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Ghostbusters IT
Ghostbusters, the gams that sold
well into 6 figures, and probably
half & million gameas worldwide,
is to have a sequel.
Ghostbusters IT is due out for
the popular micros and is
expected this Autumn.

Hacldng with a gams promotad
as letting you hack in the
comfort of your own homs. The
game had very little to do with
hacking, but was a very good
problem aolving/adventure
game in itself despite being

totally
Activision's dismay, who would
probably liked a bit of mystique
gurrounding it).

Hacker II takes the same
theme as the first game, but
moves a bit. The game is finished
and is just walting for the
conversions to be done so that
there can be a mﬂmnac?}

Something missed out of

at the same time as the film, s0
you will have to walt until the
Autumn for that as well, though
Mista of Xenon will probably be
ready in time for a late summer
release.

Conversions of the original
TLucasfllm games are dus out for
the Amstrads during May and
there might ba soms MSX
wversions lurking in the wings for
all you Toshiba owners.

N egf game
m}gmwﬂlﬂm‘ﬂwm

eased in
ﬂwwﬂlmmmmm

enemy whenever
e B SR, 7 S
easily identify therm-

NEWS NEWS

US Gold’s
Simulations
US Gold are set to release four
more games from US softwars
house B8I already known for
wargamses such as Combat
Leader and Battle for Normandy.
The latest releases include
TUltima style strategdy adventures
called Phantasie and Questron,
an arcade adventure titles
Gemstone Warrior and the first
in the ‘when superpowers
collids'

Strategic

magic as you search mysterious
caverns for the five pieces which
once was the Gods gemstone.
Your failure will mean the end of
mankind

Questron 1s & massive
roleplaying adventurs set in a
vast land filled with cities,
castles, dungeons, monsters and
pricalss treasuras.

¥ou begin the game a simnple
serf but soon you embark on a
quest that will lead you to a final
confrontaion with the rensgads
soreceror, Mantor,

The mission to find the seven
black rings with which you can
defeat the Black Lord is the plot
of Phantasis. This isn't going to
be easy and youll nesd the

and abilities of your
six characters if you are to stand
& chance.

Qermany 1986 is the first in a
geries of World War IIT
‘simulations’ and should appeal
to wargamers who are dying to
know what would happen if the
Superpowers collide.
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Acrojet -a flyind e

Thing on an
Amstrad

The Thing on a Spring is back!
The hero of Gremlin Graphics
addictive game for the C84 will
be bouncing around Amstrad
SCTEeeNSs Very s0oIL

Our agpringy hero must
infiltrate an evil goblins factory
and stop him from wrecking
havoe on an unsuspecting world.
But beware the goblins are out to
rust our hero until eventually he
seizes up.

Amstrad owners wishing to
spring for this game will have to
find £895. (Full review next
issue).

Amstrad Buy
Sinclair
Shock!

In a surprise move, Amstrad
Consumer  Electronice  has
bought the home computing
division of Sinclair Research.

For a price of £5,000,000
Amstrad get the right to manu-
facture and =ell all existing 8in-
clair products, alorg with first
refusal on later Sinclair dewvel-
opments, Amstrad also have the
right to use the Sinclair name
and logo,

Amstrad hawve NOT bought out,
Sinclair or taken on any stock,
though Amestrad and Sinclair are
negotiating so that existing Bin-
clair stock will be bought by
Amstrad.

Sinclair Research are now
leaving the consumer computar
market, and will be doing
contract research for other
companies, though if they design
& computer — sunh as the forth-
coming Pandora portable com-
puter — Amstrad will probably
produce it under the Sinclair
TAImE,

What does this mean for the
humble Spectrum now that Sin-
clair has gone? Alan
(head of Amstrad) says that the
Bpectrum will continue to be
produced, though there will be
changes. And all of them are
good news for Spectrum owners:

athlon.

Acrojet
Gunship

U8 Gold is set to relsase three
maore simulations from
Microprose for the CG64. The
games are Silent Service (a
submarine simulation which is
reviewed in this transmission of
Garmner ), Acrojet and Gunship.

