacker:
Hore shots uhine

3 tenporarily hidden.
P 4 ne of a door
seen to The north.

Return

You 're seated

FFnarks To The oak desk San
Ffront oF 4You.

iR Yyour
Your rundaun
= add a Feu hore
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Sl 046
captain

your ship is definitely not the

Starship Enterprise. Your

Supervisor ejects just before

you and your ship are des-
d.

Better luck next time, per-
haps such reckless heroic be-
haviour will be screened out at
Trooper level.

26. Grok surprises you with
his tremendous speed as he
knocks your laser away with
one hand and kills you with
the other in a single blow.
The Btarforce may have lost
a Captain but they've just
gained a terrible weapon.

27. The Bupervisor decides

that it's time you retired and

hits a button on his panel.
You collapse on the floor as

gas fills your cabin.
Throw one dice.

If the result is even go to 37

If it is odd goto 13

2B. Acnt informs you that you
are beyond the safe distance
for transporting lifeforms but
only just outside the Star-
ship's sensors.

Your Bupervisor instructs
you to follow Starforce regula-
tions and beam aboard the
Freighter's cargo leaving the
non-profitable lifeforms tothe

enemy.

If you follow the regulations
goto 31

If you decide that you've had
enough, go to 17

29. You reach the next planet
safely but when you check in
your cargo a reception com-
mittee is waiting for you. You
are tried and executed on char-
ges of piracy. Better lnck next

30. Just as you get to the hold
door it all goes guiet — too
gquiet. To enter the hold go to
36.

31. There just isn't any hope
left for you. Perhaps in a year
or so Acnt will let you see his
incredible collectiom of red
tape, perhaps you'll even start
your own. Until thenm enjoy
your long and tedious career.

ship — and it's coming from
the hold. Grok orders you to
investigate.

Ignore it, goto 12
G0 and have a look — 30
Send Acnt — 21

%Fiiiaﬂvaﬂmmwmm

ex-trooper but cleaning up the
ship is going to take longer.
The dead crew are everywhere
— a leg on the control panel —
an arm in the air vent — the
crew is everywhere.

Go to 38

34. Somehow you manage to
rescue the crew from the
freighter but your sapervisor
has ejected fearing his own
safety.

It is of course illegal to be
caught in deep space without
your Starforce Supervisor
which gives you and your new
friends a problem.

You could try and run for the
border in which case go to 8

or you could continue your run
;!;ﬂ try and bluff it out, to go

385. Your thoughts about rescu-
ing the freighter disappear as
now you have your own neck
to save.

Two options are open to youw.
Either:
malke a run for deep space and
try to et beyond the Starforce
border, goto 8
or, pretend nothing happened
and continue the run. Go to 29

368. Buddenly you feel some-
shalcing your shoulder.
You look up and see your
mother telling you to get up.
It's all been a dream, you
think, ¥Your mother slowly
turns into the hold door as she
says “No, this is a dream” and
vanishes. ¥ou really must
learn to concentrate.
You arm your laser, left over
from your Trooper days and

37. Pain soars through your

body as the gas has its d.ead.ly
effect. Maybe life as a Trooper
wasn't that bad after all?

38. Omn the bridge the scene is
worse but you manage to find
the warp drive. You punch in
the co-ordinates and head for
free space.

soon — Starforce
Rebel.

39. He is annoyed at your in-
terruption as he has just lost
count in his third tally since
leaving the last plamet. He re-
minds you that the current
Btarforce Hescue Tax is 87T%
and lays in a course.
Gotoll.

Title:
Computer:
Bupplier:

=
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READERS

(-I-18

Nearly a year ago, Com-
puter Gamer launched the
first ever readers’ club.
There was a massive
response — greater than we
had imagined in our
wildest dreams.

People applied from all
over the world, and an age
range from 6 to over 80.
They received the club
newsletter with up to the
minute news, reviews, com-
petitions, and answers to
our puzzles. As well as free
delivery of this, members
also had the right to par-
ticipate in our unique
ratings system that means

.....
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¥Ou can prove your games
plaging prowess.

o what's new? Well, due
to vastly improved produc-
tion schedules on Gamer,
as well as bringing you
gven more current news
and reviews, we can in-
clude the newsletter in the
main magazine, This will
ive it a much wider au-
ience — as well as kKeeping
our post bill down!

The format will also
change. From now on the
clubﬂ?ages will be used for
FREE contacts, in three
sections.

Section one will be for

estionnaire

clubs, so if you have a local
computer club that you
wish to promote, fill in the

form and it will be includ- -

ad.

Section two will be for
Sales and Wants, if you
want to sell something com-
puter related or you want
to buy something then this
is the section for you.

Section three, general
contacts. This is a general
section for contacting other
pecple, if you want a com-
puter pen pal, or want to
start a club, or can offer
help with a game, then in-
clude yourself in this sec-
tion.

The general rules for
these sections are simple.
All applications MUST be

Contact Coupon. Send to:

Big changes are about to
happen in the Computer
Gamer Readers’ Club. Re
on to find out more...

on the gorrect form. 30
words maximum. All forms
must be completed in block
capitals. Personal only —
no trade. We take no
responsibiltt.%' for the con-
sequences of any sale or
contact made. Include a
13.1‘5& SAE for replies.
ontacting will work
along the lines of a PO box
system, except that it will
be membership numbers.
No addresses will be in-
cluded in the ads, only a
number. If you want to res-
pond to an ad, then you
send the letter to us at the
following address:

Club Contacts
Computer Gamer
1 Golden Sgquare
London W1R 3AB

With the nurmber that
¥ou wish te contact written
on the back., We will then
forward the letter on to the
appropriate person. If you
are not a member of the
club already, then you can
always send your applica-
tion in with your contact
COUPOT. :

r----------

Computer Gamer Contacts, 1 Golden Square, London

WI1E 3AB.

Bection No:........

Name: .

S L [ oy O 1 O AR SR

2 T | R R e e R R

Post Code......

 Age:

i T e S

To join the club, fill in this form and send with an SAE to us.
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The Laser Basic

adds up to more than 250 new

commands to the resident basic. Includes an

extended interactive sprite/graphic designer and
2 sets of pre- defined sprites.

® THE FASTEST MOST POWERFUL SPRITE MANIPULATION EVER
SEEN 255 SPRITES EACH WITH THEIR OWN USER DEFINABLE
DEFINITIONS.

@® SPRITES AND SCREEN WINDOWS CAN BE SCROLLED,
ENLARGED, MIRRORED, ROTATED, INVERTED.

@ EXTREMELY POWERFUL SOUND HANDLING UNDER
INTERUPT. ;

® EASY TO USE WITH A FULL DEMONSTRATION AND
COMPREHENSIVE MANUAL.

The Laser Compiler

is a companion product to the

Laser Basic Extension, but you don’t need
Laser Basic to use the Compiler, which also
compiles your computers Basic.

® PRODUCES EXTREMELY FAST COMPACT CODE AND
BLISTERINGLY FAST PROGRAMS,

® THIS IS THE ONLY COMPILER TO SUPPORT THE FULL LASE
BASIC AND PRODUCE STAND ALONE LASER BASIC PROGRA

® THE COMPILER IS EXTREMELY EASY TO USE - JUST ‘LOAD

+ GO, AND IS ACCOMPANIED BY A CLEAR DETAILED MANUA

® A DEMONSTRATION PROGRAM THAT ILLUSTRATES THE
SPEED, SMOQTHNESS AND SIZE OF THE COMPILED
PROGRAMS IS INCLUDED. - ?
® NO MARKETING RESTRICTIONS WHATSOEVER ARE IMPQS
ON YOUR COMPILED PROGRAMS AND THERE ARE NO -
ROYALTIES TO PAY. YOU ARE FREE T
——————~  APPROACH ANY PUBLISHER YOU W

LASER BASIC
o £14.95
COMMODORE 64/128

£14.95: £19.95:

AMSTRAD CPC 464/664/6128 =l

£14.95: £19,

. i[ LASER COMPILER

ul ;
Tan £9.95
COMMODORE 64/128

£19.95: £24.9

AMSTRAD CPC 464/664/¢|

19.95: £249




/128 i
95:
64/612¢
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The ship can be steered from the bridge.

Enight Tyme is the latest in
Mastertronic's excellent M.AD.
range of games and is the sequel
to Bpellbound which was
featured in depth in the February
transmission of Gamear.

It is also one of the 8t games
to be specially written for the
128k . A 48k wersion
will be awvailable in a cut down
VErsion.

The story begins just after the
end of Spellbound where our
hero, the Magic Enight, has just
saved Gimbal the Wizard
Instead of receiving his just
reward he is cast forward in time
where he arrives, as a stowaway,
on the UBS Pisces on a peaceful
trading mission in the 2Eth
cantury.,

To cornplete the game you
must, guide our hapless hero to a

g mmaching before the
‘Paradox Police’ track him down
and neutralise him.

Windimation

Enight tyme uses the unique
windimation control gystem
pioneered in Spellbound which
features the combination of
animatad graphics controlled by
commands selected from
window menus.

The actual command options
displayed depends on your
location and the objects that you
are carrying and wearing.

For example, if you are in the
control room ‘steer the ship'
appears as an option in the main
menu soereen. Throughout the
game these options are
controlled either by joystick or a
user defed keyboard

The USS Pisces
Onboard the TUSE Pisces you
will meet, a variety of characters
and objects as pu=sling as the
problems you will have to solve.
Your mission seems simple

COMPUTER GAMER APRIL 1986

InDEPIH

Tony Hetherington
explores the incredible
world of Knight Tyme.

you are on a fully crewed and
equipped ship and all you have to
do is trawvel to sector two and nd
atyme machine. However, as you
start the game sector tWo seems

light wears away You nd
yourself on a strange ship where
BVETYOnE ignores VoL
Eventually you remember to
remove your invisibility cloak
and you make some progress,

The ships’ transporter, Derby
IV provides some help and you're
supplied with a blank ID card
which when supplied with a
pleture will help you control,
what is nieely deacribed as ‘the
non electronic’ element of the
Crew,

Soon you will be able to steer
the ship arcund the planets in
your new found galaxy but until
you discover a way to mend the
ships transporter you will be

stuck untll you run out of
‘MeTablet' food and die.

At the moment the
transporter splite your atoms
only to re-assemble them in mid
space in the shape of a buttery
which is described as a pretty
way to die.

This is typical of the humour
that is consistent throughout
the game, Some of the characters

49)




on the ship inelude Thule who is
a fool, Murphy who likes
potatoes and Borrin who is even
more dull when he is asleep.

Planets that you ean visit
include such exotic places as
Serendip, Aridia and Pern as well
as Revenue which 18 the home of
the central taxation obe.

Throughout the game you will
#fid objects of many sizes,
shapes and uses. Some will be
vital to your survival, if only you
could discover how to use them,
others will be pointless and
some complete red herrings.

A particular favourite of mine
15 the one described as the ‘three
credit plastinote, which can be
further examined by reading, It
is in fact a note crediting the
three pecple involved with the
game. David Jones for the game
design and programming,

for the
graphics and the Lo
compulsory Rob Hubbard for the
music.

The most annoying object is
without doubt the pot of glus
which when examined further is

described as wvery sticky stu

Unfortunatelyn when you pick it
up it sticks to wyour hand
restricting the number of objects
Jyou can carty to only four. Yes, I
kmow it's obvious, but why do I
atill pick it up!

Conclusions

Enight Tyme is the third of
Mastertronic MAD. range of
games to bafeatrued in computer
Gamer.

Enight Tyme continues tha
incredible quality that has
beacome a trademark of this
range and is a warthy follow-up
to the exceptional Spellbound.

Inecredible though it may see,
the M.AD. games are still only
£28099 even in the expanded
128k version.

Congratulations to Dawid
dJones and Mastertronic and I,
for one, can't wait for the third in
this series, Stormbringer.

FLANET RATING

Originality sees
Graphics L L1t
Use of machine (Ll
Value for money TESSS

STAR RATING
Supernova
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AT LAST!

America’s premier solo
role-playing system
is now available in paperback
from Corgi
New “Two-In-One” formats with an
abridged rules system in each book!

Full Tunnels and Trolls Rule Book
also available.

g Five books out now.
More to come throughout 1986.

TUNNEL

AND

AL

SPECIAL INTRODUCTORY OFFER
Tunnels and Trolls Rule Book and
the bestselling adventure,
City of Terrors, for only £3.95
while stocks last!

T&T

Pleast pend cheques postal srders to: 2
Compumart, Dept G IVI o
Ti Gracedieu Aoad, Loushbarsugh &h

Lelcs. LET1 DGF J i
f‘ﬁ 7

.. StarGlobe Three

StarGlobe, the leading Space Flight Play By Mail Game.
Running continuously for nearly three years this is the most
advanced UK Science Fiction Game. In StarGlobe you become
the captain of a mighty starship sent on a daunting task by the
Lord of Monde, autocratic ruler of a starsystem set in the centre
of vast three dimensional globe of 2000 stars. You are
commanded to establish a communication array on the surface
of the globe and to deal with rebel starships, lost colonies and
alien life forms. Most stars have planets for you to conquer and
explore and rebel starships wait to challenge or ally with you.

All of the vast amount of data that supports the three games of
StarGlobe now running is held on our computers, thus enabling
us to run the game in a friendly and interactive way. No fixed
deadlines and a steady rate of moves enables you to play as hard
or as in as leisurely a way as you please. Starter pack is £2
including the launch of your starship. Regular turns £1.60. No
hidden extras.

ELEMENTALS A Play by Telephone Game.

Announcin? ELEMENTALS, the first commercial PBT game run
by an established PBM company. This forward looking game is
wholly different from any you have played before. For this game
you need a modem for your home computer. You connect
directly to our computer and s0 you can receive your output and
send in your move interactively over the phone. As your
computer speaks to our computer you are able to build into the
game your own scenario and characters, traps and devices.
Other players will stray into your own area and attempt to take it
over. At the same time you will try to disrupt or enhance the play
areas of the other players in the game. Send for details of this
game and advice on modems stating the type of computer you
own.

Time Patterns PBM/PBT Games
97 Devonshire Road, Birmingham B20 2PG.
021 532 4446 - 021 523 7030/1200 BAUD 75 7E1.




- SUBSCRL-P-T10

DON'T MISS OUT! H
Now that you have read this issue of
Computer Gamer and you know how
interesting and invaluable it is, wouldn't it be

a crime to run the risk of missing a single
thrilling issue?

=l

Well, you don’t have to!

If you order a subscription to Computer Gamer
you will be assured of receiving every issue
through your letter box each month without
the worry involved in rushing to your local
newsagent before all your friends have nabb-
ed the available copies.

Simply fill in the coupon and send it in with
your remittance and sit back and wait for
thrills and excitement to come directly to you!

Subscription Order Form
Cut out and send to:
Computer Gamer
Infonet Ltd.,

Times House,

179 The Marlowaes,
Hemel Hempstead,
Herts. HP1 1BB.

Please commence my subscription with the
very next issue.

Subscription Rates
(tick (0 as appropriate)

£18.60 for 12 issues UK 1=y
£21.50 for 12 issues overseas surface post [
£28.00 for 12 issues USA surface post

£57.00 for 12 issues airmail 0

I am enclosing my (delete as mecessry)
chegue/Postal Order / International Money
R R e h e RN e St R R e
(made payable to ASP Ltd)

OR

Debit my Access[] Barclaycard [J

EEEEEEENEEEEEEEEEEr--~

Please Use Block Capitals and include post
code

R I L e e N R e e
PR e oo S s e e S i g i FepC L s e b

L------_----------------------------------------_----
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ofthe WSk
Pack. A American Sofiware

Together—
bringing you the World’s
Finest Spectrum Software

PENTAGRAM and CYBERUN are
available for the Spectrum 48K and
Amstrad from selected branches of @

W.H. Smith, Boots, John Menzies, i H
\Woolworths and all good software including VAT
stores. Also available from Ultimate Play the Game, The Green,
Ashby-de-la-Zouch, Leicestershire LE6 5JU (P&P included).




ARENA

Folfowing the recent death in
combat of the previous champion
you have been selected to
represent England in the Arena,
the 21st Century’s warground.
Have you the skill and application
to prove yourself a champion?

Available for:
SPECTRUM 48K
AMSTRAD

£9.95

e

Please send me Arena (£9.95 inc P&P) for the

AMBIAL + o vavnosviniviniininins
| enclose a cheque/postal order for made payable to Argus Press Software.

T e R g ol b A g R B e S L
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Argus Press Software, Units 1 & 2, Conlon Developments, Watery Lane, Darwen, Lancs. BB3 2ET
LOTHLORIEN, LIBERTY HOUSE, 222 REGENT STREET, LONDON W1R 7TDB.



SPECTRUM / AMSTRAD £7.95

Mail order or Access telephone orders

Cheques, P.0.s payable to: Realtime Games Software Ltd., Prospect House, 32 Sovereign Street, Leeds LS1 4BJ

A0

Tel: 0532 458948




Thrrlls And Demﬁ Defying

There are Players,
and there are Survivors!
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Available now in Firebird's *Hot Range' for

Spectrum 48K and Atari 48K, and available | |
soon for Commodore 64 and Amstrad e FIREBIRD SOF TWARE. A
— buy them while they're ‘HOT'. At£7.95. ; ot e T

FIREBIRD SOFTWARE WELLINGTOMN HOUSE EEPOST FIREBIRD, WELLIMGTON HOY
@ Firebird is a Regstered Trade Mark of British Telecormmunications ple. UPPER ST MARTIN'S LANE . LONDON WCZHSDL UPPERST. nnum S LANE, LONDON WCZH 0L i g o
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KJC Games, Britain's leading Play By Mail company, introduces to You our new Play By Mail game of Xenophobia, Congquest,

and Space Warfare called .

Capitol features -
® A strategic space warfare game, completely computer

moderated.

® Approximately 35 players per game. g e
® Players design their own race's characteristics and-*" B

description.
e Construct b
production.

ases on your planets for protection and

® Design your own starships and build them at your star

bases.

®Expand your empire and conquer other races.

e A

25 players compete to be the

18 months, with the first knockouts usuall

Each player is either a king of a fantasy race or a powerful charismatic character.
powerful creatures such as dragons.
Your characters will capture and control cities, upon which you can spend gold to
improve security, workshop production, defences, and maintain and enlarge
your army. With goid, your wizards undertake magical research. Sples search out
enemy strongholds and then attempt acts of sabotage, theft and assassination.
These are just a few options available to a player in Earthwood
Earthwood is computer moderated but the turn sheets and replies
are written in plain English
No need to look throwgh complex charts and code books to understand this game.

You can recruit trolls, wildmen and control

EARTH WOOD

ultimate ruler by controfling an the developed
cities, either singutarly or with an alliance. A typical game will 1ast about

n‘advanced stage’ of the game introduces new ;
technologies of stargates and improved ship movement
capabilities. i T

e Capitol's simplified order formatsareeasy to ™. %< * _'
remember. No coding your orders onto computer cards Te
or other gimmicks. 7

. v A O
@ Capitol has an easy to understand rulebook. complete
with numerous examples,
® Capitol was subjected to the largest playtest of ANY —
commercial PBM game. Over 100 players played over
. - % -

€ &

\\ A

1500 turns of Capitol prior to release. 4
®RUNS 0N an IBM PC, using 512K. - W=
“Capitol Is fast becoming the standard against which
other space warfare games are compared.” -
® With each rulebook you receive a set of overlays to use ,*%.
_ - — inmapping the game and moving ships. s
® Mapping Capitol is extremely interesting, using the
. computer printed maps you receive with your turn
results.
#®No due dates. Capitol allows you four turns per month.
Most other computer moderated games have the usual
=, One turn every two weeks. o Iy
KJC Games has been running Play By Mail gamesfor ~ <+ _ "
about five years now and our reputation for giving good,
exciting games and a first class service is second to none.

«Our team of professional Gamesmasters will usually reply -+
* . toyour turn within 48 hours.

=t ..

-
& -

Readers in North America should write to Adventures By

Mail, PO Box 436, Cohoes, NY12047, for informationon .
Capitol. -

{

y starting after six months

Europe’s most popular Play By Mail game
- the fantasy campaign game with over
1.000 payer parties already participating.
Joenter, send £6.00 for rules, setup, first
three turns and copy of latest newsletter

Further tums £1.75 each

e Pl f

0 enrol in Capitol send a £6.00
cheque/PO/International Money Order
payable to KJC Games. For this you will
receive the rulebook, setup and first two
turns. Each turn of Capitol costs £1.75 for
the first 60 orders. Each additional 30
orders costs 75p. European players are
Wwelcome

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

Welcome on - (0253) 866345

EARTH WOOD

Toenrol in ¥ Earthwood send a £5.00
cheque/PO payabie to KJC Games,
For this you receive the rulebook,
setup and first three turns

Future turns are £1.50.

YISA




This month we report from the

first ever British PBM show

and present the Computer
Gamer PBM awards.

Play By Mail gaming is an
unusual hobby with hundreds of
players competing againat other
gamers throughout the country
and even the world It was
inevitable that the firgt ever
British PBM convention held at
Islington Town Hall in London
would prove to be an unusual
and thoroughly enjoyable day
out. 1
The convention gave players a J i g

chance to meet others who they | 8
had written to for months but L

never seen, chat to GM's and see

what the companies are plan- J‘,‘
ning in the coming year.

Gamer was there not only to
bring you the latest news but
also to sponsor and presant the
1986 PBM awards.

The regulte are presented
below starting with the award
for the Computer Gamer PBM
company of the year.

Company of the Year

18t — Sloth Enterprises
2nd — KJC Games
3rd — Mitre Games

In the PBM equivalent of “Best
Software House' the winner,
Sloth, obviously collected the
votes for superb games such as
the RPG game, Saturnalia and
tactical game, Kings of Steel.

Sloth launched a new role
playing game at the show called
The Enchiridion.

Sloth beat PBM giants KJC and
Mitre into 2nd and 3rd places
despite games of the callbre of
Crasimoffs World' (KEJC) and
Tribes of Erane ( Mitre).

YO [
3 0]

UPDATE

Best Roleplaying
Game

1gt — Saturnalia (Sloth)
2nd — Crasimoffs World (KJC)
3rd — Orion’s Finder (Vengence

Games)

second place by Sloth, this time
winning the award for the best
roleplaying game.

fiction baged Orion's Finger from
Yorkshire Tased
Games who consist of just two
GM's running their games by
hand.

Again K.JO were beaten into

In third place was the sclence

Vengenoce

COMPUTER GAMER APRIL 1986




balGame

1st — Tribes of Crane {Mitre)
and — Keys of Bled ( Spellbinder)
&rd — World of Vengence (Ven-
gence)

Tribes of Crane, which has
been featured in an earlier PEM
Update, beat off two superb
games to win this award,

In 3rd place are that over-
workad pair of GM's who formed
Vengence Games just last year.
Vengence also announced a third
game atthe showanditistobea
political sclence fiction game
called Where Lies The Powar.

Best Tactical
Diplomacy Game
1st — Barthwood (KJC)

2nd — Kings of Steel (Sloth)
3rd — Voreon Wars (Vorcon )

The top three in this category
show the range of games avail-
able to those who like thingson a
grander scale. Farthwood and
Kings of Btesl are fantasy based
wargames offering its players a
mixture of magie, military might
and diplomacy.

The action in Vorcan Wars
takes place on an allen planet
where the players can defend
themselves by bullding fortres-
ses and minefields, Later in the
game the threat of nuclear war
may be the result of trade, min-
ing and research.

Best Science Fiction
Game

lat — Capitol (EJC)
&nd — Btarmaster (Mitre)
Srd — Starglobe ( Time Patterns)

Three top FBM companies,
well known to Gamer readers,
dominated this award

Best New Game

1st — Capitol (E.JC)

2nd — Kings of Steel (Sloth)
8rd — Lands of Crimson Sun
(Phoenix Games)

EJC's Capitol also took the
award for the Best New Game
(don't forget you can still sign up
for our special offer game of
EJC's, It's a Crime, using the
form in last month's Gamer).

Sloth Enterprises fantagy war-
game took second place with a
role playing adventurs from
Phoenix in 3rd. Phoenix Games
are currently working on an FRP
version of Lands of the Crimson
Sun as well as other FBM games.

Kevin Kropper (KJC) receives the “Best new Game”
award for Capitol from Gamer's Editor.

COMPUTER GAMER APRIL 1986

2nd — Nicky Palmer
3rd — Pete Thurnhill
4th — Colin Kilburn

Unlike the other awards
which were the result of votes
collected at the show, the Playar
of the Year was selected by the
PEM companies who congidered
factors such as reliability, sldill
and number of games played.

Congratulations to Mark Coul-
shed who won this award In
second place was Nicky Palmer
who has written many books
and articles on all aspects of
gaming He also edits Flagship
(a PBM magazine) and co-wrote
Century's excellent computer
game, Their Finest Hour,

two computer game
competitions were run which
produced an overall winner in
Btuart Kelly.

Stuart obviously earned his
title as he thraghed Gamer's
Editor 3-1 in a challenge match
of International Soccer.

Next month

From next month PBEM
Update will be written by Miks
MeQGarry, the man behind the
FEM show. Don't miss it.

.(‘;Q)




So,FULL OF BOUNCE |
AND ENTHUSIASM,
ovR, FEARLESS

sTEP ouT oN YET
ANOTHER PULL

P DVENWRE %
1
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i w EATHER FORECAST
pyLL® PAST sTUDD
TEN AND THE TAP

— by Kew Paxenalele —

|18-00hes — FINDS OUR TWO SUPER
HERDES FRoM THE BTERM', FROZEN
uP wiTH FERR , UN ABLE TO

& EAT FRIEND,FATS.
RRY oM PEAR AEADER - - -

v saore
P upP! UP/
AND
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[THEY COME TO
CABLE
TELEVISiﬂN.--

45, 000 INCHES
|aBovE SEA
LeveL - BovD
1% Slck OF FATS
“BoTH sorTS’
NOW THEN .
WHATS ALL THISS
19-04 hgs

i
i

i - 1 -rIf,II||III I;” .'T

- (
FATS 1S HAVING A NACTY
TIME BEING DRIBBLED ALONG
2Y HIS OWN FOOT «-
8UT HARK/ Look!
wHO 1S THIS ... - SHERLOCK BONES

BSSIGNED FRoM
THE MAN ASSIG Roat

sH YoV HAD WORN
- l:: sLIPPERS BOMD-
ETH NOL .

|
|

IS
Il

rmi
'i\m

S

L

[

L
IS FATS STILL DRIBBLING AROUND?
wilLL THE THREE HEROES BE ABLE TG g
FIND guR FAT FRIEND FROM PIE CORNER
AND— 1S THE ENORMOES SPIDER ON BONES

SHOULDER. A TAX INSPECTOR T waiT AN SEE..
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FFAED LAN SIGHTED 08 ERST S84 By HEKD RICHARDEON, HIT-ORAR CLOSIME Bl

Spectrum and Amstrad
R.R.P. £8.95

DURELL sales dept.
Castle Lodge, Castle Green, Taunton TA1 4AB

Cut out
with a

n and send it
antry form
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central reactor supplying power
to the planet — you are flying FLANET RATTNGE
that skimmer. -

The screen display has in-  Originality L1111
gtruments and status infor-  Graphics ST
mation along the right hand = Use of machine eSS
gide, with the 3D display of the = Value {or monsy [T 1]

Comic Bakery
Computer: Ce4
Supplier: Imagine
Price: &£7.95




Title:
Computer:
Supplier:

Deathsville
Amstrad
Bubhlebus
£7.95

Value for monsy

STAR RATING
Bright Btar

HINHERS

around waiting to be picked up.
- All you hawe to do then is find outs
r what goes where and why.
ot One thing that sets Deathsville
';: ahead of 1ts rivals 15 its attention
to detail. There are a lot of clues
in tha and an

player should be able to work out

burner with some
bottles next to it. When you find a
similar shaped bottle, it's not too
‘bard to work out where to take it
and sure enough, when you drop
| it on the bunsen, the contents of
the bottle colour. All you
have to do now 18 work out what,

BALANCED
ﬁ'l"l'lltllllﬂ

CoMPUTER

N

are peveral red herrings in-
cluding an advert for a well

known software company.

All in all Deathsville 18 &
thoroughly enjoyable game that
Jou'll be dying to play again and
again.

FLANET RATINGS

Originality N
Graphics L]
Use of machine s
Valus for money e
STAR RATING :
Nova

N.B. Key to symbols appear at the end of the reviews.
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Bomb Jack
Spectrum, C64, Amstrad

Elite
£7.95-£9.95

K AT
Bomb Jack is the second game to
come out of Elite's licensing deal

with coin-op manufacturer and
attempts to follow the success of
Commando

The object of Bomb dJack is

great heights
control the direction of his jump
and resulting plummet, he can't

bombs as he goes. Howsaver,
sooner or later you will get too
ambitious with your asrcbatics
and fall on one of the many
nasties that patrol the screen
hoping to steal one of your three
lives. :

then they move down the screan
by dropping from one platform
to another until they reach the
bottom when they mutate into
giant balls, flying snails and
extremely fast spacecraft.

To help you with this mount-
ing pressure P, B and E symbols
occasionally drop from the top of
the screen. Touching them will
sarn you either a Bonus score,
Extra life or Pause the nasties.
This freezes them for a few
moments and allows you to kil
them Youhaven't got much time
50 you should take out those that

get onto the next screen.

As you progress through the
there are less and less

nowhere for you to stand and the
robote mutate almost immedi-

furious then youll like Bomb
Jack but don't expect too much
to think about.

PLANET RATINGS

Originality )
Graphics SESE
Uas of machine

Walue for money

STAR RATING {:}-
Red Giant

fefabF I}

The Force
Computer: ce4
Supplier: Argus Press
Price: £7.95

&

?

A policeman’s lot i8 not a happy
onse, eapeclally if he's the new

your

only to control the daily erime

rate but also o stop events like

foothall matches and mestings

getting into the headlines,
Youcan control and agsign the

three ghifts from each of four

sending in the special reserve
than what each icon does.

If you enjoy a strategic chal-
lenge then this one's for you I
must dash as I've only been in
the job five weeks and ['ve got to
find some mounted police to help
out with next Saturday’s football
mateh.

PLANET RATINGS

Originality seses |
Graphics 1 1]
Use of machine (1]}
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Price: &£7.95

The year is 1700 and you are
the ruler of one of nine German
provinces. You control the land
and crops as well as lavying
taxes and deciding the severity of
tha law.

Through this you hope to bulld
towns, mills and even a palace
and cathedral until ons day you
are crowned Xaiser of all

Each turn, which represents a
¥ear you must ensure thers is
enough food for your people as
well as speculating with land
and crops prices to get soms
extra cash. You can alao get, your
people to help your coffers by
levying duty charges, incoms tax
and of emirse, the dreaded VAT,

Then if you have sufficient
funds remaining you can build a
mill or a marketto produce more
cash or build part of your palace.
You may even decide to build up
or train your army.

The military is important in a
multl-player game since in-
vading other provinces can gain
you land to build on and money

i 2] 8 2

The Jews! of the Seven Stars is
the source of Rapsulin's powsr
and he is using it to try and
destroy the untverss. Flaying the
part of a Russian Enight called
Ivan, youare an a quest to ssarch
for the Jewsl. Converted from
the Spectrum, Rasputin is one of
Firebird's hot range of produste.

Graphically, the game looks
wvery attrative with rooms being
depictad in a saries of 3D blocks
— Ultimate style. Moving around
though is somewhat more
complicated You ean move
forward, turn left and right and
Jjump. That in itself wouldn't be
too bad If you have time to sit
down and work out-what to do
and whers fo go (the 3D
perspective takes some getting
used o) Dutk your task is
hampered by the many nasties
roaming about the platforms,
Should you make contact with
one of them, you return to that
particular room's starting point,
If you miss your step, you don't
fall into oblivion, but land on a
layer of clouds below and bounece
back up again for a suitable cost
in your life force.

Before you can find the Jewsl,
there are objects to be found,
These can be identified by their
markings (in suitable cyrillic
script of course). Gaining these
objects helps you in combat with
monsters and, if you can defeat
| them, you gain one of eight spells

which will help you overcome
Rasputin's powers.

= 387845 BRESe
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to build with as well as killing
some of the opposition.

Unfortunately, the - other
players ars trying to do exactly
the sarne thing and go you will
hawe to fight well to win the
QrOWTL

You have to make your quit
complex decisions as quickly as
possible since slow play in
Eaiger

years. This can be infuriating if
you pop your clogs as you're
planning your coronation
Crrarall it's quite an
Interegting game but not up to
the execellsnt  standard of
Electronics Arts games such as
MTILE which are also sold by
Ariolasoft, T.H.

FLANET RATINGS
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Graphica

Use of machine
Value for money

BTAR RATING
Eright Star

I found Rasputin a very
difficult garme to get into and a
few simple sereens to start with
would have heen appreciated
Ome thing that keeps you going
back for more though is the
music, This sounds like an
electric Balalaikes, getting faster
and faster and urging you
onwards in your quest or to your
doom. this 18 my favourite Rob
Hubbard tune to date and
certainly helped overcome my
initial apprehension with this
Earmne. G.H.

FPLAWET RATINGS
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take a small island only 4.5 miles
when

gttack and defence strengths,

Title:
Computer:
Supplier:
Price:

It sheuldn't be too difficult to

long and 1.5 miles wide But
its . mountainous and
garrisoned by 22,000 Japanese
that hawe dug in pill boxes, tanks
and gun emplacements it's not
going to be eagy, even though you
outnumber them.

This is the sstting of the latest
in PSS's excellent strategic
wargames series.

The battle is played through
22 turns in which you must take
the island otherwise the game 15
lost. In each turn you get to land
your reinforcements on to one of
the six beaches and move or
attack with all your units. Then
it's your turn to sit back and
watch the computer playing the
Japanese, pumnmel your forees.

Each unit in the game has four
factors that determines Its

how far it can move in a turn and
the range of its attack weapons,
Obwiously some units are
gtronger than others and it is up
to you to use them wisely as ailly
mistakes, like walking on a
minefisld, can cost you heavily.

When the sea conditions aren’t
too bad then you can have naval
support in your attacks. The
number and strength of these
attacks depends on the gunships
that you have left after they
guffered heavy air and
submarine attacks. Your ships
do fight, back and will eventually
destroy the attacking aircraft,
It it is likely that you will lose
this maval support before the
game ig over 8o you Must ensure
that you use it well.

Two Jima can be played at five
different skill levels which range
from an steady stroll across the
island to get used to the joystick
controls to atough pitched battle
to even get clear of the beach!

The battle of Iwo Jlma was
described as the US marines
toughest fight — it isn't going to
be sasy, even for avid war-
gamers. T.H.

PLANET RATINGS

Originality sSans
Graphics 1 ]
Use of machine L1 1] )
Value for money L 1] ] )
STAR BATING :
Rad Giant
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Title: ACE

Computer:
Supplier:

Price
[l #

The enemy are advancing.
they landed on the coast and
discharged a massive force of
tanks, helicopter gunships and
asroplanes. As the rest of the
army seems to have taken the
day off, you are the only hope.

At your disposal you hawve only
% AWAT combat aircraft with
which you must defeat them.
Befare you scramble for each

Cascade
£10.95

Commeodore Plus/4

gortis you must salect the
weapons that you'll use de
pending on whether you're going
after tanks, planes or ships then
it’s into battle.

Although you hawve fo fly the
plane yourself ACE is more than
just a flight simulator as you use
the planes instruments &g a
eombat aid.

Speech harmmers ot
warnings of missile attacks and
approaching enemy forces so
that you need never take your
ayes off the action.

|
|
|
|
|
|

When you've driven back the |

enemy further challenges await
as you can do battle in both
Summer and Winter, at day or
night at different skill levels.

ACE was firat released on the
016 and has since been
converted for the expanded Vic
20 and the C84. Thia is the best
yarsion yat.

FLANET RATINGS
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The deep space section has
space stations to dock with (like
Elite except whoever built these
stations didn't spin them like a

Title: Battle for the Planets
Computer: Amstrad
Supplier: Mikro-Gen
Price: &£7.95
il # &
A really obscure licencing deal

this. Most licences are used to
boost an otherwise poor product,
‘but with Battle of the FPlanets the
game stands up on its owm. In
fact the existence of a licenced
name for it really detracts from
how good the game is — La. you

other licenced games,

In effect Battle of the Planets is
a form of cut down FElita or
Starion. Impressive 3D graphics
and sound with land based

top when they'd finished!) and
hyper gates to jump from planet
1o planet.

On the planet surface, you can
link up with pods to re-arm and
refusl.

An extremely good game,
highly underpromoted, especi-
ally considering the current
vougue for 3D games. M.R.

Yabba Dabba Doo

Spectrum
Quicksilva
&£7.95

[ # &

Fred Flintstone, hero of tele-
vigion cartoons even when I was
young (1 didn't know the had TVs
then!—Ed) has made transition
to computer game stardom. Our
prehistoric hero is trying to woo
the lovely Wilma In order to
impress her and so gain her
attention, Fred must build her a
house in the thriving town of
Bedrock

Fred already has a nice little
plot that he wants to develop, but
first, he must clear it of rubble,
These are the small stones that
are lying around the place.
Picking them up one at a tims,
Fred must find the tip and
jettison his load Onoe he has
cleared his gite, he can pick up
the large boulders and use these
to build part of his house. The
problem is, everybody else has
decided to start buflding and so
boulders are in short supply. You
also need to earn monsay 80 that
you can hire a dinosaur to help
you with the roof.

Apart from your five lives,
there are two sliding scales
depicting your energy and your

collisions with turtles
and dinosaurs ete. you loge a life.
Fred lives on one particular
gtrest and can move along it
gagily. To change to another
streat involves
diagonally off at one of the
corners — something that

detracts considerably from the

The game is nowhere near as
colourful as ita C&4 rival and you
only hear the famous Flintstone
tune before the game starts but
against that, the creatures are
less hostile and so you survive
that much longer. Even ao, the
game suffers from poor
playability so has limited appeal.
Ita not 50 much a casr of Yabba
Dabba Doo and Yabba Dabba
Don't. G.H.

PLANET RATINGS

Originality asey
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Title:
Computer:
Supplier:
Price:

i [ e # 2

If Spitfire 40 is the pretiiest
flight sirmilator that I have seen,
then Btrike Force Harrier has
got to be the most complex.
Vectoring in forward flight
(VIFFing), ground tracking
radar, misgiles, bombe, cannon
and ground targets are all a part
of the game,

Most of the keyboard is used
for all the functions that are
available. Their status is shown
on the lower part of the screen,
leaving the top portion of the
screen for the display — though
this is obscured by the head up
display and in-flight status
information.

The representation of the
ground is very good, the tanks on

Amstrad
Mirrorsoft
&£7.895

the ground are nicely coloured,
though the horizon is a bit flat —
but, you can't really expect
miracles for under a tenner.

Title:
Computer:
Supplier:
Price:
=

] £ ams] # 2

Spitfire 40 was heralded on
the Commodore 64 for it's
amazing graphics and life liks
action.

Spitfire 40 on the Amstrad is just
as good

Flying from your airfleld in
the depths of misty Kent you
climb up into the skies in search
of your foe — the dreaded hunl

As a flight simulator, it is like
any other good flight sirmulator,
the controls are very nicely set
out and you toggle them onto the
screen when you want to see
thern, otherwise you are just
looking out of your cockpit.

Bpitfire 40
Amstrad
Mirrorsoft
£7.95

Strike Force Harrier

The gameplay 18 very good,
with you trying to knock out the
ground targeta whist being shot.
at by same,

I found that there was a small
problem with the map/ground
radar section. In that it rep-
resented you as a moving dot, but
it leaves a trail behind you. After
awhils this ean occhude the map
and make it difficult to see
exactly what you are doing.

Other than this it is a very
enjoyable game to play, with
more in it than r standard
run-of-the-mill flight simulator

games. M.ER.
FLANET RATINGS

Originality 5
Graphics LI L)
Use of maching (1] ]
Price i 1] ]
STAR RATING O
Bright Star

combal sequences are very
good, though when you fly into a.
squadron of baddies, you seem to
get them after you one at a time.

There is a rating system where
you try to improve your rank
and get higher and higher
medals, Status can be saved for
latar use.

As far aa I've seen so far this is
one of the best flight simulators
that I have seen on the Amstrad
— and probably the best WWIL/
combat types that I have seen on
it

FLAWNET RATTNGS

Originality L
Graphics o
Use of machine (1] )
Price L 11 )
STAR RATING

Bright Star

Friday the Thirteenth
Spectrum

Domark
&£7.95
[aid # &,

Based on the fllm of the sams
name and with an advertisement
the subject of much controversy,
Friday the Thirteenth sees you in
an American holiday camp with
a Killer on the loose,

Jason was previously
drowned at the camp and has
risen from the water in order to
take his revenge. All you have to
do is to wander round warning
your friends and indentifying
and killing Jason.

The camp is divided into
several screens which wrap
round left and right, top and
bottom (this means that if you
8t off af the church walking left,
you eventually return to the
church from the right). As you
wander round, you find a eross,
Pick it up and deposit in the
church, house or barn and this
building now acts as sanctuary
— you can send your friends
there and they will be safe
although they won't be too
happy at spending their holiday
that way and will tend to wandesr
off again. Of course, if you send
Jason there, sanctuary will lose

its effectivensss and you will
hawe to move the cross.

Jason can usually be identified
by the simple expedient of
watching him hack somsone to
bits. You can attack him with
one of the many weapons that
are casually left lying about —
chainsgaw, axe, pitchfork ete. On
one oceasgion, I found Jason and
killed him, I left my character
standing on Jason's body and
watched my score steadily
mount until time ran out even
though other people were still
getiing killed by the ‘dead’ Jason.

The graphics in the game are -
poor, the sound restricted to a
few footsteps and the gameplay
awful. Even leaving aside the
dubious taste of Friday the
Thirteenth in the first place, this
game is dreadful. Avoid it — it'sa
bigger horror story than the film

GVEr Was. G.H.
PLANET RATTNG
Originality L ] )
* Graphics L ] ]
Use of machine ]
Value for money ]
STAR RATING .
Black Hole
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Devil's Crown
Spectrum
Mastertronic

Title:
Computer:
Supplier:
Price: £1.99

-
fiil (1 # &

There have been rumours of
the existance of a sunken pirate
ship for a long, long time, Now,
after many years of caraful
research, you have discovered its
location and are in a position to
galvage any treasure that it may
contain. Of course, you won't be
put off by the legend associated
with the ship, will you? When
the pirates removed the last of
the seven jewels from the cursed
Golden Crown, & massive devil
was unleashed from the depths
of Hell. All the pirates were
murdered and their ship sent to
the bottom of the ocsan.

Devil's Crown is an aguatic
adventure spread over forty
locations. Before a jewsl can be
recovered, you must first prove
your worth by completing a
given tagk This involves finding
a specific object and dropping it
owver ite flashing equivalent. For.
example, your first task is to find
three bells, Whan you have found
them, a flashing jewel appears
which in turn must be replaced
by a solid one.

Being undarwater, you need a
constant supply of oxyden

Computer:
Supplier:
Price:

o # &

Ollo actually consists of two
great ‘blast anything that moves'
arcade games for only &2.95.

Each game features your
efforts to blast you way through
the enemy with your ship that
has more than a passing res-
emblence to a flourescent
doughrnut.

fortunately, there are extra
tanks lying around to boost your
dwindling supply. Un-
fortunately, ther are many killer
fish lurking about, contact with
which rapidly consumes your
OXyEen.,

Fortunately though, you do
hawve a limited mumber of bullets
with which to shoot the fish. And
the pirate ghosts. And any other
nagties. should your oxygen
supply reach zero, who knows?
You may return yourself one day
to haunt the next foolhardy
explorer,

The game has bright chearfiil
graphica and the atmosphere of
a punken pirate ship ia well
created, All the rooms are named
to make finding your way about
that much sasier although some
rooms are piteh black — apart
frormn the ublquitous killer fish! A
very enjoyable game. If you ]Jlge
arcade adventures, Devil's
Crown is excellent walue for
MOnEy. G.H.

PLANET RATINGS

Originality
Graphicse

Use of machine
Value for money

STAR RATING
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main deck

This doughmit packs quite a
punch in the shape of a forward
firing laser and in Ollo IT bombs
that you can fire fust in front of

L

Ollo I beging on a cratered
landscape and a swarm of awful
grean things that are easily
blastered, then it's on to more
intelligent red things as well as
giant flies that must be zapped
several times before they
eventually-blow up.

COMPUTER GAMER APRIL 1986

Cluedo
Amstrad

Title:
Computer:
Bupplier:
Price:

o $ 0 0 0 O O
=N
==

This is a computer version of
the popular board game for up to
gix plaguers. If less than six
people are playing, then the rest
of the characters are played by
the computar.

The game follows the
originaan] faithfully, even down
to the screen graphics — which
mimick the original play board
And the menus for selecting
weapons ete. which are
gusplclously similar to those
little pads that you used to get
with the board game.

All of the usual Cluado features
are available, with accusations,
interrogations, and moving
arcund the board to two dice that
are rolled at the sgide of the
screen. — this looks nice, but
takes a bit of time as it has to be

£7.98

In Ollo II your problems are
doubled Not, only do you hawve to
blast aliens that swarm around
you { and shoot at yow) you have
to bormb installations

After a brief rest mindlesaly
zapping aliens in deep space the
action really hots up on what
looks like a starship or base
complete with flashing lights to
bomb, aliens to blast and avoid
and gun emplacements that
track your every maowve.

A ridiculously addictive game
at an even more ridiculous price.
Go buy it immediataly. T.H.

Leisure Genius

done for all six players, and if
you are playing it on your owr, it
can crag on whist the other five
players have their roll.

This game is best played with
other (live) players, as the
computer does not play a
particulary strong game. Put
other than that it is an atactive
package that will appeal to the
type of games player that is
trying to convince his family
that computers are useful, and T
can have that sacond disk drive,
can't I".

PLAWNET RATING
Originality [ 3
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Use of mathine L] ]
Value for money ase
STAR BATING O
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Title:
Computer:
Supplier:
Price:

fs] #

Falklands 82 18 a beginners
loevel wargame simulating the
British attempt to regain the
iglands after the Ardentinian
invasion some four years ago.
The Argentinian forces are con-
trolled by the computer whilst
you must decide how best to
deploy the British forces.

There are five difficulty levels
to select from, ranging from eagy
to masochistie. After choosing
Yyour level, you must then decide
which of your ships will support
the Task Force, and which will
provide naval gunfire support,
There are four potential landing
gites awvallable to you — Port
Stanley, Berkley Sound, Cow Bay
and Ban Carlos Bay. by careful
use of your special forces — the
8A8 and 8BS, you can
reconnoitre two of these sites in
order to learn more about the
digposition of the enemy forces
before you commit the bulk of
jyour units.

Onoe you have established
your beach-head you can start
moving your forces ashors, Each
unit has several values assigned

Spectrum
PSS
&£7.95

Title:
Computer:
Suppliexr:
Price:

i # £

Spectrum

Bugbyte
£2.95

Sodov the Sorceror has
erhployed young
apprentices by talking advantage

of a mediasval YOPs schame.
Whilst he is busy defending his
castle, they are down in the
courtyard stirring some potent
brew in a glant cauldron
Originally written by Tymac for
the 64 under the name Gandalf,
Bughbyte have oconverted the
game to the Spectrum, dropped
the price down to budget level
and changed the nams,
presumably because of copyright
problems from the Tolkien
estate.

The castle is herds of passing
green dragons, By firing magic
gpells at them, BSodov can
transmute them into gold pieces
each one stunningly depicted on
the screen as a white pixal
Casting spells costs power as
does collision with a red spider

/0

Falklands 82

to it An aggression factor
represents the firepower of a
unit. When it reaches zaro, the
unit csases to exist. The
defensive factor shows how wall
aunit can defend itself. this value
is modified by terrain — it 15
easier to defend a hill than open
countryside. These two factors
are used to determine the out-
come of any combat. The
movement allowance shows
how far a unit can travel each
turn This again is affected by
terrain. Finally, the range shows
how close you must be to an
enermny unti before you can attack

Bodov the Sorceror

or standing under an

cloud Power can be replenished
by going to the top of one of the
two towers and waiting.

As the dragons get past your
defences, so the door to the castle
opens. When it finally succumbs,
& dragon rushes in and steals
your apprentice. You can now
chase the dragon outside the
castle where you can lay mines
as you decide whether to rescue
your helper or collect gold pieces
instead.