Acrojet not only sirmilates
flying a 200 mph, one man jet but
iz also a sports simulation.

Onece you have perfected your
flying skills you can put therm to
the test by entering an acrobatic
decathlon of events including
sport landings, ribbon cuts (77)
and aercbatics.

increased reliability, by alter-
ations in production; re-pack-
agding including a Spectrum in a
new box with a built-in tape
deck, a screen ie also a possi-
bility, but not in the near future;
the introduction of Amstrad
compatible 3 inch dislk drives (as
wsed on the Amstrad disk
machines and the Einstein).

Amstrad say that the Binelair
badge is to be used on fubure
‘entertainment’ machines that
are upward cormnpatible with the
exdsting Spectium range, so the
CPCA64, which will still be
produced, will still have the
Amstrad badge on it Amstrad
intend to sell Binclair products
at around the £139 price level.

Amstrad also announced the
introduction of a testing service
for S8inclair software to ensure
compatibility with newer mach-
ines — eliminating the problem
with series 3 and 128K Spec-
trums. The manual and adver-
tising will only recommend the
approved software.

The QL (which is no longer
manufactured) is likely to be
dropped, though it may get a new
lease of life in a redesigned form
with 3 inch disk drives.

Footnote: The fnancially
plagued Commodore home
computer division (ssparats
from Commodore Amiga), the
company with most of the rest of
the British market, is rumoured
to be on the verge of producing a.
low priced replacement for the
Commodore 84 at around £150
to S200.
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Spectrum
Hotshots

Four classic Bpectrum games are
now available in ona pack for
only £8.99.

This mega compilation tape
consists of icon adventure action
in Beyond's Shadowfire, combat

H 2
ot Shots - Shadowfire ang Fighting Warrior

IS NEWS NENS

action from Fighting Warrior
{Melbourne House) Puzzling
action in Firebird's Gyron and
adventuring at it's hest in
Activision's Mindshadow.

Each game is supplied with
full instructions and the pack
even contains the shadowifire
Tuner to expand this incredible
gameeven mors.

THE MAIN DISFLAY

YOUR
FLAYER
CHARACTER

DOOR

3-0
SFLAY

MEMI
DISEEAY

Amstrad Swords
and Sorcery

PSS have announced the
cormpletion of the Amstrad con-
varsion of their fantagy
roleplaying adventure, Swords
and Sorcery.

The game is inspired by D&D
and the Spectrum version was
reviewed, in depth in the
Decamber  transmisgion of
Gamer,

You begin the game as a novice
but by developing your skills in
swordplay, magic and thievery

MONSTER

_MONSTER

TEXT &
CONVERSATION
DMSFLAY
you can progress through the
game.

PS8 have also released an
extended wversion of Spectrum
Bwords and Sorcery which
includes a second dungeon level
with map, an advanced players
guide, guide to the games
critters, a book of objects as wall
as printed cassette inlays for
playar charactars saved to tape.

Amstrad Swords and Sorcery
oosts £8.956 with the Advanced
Spectrurn  game selling at
£14.965. Owners of the original
Spectrum game can update by
mail order for only £4.95.




Infocom Launch
128K Adventure

writ.tmforlaacompu.tem

Dus out in June the game 18
described as a cross between
Allce in Wonderland and The

explore an alternative universe
where magic and physics exist
side by side and every atomic
axplosmnt;rmthas ever ocourred
conneacted (777).
It.isyourjobt.oshapethewursa
of history. No wonder you need
128K of marnoryl
Trinity features owver 600

Off the Hook

Off the Hook organiser, Rod
Cousens has announced the
games that will appear on the
charity tape that will raise

monsy for the Princes Trust for

Drmug Rehabilitation

Bayond's Psytron and U8B
Gold's Blue Max will head the
Spectrum wversion which will
also include Fall Guy (Elite),
Buggy Blast (Firebird), Ad Astra
(Gargoyle), Splat (Incentive),
Kong Back Gold),
(Peion) and

Melbourne House's Mugsy.