That's all there is to this
game. I found the gameplay to
have no addictive qualities
whatsoever and even at budget
level, there are many better
games about, G.H.

FLAWET RATING

Originality L1 )
Graphics LI 1)
Use of machine [ ]
Value L 1]
STAR RATTNG 0
White Dwarf

it. ¥ou may also be able to
summon  airstrikes or nawval
gunfire to support your ground
attacks. Controlling your forces
is by single keystroke entry. For
eachunit in turn, you are given a
list of options available to it.

In order to win the game, you
must either dastroy all the
enemy forces or occupy (or be
the last to occupy) all ten
settlements and hold them for
one turmn. All this must be
achleved within a certain
number of turns (between 25
and 30 depending on the
difficulty level selscted).

Title:
Computer:
Supplier:
Price: £9.98

il 19 2

In this new arcade adventure
released under Alligata's new
Fino label your mission is to find
and pinch a sacred scroll from a
deadly island

This isn't going to be eagy as
there are bandits on the road and
the important areas are
patrolled by soldiers and guards.
If that isn't “enough you are
constantly tracked and chased
by mercenaries. Finally, you will
also hawve to got past the palace
guard and do battla with a High
Priest and a Warlock

Luckily there are also some
people on the island willing to
help you such as the Hermit,
fishermen, a condemned man
and even a witch. They will be
able to give weapons and
aquipmeant you will nesd but will
expect something in return.

The locations of the island are
displayed graphically in a strip
at the top of the screen. Below it
are icons that allow you to look
into locations, to the north,

Ark Pandora
C64
Rino
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Falklands 82 is a simple game
to play, but nevertheless one that
will keep you thinking for some
considerable time to come, If you
are looking for a gimple
introduction to the fascinating
world of wargames this game

would make an excellent
starting point.

PLANET RATING

Originality L § 5]
Graphics L] 1]
Ueea of machine .08
Value for money L] ])
STAR RATING

Red Giant :

south, east and west, pick up and
drop objects, select an object you
have to use (such as an axsor a
sharp disk), a trash can to end
the game or a tape/disk icon to
Bave it.

The package is completed by a
game editor that allows you to
alter the games graphics.

Ark Pandora includes some
interesting ideas but the game
mechanies and the ourious
mixture of arcade gytle zapping
and adventure puzzle solving is
definitely an acquired taste.

Some people will love this
game, others will hate it. Make
your mind up before you buy it.

T.H.

FLANET RATTNGS
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Title:
Computer:

Elektraglide

Supplier:
Price:

o
%

Elekraglide i5 an incredible

&7.98

game on the Atarli The
Commodore 64 version is
expanded and revised — and just
a8 good

The concept behind
Elekraglide is just to stay on the
road, no other cars, no closed
clrouit track, just you, a track,
lost of beligerent objects, tunmnels
and incredible graphics.

The game is vagusly racing
based, though whether you are
driving a car or not is debatable,
The road stretches out in front of
you in Pole Position style 3D and
mountains grace the horizon.

Scenery such as sign posts and
trees line the road, though you
stay on the road whatever
happens.

Fast indicental music
harmmers away in background to
get, you in the mood lengthensd
and improved from the Atarl
vergion. The general appearance
of the graphics i8 less than the
Atari wversion. This says more
about how good the Atari
wversion is rather than anything
alsae. The shading is just that bit
better on the Atari due to the
axtra 112 colours that you get on
that machhine. But the
Commodore wversion is still
pretty excellant in the graphics
front.

After the game starts and you
are greeted by the vector graphic
titles, you can select which
joystick enwvelope you want to
use, This affects the sensitivity of
your controller.

You can also select which of
three tracks you want to use
Eengland, USA, or Australia. I
think Bngland is easier than the
other two, but there is no
inideation of difficulty, and it
may only be my personal
preference (like I can get further
on that track!). Changing track
also changes the colour of the
seenery  and the
shrubbery that is along the side
of the road.

As you drive along you can
encounter rotating, triangular
prisms that you can drive
arcund, bouncing balls looking
like something out of The
Priscner’ that bounce up and
down as well as zig-zagging from
side to side and rushing towards
you!l A plane can also fly
overhead and drop plles of

Commodore 64
English Software

vertical bars that can impede
your progress unless you swing
around thern.

And, an extra from the Atari
wversion, you get the occasional
short tunnel in the track

Get to the end of a section
within the time limit and you go
onto the next, harder, section
F¥ou do this be entaring a longer,
twisty, tunnel tht connects up
the different sections.

The game could be summed up
by a comment to me from a very
puzzled FYour Commodore” (our
gister magazine) editor, who
was reading the instructions as I
was first playing the game — 'it's
got how to play the game, but
tells you nothing else . . . That
gays it all. No corny story or
scenario. Just a game to get
dowr and play — a real gamers
game,

PLANET RATINGS
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Value for money (1] ]
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Title:
Computer:
Supplier:
Price:

Slcyfox
Spectrum
Ariolasoft
£7.95

=)

] ]
1111

At last this superb air combat
game is awvallable for the
8

pectrum.

The original C84 game was
reviewed in Gamer back in
August last year and since then
Bpectrum owners have been
waiting for it. They won't be
disappointed.

Although the game is almost
totally in black and white (to
avoid any colour smudging)
there's enough action and
variety to keep most players
happy. ]

Your mission as the pilot of
Skyfox is to defend your home-
base from attacking aliens who
come at you in tanks, jet fighters
and of course motherships, The
motherships are the most
difficult to handle sinee not only
are they difficult to destroy they
also launch tanks toadd to your
problams.

To help you with this
onslaught your Skyfox fighter is
equipped with front firing lasers
and a limited supply of
heatseeking and guided missiles.

13 5
Be,

Tw

If you run low on fuel or nead
repairs to your ghields then you
can return to your base. If the
base is destroyed then you're
literally on your owIL

The screen display shows the
3D wiew through the cockpit
which dips and rolls as you fly
owver the landscape. Things get a
little jerky when there are about
gix planes in front of you but a
fow well timed laser bolts should
cure this,

Your Skyfox is also fitted with
an onboard computer to help you
plan your defence and an auto
pilot that will take your straight
to the action.

Add to that lot the choice of
five gkill levels and a choice of 15
different scenarios including
training rmisslons and different
gnenmy  attack formations
(including my favourite, the
aptly named ‘Alamo’) and you
have a good conversion of an
excellent game,

PLAWET RATINGS

Originality (11
Graphics L 11
Uee of machine [ 1 1]
Value for money Sees

STAR RATING

Bright Star
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Title:
Computer:

Supplier:
Price:

Ll Ml # 2

The Spectrum version of this
superb game was reviewed in
depth in last month's Gamer so
this review was intended to be
just notification that the CB4
version was now available.
However, there have been
considerable changes made to
the original Spectrum game
which are discussed in dstail
below. As youwill ses thay go far
bayond the usual graphic and
sound improvement normally
found in C64 versions,

Having sald that, the plot
remains the same in that the
war betweern the Blue Zolds (the
good guys) and the bad Red Zoids
is reaching its climax,
Unfortunately the entire Blue
Zoid war effort rests on you, a
sole human, who must single
handedly take on the snemy to
find the pieces that ones was the
great Zoidzilla Only then will
you be able to challenge the
might of the arch baddy,
Redhorn the Terrible.

Az in the 8pectrum version
you must destroy the city
networks and the Spinebacks,
Hellrunners, Blithers and
Serpent zoids that patrol them
but this time your efforts are
accompanied by some string
music written, of course, by Rob
Hubbard

The musie is just one of the
changes as the 064 has eight
different icons which inelude
sensors and the Info bank to
display information abeut zoids
and buildings in the area a Rail-
gumn, Missile launcher, Jamming
device and shields display.

Each of the above areas is
vulnerable to attack and so is
protected by a shield which ean
be rotated to keep the more
crucial systems protected

Selecting an icon results in a
window appearing on the scresn
and in some casges further icons
in that window. The whole game
ig joystick controlled and to get
out of a window you simply move
the cursor outisde ite boundary.

Firing a misgile is a little more
difficult in this version as first
you must arm it with as much
fuel as you think it will need then
you must steer it, by controlling
its elevation and heading, to the
tardat.

Firing the HRailgun also
requires a steady hand as you
must keep a moving target
within your sights that consist
of two rotating circles that are
almost guaranteed todistract
you

If you want to opt for the
subtle approach you can send
out a radio signal to jam the
signals from cities, zoids and
misslles. However, this is no
sagy task as you mmust first select
& oarrier wave, add to it a
variable wave then adjust the
frequency, amplitude and phase
of the variable wave until they
match. All while you're under
threat of an attack!

Finally you ean algo lay sur-
veillance mines that alert you
when an enemy approaches so
that you can detonate them at
the right time,

The regult is a game as good if
not even bettar than the original
and will even challenge playera

who have completed the
Spectrum version T.H.
FLAWET RATINGS

Originality aese
Graphics L it
Use of maching L L1
Value for money sess

STAR RATING -

Nowva,
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Time Tunnel
ce4
US Gold

Title:
Computer:

Supplier:
Price: £9.95

il =1 @ &

The gnome king is coming to
the end of his reign and is in
search of a worthy successor,
You have managed to catch his
aye so far and if you can succeed
in this taks, mmust have an
excellent chance of being
selected

An evil cyclops has stolen
sevenn pages of an ancient
gnomic sceripture and_scattered
themn throughout the ages of
time. If you can recover and
decipher them, you will release
some of your kindred who have
been trapped by tree spirita and
wouldn't otherwise have a
gnome to go to.

Starting off in the gnome
mansion, you scon find a time
machine and how to use it. There
are seven ages you can salect
from, each containing a page of
the script. The ages range from a
prehistoric stone age to a
futuristic black hole, calllng in
on ancient Greece and FPersia,
seventeenth and ninsteenth
century America and an

intergalacric spaceship. Each®

tirne zone has several locations
with objects soattered
throughout to help you on your
gquest. The locations  are
strangely arranged. In the house
for example you enter a room
from the side but can only leave
it via a door at the far end.

Bright Star

Your gnomes can only hold
one object at a time although he
CcAN use a storercom whenever
he wants he can store up to four
iterns, Most of the things that
you need can be found in the
appropriate time zone, but some
do not and you can make good
use of a time hole to whisk you
off to another period which
should be helpful to you
Control of your gnome is
entirely via the joystick what
happens when you press the
firebutton depends on where you
are and what you are trying to
do. First choice would be to
perform an action such asopena
door or pull alever ete. If you are
carying an object, you drop it and
if you are next to one, you pick it
up. Finally, if none of these
apply, you fire a lightening bolt.
The game's graphics are
avarage and some of the tunes
are somewhat out of place —
Low Sweet Charlot, a
negro spiritual, is used to denote
ancient Greece. The possibilities
for a game based on time travel
are enormous, but time tunnel
does not particularly do them
eradit. The gnomes at the bottom
of your garden may enjoy this

one, but that's about all. G.H.
PLANET RATINGS

Originality ase
Graphics i 11
Use of machine L 1]
Value L]
STAR RATING O
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Title:
Computer:
Supplier:
Originator:
Price:

Fi) ) sl # 2.

What can ;,Lou say about Elite?
If you havn't seen or played it
you will have read a review or a
feature on it. If this is the first
time that you have read about it,
then I must congratulate our
distributors on delivering your
copy to you in that little cave
deep in the Amazon jungle.

After the incredible build up
and exposure that the game has
received, I think it will suffice to
describe the differences between
the Amstrad and the original
BEC version.

The cbwvious difference is in the
sereen display — it's in colour.
The top part of the screen has a
colour depending on which star
gystemn that you are in, s0 the
sum in one colour, the (solid)

is another colour, and all
other objects are a third colour.
This is very good, and makes
fairly effective use of the extra
colours avallable over the
original BBC graphics screer,
whilst not overly complicating
the game at the expense of speed
and features that real full colour
would have done.

As briefly mentioned earlier
the planets are solid, so, instead
of being able to se through the
planet, in this case it is a solid
disc. This is a nice touch and just
adds that certain something.

The solid colour system is also
extended to the long area map,
where your range is shown by a
grey dise, centred around your
currant location, Explosions too,
are solid, in the same vein as the
Bpectrum game. In the
Commodore and BBC versions,
when a ship is shot at, it will
fragment and bits will remain on
the screen until they fizzle out.

Due to speed limitations on the
Spectrum, a red disc was drawn
over the eneny ship, to remove it
from the screer. This has been
used on the Amstrad, but-
extended slightly into a more
‘gxplosionish’ explosion with
slightly glowing edges which
looks a. 1ot more credible that the
Spectrum dodge.

Amstrad
Firebird

&11.95

Acornsoft (Concept), Torus (Conversion)

The graphics owes more to the
BEC (which has almost identical
graphics ability), than to the
B This means that they
are much smoother than the
spectrum, and only a bit slower
than the Commodore 64 version
But the important thing, the
smoothness of movemnent, ahs
been preserved. So there 15 none
of the jerkinsss of the Spectrumn
wversion.

Sound has been altered from

plays
through the game, though this
can be fturned off The
Commodore game could only do
this when the docking
computers were switched omn
One problemn arises when you
are targeting missiles, the music
is comparitively loud compared
to the ‘missile locked on' beep
and this can somsetimes be
missgad, though the music does
automatically cut out if too much
noise i8 happening.

Whether the extendsd bit of
the previous two versions have
bean preserved ( cloaking device,
energy boosters, extra missions)
is not known, these only usually
appear after a fow weeks play.

Overall this is as good as the
Commaodore or BBC wersions of
the game. Some other magazines
have called it ‘possibly the best
version yet' when the reviewing
the unfinished (and quite
different) early versions of the
game. You couldn't say that it is
the best because they are so
different, but it i5 certainly the
most, visually attrative, and is
certainly no worse than any
other version.

PLANET RATINGS

Originality RS
Graphics aANasy
Use of machine sEsey
Value for money sas
STAR RATING :
Nova




Title:
Computer:
Supplier:

BBC B

&7.95

Bnooker is one of thoss sporta
that has caught the public aya
over the past few years, and with
Bteve (That's why I'm so
interestin’) Davis getting caught,
up with all sorts of money
making spin offs since his rise to
fame, the ‘official’ Steve Davis
ﬁmker simulation really had to

Now, a very popular game for
the Amstrad, the BBC version is,
in fact a very good sirmulation.
You can pit your wits againat

Title:

CDS Software

Steve Davis Snooker

Steve (in reality the computer),
and, with a little practice, have a
£0 at beating him.

Not that this tagk is all that
easy mind, you have to align a
rod the white and the
target ball, select the right shot
(top spin, bottom spin, or left or
right skew ) knock the white into
the pocket, or even pot more
than one colour with one shot,
which is definitely not snooker.

All the standard rules apply,
with the exception of the
colours, as colours like brown
are impossible on the Beeb, and
green balls on a green table are
not easily seen, black is

represented as a white cirole and
the brown by a green and a red
dot, green is a white outline of

‘SBteve Davis Snooksr', really
lets itself down in that there are
no sound effects whatsoever,
which spoils the overall quality
of the games, this is something
that should be remedied as soon
as possible, espeically as the far
inferior Acornsoft version of
snooker (which goes potty on
the BBC+) is not a great deal
better, no satisfying ‘clack’ asthe
balls collide, not even a beap
when you have to nominate
colours!

All in all, ‘Steve Davis Snooker’
is & bif of & curates egg, certainly
the graphics are good, and it
offars a very good game, and even
Elves an accurate rendering of
balls rebounding all over the
place I would even say 1t is as

enjoyable as watching it on TV,
but-with no sound effects it is like
having no commentary on TV
with the sound turned off, TIntil
these limitations are sorted out,
I would approach Snooker with
caution as this spoils the overall
gamss playing. 8till, it does work
on the BBC Plus, which is more
than can be said for Acornsoft's
older offering.

FLANET RATING

Originality i 1)
Graphics ey
Usa of machine [ I 1]
Value for money [ 1 ] ]
STAR RATING g
White Dwarf

Show Jumping

Eecaans Star Guide

Computex: Spectrum
Bupplier: Alligata
Price: £7.95 Black Hole — This should be avoided at all costs
-] f,a anythhng tl;a.t ganskt.oo close to it
# O 0 OO0 O O O . r i simmeia.teysucsdmwths
-\ Eaé% nﬁ,hrf,.,a;t“_ﬂ,‘j‘ SI;E‘?;E ;’ﬁ;}g vacuum. A game given this
E ? [|? ? {P ? ? ? which Just happens to be named description is fotally void of any
after an Alligata game (&.g. Who interesting features,

Show Jumping has neverbeen  Dares Wins II, Ark Pandora and | White Dwarf This is a small dying star that is
one of my favourite sports so  soon), and has one chance to get now far from it's best. Any similar
why do I keep going back to this round & randomly selected games may lack lasting appeal. -
gama for one more go? After all  oourse, Any ties are settled by a | Bright Star — Like your sun, games given this
it's infuriating, Jump off against the clock. description will be bright and in-

The game can be played either The graphics are excellent as teresting and will support intelli-
OI yOour owm or in competition the horse bounds around the ent life.
with 7 others. course bricks out of | Red Giant — righter than a bright star such a

The solo game also doubles a5 walls and fences fiying and ame will have an outstanding
8 practise mode but is still there's a passable rendition of eaturs or game system.
cl i as you have to the BRBC showjurmping theme | Nova — If you see a game with a Nova
comnplete 8 different courses that before the game begins, rating you should immediately
get increasingly more difficult. This is definately the game to rush out and buy it. Novas are
This you have to do within the play instead of watching the bright and spectacular and can in-
100 second time limit and  Horse of the Year show. T.H. fluence neighbouring planets,
without scoring more than 20 Supernova — is the ultimate in stellar
faulta. FLANET RATINGS systems for this incredible explo-

Controlling the horse is sion of a star can effect entire
achieved, in theory, by joystick Originality (LI 1] galaxies. If a supernova game
or redefinable keyboard and ean Graphics sase uns on & computer that yvou don't
be moved in any of twelve dir-  Use of maghine [T TIT] have then buy the machine and
ections arcund the sorolling Value for money Se8N then buy the game!
course. A plan of the course is Nebula — o] Although at first nebulae look
displayed on the screen before STAR RATING B bright and interestin they are in
you start so you can work out the {:} = fact constructed totally from hot
order that the fences should be  Wova gasses. Beware of any game carry-

taken in it then you'rs on your
OWTL

g

in% this aymbol as
babl

you will pro-

¥ find it disappeinting.

Planet ratings

4 limits or was it written in

| three lines of Basic.

Value for money — Is it
daylight robbery or a steal®

Game symbols.

Lo = .
EFM = % Planet ratings are marks These symbols indicate
= s £| |outoffive for specific areas Which category the game
= B = E| |[of a game. These include Delongs in. It"is however
= ES = E| |Originality, graphics, use POSSible for a game 1o be in
= = E & |of machiné and value for MOre than one group in
=) = 3 = money. which lr.-.asﬁlmora than oﬁe
= = Originality — How 8ymbol will appear by the
= R{Mﬂ{ @ » original is the game? Is it s Teview.
completely new idea or is it
the 83rd version of Pac- Adventure ,B"
marn.
Action m
] Graphies — Do the ; —
Graphics amaze your Simulation ﬁ',ﬂ
' friends or send them to Strategy —
3 sleep.
i Sport
: Use of machine — does AT @
~{the game push the Wargame, E
machines hardware to the -

* o
Number of players
minimum/maximum

Joysticks
required/optional.
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FL FIY THE EAME

BLOCKBUSTERS
TOGETHER ON ONE

GIANT
COMPILATION
SPECTRUM £9.95

AMSTRAD £9.95
COMMODORE 64 £9.95

IT:‘:I

- e A S
ua !SG U

DISC£14.95 o
[COMMODORE and AMSTRAD) ., e
Stocked at Selected Branches of: - -~ -

WV H Smith, Boots, John Menzies e N MORE FOR LESS o

loolworth, Greens, Laskys and Rumbelows oy O CENTRAL STREET, MANCHESTER M2 5NS TELEPHONE: 061-832 6633 TELEX: 66997




e —

AMSTRAD
e |
Tank Busters ., ..
Slapshot (Disk) ..
Trafio: .o,
Ghostbusters .

World Cup ...
Technician Ted ,
Heathrow ATC, .
Thunderbirds .
I of the Mask .
Timebomb. .......

C16/+
Atlantis. .. ..,

Star Cross............
Flight Zero One Five ., .
World Series Baseball .
Mission Mars ... .
Cruncher.....
Suicide Run .,
Cuthbart in the T

ORIC

Probed . ..., triaras
Frigate Commander . , .

SPECTRUM

Knight Games 1 .
Pafi

e R e
Mindshadow . . ...
Turba Esprit . , .
Ark of Yesod ..
Ad Astra ...,
Sam Stoat .
Tiler .....

L b e PR G
Battle of the Planets ...
1 ey A R R
ATARI

Ghost Chaser. ., ...
Spider Invasion [Disk) ...
Bruce Lee (Cass/Disk) ,
MrDo..,

Hard Hat Mac
Spy's Demise ..,
Electroglide ......

Cea

Whao Dares Wins |1 ..
-Space Pilot Il ...._..
Computer Hits 10 . .,
Doomdarks Revenge

ombs of Doom ...
b L2

Starfighter .................

Dambusters ................

Seventh Cavairy ..._...............

Clumsy Coii.n Action Biker |
Koronis Rift (Disk) ...............

N W
Pinball Construction Set (Disk) ... £13.75
B s

Summer Games || f,'l:-rlls'k']' R

Koronls ARt ................
Alligata Chartbuster. . ._,..,.

T e

SOFTWARE

S+ 8
.95

i RAGNE

BOONIE . ... e is s
Friday The 13th , .

MULE. .. EIDED
DRAGOMN

Ket Trilogy .... o EBL2S
Manle Miner .. EB.TS
S WY, .. EB.T5
Ghost Town/Golden Voyage ...... £6.95
vic 20

MAR e .. E4.50
King TWT. _, .E1.80
Caosmonaut . ..£4,95
M PAC. ..., RS0
aL

SO Chess.............0000s £16.95
Cartridge Doctor . . £12.95
) S B e £12.95
Lands of Havoc . E17.50
Matchpaint .., .. s £E12.85
Meteor SO . ........oc....... £10.95
BBC

747 Flight Simulator .............. . €778
dump Jet ............. ..E8.50
Football Manager . ...ELTH
Fat Man Sam ... ..£3.75
Music System ............ - E1.75
French Mistress A/8 sach ... ... ., £8.25
Scrabble ............. £11.50
Gisbourne's Castle . .. £6.95
(£ 130 T R it s

Manic Miner ...

Star of the Void .,

Neuzone .,......
Cryptamanin................

M5X

Decathlon ..,
Driller Tanks ........

Dungeon Adventure. ., , .
Brian Jacks Superstar . _
Diary of A. Mole ... ...,
Battle For Midway
Lazy Jones ..............
Eddie Kidd's Challenga .
L] s e 5
Warm In Paradise..................
ELECTRON

Cryptamania. .
TarzenBoy ...........
Bobby Chariton Soccer
Hunchback .......,....

THOUSAMNDS MORE TITLES FOR
Atari 2600, Mematech, Enterprise, T199/4A
Intellvision, Colleco available.

BOOKS

Guide To Hobbit...................E3.05
Entarprise Super Programmer X

C64 Pascal Book ..........,..

¥ic 20 Exposed ..................
+ Many Others Available

Black Knight
Tompuiars

JOYSTICKS 8 PIN

The Stiek. _ ..., o
Slik Stick .,
Starfighter , .
Wico Bat ..
Wico Boss ., ...........
Wico Super Threeway . .
Konix Speadstick ... ..

Cheetah 125 £7.95
Mach1......... £7.95
MACHINES

Spectrum 128.. .. ... ......... . £169.05
Commodore 1280 .. ... £475.00

Commadore 1280 + Greéhh

Monitor ........... .. £540.00
Commodare 128 ., . £228.00
Wren 200K ....... £569.95
Wren 400K ............. £689.95
Cié

MCT 64K Ramboard .............
G164 Joystick Adaptor
16K RAM Pack ....._...,
ENTERPRISE
EPBO+ Printer,........

Colour Monitor TV ., . £225.95
Exdos Disk Contraller .. £95.95
Enterprise Mouse ... ..., . £48.95
Enterprise Speakaasy | £33.95
Enterprise Joystick .. ... 1

ceheanns £11.9%

Flus Cables and over B0 Software Titles
Available
SPECTRUM
Kempston Joystick I/ ..., .,
Kernpston Tri-State I/F . ... ..
Kempston Centronics 'E |/F ,
Kempsten Dise Interface . . .
Konix Liberator ..., ..
Currah Micro Speech B’ |
Currah Microslot,,................
DK Tronics 56 Way Extension

Ribbon Connector ., ... ...
Cheetah Joystick I/

{With Throuch Connector) .. .., £11.85

Cheetah Joystick I/F ..., R B
Cheetah Mega-Sound |, .. El050
Cheetah “Sweat Talker™ .- £23.55
Cheetah Specdrum ....,,........ £26.85

Chestah Specdrum Latin Kit/Editor E3T7S
DK Tronics Programmable
Joystick I/F.................... £21.50
DK Tromics Dual Port I/F | .. E12.50
DK Tronics Single Port I/F ..., ... £8.95
DK Tronics Rom Cartridge I/F ... .. 895
DK Tronics Cantronics Printer I/F £38.85
DK Tronkes 3 Channel Sound
Synthesiser ,..............
DK Tronics Extender Board . . .
DK Tronics Speech Synthesiser
DK Tronics Double Ended
Cnnnedcr.......................n..'no
DK Tronics Audio Beep Amplifier. £14.25
DK Tronics TV Sound Amplifier ... £8.50
RAM Standard Joystick VF ... .. ... EB.50

.. £22.98

HARDWARE

RAM Interstate Pro ..............
RAM Interstate 31... ...
RAM Upgrade 48K Kit. , 5
RAM Bus Extender.................
COMMODORE/CB4

RAM Centronics I/F..............
RAM Centronics Cabia . ..
RAM CB4/1541 Express .,
RAM CB84/128 Viesprint .
Cheetah Interpod . _, ..., e
Cheetah “Sweet Talker” ,........
BBC

Cheetah "Sweet Talker” ... . _. ..
DK Tronies Printer Cable. ., .
RAM Interface (+ Frae Tape) . =
Opus Challenger. ....,..........

AMSTRAD 6128

DK Tronics 256K Memary
Expansion ..................... ES7.85
DK Tronics 256K Silicon Disc .. .. £497.95

DK Tronics Speech Synthesiser

{plad et £38.95
DK Tronics Light Pen (Ram) ..., £26.85
ViC 20

RAM Switchable 16K RAM Pack . £28.95
RAM Switchable 32K RAM Pack . . £42.95
Stack RSZI2VF ... ............ £29.85
Stack 4 Siot Mother Board ... ... £25.05
Stack Vickit Cartridges

(Extra Commands) ......., From £14.95

ORIC

DK Tronics Printer Cable. . ..., ., £11.95
AMSTRAD 464/664

DK Tronics Light Pen {Cass) ... .. £18.95
K Traonics Light Pen {Rom) ..... £26.95

DK Tronics 64K Memory Expansion€4T.g5
DK Tronics 2566 Memory
EXpansion ...............
DK Tronics 256K Silieon Dis s
DK Tronics Printer Gable_.,,.....

ELECTRON

RAM Commander 3 ,F.,,........ £13.85
aL

Kempston Disc I/F ............... £95.95
Kempston Centronics |/F .,..... .. £3I8.85
Opus QL Disc Systems_ ., . From £234.85
ZXa1

DK Tronics Keyboard .. ... ... cow. E34.50

venes o BRDS
£9.50

DK Tronics Legends ..., ..
DK Tronics 46 Way Extension
Conmectar. . ...........c..000.l.

PROFESSIONAL SOFTWARE FOR

THE AMSTRAD 6128/8256

Popular Accaunts . ., ... ... £95.95
Popular Payroll |, ... £65.95

Popular Comba , | -. £138.85
Popular Plus. ... . .. £138.85
Sage Database ,,................ £85,95

* ALL PRICES INCLUDE POSTAGE, PACKING AND VAT

FOR THE UK
SEND CHEQUE/PO + LIST OF REQUIREMENTS TO-

BLACK KNIGHT COMPUTERS LIMITED
PO Box 132, Chislehurst, Kent BR7 6LJ
Phone 01-467 7451 (Answer Phone Service out of Hours)

* REMEMBER EVERY ORDER YOU PLACE WITH US FOR OVER £6 GETS YOU AN ENTRY TO OUR SUMMER COMPETITION *




Jane Naylor presents her
selection of this month’s

games books.

‘ Title:

Writing Adventure Games on the
Amstrad CPC 464/864
Authors: Mike Lewlis and 8imon Price
Price: £6.95
Publisher: Melbourne House

There can't be many people left
in the universe with an Amstrad
who don't have at least one book
on how to write adventure
games on it. But if there are any
of you out there, or for anyone
getting bored with their usual
souree of ideas, this book is well
worth taking a look at.

It 18 a wide-ranging look at the
subject which includes a general
look at the current commercial
scene as well ag host of hints and
practical advice on writing your
OWTL £ames,

The book is divided into four
gections; adventure games in
general, the Adventure Eernal,
implementing the Kernal on the
Amstrad and an example
scenarin. The general section
begins with a look at the history
of adventure games (such as
text, graphics, arcade and
adventure, It then goes on to
discuss the principles of
plotting, the structural elements
and how to save epace and make
the most of your memory.

Section. Two is devoted to a
gpacial idea of the authors, the
Adventure Kernal System. They
claim that this a data-driven
adventure  games  structure
which enables you to change the
adventurs scenario data without
needing any knowledge of
programming and without
having to modify the main
driving routines, They have
partioularly aveided specific

coding where each action or
event it tied to a specific piece of
code. Instead they have worked
on the basis of a number of
modules with all the data stored
as a series of DATA statements
that can be changed to suit the
writer's scenarios.

Section Three develops the
idea more fully with particular
reference to the Amstrad
machines and illustrates some
valusble programming tech-
niquea and data structures,

The final part provides the
listing and instructions for a
working sample adventure
program that you will be able to
key in and play immediately. It is
galled ‘Witch Hunt' and, ao-
companied hy some amusing
illustrations and some good,
clear explanations, it places you
in medieval England trying to
find out the identitiy of the local
witch...

The book finishes with auseful
Chexsum which is a way of
helping you to check that you
hawve in the listing
accurataly. Melbournse House
usually feature these with their
listings books and they certainly
are a weloome aid for the finger-
gore keyboarder.

Overall, for £6.95 this book
containg a lot and is pretty good
valug for money. If you are
locking for something to help
you get more from your Amstrad
themn this might be just the ticket.
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Title:

Author: AT,
Price: £6.95
Publisher: Collins

A welcoms change from how
to write games for the Amstrad,
this time it’s the turn of the BBC
Miero. This is a hefty tome, 234
pages in all, by an author who
manages to kessp up his
enthusiasm right to the last
page.

It 18 aimed at people who have
already got a certain knowledge
of BASIC and who want to
get on to more ambitious
programming, writing their
OWD games.

Along the lines which are no
doubt now becoming familiar to
readers of these pages, the
author takes you through all the
stages of designing and writing a
good adventure game on your
micro.

He starts off breaking down
the average game into its
essantial cOmponents of
communication, commands,
room descriptions, a plot and the
problems. This might seem
rather obvious, but it's
important to spend time looking
at 'the basics before plunging
straight in with the coding.

The book discusses the
importance of developing a good

S8imple Words and Word Games for the
Commodore 84

Author: Jonathon Inglis
Price: £1.98
Publisher: Granada

plot and how to sketch out a
skeleton which will be the basis
of your game, before going on to
how to build it up in modules.
Chapter 4 examines how to
develop a cast of characters
while the next chapter shows
how to map out the ‘rooms’ or
other locations pose, eg. AND,
CHR#, DATA eto.

Other subjects covered are the
lagrout of rooms, placing ohjects,
the input and interpretation of
instructions, strusturing, sound
and graphics, and so on. Each

the
points disoussed and providing
useful routines for you to use
within your own programs,
There are also a few line
to illustrate things
guch as flow plotting.
Finally, a complete program is
provided at the back for you to
start off with. It is not given with
a great deal of detafl, but, as the
author says, you should know
enough by then not to need your
hand holding too much.
I like the tone of this boaolk;
there is plenty to get your testh
g;oandat&ﬁ.gﬁ It's not as bad

Well, you win a few and you
lose afew. Ithink this bock is
one of the cheapest, tackiest
and most amateurish books on
computing that I have ever seen.

Afull quarter of 1t is devoted to
such subjects as how to key in
programs (remembar to press
the RETUREN key at the end of
every lina),
paragraphs on the Shift Lock
Key, the Commodore Key and
other such trivia.  This
information is available in the
first few pages of the Comrnodore
user manual and I can see no
justification for repeating it
hera. .

The so-called ‘programs’ are
an fact very short routines, in
one case only 3 lines long. They
do amazingly intricate things
like display ‘Commodore is
fantastic’ on the screen, or allow
You to key in your name so that

vl § ]
A

the computer can say hello. The
longest ‘game’ is 43 lines and is
an elementary wordsearch puz-
zle.

The text has not been typeset,
but as an economy measure it
has simply been photographed
from Commodore dot matrix
printout. The result is patchy,
faint in places and generally not
at all easy to read. Even within
the 84 pages there is a fair bit of
padding with illustrations and
screen shots, so overall you get
var;,r]ituefbryourmnq,r.

I'm afraid I can't really think
of much that's positive to say
about this book. Although it is
clearly aimed at beginners it is
much more elementary than it
need be, it 18 a misnomer to call
10-line routines ‘games’ and I
feel that anyone who even shalls
out £1.95 for it is likely to be
very disappointed.

bOOKS
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Ever wanted fame and fortune in one of Britain's
leading computer magazines?

Do you think that anything that you have
programmed is up to our standards?

We are locking for programs to publish for the
following machines: Commodore 84, VIC, C18, Plus/4,
Spectrum, Oric/Atmos, Atari 400, 800XL, 800, BOOXL,
6BXE, BBC, Electron, Amstrad and TI-98/4A (BASIC or
Extended).

All programg should be recorded on tape as many
times as possible and at the most reliable baud rate
(where applicable). No printed listing is necessary as we
can do our own except in the case of the TI-99/4A where
a listing produced on a computer printer is absolutely
neceggary. No handwritten or typed listings are
acceptable.

Any tape must be clearly marked with the program
name your name, the machine it is intended for, and
your address.

Documentation should run to our normal style with
a description and introduction to playing the game and
how the game works.

Documentation should be typed on one side of blank
A4 paper with double spacing between lines and a wide
margin.

We pay well for all listings published.

If you want to send us your program then fill in the [ {
form. And send us the tape, documentation, coupon, :!“F.\‘.E:ff
and an SAE if you want it returned, to the following N

address: _n'"!_fjil
et
Computer Gamer Program Submissions "-‘{1‘:‘

1 Golden Square, London W1R 3AB [/

1]
And write the name of your computer on the back of 'Li
your package.

S R s S e R S R e R

Telephone: . ..

Computer type:

P T et L e e g S D o
Program namse:

Additional details:. . . .
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THE SHOWJUMPING SIMULATION GAME THAT'S A CLEAR \WINNER
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Horsemanship.... Computermanship...It's got the lot. \

The stadium stills, the crowds wait, quietened as the
tension builds to breaking point — only 15 seconds
left on the clock. Rider releases horse in a flurry of
movement. Has he set the right angle? Are they
approaching too fast? Out over the first, pops the
second and eases over the third. A superb treble!
A magnificent finale to a nail biting competition.
Never before has the instinctive refationship between man
and horse, the skill and tension of competitive riding been
so well represented on computer. An outstanding test of
skill, an interesting setting for individual challenge or
multi-player competition.

Alligata Software Ltd. =
1 Orange Street, Sheffield S1 4DW hr
Telephong: (0742) 755796 —S  mm T
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ANSTRAD

THIZE DEADL? MISS

A graphical adventure for Amstrad (:::rmxlgtttl!lns

by 8.W. Lucas

In aland far far away there lives
an evil Magician who has cast
his spell over the land of Ra. The
armies of Gorlath have fallan
under his command and are
threataning to invade the land
His train has been loaded with
ammunition and is waiting for
midnight to strike. I have been
sent on a deadly mission to des-
troy the train and kill the
magician. Will you help me in my
quest?

You must do this by typing in
one or two word instructions
such as ‘get rope’, ‘go north' eta.

10 REM ## THE DEADLY MISSION #%

20 REM +# A GRAPHICS ADVENTURE BAME FOR

ANSTRAD COMPUTERS w4

30 REM w+ EXCEPT THE 8256 #¢

40 REM #% 5.N. LUCAS #&

50 aa#="0.K.":ab$="1'm sorry [ can't go

that way!"

60 gi=301:MODE 1:CALL &BLO2:PAPER 0:CLS:
PEN 1:

70 LOCATE %,2:PEN J:PRINT"THE DEADLY NIS
SION":PEN 1:PRINT:PRINT"In a land far am
ay there lives an evil Wizard, who has

ierrorised the villagersof Ra with his s
oreery.”

BO PRINT®With his cruel magic, he has su
bjected the arwies of Borlath to his cr
uel will and they are now under his comm
and, *

50 PRINT"At this moment his train is ful
I of magical amsunition waiting in a
siding &t Kirlov and my mission is to
destroy the train, together with the wi

tard "

100 PRINT*before he does any more hara.®

110 PRINT:PRINT:PEN J:FRINT'Please help

ae in my task,"

120 a#=CHR$(13):RESTORE 130:FOR %=128 TO
137:READ b:bs=bs+a$sKEY x,bS:1NEXT

130 DATA search,pray,go south,help,qo we
st,inventary,qo east,score,qo north,mait
140 DIN sX(72,3),08172),v$1(5) ,0%(30) b
30) ,a1130) ,n$ (303 ,n2(30)

150 RESTORE 190

160 FOR x=1 T0 72:READ q¥(x)

170 FOR y=0 70 3:READ sX(x,y)

180 NEXT y,x

COMPUTER GAMER APRIL 1986

190 DATA in a well stocked village shop,

10,0,0,0,in the village pub. A wide pass

age leadseast to the bar.,0,0,3,0

200 DATA standing at the bar.,0,0,0,2,in
@ gquiet street to the north of the wvi

1lage square.,0,10,5,0

210 DATA in a small quadrangle, A seall

crowd of people are standing outside the
village shop.,0,0,0,4,in an alleyway at
the north of the main street.,ﬂ,kij?,ﬂ

220 DATA standing outside ‘The Farmer's

Ares',,0,0,8,5,0n the banks of a shallow
river. A tall mountain range stands to

the north.,0,14,0,7

230 DATA on a narrow fuutpath at the sid

e of a shallow river.,0,15,0,0,at the

end of a wide shopping mall. 4,0,11,0
240 DATA in a shopping mall. A flight of
stairs lead down,,0,0,12,10,in the mai

n street.,4,0,0,11

230 DATA by a large bandstand. ,0,0,14,0,
in a saall park.B,2!,0,13

260 DATA in a dense wood.,9,22,16,0,in a
small thicket.,0,0,0,15

270 DATA skating on a crowded village po
nd. 17,17,17,17,at the side of a $rozen
village pond. R man stands at the side u
ith a notice  which reads 'Skates for
hire'.,0,0,19,0

280 DATA in a small church yard.,0,0,20,
18,outside a locked church.,0,0,0,19

290 DATA standing next tp the park gates
shich are locked at the soment. 14,0,
0,0,in & clearing in the woods, There is
a large pak tree here,,15,0,0,0

300 DATA in the branches of an old cak t

~
i

ree.,0,0,0,0,at the southern edge of the
frozen village pond.,0,0,25,0

J10 DATA in a tield of golden corn. A bu
tlding stands in the distance.,0,32,26
+24,in a small field of grazing cows.,0,
33,27,25

320 DATA at the edge of a field. A stile
leads out into a fars yard.,0,0,0,26,
in a farayard. A stile leads west into

a tield of cows.,0,9,29,0

330 DATA outside a dilapidated farmhouse
« It's raining at the moeent.,0,35,0,2
B,in a small room. An old man sits aslee
p in a chair by the fire.,0,0,0,0

J40 DATA by the farm gate.,0,0,32,0,in a
freshly planted field.,25,0,0,31

350 DATA in an overgrown field next to a
disused railway line, A large hill lies
to the west,,26,0,34,0,by a narrow tunn
el ieading into a stone wall.,0,0,0,33

340 DATA by an enorsous coapost heap. 29
,0,36,0,standing in the farayard next to
a seallrusty car,,0,0,0,35

370 DATA on a cliff top overlooking a st

oray sea.,31,44,38,0,0n a cliff top. A b
arbed wire fence prevents further pr

ogress east.,0,0,0,37

380 DATA standing at the side of the 'Sp
jnning  Waltzer' ride.,0,46,40,0,at the
entrance to a large funfair, & narrow
tunnel leads north into a stone wall.

0,0,41,39

190 DATA outside a small factory,,0,0,42
+A0,in a builder's yard which is full of

bathrooe fiteents,,0,0,0,41

N 4
O
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440 DATA inside the big top. A large cag
g of lions stands in the centre.,0,0
,0,0,outside a big top. 43,0,0,0
450 DATA on a narrow footpath leading be
tween  tall trees.,46,0,0,0,in 3 waiti
ng roos. A fire burns in the grate., 0.6
0,0,0
450 DATA on a footbridge over a narrow g
auge railway. ,49,0,34,0,in a small b
poking office. The counter is closed bu
t a ticket machine stands inthe corner.,
0,0,0,33
470 DATA in a large cage of lions.,0,0,0
0yin a ssall square. A busker plays his
violin to the west.,533,65,39,0
480 DATA in a narrow alleyway full of du
sthins.,0,0,0,58,at the end of a railway
platfora. An oldcarriage stands here,5d
,0,81,0
490 DATA on a wide platfore.,0,88,42,80,
at the end of a wide platfors.,0,0,0,4!
500 DATA in & bus station., There's not a
bus in sight.,0,0,64,0,in a covered pa
scageway. ,0,0,63,63
510 DATA in a covered arcade.,58,70,0,564
,at the end of an old railway carriage.,
0,0,47,0
520 DATA in a disused railway carriage.,
0,0,0,48,in a railway siding.,51,72,69,0
530 DATA inside a large engine shed,,0,0
y0,68,0utside the public library which i
H closed at the soment.,83,0,71,0
540 DATA in a small courtyard at the bac
k of the library.,0,0,0,70,s5tanding unde

N z1=1 ELSE IF z#="n" THEN zX=0 ELSE 620
b40 pi=disl=0

630 WHILE s3<10

E60 IF z%=1 THEN 6OSUB 2300

470 MODE t:CALL LBCO2:PAPER 0:CLS

BBO 1F pXd27 AND aXtS))l THEN )¥="1 trip
over the skates and break my neck“:GOSU
B 1590

890 1F pY=57 AND aXil0i=0 THEN j$="The I
ions attack se and I die a painful death
" 605UB 1390

700 gi=gi-1:PEN J:1PRINT"I have just "jql
i*pinutes to complete ay aission, "sPRINT
710 IF g1 THEN j$="The Emperor's train
has moved off and } have failed in oy @
ission. "1G0SUB 1590

720 PEN 1:PRINT j$:PRINT:PRINT"I am :-":

PEN 2:PRINT o#tphi:PEN |

730 PRINT:a$="":1F slipl,0)30 THEN as*N

orth*

740 IF sXipk, 1) >0 AND LEN(a$)>( THEN a$s
a$+" South" ELSE TF sX(p%,1))0 THEN a$=*

South"

750 IF si(p%,2) >0 AND LEN{a$) >0 THEN a$=
a$+" East® ELSE IF s1(pX,2)50 THEN as$='E

ast”

760 IF sk(pk, 3030 AND LEN(a$) >0 THEM a8=

a§+* Mest® ELSE IF sk{p%,3)20 THEN a#="N

est”

770 IF pi=1 OR pi=30 OR p¥=57 OR pl=Sl 7

HEM a$="Dut" ELSE IF pi=47 OR pi=48 OR p

432 THEN as=a$+",Out”

780 IF p%=5 OR pX=7 OR p¥%=29 OR pX=41 OR
pis52 OR pi=40 OR pH=51 THEN a$=as+",In

Tz DIZADI(

—_—MISSICH

-

400 DATA in a saall carpark at the edge
of town, A terrible traffic jam prevents
g driving south.,0,50,0,0,in a sa
all graveyard on the clifftops. Amild do
g prevents further progress.,37,0,0,0
410 DATA outside a group of caravans.,0,
52,46,0,by a stall covered with playing
ards. Aman offers 3 darts for fifty pen
ce.,39,53,0,45
420 DATA in a small office. A calendar d
ated 1982hangs on the wall.,0,0,48,0,in
a small factory. The men are busy on soa
e strange sachines.,0,0,0,47
430 DATA on the pavement at the side of
a tratticjam.,0,0,50,0,at the side of a
busy road.,43,0,0,4%

QO /
(0 o

rneath a signal box. ,&6,0,0,0

550 RESTORE 370:FOR x=! 70 20

540 READ g#ix},b%fx) nd{xdinkix)=x:NERT
1 R E
570 DATA an armed guard.,53,quard,a set
of car“keys,2,keys,a foreign agent,49,ag
ent,a coin,4,coin

580 DATA a pair of skates,!,skates,the s
hop assistant)l,assistant,the barasan,3,b
arman,a revolver,72,revolver

590 DATA the signalean,72,signalmsan,a wh
ip,71,whip,a stick uixggzalite,ST,dynali
te,a detonator,b8,detonator

BOO DATH & fuse,47,fuse,a Five pound not
g,23,note,the emperor’s train,bl,train
b10 DATA a golden bullet,44,bullet,a sha
rp knife,28,knife,a steel bar,bb,bar,a b
ox of matches,J,matches,a cosputer termi
nal ,47,cosputer

620 LOCATE 3,20:PEN 1:PRINT"De you want
pictures {Y/N} *;

630 INPUT z8:24=LOWERS (28):1F 28s"y" THE

' ELSE IF p7=51 THEN a$="I1n"

790 IF pi=18 DR pi=b2 THEN a$=a#+",Up" E

LSE IF pX=1i OR p3=5& THEN a$=a$+",Down"
BO® IF pi=23 THEN a$="nowhere obvious"
BLO PRINT"I can go ¢-":PEN 2:PRINT a$:PE

N L:PRINT

820 e=0;FOR t=1 TO 20

B30 p=0:1F bi(t)=p% AND e=0 THEN e=1:PEN
L1PRINT"T can see :-"

840 PEM 2:IF bX(t)=pX THEN PRINT g#(t)

850 WEXT t:PEN 1:INPUT"What should 1 do

now "32$:2$=LOMERS (28):b¥=LEFTH(28,2)

=LEFT§ (2%, 30 d$=LEFTS (24, )

B&0 k=0ij$=""

B70 PRINT CHR$(7}:IF (b$="n" OR d§="go n

*) AND sX(pX,00)L THEN j¥=aztipl=siipi,0

Yrk=] ELSE IF (b%="n" OR d$="go n"} THEN
jE=ab¥ik=1

BBO IF- (bd="s" OR d$="go ") AND siipl,!
}31 THEN j$=aat:pi=slipl,l):k=} ELSE IF
{b$="s" OR d¥="go s") THEN j$=ab%:k=1

890 IF {(b$="e" DR d¥="go e"} AND skipl,l
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620

rip
asu

ith

Jn

:PEN

bl
do
hick

30 N
pk, 0
THEN

Pty 1
IF

pl,2

)31 THEN j$=aas:plest(pl,2):k=1 ELSE IF
{b$="e" OR d$="go &") THEN j¥=absik=!
900 IF (b$="w" OR d$="go w*) AND sLipX,3