" Atari 7800 Pro games systam,

Atari 1040 STMF

locations and a vocabulary of

over 2,000 words.

Infocorn describe the game as
‘standard level’ which, of course,
means impossible,

The garne disk is accompanisd
by the usual stunning Infocom
packaging including an
intricately decorated punch-out
sundial, a dstailed map of the
trinity site, a copy of the
historical comie, the ‘Tlhistratad
Story of the Atom Bomb' and
instructions for folding a paper

Dedicated Infocom fans will
have to beg, steal or borrow
either an Apple IIE, Amiga,
Atari, Commodore 128, IBEM PC
or Mackintosh and around £30.

The OB4 wvergion features
Pitfall 2 (Activision), Psytron

CUEGold)deﬂaasicadvam
{ Melbourne House).

Version of Off the Hook are
also planned for Amstrad BBC,
C16 and Atari computers.

All version will cost £8.89
which is excellent value if you
gtill need some of these titles to
complets your collection.

NEWS NEWS

Alpha Omega
A]phﬂ.DmBga.lsthelm.eﬁtla.belto
be launched by the CHL group.
The first from the new
label all cost £1.99 and include
an arcade game called Return of
the Space Warriors and Baby
;l;l;lksr the saquel to the Berks

Ogy.
CRL themselves are set to launch
seven new games including a 3D
arcade adventure and the CB4
version of Tau Ceti.

Cyborg is to be a 3D arcads
adventure in which you must
guide your half robot, half
humancoid hero into a alien ship
where he must rescue the
human crew sent there to
exxplore it. This is just the first in
a geries of Cyborg adventures
that CHL have planned. Inothers
you will be able to use the
Cyborgs ability to swap his
hands for flamethrowers,
weapons and tools.

The C84 version of Tau Cetl is
due out at the end of May and will
again be in two vergions. The
basic (incredible) game will be
avallable on cassette with a
‘special edition’ awvailable on

Adventure fans are in for a
treat especially those with an
offbeat sense of humour., As
walting in the wings are the C64
version of Bored of the Rings, an
Amstrad conversion of Robin of
Sherlock, The HRocky Horror
Adventure Show (written by
Bored of the Rings author Fergus
McNeil), a multiplayer quest
adventure called Camelot and
The Very Big Cave Adventure.

The Very  Big Cave
Adventure is a very strange
version of the original Cologsal
Caves adventure and is written
by those very strange people
from &t Brides School (encugh
said). Soon B4, Amstrad and
Spectrum owners will be able to
sample this delight and will no
doubt wondar what would hawve
happened if Crowther and Woods
had written this game instead of
Colossal Caves.

Quill on

Commedore advengurers can
now get their adventures online
thanks to & new area on
Compunat called Guill Corner.

All of the adventures can be
downloaded and stored on tape
grad.iskmdmstbammenﬁzand

They are all written using the
GQuill and the first two available
are Parisian Nights and a tough
100 location puzzler for

" seasoned adventurers called the

Compunet adventure software
from Alan Lenton at 01-966
8866,
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30 Games for the
price of one

Argus FPress Software are
literally offering you the chance
to buy 30 games for the price of
onel

30 Games is a twin cassette
pack containing a wvariety of
titles including arcads, strategy
and adventure games.

Waturally the quality of the
games vary but include such
classics as New Generation’s 3D
Tunnel, @uicksilva’s Alien
Intruders (Space Invaders) and
Metaro Storm (Asteroids) as
well as one of my favourite
gtrategy wargamss, Fall of Rome
from Mind games.

30 Games is available for the
Spectrum and costs £9.95.

30 games for the price of ona!

The Comet Game

Just as the space probe Giotto
was being purnmelled by Halley's
Comet, Firebird were adding the
final touches to an arcade
strategy game of cosmic
proportions — the Comet Game.