)31 THEN j$=aa$:pl=siipX,3):k=1 ELSE IF
(b$="n" OR d$="go w") THEN j$=ab$:k=1
710 IF c#="in" OR d$="go i" THEN BOSUB |
140: k=1 ELSE IF c#="out® OR d$="go o" TH
EN k=1:B608UB 1170
920 IF c#="up" OR d$="go u" THEN k=1:GOS
UB 1210 ELSE IF c¥="dow" OR d¥="go d" TH
EN k=1:605UB 1220 ELSE IF c$="sea® THEN
3$="1 can’t find anything here!"tk=|
930 IF c$="cli" THEN k=1:GDSUB 1230 ELSE
IF c§="jum" THEN k=1:B0SUB 1240 ELSE If
c$="pad" OR c$="wad" THEN k=1:B0SUB 125
0 ELSE IF cd="swi" THEN BOSUB 1260:k=1
540 IF c$="ope" THEN k=1:BOSUE 1270 ELSE
IF c4="sma® THEN k=1:G60SUB 1280 ELSE IF
$="cra” THEN GOSUB 1300:k=i
950 IF c#="eat" THEM k=1:j$="eat what?®
ELSE IF d$="driv" OR d#="go c" THEN k=l:
BOSUB 1310 ELSE IF c#="kil" THEN j$="How
do you want to kill ?*1k=!
950 IF c4="get" OR c¥="tak" THEN k=1:508
UB 1350 ELSE IF c$="dro" OR c$="lea" THE
N k=1:GOSUB 1470 ELSE IF c¥="inv"* THEN &
=1:B0SUB 1520
970 IF c$="buy" THEN GOSUB 1620 ELSE IF
c¥="wea" THEN GOSUB 1&70 ELSE IF c$="rea
" THEN GOSUB 1710 ELSE IF c$="ska" THEN
k=1:805UB 1720
980 IF c#="exa" THEN k=1:GOSUB 1740 ELSE
IF c$="sta* THEN BOSUB 1800 ELSE IF c$=
“sho" THEN k=1:B0SUB 1830 ELSE If cé="1i
9" THEN k=!:B05UB 1880
330 IF c#="ins" OR c#="set" DR c$="fas’
THEN GOSUB 1910:k=1 ELSE IF c$="sco" THE
N j#="You really aust take this sore ser
1ouslyyou know!"sk=1
1000 1F c#="saw" THEN k=1:B05UB 1960 ELS
E IF c$="1oa" THEN k=1:505SUB 2080 ELSE |
F c$="fix" OR d$="atta" THEN K=|:GOSUB 2
200
1010 IF c#="put® OR c$="pla" THEN GOSUB
2260 ELSE IF c$="unl® THEN j$="1 can't!"
tk=1 ELSE IF c#="hel" THEN k=1:GOGUB 744
0
1020 IF c¥="loo" THEN j$=aa$izi=l:ks! EL
SE IF c¥="wor™ THEN 2¥%=0:k=]
1030 IF k=0 AND LEN(z$) >0 THEN j$="I'm s
orry 1 don't seem to understand you"
1040 MEND
1050 CLS:PEN 1:LOCATE 7,2:PRINT'C o n g
ratulations":PEN2
1040 PEN 3:LOCATE 1,5:PRINT"You light th
e fuse and retire to a safe distance. Th
ere is a loud explosion and through the
seoke you can just see the'
1070 PRINT"Resains of the train.,”
1080 LOCATE 1,15:PEN 2:PRINT"You have ma
naged to destroy the Wizard and have so
lved this adventure."
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1090 LOCATE 3,25:PRINT*Press the <Bpace
Bar} to play again.”
1100 ag=""
LU0 WHILE a$<)" ":a$=INKEYS
1120 WEND
1130 RUN
1140 IF pl=5 THEN p%=1:RETURN ELSE IF pi
=7 THEN p%=2:RETURN ELSE IF p¥=29 THEN p
1=30:RETURN
1150 IF pX=41 THEN pi=4B:RETURN ELSE IF
pi=51 THEN pi=57:RETURN ELSE IF p¥=52 TH
EN pX=51:RETURN
1160 IF pX=b0 THEN pX=6T:1RETURN ELSE j$=
ab¥1RETURN
70 IF pl=i AND a%{(5)=1 AND ali(6)=0 THE
K j$="A store detective arrests ae for t
heft as 1 leave the store.*:GOSUB 1590
1180 IF pt=t THEN pi=S:RETURN ELSE IF pl
=) THEN p1=T:RETURN ELSE IF pX=30 THEN p
12291 RETURN
1190 IF pX=48 THEN pX=41:RETURN ELSE IF
p%=57 THEN pA=S1:RETURN ELSE IF p¥=5! Tk
EH ph=32: RETURN

1200 IF pl =57 THEN pX=b0:RETURN ELSE j$=

ihs. RETUH
1210 IF p! L8 THENM pi=11:RETURN ELSE IF

phet? THEN pX=5&:RETURN ELSE i$=ab$:RETU

RN

1220 IF pi=11 THEN p¥=18sRETURN ELSE IF
pi=5& THEN pX=b2tRETURN ELSE j$=abs:RETU
RN

1230 IF p¥=22 THEN p%=23:RETURN ELSE IF

pk=27 THEN pX=28:RETURN ELSE IF pi=28 TH

EN pl=27:RETURN ELSE j$="Not here!®:RETU

RN

1240 IF p1=23 THEN p1=22: j$="Phew... just
sade it!'":RETURN ELSE j$="Don't he absu

rd!"+RETURN

1250 IF pl=B THEN pX=9:RETURN ELSE IF pX
=9 THEN pX=BiRETURN ELSE j$='Not here'":

RETURN

1260 IF pX=8 OR pX=9 THEN j$="The water’
% not deep enough!*:RETURK ELSE j$="not

here!":RETURN

1270 IF pX(>3! THEN j$="I can't do that
just yet!":RETURN ELSE IF aaz0 THEN j$=*

The gate's locked!"t1RETURN ELSE j$="It's
already open'®:RETURN

1280 IF pX<)31 THEN j$="not here!*:RETUR

N ELSE IF aX(18)=0 THEN j$="What with?":

RETURN ELSE IF aa}) THEN i$="It's alread

y open'*1RETURN

1290 aa=1:sX(31,11=37: j$="The gate swing
§ open as you smash the lock with the

bar. *:RETURN

1300 IF pX=34 THEN pi=40:RETURN ELSE IF
pX=40 THEN pX=34:RETURN ELSE j$="Don't b

e silly!"tRETURN

1310 IF pX=34 OR pX=43 THEN BOTD 1320 EL
SE j$="Don’t be absurd'"tRETURN

1320 IF a%(2)=0 THEN j$="The car won't s
tart without a key!":RETURN

1330 J$="1 drive the car for the short d

ANSTRAD

istance along the road.*:IF pi=34 THEN
pl=43 ELSE pi=34

1340 RETURN

1350 GOSUB 1430:1F 11=0 THEN PRINT"I don
‘t see *;1$:RETURN

1360 e2=0:FOR x=1 O 20:IF bX{x)=pl AND
n¥ir)sx THEN el=1

1370 NEXT:IF eX=0 THEN PRINT"I don't see
"y 18:RETURN

1380 IF r=1 OR r=3 OR r=6 OR r=7 OR r=9
OR r=15 OR r=20 THEN j$="Don't be silly!
“;RETURN

1390 IF r=19 AND a%(7)=0 THEN j$="The ba
raan demands 20p from me'";RETURN

1800 aX(r)=l:eX=0:FOR x=1 T0 S:IF véix)=
"* THEN wh{x)=g$iniir))iel=lix=b

1410 NEXT:IF eX=0 THEN j$="My hands are

full!*:RETURN

1420 bLindir)}=0:RETURN

1430 1$=""1xx=INSTR(2$,* *)ir=0

1440 1%=0:1$=RIGHTS (2§, (LEN(z$}-5x) )2 IF
LEN(1$)(2 THEN RETURN

1430 FOR x=1 TD 20:IF LEFT$(n$(x) LEN(IS
Y1=1% THEN r=x;li=1

1460 NEXT:RETURN

1470 GOSUB 1430:1F 1%<! THEN j$="1 don't
have ";1$:RETURN

1480 eX=0:FOR x=1 T0 3:1F v {x)=g${nt(r)
)} THEN vix)}=""1g1=]

1A90 NEXT:IF el=0 THEN j$="I'a not carry
ing "+1$:RETURN

1500 bX(nXir)isphsakir)=0

1510 RETURN

1520 CLS:e=0:PEN 1:PRINT"I am carrying :

-*1PEN 2:PRINT

1530 FOR x=1 TO 5:1F v${x)(>*" THEN PRIN

T véix)ie=!

1540 NEXT:IF e=0 THEN PRINT*Nothing at a
1*

1530 IF aX(5)=2 THEN PRINT:PEN 3:PRINT:P

RINT*I'n wearing a pair of ice skates,®
1560 PEN 3:LOCATE 5,25:PRINT*Press the s
paceé bar to continue,"”

1570 a$="":WHILE as(>" *

1580 a$=INKEY$:WEXD:RETURN

1590 CLS:PEN L:PRINT j$:LOCATE 3,20:PRIN

T"Press the (Space Bar} to play again.®
1600 a$="":WHILE a$<>" ":a$=INKEY$:NEND
1610 RUN

1620 k=1:606UB 1430:1F al(14)=0 THEN j$=
*1 have no money!"sRETURN

1630 IF pX%=3 AND r=19 THEN j$="The barma
n looks at my money and says ‘no chang

, i
)0




¢ aate...take them and give se the money
later! ®:al{7)=1:B0SUB 1350:RETURN

1640 [F r<>5 THEN j¥="Don't be silly'":R
ETURN

1650 j#="1 pay the assistant'":FOR x=1 T

0 StIF vé(x)=gf(14) THEN v${x)="some cha

nge®:gflld)=vix)

1460 NEXT:a%ib)=fsn${14}="change"1BOSUR
1350:RETURN

1670 k=1:G05UB 14301 1F rC)5 THEN j$="I ¢

an’t wear "+]1$:RETURN

1680 IF al(5)=0 THEM j$="1've not got th

es with ae!":RETURN ELSE IF aXi3)=2 THEN
j%="1'a already wearing thes!":RETURK
1690 j$=aa$:aX(5)=2:F0R x=! T0 5:1F vé(x
)eq8(5) THEN véixl=""

1700 NEXT:RETURN

1710 k=1:1F a¥i53<>2 THEN j$="1'm not we
aring the skates!®:RETURN ELSE aX{5)=0:b
LiS)=pls j$=aas:RETURN

1720 IF a%(5)<>2 THEN J#¥="How can [ skat
e when ['m not wearing anyskates ?":RETU
RN

1730 IF pX=18 OR pX=17 OR pX=24 THEN 174
0 ELSE j¥="not here!":RETURN

1780 i$="lIsn‘t this fun!":1F pi=18 THEN

ab=1 ELSE IF p¥=24 THEN ab=0

1750 IF pi=24 OR pi=1B THEN pX=17:RETURN
ELSE IF ab=1 THEN pI=24:RETURN ELSE pl=
1B:RETURN

1760 BOSUB L430:1F r=0 THEN j$="1 see no
thing special "sRETURN ELSE IF alir)=0 TH
EN j$="1 don't have it!":RETURN

1770 IF r=12 THEN j$="a notice on the si
de reads 'set in poesition on dynami
te, fix fuse, place in position and li
ght. Retire to sate distance.’":RETURN
1780 IF r{>20 THEN i$="1 see nothing spe

cial"tRETURN ELSE IF p%<)47 THEN j#="Not
herae!":RETURN

1790 j$="The screen displays a message..

.« 'Otab the secret agent befere he has

chance tokill you'!!'*:RETURN

1800 k=1:G0SUB 1430:1F r{>3 THEN j$="Tha

t would be too dangerous'":RETURN ELSE |

F pi{249 THEN j#="1 can’t see him here!*
tRETURN

1810 IF alll7)=0 THEN j¥="Khat with 7":R
ETURN

1820 IF aX(21)>0 THEN j$="He's already d
gad' *:RETURN ELSE j$=aa$+' [ can get pas
t him now!*:g#i3)="a dead body!":ak(2l}=
1:5%(49,1)=55:RETURN

1830 GOSUB L430:1F r=0 THEN j¥="Kill wha
t7*:RETURN

1840 [F r¢>! THEN j$="That's not the rig

ht approach here!":RETURN ELSE IF pi{}33
THEN j$='1 can’'t do that here!":RETURN
1850 1F a%iB)=0 THEN j$="I have no qun a
nd the guard shoots me.“:G0SUB 1590

1860 IF aX{ib)=0 THEN j§="1 fire the rev
olver but nothing happens.The guard shoo
ts se.":60SUB 1590

1870 e%(53,1}=38:q%(})="a dead body"ij$=
aa$150UND 1,123, 12:1RETURN

1880 GOSUB L430:IF aX(19)}=0 THEN j%="I h

ave no light'*:RETURN ELSE IF r{}13 THEN
j$="1 can't light that!”:RETURN

1890 IF pXd6l THEN j$="There's no point
in doing that here'*:RETURN ELSE IF alt

22){2 THEN j$=*1've not planted the expl

osive yet!":RETURN

1900 s¥=10;RETURN

1910 TF aX{l1)=0 THEN j#="I can't do tha
t just yet!":RETURN

1920 BOSUB [430:1F r{)12 THEN j$="1 can

not do that!®tRETURN ELSE IF a%{12}=0 TH
EN i$=*] don't have the detonator!®:RETU

RN

1930 a%(23)=1:FOR x=1 TO S:IF vH{X)=G8{1
1) THEN v¥ix)="a stick ot dynamite with
a detonator attached":g¥(11)=v¥ix)

e A ] | I)FAI)IY
——— MG

1940 IF v§ix)=g¥112) THEN v¥{x)=""

1950 NEXT: j$=aas:RETURN

1960 CLE:PRINT"Please insert disc or tap
e no."

1970 OPENDUT"data"

1980 FOR x=1 TO 72:PRINT?,qf (x)sHEXT x
1990 FOR x=1 T0O 72:FOR y=0 T0 3:PRINT&Y,
81 1x,y) INEXT y,x

2000 FOR =0 TO 20:PRINTH9,q% (x) :NEXT x
2010 FOR x=0 TO 20:PRINTHF,bY (x)NEXT &
2020 FOR x=0 T0 Z0:PRINT#9,n¥{n)zNERT x
2030 FOR a=0 TD 20:PRINTHS ,nd(x)sNEXT x
2040 FOR x=1 TO S:PRINTHS,vH(x):NEXT x
2050 FOR x=0 TO 30:PRINT#9,a%(x) :NEXT x
2060 PRINT#Y,pX,aa,ab,si,ql

2070 CLOSEDUT: j¥=aa$:RETURN

2080 CLS:PRINT"Please insert disc or tap
e now."

2090 OPEMIN"data”

2100 FOR x=1 TD 72: INPUTH9,q%(x)sNEXT «
2110 FOR x=1 T0 72:FOR y=0 TO 3: INPUTHY,
5EO, Y INEXT yyu

2120 FOR x=0 TO 20: INPUT#9,9%{x) tNEXT x
2130 FOR x=0 TO 20: INPUT#Y, b (x ) sNEXT x
2140 FOR x=0 TO 203 INPUT#H9, n¥{x) sNEXT x
2150 FOR x=0 TOD 20: INPUT#,nX(x)sNEXT x
2160 FOR x=1 T0 5:INPUT#%,v$ix}iNEXT
2170 FOR x=0 TO 303 INPUTH9,ail (x) :NEXT »
2180 INPUT#9,p¥,aa,ab,s%,q¥

2190 CLOSEIN: j$=aa$:RETURN

2200 GOSUB 1430:1F r(13 THEN j$="I can’

t attach or fix the "+1$:RETURN

2210 IF aX(13)=0 THEN j$="1 don't have t

he fuse!*:RETURN ELSE IF a%(23)=0 THEN j

$="1 can only do that when 1've fastened
the detonator to the dynamite!":RETUR

N

2220 FOR x=1 TO 5:IF vé(x)=g${13) THEN v

$x)atr

2230 1F v8(x)=q%(11) THEN vé(x)}=g¥{11)4"
and a fuse connected,"sg${ll)=v$ix)

2240 NEXT

2290 ak(24)=11j9="1 fix the fuse to the

detonator, which is now ready for use,*

1RETURN

2260 k=1:B05UB 1430:1F rid11 THEN j$="1

can't plant the "+1$:RETURN ELSE IF aX(i

13=0 THEN j$="1 don't have it'":RETURN

2270 IF pX(>&1 THEN j$="This is neither

the place nor the tiee for messing abou

t!*:RETURN

2280 aX(22)=2:j%="You place the dynamite
in position."sbX{11)=61:FOR %=1 TO 5:IF
v§(x}=g§(11) THEN v#{x)=""

2250 MEXT:RETURN

2300 MODE 0:CALL &BCO2

2310 IF p%=5 THEN BOSUB 2480:605UB 2460;

RETURN ELSE IF pi=6% THEN GOSUB 2570:G05

UB 2460:RETURN

2320 IF pX=b6 THEN GOSUB 2540:60SUB 2450:

RETURN ELSE IF p%=72 THEN BOSUB 2430:808

UB 2460:RETURN

2330 IF pX=23 THEN BOSUB 2690:B0SUB 2460
tRETURN ELSE IF p¥=8 THEN GOSUB 2730:605

UB 2450:RETURN

2340 IF pX=30 THEN coll=13:conl=1:GOSUB
2760:605UB 2460:RETURN ELSE IF pi=20 THE
K GOSUB 2790:60SUB 28403 RETURN

2350 IF p¥=54 THEN colX=4:con¥=9:605UB 2
760: 50508 2460:RETURN ELSE IF pi=34 THEN
BOSUB 2840:B0SUB 2460:RETURN

2360 IF pX=33 THEN GOSUB 2870:G60SUB 2460
tRETURN ELSE IF pX=3 THEN GOSUB 2900:605
UR 2440:RETURN

2370 IF p1=39 THEN GOSUB 2940:G0SUB 2440
tRETURN ELSE IF pX=27 THEN GOSUB 29&0:60
SUB 2460:RETURN

2380 IF pX=21 THEN GOSUB 2970:605UB 2450
tRETURN

2390 IF p1=47 THEN coli=14:conk=15:6050B
2760:G0SUB 2460:RETURN ELSE IF p%=39 TH
EN coll=1:coni=8:B0SUB 2760:505UB 2480:R
ETURN :

2400 IF pl=tt THEM colX%=b:con%=10:G05UB
27601 60SUB 2440:RETURN ELSE IF pX=5& THE
N GOSUB 2990:GOSUB 2460:RETURN

240 IF p¥=12 THEN G0SUB 3020:G0SUB 2450

+RETURN ELSE IF pX=35 THEM BOSUB 3060:60 °

SUB 2450;RETURN

2420 IF pX=70 THEN GOSUB 3070:GO5UB 2440
sRETURN

2830 RETURM

2440 [F pX=31 THEN j$="1'd find somethin
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g to smash the lock  with!":RETURN ELS
E IF pk=34 DR pX=43 THEN J$="1'd drive t
he car if I had the keys!®:RETURN
2430 IF pX=27 OR p¥=28 THEN j$="1'd clia
b the stile!":RETURN ELSE J$="1 haven't
a clue! ":RETURN
2460 WINDOW #1,2,1B,24,25: PAPER #1,5:PEN
B1,4:PRINT#1, Press (Space Bar)’
2470 a$=INKEY$:IF a$(>* * THEN 2470 ELSE
RETURN
2480 WINDOW ¥1,1,20,1,10:PAPER #1,10+CLS
#
2490 WINDON 42,1,20,11,25:PAPER #2,12:CL
542
2500 FOR y=1 TO 200:MOVE 100,y:DRAWR 200
y¥ 4 MOVE 500, y:DRANR -200,y,4:NEXT
2510 MOVE 100,200;DRANR 400,0,5
2320 FOR x= 1 TO 3:FOR y=100 70 150:MOVE
1204x#100,y: DRAWR 40,0, S1NEXT y,x
2530 RETURN
2540 PAPER 9:CLS:WINDOW #1,8,12,7,9:PAPE
R #1,5:CLS#1:PEN 4
2350 MOVE 0,0:DRAW 220,260:1HDVE 640, 0:0R
AW 380,260
2560 MOVE 0,400:DRAW 220,300:NOVE 640,40
0:DRAW 380,300:RETURN
2570_WINDOW #1,1,20,1,17:PAPER #1,10:CL8
#
2380 WINDOW #2,1,20,18,25:PAPER #2,81CLS
#
2390 FOR y=100 TO 250:MOVE 70,y:DRANR 45
0,0,6:NEXT ¥
2600 FOR y=170 TO 230:FOR x=100 70 420 §
TEP b0:MOVE x,y:DRANR 40,0, S:NEXT x,y
2610 FOR y=230 TO 300:MOVE y=200,y:DRAWR
470,0,9:NEXT
2620 MOVE '570,300:DRAWR 50,-50,5:DRANR ¢
y-140,5: RETURN
2630 WINDOW #1,1,20,1,163FAPER #1,10:CLS
#
2640 WINDOW #2,1,20,17,25:PAPER #2,12:CL
842
2650 FOR y=100 TD 200:MOVE 100,y:DRAKR !
00,y-100,3:MOVE 300,y:DRANR -100,y-100,3
tNEXT y:MOVE 100,200:DRANR 200,0,5
2660 FOR y=130 T0 170:FOR x=110 T0 290 §
TEF 40:MOVE x,y:DRANR 20,0,4:NEXT x,y
2570 FOR y=75 T0 78:MOVE 0,y:DRAKR £40,0
s MEXT:FOR y=43 TO 4B:MOVE 0,y:DRANR &4
0,0,5:NEXT
2680 FOR x=0 TO 440 STEP 201MOVE x,45:DR
AMR =10,30,4:NEKT:RETURN
2690 INK 13,9:PAPER 13:CLS:DEG:FOR r=180
TO 360 STER 0,5:MOVE 320,400: DRAWR 400+
CO5(r) ,300#5IN{r), 21 NEXT
2700 FOR y=220 TO 400:MOVE 0,y:DRANR &40
O, 2:NEXTIFOR y=100 TO 1BO:MOVE 250,y:DR
ANR 120,0,41:NEXT
2710 FOR y=100 TO 130:MOVE 300,y:DRAWR 2
0,0,5:NEXT:FOR y=180 TO 210:MOVE 310,y:D
RAWR 270-y,0,3:MOVE 310,y:DRAWR y-270,0,
JiNEXT
2720 RETURN
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2730 PAPER 5:INK 13,9:INK 11,221CL5:FOR
y=300 10 400:MOVE 0,y:DRANR 640,0,2:NEXT
2740 FOR x=100 TO 350:NDVE 100+4/3,x:DRA
WR 350-x,0,13:NEXT:FOR t=400 70 50 §TEP
~1sMOVE 0,t:DRAWR  420-t,0,12:NEXT
2750 FOR y=390 10 120 STEP -13MOVE 280+y
/2,y:DRANR -y+390,0,13:NEXT yiFOR t=379
T0 84 STEP -1:NOVE 440,t:DRAWR t-399,0,1
21NEXT:RETURN
2760 INK 13,col%:PAPER 13:CLS:KINDON 41,
8,12,11,15tPAPER #1,con:NOVE 0,0:DRAN 2
50,180, 3:MOVE 640, 0:DRAW 345,180,3:CLS 4
i
2770 NOVE 1,4001DRAW 230,240, 3:KOVE 430,
400: DRAN 380,240, 3:FOR t=400 TO 239 STEP
~1:MOVE 319,t:DRANR (t/3-80)+4,7+50,0,5

2780 MOVE 319,%t:DRANR ={t/3-80)#4,1-90,0
ySENEXT:RETURN

27%0 INK 13,9:PAPER 13:CLS:FOR t=149 TD
J99:MOVE 0,t:DRAWR 640,0,2:NEXT:RESTORE
2810:MOVE 450,350:FDR »=1 TO 40:READ ¢
2800 KOVE 450+(40-d)/2,2+350: DRANR d,0,1
shEXY

2610 DATA ,10,16,20,24,26,28,30,32,33,3
4,35,36,37,38,38,37,39,39,40,41,40,39,39
y99,38,37,34,35,34,33,32,30,28, 26,24, 20,
16,10,6

2820 FOR y=150 TO 300:MOVE &9,y:DRANR 32
0,0.9:NEXT:RESTORE 2B10:MOVE 135,190:FOR
x=1 T0 40:READ d

2830 MOVE 135+(40-d)/2,x+190:DRANR d,0,3
tNEXT:FOR y=130 TO 210:MOVE 135,y:DRANR
40,0,3:NEXT

2840 FOR y=150 TO 350:MOVE b0, y: DRANR 40
10, 8:NEXTIRESTORE 2810:MOVE 60,330:FOR x
=] TD 40:READ d

2850 NOVE 60+(40-d)/2,x+330: DRANR d,0, B
NEXT:RETURN

2860 PAPER 5:CLS:INK 13,9:FOR t=1 TO 101
IMOVE 0,t:DRAWR 639,0,13:NEXT:DEB:FOR y=
0 TO 180 STEP 0.35:MOVE 320,100:DRANR 20
0#COS(y) ,300¥5IN{y) , B NEXT:RETURN

2870 PAPER 0:INK 13,9:CLS:FOR y=1 TO 200
tHOVE 0,y:DRAWR 40,0, I3:NEXT:FOR y=1 TO
200:MOVE 250+y/4,yt DRAWR 200-y/2,0,91NE
T

2880 FOR y=200 7O 390:MOVE 10+y,ytDRANR

B00-y#2,0,12:NEXT:RESTORE 28103 MDVE 50,3
S0:FOR x=1 T0 40:READ 4

2890 NOVE 50+{40-d)/2,x+350: DRANR d,0,1:

NEXT:RETURN

2900 PAPER 5:CLS:FOR x=298 TD 301:MOVE x
+300: DRAN x, 400, 4:NEXT:RESTORE 2810:MOVE
280,300:FOR x=1 TO 40:READ d

2910 MOVE 280+140-d) /2,x+300: DRANR d,0,1

SNEXT:FOR y=210 TO 214:MOVE 250,y: DRAWR

180,0,4: NEXT

2920 FOR x=270 TO 2741MOVE x,150:DRANR 0
y 74 4iMOVE x+140,151: DRANR 0,70, 4:NEXT

2930 FOR y=120 TO 124:MOVE y,150:DRANR 0

1100 4:MOVE  y470,150:DRANR 0,50, 4:NEXT:

FOR y=200 7O 204:MOVE 120,y:DRANR 70,0,4

ANSTRAD

tNEXT:RETURN

2940 PAPER 5:CLS:FOR y=1 TD 150:MOVE 0,y
tDRANR 40,0, 12:NEXT:DEB:FOR y=0 TO 30 §
TEP 2:FOR x=0 T0 |BO:MOVE 320,149

2950 PLOT 310+ (1804y#3)4L0S1x) , 150+(180+
ye3)#8IN(x),y/2:NEXT x,y:RETURN

2950 PAPER 10:CLS: INK 13,9:FOR y=1 T0 20
0:MOVE 0,y:DRANR &40-y,0,13:NEXT: FOR y=
200 0 250 STEP 10:MOVE 0,y:DRANR 440,0,

StDRAWR 240,-230,5:NEXT:RETURN

2970 PAPER 10:CLS:INK 13,9:FOR y=1 T0 10

01MOVE 0,y:DRAMR 440,0,131NEXTIFOR y=100
0 370 STEP 40:FOR x=1 TO MiMOVE 0,y+x:
DRAWR &40,0,5:NEXT x,y

2980 FOR x=1 TO &40 STEP S0:FOR y=1 TO 4
tMOVE x+y,100: DRAKR 0,300, 3:NEXT y,xsRET

LRN

2990 PAPER B:CLStFOR x=1 TO 100:MOVE 0,x
tDRABR £40,0,S:NEXT: DEG:FOR r=0 TO 180
tHOVE 320,300:PLOT 320+40#C0S(r) 3004704
SIN(r), L:NEXT

3000 MOVE 270,300: DRANR 0,-50:MOVE 370,3

00:DRAWR 0,-50:DRANR -100,0

3010 PEN J:LOCATE B,12¢PRINT*Tickets"iRE

TURN

3020 PAPER 2:CLS:FOR x=1 7O 100:MOVE 0,x
1DRAWR 540,0,12:NEXTIFOR x=101 TO 319:M0

VE 1,x:DRANR 400,0,4:NEXT:FOR »=320 T0 &

00:NOVE 1,x:DRANR 739-x,0,3:NEXT

3030 FOR x=101 TO 160:MOVE 401,x:DRAN 64

Oyx, TINEXT:FOR x=161 TO §71:MOVE 401 ,x:D

RAW 540, x,5:NEXT:FOR x=101 TO 150:MOVE 4

40, x:DRAN 590,x,S1NEXT

3040 FOR x=120 TO 141:HOVE 41,x:DRANR &0
40,101 MOVE 140,x:DRANR 40,0,10:NEXTIFOR

t=1 70 3aFOR =121 TO 141:1MOVE 40,x+t#49
1DRANR 59,0,B:NOVE 140, x+t#49:DRAWR 59,0
y10:MDVE 240, x+t#49: DRANR 59,0, 12:NEXT
t

1

3050 RETURN

3060 PAPER 10:CLS:RAD:FOR r=0 TD 1BO:MDV

E 320,100:DRANR 100#COS(r),12028IN{r},12

tNEXT:FOR x=0 TO 100:MOVE O,x:DRAN &40,x
,SENEXT1RETURN

3070 PAPER 2:CLS:FOR x=1 TO 100:MOVE 0,x
:DRAW 640,x,5:NEXTSFOR t=100 TO 320:NOVE
1 t:DRANR 400,0,1:NEXT

J0BO- FOR t=321 TO 400:MOVE 1,t:DRANR 740

-t,0,3:NEXTIFOR £=101 TO 160sMOVE 401,t:

DRANR 440,0,9:NEXT

3090 FOR y=161 TO 171:MOVE 401,y:DRANR &
40,0,5:NEXT:FOR ¥=100 TO 200iMOVE 100,y:

DRAWR 50,0,3:NEXT:RETURN
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By Robin Davies

Ramermber the Coin-Op game of
the same name, and the Gremlin
Graphica copy of it — West
Bank? Well, Computer CGamer
presents a simplified version of
it for the Commaodors 64.

Use keys 1, 8 and 3 to select
which door to shoot at — shoot
the robbers, but let the towns-
people deposit their money.

NE. The game will not run on
the Cornmodore 128 in C64 mods
unless the sprite colours are

changed

28 DATA200,172,64,3,192,2,240,3, 141
29 DATAI2,208,192,1,240,3,141,33,208
- 30 DATA32,56,200,232,224, 15,208,228
31 DATA206,51,3,173,61,3,208,212,173
32 DATAG2,3,240,6,206,62,3,76,,200,96
33 DATAL72,63,3,136,208,253,94,2,3,4
34 DATAS,6,7,8,9,,13,14,10,4,7,8,9,13,,
35 DATA, 40y rnroerd2yy,170,128,2,170
34 DATAL40,2,250,160,2,251,224,2,221
37 DATAZ24,3,93,112,3,110,112,3, 110,112

3§ DATA?,255,224,2,254,224, 254, 192,

39 DATAZ5E,192,,255,192, ,238,192, 251
80 DATAL92, b3, , 42, 1,42, ,,168,168,,162
41 DATAL70,10,10,170,42,170,170,42,170
42 DATA168,10,254,140,2,25%,224,2,223

I REN BANK
2 REM

3 REM WRITTEN BY ROBIN DAVIES

4 REN

S REM IDEA FROM THE POPULAR ARCADE

& REM GAME CALLED BANK PANIC

7 REM

B PRINTCHRS {147) “PLEASE WAIT*

9 DATA1E9,,141,132,3,169,4,141,133,3,32
10 DATA137,201,173,139,3,141,136,3,173
11 DATA132,3,133,251,133,253,173,133,3
12 DATA133,252,24,105,212, 133,254, 32,92
13 DATAZ01,238,134,3,173,136,3,205, 140
14 DATA3,240,20,24,173,132,3, 105,40, 141
15 DATAL32,3,173,133,3,105,,141,133,3
16 DATA75,19,201,98,140,,173,137,3, 145
17 DATAZ51,173,138,3, 145, 253,200,192, 40
18 DATA208,241,32,114,201,98,162, 189
19 DATA109,201,141,137,3,32,71,201,232
20 DATA224,5,208,242,56,119,120,226,239
21 DATA160,72,138,72,152,72,172,141,3
22 DATAL74,142,3,202,208, 253, 134,208

23 DATA247, 104,158, 104,170, 104,95,172
74 DATA139,3,192,1,240,21,136,173,132,3
25 DATA24,105,40,141,132,3,173,133,3
26 DATAL0S,,141,133,3,136,208, 236,96,
27 DATALES,,141,60,3,174,40,3, 189,83

f(.'é!%glﬁ
TR NG
s R e
AT
| | = J ijl!:agiz? o

43 DATA96,3,93,112,3,109,176,3, 109,174
44 DATA2,255,224,2, 254,224, 254,192,

45 DATAZS1,192,,295,192, 238,192, ,251
46 DATALS2,,63,,,42,,,42,,,168, 168, ,162
47 DATAL70,10,10,170,42,170,170,42,170
48 DATA170,10,254,160,2,191,224,2,239
49 DATALA0,3,218,178,3,110,176,3,110

50 DATA174,2,255,224,2,254,228, 254,192
51 DATA,251,192,,255,192,,234,192,,251
52 DATAL92,,63,,,42,,,42,,,168,168, 162
53 DATAL70,10,10,170,42,170,170,42,170
54 DATAL70,10,254,160,2, 191,224, 2,239
55 DATALA0,3,218,176,3,L10,176,3,110

S6 DATAL75,2,255,224,2,251,224, 255,192
57 DATA,170,128, 170,128, 234,192, , 254
58 DATAL92,,59,,61,89,95,61,89,95,32

59 DATA170,130,42,170,170,42,170,170,42
80 DATAL70,170,42,170,170,10,170,168,10
b1 DATAL70,188,2,170,160,2,170,140,2

82 DATA162,140,2,162,140,2,162,160,2

43 DATA162,140,2,162,160, 162,128, 81
54 DATAGH,,162,128,10,162,168,10,162

63 DATALEB gy yyrppryryaee2y170,160,10
bb DATA1&E, 168,10, 166, 168,42, 149,170, 42
67 DATAL49,170,42,149,170,42,85, 108, 42
58 DATABY,106,42,85,106,42,89,106,42,85
69 DATAL0,42,89,106, 14,85, 108,562,689

70 DATAL11,b1,85,95,2,170,175,1,89,80
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To

162
1

192
9l
162
m
il

192
A

)42,
,10
3t
10
42

A2
2,85

1986

7L DATAL,89,80,0,170,128,10,170,148,42
72 DATAL70,170,42,170,170,42,170,170,10
73 DATAL70,168,10,170,166,2,170,140,2
T4 DATALT0,160,2,162,160,2,162,160,2

75 DATAL62,180,2,162,160,2,162,140,,162
7o DATA128,,81,64,,162,128,10,152, 148
m DﬁTﬂlO,!&?,l&E,,,,,,,,,,,,,,,,2,1?0
78 DATA160,10,166,168,10,168,168,42,149
79 DATA170,42,149,170,42,149,170,42,85
80 DATA106,42,89,106,42,85,106,62,89

B1 DATAIL11,46,85,110,45,89,110,34,85,96
B2 DATA34,89,98,1,85,80,2,170,160,,,y,,
B3 DATA,,,,136,128,,42,,,42,,,,,,170

B4 DATA128,2,170,160,2,170,160,10,162
85 DATAI48,10,128,168,10,34,148,10,128
B6 DATA16B,10,162,40,10,162,40,10,128
B7 DATALAE,2,162,160,2,170,160,,170,128
88 DATA\ 42,5y 5ypryavaiBrasByaBiyi10y,
B9 DATA138,,2,102,,9,88,140,37,65,152,9
90 DATABb,140,2,134,128,,170,,,138,,,2
)| Mmurnnnuuu

92 FORA=51456T051522:READB: POKEA, BrNEXT
93 FORA=512007051279:READB: POKEA, BINEXT
94 D=12800:FORA=0TO9: FORB=0TD62: READC
93 POKED+B,CiNEXTB: D=D+b4:NEXTA: R=0

95 PRINTCHRS (147)CHRS$ (B) 1 T=100:P=53248
§7 PRINT® i el IsDaTmIn]=Iu" TAB (17} *BANK"

98 PRINTTAB(9)*WRITTEN BY R DAVIES®

99 PRINTTAB(7)"PRESS SPACE TD START®
100 POKEB30, INT(1000/254) t POKES3!,21
101 POKES29,1000-PEEK(B30) #256: POKES32,3
102 SYS31200:6ETAS: [FA%=""THEN102

103 IFA$C>* "THENLOZ

104 POKEP+32,0:POKEP+33,3

103 PRINTCHR$ (147)" =" :BOSUBL4T

106 POKEP+3,90: POKEP+35, 121

107 POKEP+7,1631LV=3:50=0

108 POKEP+28,255

109 POKEP+37,1:POKEP+38,10

110 POKEP+39,7:1POKEP+40,0

111 POKEP+4{,0:PDKEP+2T,14:POKEP+29, 14

112 POKEP+42,0

113 PRINT®m:=13CORE :
t DmREgLY

{14 BOSUBL47:D=INT (RND (1) #3)+1

115 IFD=1THENDR=80:TB=4

11b IFD=2THENDR=140: TB=16

117 1FD=3THENDR=240:TB=2b

{18 M=INT(RND(L)#d4)+]

119 IFN=1THENS1=200:82=205:53=204

120 IFN=2THENS1=201:52=205:83=204

121 IFM=3THENS1=202:52=205:53=204

122 IFM=ATHENS1=203:52=205:583=204

123 POKE2041,S1:POKE2042,52:POKE2043,53

128 IFLVCITHENBOTD163

125 POKEP+2,DR:POKEF+4,DR

126 POKEP+6,DR: PRINT® isfmnter*

127 FORA=1TOB:PRINTTAB(TH)"® y

128 BEXTA:FORA=1T08

129 PRINTTABI(TB) * i&id

130 POKEP+21,13

131 §=01FORA=1TOT

132 BET$

WHRE' 505" LIVES

":NEXTA
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CONNODORE 64/128K

133 IF18¢)* *THENSOTOLST
134 NEXTA
135 IFNYZTHENI42
136 POKE2042,205: POKE2043, 206
137 POKE2040,2081POKEP+1 , 163
138 POKEP,DR:BOSUB1T2
139 FORA=1T0500; NEXTA:POKEP+21, 1
140 FORA=1T01000: NEXTA: POKEP+21 03 SC=5C+
1:POKEP, 0:50T0113
141 END
142 POKE2042,207: POKE2043, 206
143 POKE2040, 2091 POKEP+ , 145
144 POKEP,DR-10160SUBL&T
145 FORA=1T01000: NEXTA: POKEP+21 , 03 LY=LV~
11POKEP, 0: 6070113
146 END
147 POKE904,0:POKES07, 1:POKES0B, 26
148 POKES09,40:POKES 10, 40: 5YS51456
148 PRINT" sfalngmp
150 FORA=17016
{51 PRINT*B%zdm i o b ) wei
B | "
152 NEXT: IFR=1 THENRE TURN
{53 PRINT*m c{*WHEN A DOOR OPENS SHOT A
NY MAN WEARING":R=1
154 PRINT* 24 FACE NASK OR EYE PATCH USI
NG KEYS 1,2°
155 PRINT” <4AND 3 FOR DGORS 1,2 AND 3 *

i

156 FORA=1TDA000:NEXTA:PRINT READY. ":RET
URN

157 S=VAL{1%}

158 IFD<)STHEN134

159 GOSUBIAT: [FM(ITHENPRINT " =4 " TAB(24)
* NOT ME *:5C=SC-11LV=LV-1

140 IFM)ZTHENPRINT® " TAB (24} 600D SHD
T*35C=8C+1:T=T-2

161 FORA=1TOSO0: NEXTA:PRINT™ =5 "TAB(24)
1 ] :‘ »

162 POKEP+21,0:6070113

163 PRINTCHRS (147}

164 PRINT*m nisiplsiwinimIni®TAB (15) "BANE
QOVER®

145 PRINT®wI="TAB(12)*YOU SCORED *3SC
166 FORA=1TOL1000:NEXTAZRUNTS

167 POKEP+1048,15

168 POKEP+1028,129

149 POKEP+102%,6:POKEP+1030,89

170 POKEP+1024,0:POKEP+1025,50

171 POKEP+1028,128: RETURN

172 POKEP+1048,15

173 POKER+1027,8:POKEP+1026,0

174 POKEP+1029 ,B8: POKEP+1030,204

175 POKE: +1628,33: FORA=20TO40

174 POKEP+1025,ArNEXTA: POKEP+1028,32
177 RETURN

READY,

w2 NVel SN



open'® TB$="43 BOLD GOINS#":PBs="#2 BOL

TS Y

10 NODE7 D COING#":5B$="#1 BOLD COIN#":DB$="I don
By Vaughan 20 #)229,1 't understand you"
Price 30 PROCsetup B0 81#=°1 don‘t see it here.":524="Th
i 40 AAZ=0:ABY=0:ACL=0:ADX=0: AEX=01AF1=  at is beyond my power”:CN$=CHRS$(44)
EKiny t is a traditional
tﬁe]:};é;gnsn?%‘:.};e;m rggf’mg 01AGL=0: AHL=0: ATY=0: AJX0:AKZs0ALI0IAN 90 PROCAove
COIm. r O
e Sl 1=0: AN1=03 APT=01 ADL=0: AR%=0z AS%=0: ATA=0: 100 PROCi nput
a BAVE position facility. AUX=03 AVY=0:BI=02CYa4: TL=3: 11%=0s CP=2 110 #FA15,0
S e gl 50 PROCstart 120 IFCY=3THENDBS (5)=Th$
For many. years the b0 AA$="1'n not carrying it!":AB#="1' 130 IFCX=2THENOB$(5)=PB$
el e e ve already got it!™:AC$="I can't do that 140 IFCL=1THENOBS(S) =SB
under the wise rule of King just now!*:AD$="1 see nothing special®: 150 IFCY=0THENOB{5)=0
bl R e e AE$="Something Appears!®:AF$="1've found 160 IFBL2THENPRINTCHRS(131)"He eats a
gouns?il‘ bﬁ:&%ﬁl}ﬂ Berl'hts- sosething!"1AB#="1t's too dark too see! e!":FORYX=1TO3000:NEXT:PROCdead
as "y [
sl P gl "tAH$="Ching!! !*:A1$="Ding!Dong! 170 TFVB2=-1AND (NOX)28ANDNDL(41) THENVE
years and has gathered 70 AJ$="Nothing Happens'":AK$="Hey''N 1=i
g g e B hat about ME!*:AL$='I tripped in the Dar 180 IFVBL)1LANDNOS="*THENPRINTCHRS (131
b, &erﬁgd gtn%&mgigo %.Brfd-thgg k!®tAN$="What Colour?':AN$="It's already )DE$:B0T0100
okt g o e T = 190 IFVBL=-1ANDNDZ( Y0AND (ND%(290RNDT 4
Thesus by force and took m
the place of King. Dur
the reign of Serus, the lan =
became 11’11103%11‘.&.!:13 with & =
high taxes orced and
‘gcavengers roaming the
land. (¢
And what of his brother )
Thesus, he was not killed (
but imprisoned somewhere , =

in. You have hear thr story -

within the castle and that is (
where you an outsider to = )
the Melroid kingdom come (

of the rebel upriging and ( .
being a typical adventursr ' .
and out of curiosity you go l '

in search in this strange
and foreign land. )

SEERaEs
'Y BRI N T I IR




-
i@

|

3

H

---370 PROC1i1BOTD100

O) THENPRINTCHR$(131) "You must supply a v
erb":60T0100

200 IFVBY{1ANDNOZ=OTHENPRINTCHRS (131)V
1%;" is a word I don't knaw. .sorry!*:607
0100 '

210 IFNDX=0ANDVBY)11THENPRINTCHRS (131)
"I don't know what a *jN1$;" i%":60T0100

220 ON VBY 60TD230,240,240,270,290,300
1310,320,330, 380,430, 260,280, 340,250, 350
1360,370, 280,250,280, 390,390,400, 410, 420
440,450, 450,440,470, 480

230 PROCgo:BOTO100

240 PROCget:BOTOL100

230 PROC1o:GOTOL00

260 PROCtirBOTD100

270 PROCin2B0TD100

280 PROCAr:60TO100

290 PROChe:BOTDL00

300 PROCc1180TOD100

310 PROCwa:GOTD100

320 PROCqu:60TO100

330 PROCdi:B0TD100

340 PROCop:BO0TDL00

350 PROCre:B0TD100

340 PROCsh:80TD100

=3
Tl

- |

380 PROCsazB0TDI00

390 PROCta:B0TO100

400 PROCqi:60TO100

410 PROCro:B0TD100

420 PROCun:B80TD100

430 PROCwi1BOTD100

440 PROCri160TD100

430 PROCfr:80TDL00

440 PROCea:B0TOLOO

470 PROC#e1B0TOL00

480 PROCki:B80TO100

490 DEFPROCgo

300 IF (NDX >21ANDNDY< 29) DRNDX=45THENPRO
Cen:ENDPROC

510 IFNDYY40DRNDXC22THENPRINTCHRS (131)
8241 ENDPROC

320 IFCP=41AND (NDX=330RND1=3%) ANDOB (34
)=CP THENPRINTCHRS(131)*Knight stops me'
*1ENDPROC

330 IFNDX>3ATHENNOL=NDY-4

540 NOZ=NOT-29: IFP(CP,NOX) =0THENPRINTC
HR$(131)"] can‘t go in that direction.”:
ENDPROC

550 IF(CP{3ZANDCP>270RCP=13) AND (AHY(M

OROB(9) (>~1ANDOB (9) < )CP) THEN: AHY=1: PRINT
CHRS (131)AL$:FORYX=1T030002NEX T; PROCdead
tENDPROC

560 IFOB(27)=CP THENPRINTCHRS(131)*6ua
rd stops ae!*1ENDPROC

L
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570 CP=P(CP,NO) :PROCacve: PRINTCHRS (13
1"0.K.* '

580 IF (AEY=1ANDAPY=0) AND (CP<34ANDCP)30
) THENPRINTCHR$(131) *Nan Shouts®‘CHR$ (131
JAKS

, 390 ENDPROC

600 DEFPROCqet

610 IFNDZ=ASTHENPRINTCHRS (131) ANS: ENDP
ROC

620 IF (NOX>17ANDNOXC49)OR (NDX=2ANDADL=
O)THENPRINTCHRS${131) 526 ENDPROC

630 IFOBINDX)=-1THENPRINTCHRS (131) ABS:
ENDPROC

640 IFNOX=0THENPRINTCHR$(131)*1 don't
know what a ";N1$;" is'*:ENDPROC

650 IFOBINOX)<)CP THENPRINTCHR$(131)51
$1ENDPROC

660 IFNDL=5ANDAVI=0THENPRINTCHRS (131)*
He won't let me take it'":ENDPROC

670 IFND%=14ANDALY=1THENAL1=01DB$(14)=
"Coil of Rope."

680 IFII1>4THENPRINTCHRS$ (131)°1'w carr
ying too much!®:ENDPROC

690 TI%=11%+110B(NOYX)=-1:TL=T1~1:PROCA
ovelPRINTCHR$(131)*0.K. "1 ENDPROC

700 ENDPROC

710 DEFPROCin

720 PRINTCHR$ (131)*1'n carrying 1 *1FD
RIX=1TOLOX: IFOB(I1)=-1THENPRINTCHRS (131)
DB$(11)

730 IF111=0 THEN PRINTCHR$(131) *Nothin
9. "1ENDPROC .

740 NEXT

750 ENDPROC

760 DEFPROCdr

770 1FNOX=28THENPROC] e ENDPROC

780 IFNOL=ASTHENPRINTCHRS (131) ANS:ENDP
ROC

790 IF (NOX)L7ANDNOYC49) THENPRINTCHRS (1
31) 5241 ENDPROC

800 TFNDZC)OANDOB (NDY) < >=1THENPRINTCHR
$(131) AA$:ENDPROC

BLO IFNOY=5ANDCP=12THENPROCCOint ENDPRD
c

B20 OBINDX}=CP:1IX=17%-1:T4=TX+1:PROCA
ove:PRINTCHR${131) *0.K. " s ENDPROC

B30 ENDPROC

B40 DEFPROCc]