The game will consist, of three
distinct phases in which you
must blast off for the stars, help
the onboard computer Herbie
(Human  Environment Re-
production By Intelligent
Electronics) guide the ghip
through countless dangers until
finally you must blast the comet
germbags before they infect
earth. (Funny, James Burkes
forgot to mention that bit! )

The Comst Game will be
available for Spectrum, CB4,
Amstrad and Atari computers
and will cost £7.95

Winter Events

8pring ia in the air, the snow is
on the ground and still winter
Sports gamess are appearing in
the office.

The latest one is for the C18
and ig called Wintar Events from
Arneo Software.

Winter Events features aix
events that are turbo loaded
from tape in just 40 seconds and
feature Biathlon, Slalom,
Downhill, Bobaled, 8ki Jump and
Bpeed Skating.

Winter Events will be available
soon and will cost, £7.95.
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Aries the Ram
The curse of the joystick is upon
you, O arrogant one, Your stars
are travelling into a formation
which characterises the classic
gymptoms of the incurable alien
addict. To lift this terrible blight
— try playing some agventures.

Gemini the Twins

0 wonder of wonders, your
horizons are indeed bright.
Never have I seen such
posgibilities of greatness for you
schizoid ones. The moon's
influence is strong. Stare at it for
10 minutes tonight and then try
playing Bounty Bob — hi-scores
may well topple.

Cancer the Crab

My little pincered ones, you have
avery confusing month ahead of
you. Masses of surplus ensrgy at
the beginning of the month
should be enough to allow you to
type in all the games listings,
Then bewWare, Jupiter's pull on
your life will introduce a
horrible fesling of lethargy, You
must combat this by teaching
your mother to play Pacman.

Leo the Lion

The position of Mars — the red
planet of war — in your chart
this month will give you a strong
feeling of agrassion. Itisnot wise

throwing your joystick at your
little brother — or the dog if you
are siblindless.

Virgo the Virgin
Weird and wonderful patterns
appear in your chart, this month,
my little one. Never fear, they
seam to indicate that your lives
will be increased one
hundredfold Bonuses galore
streamn down, as Pluto's dark
influence works in your favour
and your reflexes quicken to a
superhuman degree.

Libra the Scales

You are drained and tired You
feel like a burnt out droid Your
limbs feel heavy and there are
flashes before your eyes. Your
mouth emits weird bleeps of its
own accord and your friends
have started calling you
Zapman. Don't worry, this is a
COImMmOon occurence in people
with highly developed

€p
O

AN EreeRY

L AND, B2 THIS MODEL SVER:
HERE HAS Q0T ALl THE MODEPN;
{ EXTIRAS DEMANDED BY TapaAYS
[ COMPUTER (LLITERATEFAMILY.
HACKED WITH S00 FAY OF HsED
ACCESS AND THE NEW FRIEND
IN THE CARTRIDGE FoRTHOLE.
THS ONE ALSAHAS RUILT
FIN EDUFACATIONAL HARD ~ {
WARE 70 HELP Yaur clILh
AL THRoUGH THE Ma}}ERN
EDMKASHHM SYSTEM,
HE JAPANESE TR IDGE
VE JE THE MOSE

l

intergalactic skills, Jupiter's
POower over you this months will
enable you to cope with the
symptoms,

Scorpio the Scorpion
The dark probing power of
Uranus is strong for you this
month  Acute flashes of
intalligence characterise this
stage in your cycle. Problerns
which hawve baffled you for
months as you sit pouring over
gothie script and hi-res picutres
will suddanly seem as simple as
driving a Sinclair C5.

Sagitarrius
Archer

Good morrow, O four-legged bow
bearers. You seem to be hitting a.
peak of mental and physical
fitness. Gone are the days when
10 minutes of zapping left you
panting and exhausted You will
now find hidden reserves of
ensrgy which will take your joy-
ick prowesa to new astoundingly

the

high levels of dexterity. It is the
tug of the sun on your birthsign
which you should thank for his,
congider yourselfa member of an
elite club,

Capricorn the Goat

Ah, my shaggy horned one, an
evil influenece is hovering on the
edge of your sphere. It is bug-
ayed and green with long spindly
legs and 1s travelling so fast it is
but a blur, Shoot to kill, it could
do untold damage to your energy
levels.