830 IF{CPY1ANDCF{9) THENCP=CP+13:PRDCao
ve:ENDPROC

BBC ELECTRON

860 IFCP=37ANDALY%=1THENCP=38:PROCRove:
ENDPROC
B70 IFCP=JBANDALY=1THENCP=37:PROCaove:
ELBEPRINTCHR${131)ACS
BB0 ENDPROC
890 DEFPROCA1
900 IFOB(12)<>-1 THENPRINTCHRS$ (131)ACS$
1ENDPROC
910 TFAUX=10RCP¢>10THENPRINTCHRS (131)*
1 tind nothing®:ENDPROC
920 AU%=1:08 (B)=CP:TX=T1+1:PROCaove: PR
INTCHR$ (131) AF $: ENDPROC
930 ENDPROC
940 DEFPROCop
30 IFNOZS > 1BANDNDYLC Y46THENPRINTCHRS (1
J1)52%: ENDPROC
960 IFNOX=1BANDAAX=0ANDCP=11ANDOB(B) =-
ITHENAAZ=1:0B4$(18)="0pen Cupboard.*:PROC
nove:PRINTCHR$ (131)*0,K, " :ENDPROC
970 IFNOX=45ANDARX=0ANDCP=34ANDOB (6)=-
ITHENDBS (35) =" Open Door.”:ARY=1:PROCRove
1ENDPROC
980 IFNOX=1BANDAAX=1THENPRINTCHR$(131)
ANS$: ENDPROC
990 IFNDX=446ANDARY=1THENPRINTCHRS (131)
AN$:ELSEPRINTCHR${131) AC$:ENDPROC
1000 ENDPROC
1010 DEFPROCre .
1020 IFNDX<)20THENPRINTCHRS (131)52$:END
PROC
1030 IFNOT=20ANDAHY=1ANDCP=13AND(DB(9) =
~10RDB(9)=CP) THENPRINTCHRS (131)*1t says
t=""CHR$(131)"Drop a Coin down the MELL,
++" CHR$(131) "Make a WISH and ring the B
ELL!"1ELSEPRINTCHR$ (131)ACS
1040 ENDPROC
1050 DEFPROCsh
1060 TFNDZC>2THENPRINTCHRS (131)52%: ENDP
ROC
1070 IFADYL(XODR(OB(1)¢<>=10RDB(4){>-1)0R
CP<)TTHENPRINTCHRS (131) AC$: ENDPROC
1080 PRINTCHR$(131)*The arrow soars up.
oo "IFORYA=1 TOA000:NEXT: ADL=1: TY=T42: 11




1=11%-1:0B$(2)="Dead Bird.":0B(3)=CP:0B(
4)=CP:PROCaove: PRINTCHRS(131) "Bot hin!":
ENDPROC

1090 ENDPROC

1100 DEFPROCIi

1110 IFNDLC)ITHENPRINTCHRS (131) 5241 ENDP
RoOC

1120 1F0B(9){>-10R0B(11)<>-10RAHLS YOTHE
NPRINTCHR#{131) AC$:ENDPROC

1130 IFCP{32ANDCP»270RCP=13THENAHY=1:0B
$(9)="0i] lamp(lit).":PROCaave:PRINTCHRS
(131)"0.K, “tENDPROC

1140 0B$(9)="0i1 lamp(lit),"1AHL=11PRIN
TCHR#(131)*0.K. ":ENDPROC

1150 ENDPROC

1160 DEFPROChe

1170 IFCP={ATHENPRINTCHR${131)"Time is
the Answer!":ELSEPRINTCHR$(131) "Examine
things and THINK!'®

1180 ENDPROC

1190 DEFPROClo

1200 IFNDY=270RNOX>40THENPROCex : ENDPROC

1210 IF(NDZX21ANDNOXC41) THENPRINTCHRS (1
31}1AD$: ENDPROC

1220 IFDBINDY)<>-1ANDOB(NOX){}CP THENPR
INTCHR$ (131) 8181 ENDPROC

1230 IFND%=1BANDAAL=1ANDACY=0THENACY=1:
Th=T4+2:0819)=CP:0B114)=CPtPROCacve: PRIN
TCHR$(131) AF §: ENDPROC

1240 1FNDY=19ANDATL=0THENATL=1: TA=TL+1:
0B(7)=CP:PROCaove: PRINTCHR$(131) AF$:ENDP
ROC

1250 IFNDX=21ANDASY=0THENASL=1:0B1(1)=CP
tPROCaove: PRINTCHR$ (131) AF$: ENDPROC

1250 IFNDY=2ANDADYL=0ANDOB(10)=-1THENPRI
NTCHR$(131)*1t's carrying something shin
y! " sENDPROC

1270 IFNDX=2ANDADI=0THENPRINTCHRS (131)"
I can't quite see!":ELSEPRINTCHR${131)AD
$1ENDPROC

1280 ENDPROC

1290 DEFPROCsa

1300 PRINT*OK.":M=0PENOUT"DATA":FORIX=1
TO34:PRINTEN,0BS{1X) ,0B(13) s NEXT

1310 PRINT#M,CP,ARX,ABY,ACK,ADY, AEX, AFY
(ABY, AHY, AT AT, AKY ALY ANT, ANY, APT,ARY
(ARY,ASY,ATY,AUX,AVYL,BY,CX,TX, 11X

1320 CLOSE#N

1330 ENDPROC

1340 DEFPROC]oad

1350 PRINT*OK":H=0PENIN"DATA":FORI%=1TD
34: INPUT#M,0B$ (1) ,0BLIT) sNEXT

1360 INPUTHM,CP,AAX,ABY,ACY,ADX,AEL, AFY
(ABY,AHY, AT, AJY,AKY (AL, ANY, ANY,APY, ARD
JARYL,ASL,AT2, AL, AVE, BL,CX, T2, 128

1370 CLOSE#M

1380 ENDPROC

1390 DEFPROCqu

1400 INPUT"The game is over, thanks for
playing. Mant to play again *jB%:IFB§
="Y"THENRUN: ELSEEND

1410 ENDPROC

1420 DEFPROCinput

1430 IFAHY=1THENAIT=A]11+!

1440 [FAIZ)20THENOB(9)=0:PRINTCHRS (131
*Lamp goes out!":All=0:AHI=0:11=111-1
1450 IFCP=J5ANDAQL=0ANDANT=0THENBL=B1+1

1460 PRINT"___WHAT SHALL 1 DO NOW ?°;:P
ROCINFO

1470 Ni$="":V1$="":NOT=0:VBL=0: NO$=""2V
B§=*"1H1s)

1480 CMY=LEN(CN$):FORIZ=1TOCHY: IFMID$(C
H$,11,1)=" "THENHI=I1-1

1490 NEXT

1500 IFHL=0THENHX=LEN{CN$)

1510 IFH%=1THENV1$=CH$:B0T01530

1520 V1$=LEFT$(CH$ HY)

1530 VB¥=LEFT#(V1%,3):FORJT=1TONVL: IFVB
$(J0)=VBSTHENVEX=J

1540 NEXT

1550 IFVBL)OTHEN1S70

1560 VBY=-1:N1$=V1$:60T01590

1570 IFLEN(V1$)+1>LENICH$) THENNDY=0:END
PROC

1580 NI$=RIBHT#(CM#$,LENICMS)-1-LENIVIS$)
)

1590 NO$=LEFT$(N1$,3):FORTX=1TONNY: IFND
$(1%) =NOSTHENNDZ=11

1600 NEXT

1610 ENDPROC

1620 DEFPROCdead

1630 CP=A4:PROCmove:PRINTCHRS (131)"0H D
EAR! I seea to be dead'":PROCqu

1640 ENDPROC

1630 DEFPROCKi

1440 TFNOLCYAAANDNDEC > 4T THENPRINTCHRE (1
31)824:ENDPROC

1670 IFNO%=44ANDANY=0ANDOB(17)=-1ANDOB!
J0)=CP THENANX=110B%(30)="Dragon{dead)."
tPROCaove: PRINTCHRS$ (131} "0.K. ":ENDPROC

1680 IFNOX=A7ANDAVL=0ANDOB(17)==1ANDDBI
Jb)=CP THENAVY=1:0B$(3&)="7Ft CYCLOFS(de
ad).":PROCeove: PRINTCHR$ {131} 0. K, ":ELSE
PRINTCHR$ (131)ACS

1690 ENDPROC

1700 DEFPROCend

1710 PRINTCHR$ (131) "CONGRATULATIONS" ‘CH
R§(131)*You have returned the King"'CHR$
(131)*to the Throne" 'CHR$(131)"and are w
ell rewarded'":PROCqu:ENDPROC

1720 ENDPROC

1730 DEFPROCcoin

1740 IFCL)ITHENPRINTCHRS (131)AC$:ENDPRD
C

1750 IFCL=3THENCY=2:Ad¥=1:PRINTCHR¥ (131
) AH$:ENDPROC

1760 IFCA=2THENCY=1:AJZ=2:PRINTCHR$ (131
) AH$: ENDPROC

1770 IFCE=1THENCY=0zAd%=3:11%=I1%-1:PR]
NTCHR$ (131)AH$: ENDPROC
1780 ENDPROC
1790 DEFPROCle
1800 IFVBY(X19THENPRINTCHR®(131)528:END
PROC
1810 IFCP=23ANDAFL=0THENCP=14:0B124)=CP
:PROCaove: ENDPROC
1820 IFCP=23ANDAFYL=1THENCP=27:0B124)=CP
:PROCaoves ELSEPRINTCHR$ (131) AC$: ENDPROC
1830 ENDPROC
1840 DEFPROCwa
1850 PRINTCHR$(131)"Time passes....":F0
RY%=1T03500: NEXT
1860 IFCP=14ANDABY=0THENABX=1:TY=TX+1:0
B(24)=CP:PROCaove: PRINTCHR${131) AE#: ELSE
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PRINTCHRS$ (131)Ad$:ENDPROC

1870 ENDPROC

1880 DEFPROCen

1890 IFNOX=23ANDCP=27THENCP=28:PROCRove
$ENDPROC

1900 IFROX=25ANDCP=9THENCP=11:PROCRove:
ENDPROC

1910 IFNOX=25ANDCP=12THENCP=13:PROCRove
tENDPROC .
1920 IFNOY=27ANDCP=14THENCP=22: PROCROVE
tPRINTCHRS (131)"1 Swinm. !"1FORYY=1T02500:
NEXT:PRINTCHR$(131)*But a Tidal Force pu
15 me down!®*tFORYY=1T025001NEXT+PROCdea
d:ENDFROC

1930 IFNO%=22ANDCP=39THENCP=40:PROCAOVE
+ENDPROC

1940 IFNDX=24ANDCP=10THENCP=241PROCRoVe
: ENDPROC

1950 IFNOY=28ANDCP=27THENCP=23: PROCAOYVE
tENDPROC

1960 IFNOX=2BANDCP=14ANDOB(24)=CP THENC
P=23:PROCaove: ENDPROC

1970 IFNOL=45ANDARY=1ANDCP=34THENCP=41:
PROCmove: ELSEPRINTCHR$ (131)ACS

1980 ENDPROC

1990 DEFPROCex

2000 IFNDX=27ANDCP=14THENPRINTCHR$ (131)
"1 see a Boat and a Seall Island":ENDPRD
C

2010 IFNDX=41ANDCP=25ANDOB(22)=CP THENP
RINTCHR${131) *He seeas to be using a She
vel ":ENDFROC

2020 IFNDI=43ANDCP=37THENPRINTCHRS (131)
"I see a pole.":ENDPROC

2030 IFNDY=42ANDCP=32ANDAEY=0THENPRINTC
HR$(131)"He says :-"'CHR${131)"Bet away!
"1 ENDPROC
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2040 IFNO%=41AND(DB(28)=CP OROB(31)=CP)
THENPRINTCHR$ (131} *He looks rather regal
'"tELSEPRINTCHRS (131) AD$: ENDPROC

2050 ENDPROC

2060 DEFPROCta

2070 TFNDZCX41THENPRINTCHRS (131) 5281 END
PROC

2080 IFOB(22)=CP THENPRINTCHR$(131) "He
says :-"'CHR$(13!)"Eere' Do you wanna bu
y ay Shovel?"1ELSEPRINTCHRS (131) ACS: ENDP
RoC
2090 ENDFROC
2100 DEFPROCgi
2110 IFND2{YSANDND%C Y16 THENPRINTCHRS (13
1)52$:ENDPROC
2120 IFOBI22)=CP ANDOB{S)=-1THENPRINTCH
RE(131)"That ‘11 do nicely sir'* CHR$ (131
)*1"'m going for a pint!*tFORY=1T04000:N
EXT:0B122)=0:08(12)=CP:CL=C1-1:PROCAOVE:
PRINTCHR$(131)*He's left something'®:END
PROC
2130 IFOB(27)=CP ANDOB(5)=-1THENPRINTCH
R$(131) "He says:-*"CHR$(131)*Thanks":FOR
Y1=1T04000: NEXT: AEX=1:TX=T2-1:CX=CE-1211
3=11%-1:0B127)=0: PROCaove: PRINTCHR$ (131)
"And goes away'':ENDPROC
2140 IFNOX=16ANDAPY=1ANDOB(14)=-1THENOB
#(31)="King (Crowned) . *:PROCeove: PROCeNd:
ELSEPRINTCHRS {131) AC$: ENDPROC
2130 ENDPROC
2160 DEFPROCro
2170 1FNOXC)2BTHENPRINTCHRS (131) 5282 END
FROC
2180 IFOB(13)¢>-10RCP<)23THENPRINTCHRS (
131) AC$: ENDPROC
2190 IFAFL=ITHENAFX=0:PRINTCHRS (131) "D,
R PCAMNTAUL
2200 IFAF%=0THENAFY=1:PRINTCHR$ (131) "D,
K":ENDPROC
2210 ENDPROC
2220 DEFPROCti
2230 TFNOLC)14THENPRINTCHRS (131)5281END
PROC
2240 IFCP=37ANDALZ=0ANDOB (14)=-1THENALY

=1 1T0=1TY-12TA=T1+1: 0B${14) ="Rope (tied
to pole).":0B(14)=CP:PROCAove: ELSEPRINTC
HR$(131)ACS
2250 ENDPROC
2260 DEFPROCHr
2270 IFNO%{ 41 THENPRINTCHRS (131)52$: END
PROC

2280 IFOBI27)=CP THENPRINTCHRS$(131)*Bua
rd won't let me!®:ENDPROC

2250 IFAPY=0ANDCP=32ANDOB(15)=-1THENAPY
=130B(31)=CP20B(28) =0: PROCmave: ELSEPRINT
CHR$ (131) ACS:ENDPROC

2300 ENDPROC

2310 DEFPROCWi

2320 IFCP¢>120RAJA=0THENPRINTCHRS (131)"

BBUELECTRON

0.K." 'CHR$ (131) Ad$1 ENDPROC

2330 IFAJY=1THENAKY=L:PRINTCHRS (131) 0.
K. "1 ENDPROC

2340 IFAJY4=2THENAKY=2: PRINTCHRS (131) "0,
K.":ENDPROC

2350 IFAJY=3THENAKX=3:PRINTCHRS (131)"0,
K. "*:ENDPROC

2340 ENDPROC

2370 DEFPROCun

2380 IFNDLCY9THENPRINTCHRS (131) 5245 ENDP
ROC

2390 IFAHL=0DROB(9)<)-1ANDOB(9) ¢ )CP THE
NPRINTCHRS$(131) AC$: ENDPROC

2400 IFCP¢32ANDCPY270RCP=13THENAHY=030B
$(9)="0i1 lamp.*:PROCacve:PRINTCHRS(131)
*0.K. *:ENDPROC

2410 DB$(9)="0i1 lamp.*:AHY=0:PRINTCHRS
(131)*0.K. "1ELSEPRINTCHRS (131) AC$: ENDPRO
C

2420 ENDPROC

2430 DEFPROCr i

2440 IFNDX<OITHENPRINTCHRS (131)52$: ENDP
ROC

2450 IFOB(3)()-1THENPRINTCHRS (131) AC$:E
NDPROC

2460 IFCPC12THENPRINTCHRS (131)AT$: ENDP
ROC

2470 PRINTCHRS (131)AI$

2480 IFAKY=1ANDAMY=0THENAMX=1:T1sT1+1:0
B(13)=CP:PROCaove: PRINTCHRS (131) AES$: ENDP
ROC

2490 IFAKYL=2ANDAMY=1THENANY=2: TH=T1+1:0
B(17)=CP:PROCRoves PRINTCHRS (131) AE$: ENDP
ROC

2500 IFAKY=IANDAMY=2THENPRINTCHRS (131)4
J$:ENDPROC

2510 ENDPROC

2520 DEFPROCHe

2530 IFNDXCY44THENPRINTCHRS (131) 5243 END
PROC

2540 IFCP=36ANDAN2=0ANDAQY=0ANDOB (7)=-1
THENAX=1:TR=TY+1: 12%=111-1:0B(7) =01 PRIN
TCHR$(131)*0.K. *:ELSEPRINTCHRS (131) ACS:E
NDPROC

2550 ENDPROC

2540 DEFPROCea

2570 IFNOYLC)TTHENPRINTCHRS (131)5283 ENDP
ROC

2580 IFOB(7)=-1THENDB(7)=0:21%=21%-1:PR
INTCHRS (131) *Yummy ! *:ELSEPRINTCHRS (131) A
C$:ENDPROC

2590 ENDPROC

b5



2600 DEFPROCmove

2510 IFTE{(ITHENTR=TL+!

2620 IFTL9THENTY=TE-2

2630 VDU28,0,11+T%,39,0

2640 1F (CP{32ANDCP >270RCP=13) AND (AHLO)1
OROB (9) ¢ »-1ANDOB (9) < }CP) THEN: CLS: PRINTCH
R$(134)AR$:PRINT:PRINT:60TD2760

2450 IFAPY%=1THENOB(31)=CP

2660 1FAGYL=1ANDANY=0THENOB(30)=CP

2670 5%="Things I can see:"

2480 CLG:PRINTCHR$(134)"1'n ";P#(CP)
2690 FORKX=1TOLD% '

2700 1FOBIKL)=CP THENPRINT';CHR$(12915%
+PRINTCHR$ L131) 0B$ (KX} ;: 58=CHR$ (11)

2710 NEXT

2720 1F (CP=220RCP=230RCP=270RCP=44) THEN
PRINT:PRINT:B0T02760

2730 K1=0:PRINT' ‘""" jCHR$ (130} "EXITS: *
;:FDRLI=0TG5=IFPICP,LI]!GTHEHI?&&

2740 PRINTD$(LY) ;" "j:K¥=l

2750 NEXT

2740 PRINT' "jCHR$UI3D"(______ .

]I

2770 1FOBI34)=CP ANDOB(30)=CP THENFORYX
=1T04000: NEXT: 0B{34) =0: PROCmove: PRINTCHR
$(131)"He see's the Dragon and runs away
1*:ENDPROC

2780 VDUZB,0,24,39,11+T1

2790 CLS

2800 1FABY=0THENPRINTCHR$(131)*Welcoae
to 1-*'jCHR$(131)"#+ KINBS QUEST #+''CHR
$(131)"The King has been deposed and®'jC
HR$ (13103 "you a Loyal Subject must find
hin®';CHR$(131);"and help him regain his

Throne'® ' sCHR$(131); "Bood Luck!*:AGl=1

2810 ENDPROC

2820 DEFFROCsetup

2830 NPL=A4:L0Y=36: NNL=AB:NVY=32: DINP (N
PI,S!,PiiHPI).VBStH”I],HDS{HHII,QBELGIJ.
0B$(LODX)

2840 DIND$LS)

2850 PH#(1)="on a path"

2840 DATAB,0,9,0,0,0,3,8,3,3,0,0,4,2,2,
2,G,h+2,3,3,5,ﬂ.D,14,3,4,3,0,0,2,2,?,2,0
.ﬂ,E,E.S,h,ﬂ.ﬂ+?,1,3,1,0,0,19,12,0,I.G,U
,a,?,a,a,o,o,u,n,o,9,o,o,a*u,o.a,o,ﬁ,u,o
0,0,12,0,0,5,0,0,0,0,0,0,0,0,0,2,0,0,0,
0,0,3,0,0,0,0,0,4,0,0,0,0,0,3

2870 P$12)="in a forest"

2880 FORIY%=3T08:P$(1%)=P%(2) tNEXT

2890 P$(9)="in a small village*

2900 P$(10)="in a field"

2910 P§(11)="in a store®

2920 P§(12)="by a well®

2930 P$(13)="in a dialy lit well®

7940 P§114)="by a large lake

2950 P§(15)="at the top of a tree"

)-

2950 FORT1=16T021:P%(1%)=P4 (15) :NEXT
2970 P${22)="in a lake"

2980 P$123)="in a rowing boat"

2990 DATAO,0,0,0,0,5,0,0,0,0,0,7,0,0,0,

0,0,8,0,0,0,0,0,0,0,0,0,0,0,0,0,10,25,0,

!,G,Eb,ﬂ,Q.Zi,o,ﬂ,ﬁ,ZS,0.0,ﬂ,u,ﬂ,ﬂ,ﬁ,ﬂ,ﬂ
,0,2?,2?,30,0,0,0,5,25,31,0,0,&,31,0,0.2
8,0,0,0,3ﬂ,0,21,Ii.b,ﬂ,ﬂ,ﬂ,ﬂ,]!,ll.35,0,
34,0,0,32,0,0,0,33,0,0

3000 FORIL=24T0Z5:PS(1%)=PH(1): NEXT
3010 P${26)="in a field"

3020 P$(27)="on a very seall island"
3030 P§(28)="in a disly lit cave"

3040 FORI%=29T031:P$(11)=P$(28) :NEXT
3050 P§(32)="in a small cold dungeon®
3080 P$(33)="in a corridor of a castle®
3070 P$(34)="in a small bare room®

3080 P$(35)=P$(33)

3090 P$(36}="in the Dragon's lair®

3100 P$(37)="in the South Tower®

3110 P$(38)="below the South Tower®
3120 P$(39)="by some steps"

3130 P§{40)="on some steps”

3140 DATA3S,33,0,0,37,0,0,35,0,0,0,0,0,
O,Q.0*0,35,31,0,3,ﬂ,ﬂ,ﬁ,O,EE,D,ﬂ,D,0,0,0

,0,0,il,3?,ﬂ,ﬁ,ﬁ,ﬂ,!!,#ﬂ,ﬂ,ﬂ,ﬂ,ﬁ,ﬂ,!E,0,
0,0,34,0,0,0,0,0,0,0,0

3150 PS(41)=P$(33)

3160 P§(42)="in the North Tower"

3170 P$(43)="in the Royal Jewel Roon*

© 3180 P${44)="in Heaven 1 THINK!®

3190 DATABON,BIR,BEL,ARR,CO1,60L,BRE, S1
L,LHH;TEL,FLI,BHD,BﬁR,RDP;BhM,CRD,Slﬂ,EH
P,COU, 518, HOL ,STE , CAV,,PAT, 6T0, NEL , LAK, BO
A,NDR, 80U, EAS, WES, UP, DOW, N, S ,E W, U, D, HAN
,GUA, WIN, DRA,KEY 000, CYC, KNI

3200 DATABD,BET, TAK , INV,HEL,CLI, WAL, QUL
,D16,8AV, W18, T1E, DRO, OPE,,L.0O,REA , SHO, L16
,LEH,Elﬁ,THR,ﬁSK,‘IN..E-IU,'FIIJI,UHL,RIH,REL
yFRE ,EAT,FEE,KIL

3210 FOR1%=1TONPX:FORIX=0T05: READP (IX,J
1) INEXTsNEXT

3220 FORIZ=1TONNX:READNOS (I%) s NEXT: FORI
Y=1TONVY: READVBS (11} : NEXT

3230 DATA A Long Bow.,0,Bird Flying Hig
h Above.,7,5ilver Bell.,0,An Arrow.,24,%
4 BOLD COINS#,23,60l1d Key.,42,Loaf of Br
ead.,0,5ilver Key.,0,0il Laap.,0,01d Tel
escope. ,3,Flint (and Steel).,23

3240 DATAShavel.,0,0ar.,0,Coil of Rope.
,0,5am, ,17,#60LD CROWNE, 43 ,Sword. ,0,Lock
ed Cupboard.,11,Display Counter,,11,Sign
+y13,Hollow in Tree.,16,A Man (digging).
,26,5mall Village Store.,9,Rowing Boat.,
0

3250 DATAPath. ,10,Cave. ,27,Buard.,32,Ma
nibehind bars).,32,Window. ,37,(Fire Brea
thing) Dragon. ,36,Man{fol lowing se}.,0,An
gel with Harp. ,44,Rope(dangling down). 3
8,Large Black Knight.,41,Locked Door. , 34
o TFt CYCLOPS, ,42

3260 FORI%=1T03b:READOBS (1), 0B (I%) 1NEX
T

3270 DATANORTH,SOUTH,EAST ,WEST,UP, DORN

3280 FORIL=0TOS:READD$ (1%):NEXT

3290 ENDPROC

3300 DEFPROCstart

3310 CLS:INPUT"Resuse play on a saved g
ase ";B¥11FB$="Y"THENPROC10ad: ENDPROC

3320 ENDPROC

3330 DEFPROCINFO

3340 CHe=""

3350 PRINTCHR${134);

3360 PRINT;* "jCHR$(B);

3370 14=6ET$

3380 IF1$=""THEN3370

3390 I%=ASC(7$): IF11)9SANDIIC Y127 THENTS
70

3400 ILY1=LEN(CN$): IFILYX2TTHEN3420

3410 IF11>31ANDIT{IATHENCAS=CN$ +1%: PRIN
T1%;:60T03340

3420 IF1%=13ANDILY)OTHENPRINT® *:B0TO34
50 -

3430 1F1%=12TANDILL)OTHENCHS=LEF TS (CHS,
IL1-1)¢PRINT® ";1%;1%;

3440 BOTDI360

3450 ENDPROC

COMPUTER GAMER APRIL 1986




81
tu

AN

EN3S

FRIN
T034

CHS,

BLOCK OUT

By John Pugh

In this ‘painter’ type game you
must collect the diamond as well
a3 avoiding the mutant spark
Much gkill and strategy is
needed as you must guide the
spark around the sereen to cover
over holes in the screen. A dif-
ficult game — hardened games
players only!

I PEN 14
2 ENV 1,5,3,1,1,0,16,5,-3,2

3 ENT 1,5,1,1,10,-1,1,10,1,1,5,-1,1

4 ENV 2,5,3,1,5,-3,10

5 DIN sliil,11)

b SYMBOL AFTER 206

7 SYMBOL 222,1,3,6,13,26,52, 195,210

B SYMBOL 223,128,64,32,184,72,36, 146,75
9 SYNBOL 224,210,105,52,28,13,6,3,1

10 SYMBOL 225,75, 145,36,72, 144,32, 44,128
12 SYMBOL 210,63,64,159,159,191, 191,151,
191

14 SYNBOL 211,252,62,255,255, 255,255, 253
1253

16 BYNBOL 212,191,255,255,255, 255, 255, 12
7,63

18 SYMBOL 213,253,253,253,253, 253,249, 13
0,252

20 SYMBOL 214,7,24,39,79,79,39,28, 36

22 SYNBOL 215,224,24,228, 18,183,228, 56, 36
23 SYNBOL 216,68,148,255, 179,242, 30, 18, 3
0

24 SYNBOL 217,34,41,255,203,207,120,72, |
20

25 SYMBOL 218,192,240, 120,62,31,29,10,9
26 SYNBOL 219,3,15,30, 126,252,200, 80, 144
27 SYNBOL 220,9,10,20,59,62,124, 240,192
26 SYNBOL 221,144,80,200,252,126,30,15,3
tMODE O1FOR M=i TO &:HI(Ni=0:HI$(N)="ANS
TRAD" 1 NEXT

29 BOTD 700

30 se=0:1i=31M0DE 02 INK 1,0:INK 2,112 INK
3,2:0NK 4,60 18K 5,8:INK &, 242 INK 7,201
NK 8,9

45 BORDER S:PAPER {1 PEN 5:q$sCHRS$(Z10)+
CHR$ (21 1) swh=CHRS (212) 4CHR$ 12131

COMPFUTER GAMER APRIL. 1986

86 at$=CHRS (Z18) +CHRS(219) 1 mbS=CHRE(220)
tCHR$ (221}
9C CLS:LOCATE 1,1¢FOR t=1 TO 10
SLFOR v=1 7O 10:PRINT gf;:NEXT
52 FOR v=1 T0 10:PRINT wijsNEXT
33 NEXT
56 WINDOW #1,1,20,21,25:PAPER #!,&:FEN 4
1,1:CLS K
S7 WINDOW 92,1,20,21,21:PAPER #2,7:PEN #
2,1:CLE# 2:PRINT #2,°SCORE*sc;
60 x=liyslet$=CHRS (214) +CHRS (215) 1h$=CHR
S(216)+CHRS(217) sxp=1typsl
63 CLS #1:PRINT #1,"SCORE*;sc:PEN #1,3:P
RINT &%, *LEVEL";le
b4 PEN 1, 4:PRINT #1,"HIGH ";hi (1} :PEN &
1,2:PRINT ®L,"LIVES *;:FOR e=1 T0 1i:PRI
KT B1, b8 NEXTIPRINT o1
63 PRINT #1," "1:FOR =1 7O li:PRIN
T #1,b%;:NEXT
T0 FOR r=1 T0 1)
71 FOR g=0 T0 11as](r,g)=0:NEXT:NEXT
T2 FOR h=0 10 11:51(0,h)=11sk(h,B)=1ss]
hylly=1isl (15,0 =1
13 REXT
75 sl{l,1)=]
7o GOSUB 450
B0 mx=1%:ay=19:0=1012=10
85 FRINT CHR$(22)+CHR$11)
90 PEN 2:LOCATE x,y:PRINT t$:LOCATE x,y+
1:PRINT b4
95 PEN &:LOCATE wx,my:PRINT at$:LOCATE o
4, my+1:PRINT sb¥;
98 bc=1:ma=0
100 IF INKEY(67)=-1 AND INKEY(89)=-1 AND
INKEY(39)=-1 AND INKEY(31}=-] AND INKEY



i72)=0-1 AND INKEY(73)=-1 AND INKEY{74)=
-1 AND INKEY{75)=-1 THEN 200

102 PRINT CHR$122)+CHR$ (D) :LOCATE x,y:PE
N 3:PRINT q#:LOCATE x,y+1sPRINT w$;

103 slixp,ypl=l

104 IF INKEY(67)=0 OR INKEY(72)=0 THEN y

=y-2iypryp-i

105 IF INKEY(311=0 OR INKEY(73)=0 THEN »
sx+liapup+l

106 IF INKEY(3%1=0 OR INKEY(74)=0) THEN x
=x-2tap=up-1

107 1F INKEY{&9)=0 OR INKEY{73)=0 THEN Y
=Y+2: YP=YP+!

116 IF xp<t OR xp»10 DR yp(l OR yp210 TH
EX 500

111 IF xp=a AND yp=z THEN 500

112 PRINT CHR# (22} +CHR$ (1) :PEN 2

113 LOCATE x,y:PRINT t$:LOCATE x,y+l:PRI
NT b¥

114 IF sliap,yp)=l THEN 200:ELSE IF sl(x
pyyp)=2 THEN EO05UB 670:ELSE IF sl(xp,yp!
=] THEN 500

115 besbetd: [F be=98 THEN 400

200 PRINT CHR$ (22} +CHR$ (0! :LOCATE ax,my:
FEN 5:PRINT q¥#:LOCATE mx,aytl:FRINT wi
201 1F xp=m AND yp=z OR xp-l=a AND yp=:

96

OR xp#i=n AND yp=z THEN 500

202 IF as=0 AND ayl AND slim,z-10<X1 TH

EN on=0:6070 210

203 IF an=B AND mx}! AND slim-1,20¢>1 TH

EN mm=8:60T0 210

204 IF =2 AND my<19 AND slim,z+l)OOL T

HEN ma=2:607D 210

205 1F mas! AND ax{19 AND s)(m+l, 2301 T

HEN am=1:G0T0 210

206 IF sa=l THEN mm=8:60T0 230

207 IF am=0 THEN we=2:G60T0 230

208 IF am=2 THEN wa=1:60T0 230

209 mn=0:6070 230

210 IF an=0 THEN my=my-2:z=1-1

211 IF am=l THEN ax=mx+lim=at]

212 IF sa=B THEN mx=mx-21m=a-l

217 IF aa=2 THEN my=my+2iz=1+]

230 slin,z)=0tPRINT CHR$122)+CHR$ (1) :PEN
5:LOCATE wx,ay:PRINT at$:LOCATE mn,my+l
tPRINT mb¥

231 6070 100

232 as=0:607T0 100

400 scssct20kle:le=le+iiBOTO 45

LOCh

500 FOR nn=758 TO 956 STEP 10L1:FOR w=l T
0 15:BORDER v:NEXT:SOUND 1,nn,-2,15,2,1:
FOR mn=1 TO 200:NEAT:NEXT:BORDER 4

505 CLS #1:PEN %1,1:PRINT #1,"sassudetst
erpeetapasnaf0U LOST & LIFE' #eekrininets
HEREEAEEEY)

510 li=li=1:IF li=0 THEN &00

311 BOT0 45

L00 PRINT CHR$(22)+CHR$(1}sLOCATE 1,10:P
EN G:PRINT® GAME OVER'®

602 FOR T=1 TO 1000:NEXT

403 CLS:1F SC4=H1i6) THEN &30

605 CLS:T=4

406 IF SCYHL(T) THEN &09

407 T=T+1:16070 619

50% T=T-1:I1F T=0 THEW T=1:B60TQ &10:ELSE
807D b0&

410 1IF T=4 THEN &1B

612 FOR Y=b TO T+! STEP -i

B14 HIIY)=HI(Y-1)sHI®LYI=H1S (¥-1)1HEXT
b18 BOTO 620

£20 FEN 1:PEM 7:LOCATE I, l:PRINT"
ATULATIAONS'®

621 PEN J:PRINT" YOU HAVE THE MD."T:PRIN
T* TDP SCORE'":FOR nn=] TO 4:SOUND !,119
¢2,15,1,1:50UND 1,80,-2,15,1, LeNEXT

CONGR

422 PRINT:PEN &:PRINT:PRINT'PLEASE ENTER
NANE®

623 PRINT CHR$(22)4CHRE(0): INPUT HISLT):
HEIT)=5C

£30 CLS:PEN 2:LOCATE 1,1:FOR T=1 7O 10:P
RINT T#;:NEXT:LOCATE 1,2:FOR T=1 T0 10:F
RINT By iNEXT

431 FOR T=3 TO 19 GTEP 2

632 LOCATE 1,T:PRINT T$:LOCATE 19,T:PRIN
T T$:LOCATE |, T+1:PRINT BS:LOCATE 19,T+!
iPRINT BS$

633 NEXT

634 LOCATE 1,20:FOR T=1 TO L0:PRINT T#;:
NEXT

635 LOCATE 1,22:FOR T={ TO 10:PRINT B#;:
NEXT

640 PEN 4:LOCATE 3,3:PRINT"!!MALL OF FéM
E!!"sPEN S:LOCATE 3,4:PRINT " #efeuisissis
UL

&41 FOR T=1 T0 &

642 PEN T+1:LOCATE 3,T#2+4:PRINT HI(T):L
OCATE 8,T#2+4:PRINT HI$(T):NEXT:LOCATE 4
y23:PRINT"PRESS SPACE";

647 A$=INKEYS$:IF AS$(>" " THEN 443

b44 E0TO 29

630 FOR u=! 70 le

652 F=INT(RND{1}#9)+1:g=INT(RND{1)29)+1
853 IF slif,g)<)0 THEN 652

654 PRINT CHR$(22)+CHR$ (1) :PEN 7:LOCATE
+#2-1,042-1

655 PRINT CHR$(222);CHR$(223):LOCATE 42
-1,g%2:FRINT CHR${224) ;CHR${2235}

436 sl (f,g)=2:NEXT

457 FOR u=1 TO le+l

458 f=INT(RND(11#9)+1:g=INT(RND(1)9)+]
859 IF slif,q) {0 THEN 458:ELSE PRINT CH
R§122)1+CHRS (0}

kb0 LOCATE fe2-1,q#2-1:PRINT®
t42-1,g#2:PRINT" *islif,gl=d
kb1 NEXT:RETURN

670 sc=sc+i0#le:LLS #2:PEN A2, 11PRINT #2
y"SCORE"sc

475 SOUND 1,119,-2,15,1,1

677 RETURN

700 MODE LiPAPER 1:CLS

705 PLOT 10,380:DRAN 30,380, 4:DRAN 50,35
0,4:DRAM 50,350, 4:DRAW 40,240, 4:DRAN 50,
330,4:DRAW 50,320, 4:DRAN 30,300,4:DRAN |
0,300,4:0RAN 10,3804

"+LOCATE
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707 PLOT 60,380,4:DRAW 435,380,4: DRAN &5,
303, 4:DRAN 95,305, 4: DRAW 95,310, 4:DRAN 1
00,310,4: DRAN 100,300, 4: DRAN 40,300, 4:DR
AN 50,380, 4

709 PLOT 120,380:DRAW 140,380:DRAW 150,3
T0:DRAN 150,310: DRAM 140, 300: DRAW 120,30
0:DRAN 110,310:DRAW 110,370:0RAN 120,380
T10 PLOT 170,380:DRAN 190,380: DRAW 200,3
70:DRAN 200,350: DRAW 150,350:DRAN 190, 36
O:DRAW 180,370:DRAN 170,360: DRAN 176,320
:DRAW 180,310: DRAW 190,320

711 DRAN 190,330:DRAN 200,330:DRAW 200,3
10:DRAW 190, 300:DRAN 170,300: DRAW 140,31
O:DRAN 140,370: DRAN 170,380

712 PLOT 210,380:DRAW 220,380:DRAN 220,3
00:DRAN 210,300:DRAN 210,380:NOVE 240,38
D:DRAN 250,380:DRAN 250, 370:DRAN 220,330
:DRAW 220,340:DRAW 240,380

713 PLOT 240,300:DRAW 250,300: DRAW 250,3
10:DRAN 220, 340: DRAW 220,330 DRAW 240,30
0

715 PLOT 270,340,7:DRAN 280,350, 7: DRAN 3
10,350, 7:DRAN 320,340, 7: DRAN 310,330,7:0
RAW 280,330,7:DRAM 270,340,7

716 PLOT 30,270,2:DRAK 50,290: DRAM 90,29
O:DRAN 110,270:DRAW 110,150: DRAW 90,130:
DRAW 50, 130: DRAN 30,150:DRAN 30,270

717 -MOVE 40,260:DRAN 40,280: DRAN B0, 280:
DRAW 100,260:TRAN 100, 160: DRAW 80, 180: DR
AN 50,140: DRAW 40,160:DRAW 40,240

718 PLOT 130,290,2: DRAW 150,290: DRAN 150
y 1702 DRAN 170, 150: DRAW 190, 170: DRAK 190,
290:DRAM 210,290:DRAN 210, 150: DRAN 190, 1
S0:DRAN 150, 130: DRAK 130, 150: DRAW 130,29
0

719 PLOT 230,290:DRAW 320,290: DRAW 320,2
70:DRA 290,270: DRAW 290, 130: DRAN 250,13
O:DRAN 260,270:DRAW 230,270: DRAK 230,290
720 PLOT 340,380:DRAN 370,380:DRAW 370,!
BO:DRAW 340,180:DRAN 340,380:PLOT 340,15
Oy 4:DRAN 370,150:DRAN 370,130: DRAK 340,1
30:DRAW 340,160

723 PEN T:LOCATE 30,2:PRINT*BY J.PUGH":L
OCATE 30,5:PRINT CHR${144);:PRINT" JAN.8
6

726 PEN 10:LOCATE 25,7:PRINT"1) INSTRUCT
IONS™; :LOCATE 25,10:PRINT®2) PLAY"

727 INS=INKEYS$:IF IN$C3"1" AND IN$()#2¢
THEN 727

728 PRINT CHR$(7): IF IN$="i" THEN 740
729 LOCATE 30,10:PRINT*ENTER *:LDCATE 30
oI 2:PRINT"STARTING": LOCATE 30,13 PRINT L
EVEL":LOCATE 30,15:PEN 10:PRINT®(1-9)"
T30 A$=IRKEYS$:A=VAL(AS):IF ACL OR A9 TH
EN 730

731 LE=R:60T0 30

740 CLS:PEN 7:LOCATE 15, 1+PRINT"BLOCK< 30
UT":PEN 10:LOCATE 1S,2:PRINT" #5+senttss®
742 PEN 7:LOCATE 2,5:PRINT*Suide Arnold
astronaut around the zone®

745 PRINT*of blocks,colouring them blue,
collecting the precious diamonds and avo
iding the holes & sutant spark.®

746 PRINT:PRINT* I you come into conta
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ct with this sp-ark or stand horizontal}

| ¥ next to ityor you walk into a hole,the

n you lose one of your three lives."
T47 PRINT:PRINT® 1t the spark covers a
hole or a gia- mond then it fills that
block with a  normal block.It is there
fore necessary®

748 PRINT"to quide the spark over some h
olesithe spark cannot travel over blue
blocks).*

749 PRINT:PRINT* The nusber of blocks ¢
oloured needed depends on the amount of
holes,and you do not necessarily need

to celour every block.*

730 PEN J:PRINT* press SPACE to continu
e.k

751 a¥=INKEY$:IF a$<>" “THEN 751

732 PRINT CHR${(7):CLS:LOCATE 3,9:PRINT"C
ONTROLS: -

733 LOCATE 19,8:PRINT*Q": LOCATE 17,10:FR
INT"C # Y*:LOCATE 19,12:PRINT™A"

754 LOCATE 2,15:PRINT® OR USE JOYSTICK
ll

755 PRINT:PRINT:PRINT® press SPACE to cp
ntinue, "

T3b a$=INKEY$:IF a$<>" * THEN 754

737 PRINT CHR${7):5070 700

1000 PRINT INKEY$:6070 1000
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Square, London W1.

CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden

CLASSIFIED RATES — 40p private per word. Semi
display £9 per single column centimetre plus VAT.
Series rates on application. Please note that all
classified advertisements under £20 must be pre-
paid. All cheques or postal orders to be made:
payable to A.S.P. Lid., (P.H.)

Telephone Stuart Taylor 01-437-0699

WA

WARNING NOTICE
Advertisements placed in this magazine are to be in strict compliance with our standard conditions (copies of which conditions are
available on request) and on the clear understanding that the advertiser warrants that his advertisement(s) does not infringe any copy-
right or condition of sale of any interested party in the advertised product.

Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any other claims brought against
them as a result of legal action arising from the publication of the advertisement.

Any breach of these terms or the said conditions may result in prosecution of the advertiser by the proprietors.

UTILITIES L NOR SR .l

SHARP MZ 700 games ten pack
MIDLAND COMPUTER JOKES B g - all originalarcade%oltware Priced
s = | £295 from Scott Carey, 40 Bainton
LIBRARY FREE % <| Grove, Ciiton, Nottingham NG11
ATTENTION Commodore, Amstrad, Atari, BBC & MSX Users e " <&

A SUBSIDIARY OF PLATINUM GOLD

* OVER 7,000 different titles available for hire for the COMMODORE, SPECTRUM,
ELECTRON, BBC, AMSTRAD, ATARI, and MSX computers.

* ARCADE, ADVENTURE, EDUCATIONAL and BUSINESS software too

* HIRE PRICES from only T5p INC. P&P.
* 20% DISCOUNT off all purchase software

* FREE CATALOGUES.
* FREE HINTS AND TIPS.

* FAST RETURN OF POST SERVICE (if reserves are given).
* ALL GAMES manulactured ORIGINALS with full documentation

* OVER 6,000 satisfied members.
* EUROPEAN members welcome.

* FREE MEMBERSHIP LIMITED PERIOD ONLY

* Full computerised system keeps track of your order. We pride ourselves in being
the most professional Hire Library in the United Kingdom, with staff of 14 who
knows what the word service means. Backed by our own software company and

programmers.,

MIDLAND COMPUTER LIBRARY
28 College Street, Worcester WR1 2LS. Tel: 0905 611072

Please rush me my catalogue, enciosing £1 to cover costs, refundable on joining.
[ e St B & 4 S it L o RN o Y BRI

L L - TR L L L LR R R T

SOFTWARE | FORHIRE |

SPECIAL DEAL FOR
ATARI
400 / 800 / XL / XE

HIRE your first 2 games FREE
from our extensive range of soft-
ware. Up to the minute releases
available. Apply Nowl!
‘OR
BUY all the latest software titles at
best possible prices. (Mew re-
leases available direct from U.5.)
Atari hardware and modems now
available at discount prices. For
further details send S.A.E. to:

CHARNWOOD GAMES
30a WARWICK AVENUE, QUORN,
LOUGHBOROUGH,
LEICESTERSHIRE.

TEL: 0509 412604

ATARI 400/G00/800 XL
SOFTWARE

Wa have an all round selection of dicks, casseiies and
cartridges FOR HIRE. now and hire your first
Tour games free. Around 1,00 cifienens arigmnal tilles
For full datails send kge stamped addressad envelope
o teiephone evenings 7pm - 10pm or wedkends

LOW ATARI PRICES

1050 DISC DRIVE E127 55 post e
130 XEs + Recorder « Minar 2049 £165-95 post

fres
130 ¥Es 1050 DRIVE £257 B0
130 KEs £125.90
Anba and Analog magarires avaitable
BEST QUALITY MSCS
Unlabelled 50./55 £11.95 dor 10 post tree
£07.95 for 100 past Iree
0055 £14.95 for 10 poast Inse
BOKES OF 10 3% DD/D0 £38.95
ATAAI 520 5T PACKAGE £729.95 POST FREE +
10 FREE DISCS
Memerex 3% dises 55700 Boses of 100

28 95
HAFFY ENHANCEMEMT FOR THE V050 DRIVE
£149.50 POST FREE
BAMES & SOFTWARE CLUB :
CE 35 Tithury Ruad. Til 1]
mﬁ. SA3 4PD. Tak: 0783 1

with over 500 practical jokes from Sp
Stink bomba, Whoopes cushion, wob-
bly lager glass, laxative tea bags,
smoke bombs, willie sugar, cigarette
bangers, joke blood, sick, mess, soap
sweets, wel jokes, exploding jokes,
magic tricks, party fun kits, masks,
make-up, sea monkeys, girl sirip pans,
adult party packs, saucy novellies,
naughty presents, posters, badgers,
the complete Joke Shop by Paost,
Send 13p stamp with your nama and
address for bumper colour catalogue
and Free Gift to:

MATCHRITE, THE FUNNY BUSINESS

{Depi C.G.] 167 WINCHESER ROAD,

BRISTOL BS54 3NJ.

FOR ADVERTISING
DETAILS PHONE
STUART TAYLOR ON
01-437-0699

Q@BYSSEY 7

Science Fiction Specialists

Books, Comics, Magazines, Posters,
Soundtracks, T-Shirts and Games.

Manchester University Precincls
Oxford Road, Manchester M13 AN
Tel: 061-273 G666
Open Mon-Sat 9.30-5.30

ALSO NOW AT:
Wnit 6, Harrison Streel,
Off Vicar Lane, Leeds 1.

Tel: 0532 426325

MAGAZINE AND POSTER CENTRE
{Large range of compuler magazines)
21 Hanging Ditch, O Corporation SL,
Manchester 4.

Tel: 061-832 T044

ATARI

SPACEBALL - Two arcade pinball
games both with a space-age theme
on a double-sided cassette. £6 POST
FREE.

XL/FIXER will allow you to play your
new XL or XE computer the games
ariginally written for the old 400/800
range. Tape version £6, disk version
£10 post free,

STOCKSOFT
15 Woodbrooke Road,
Birmingham B30 1UE

o ron e

BBC B/ELECTRON Software
Library = membership. £5. Tapes
£1 (+ 30p P&P). Stamp for details.
E. Tucker (AB), 58 Blenheim Walk,
Corby, Northants.

SPECTRUM Tape Library Free
Membership. Owver 350 games,
Educational Utilities. For details
send SAE 'Soft By Post”: 14 Blakeley
Avenue, Wolverhampton.

SPECTRUMS,
COMMODORE,
.DRAGON AND BBC
REPAIRS

All Spectrums also have essential
modifications fied and are completely
overhauded with & month guarantes £20
all Inclusive.

Free satimates for GBM, Dragon and
BBC.

M.P. Electronics, (Dept (G),
The Laurels, Wendling, Dereham,
Norfolk NR19 2LZ. Tel: 0362 87 327
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