Aguarius the Water

Carrier

Why is it that people around you
feel you no longer communicate
with them? Yes, I know what
they are saying. You have lost
contaot with the real world and
are perpatually wandering amid
soothsayers, magiclans, ogres
and warriors. Try to remsmber
that your best friend isn't really
called Trog and your father is not
an ore.

Pisces the Fish

Tread carefully, wet and scaley
children there are strange
sightings in your scope. I see
burnt cut chips but the egg's OF.
Look out for wandering lost
beings. There are many potantial
dangder gituations especially
gince your energy levels are
perilously low. Eat a bacon butty
and stick a plaster over the hole
in your spacesuit.

Taurus the Bull

If your birthday lies between
April 21st and May 20th then
your a Tauran and well suited for
acareer in salling anything from
computers, cars to double
galzing.

In your gaming try not to
beligve all your own hype as even
the dullest monster just won't be
interested in how many kills
your sword can go without
cleaning,

Try to stay on this side of
reality and those scores will
TocKat.
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& The result of unigue co-operation between three ace software developers

and the Biggles film production company, Biggles — The Untold Story will
knock you right out of the airl It's a multi-part arcade strategy game in
which each part must be completed to reach your final goal.

In the air, on the rooftops, on the ground, or in the trenches

YOU CAN BE A HERO!

Coming In May Commodore 64 £9.95 tape, £12.95 disk
Spectrum 48K £995tape . -

Coming in June Amstrad CPC £9.95 tape, £14.95 disk

= '==.-_'-E'-— -‘_ﬁ
Purnell Book Centre, Paulton, Bristol B318 5LQ
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Pole fighting

You are the Avenger, a Ninja
trained in the Way of the Tiger.
As such you are a master of the
martial arts and make a
aggassin and a formidable foe to
anyone that stands before yow

You are clothed completely in
your black Ninja costume that
leaves only your ayes uncovered
8o that you can see the terror
that even your appearance
instills in the enemy:.

However, you will need all
your gkills and training if you
are to succesd in your mission
and defeat the evil forces sent to
destroy you

Ahead of you lie three
challenges, unarmed combat,
pole fighting and samurai sword
fighting.

Tha game is loosaly based on
the series of roleplaying books,
published by Enight, that are
similar in style to our own
‘Heroic Warior' adventures but
obviously a great deal biggder and
more involved Howsever, in the
computer games the only
decisions facing you are eithar
clobber your opponent or be
clobbered by him.

As mentioned earlier, the
game consists of three distinet
challenges that are loadsd in
separately from a master
program tht allows you aithar to
practice a skill or go for broke
and play them all in sequence.

Naturally practice is essential
a8 we prepare for unarmed
cormbat.

{NNER FORCE
R

Combat!

The scene for the combat 18 an
impressive 3D landscaps view
featuring a new ‘triple scroll’
technique that divides the
background into three areas and
scrolls them at different speeds
to produce some impressive
effects as your Ninja walks
along. One of the serolling areas
liss in front of the Winja which
creates the Iimpression that
you're walking between chjects.
Thege include rocks, curious
monoliths and animated
fountains.

Unfortunately, you haven't
much time to admire the scenery
as your first opponent suddenly
appears from out of the ground

He's a particularly ugly
character that alternates
between a wraith like critter
that can hovver above you and a
nasty little gremlin  who
viciously attacks your ankles.

Luekily you have an array of
punches and kicks, only a
Joystick move away that should
quickly despateh him
Your next opponent is8 even
tougher as it's another Ninja.

Below the action screen are
two displays showing your
endurance and inner strength.
Your endurance is lost as you're
pummelled in battle which can
bring the game to an abrupt end
if it gets too low. In some cases
running away may not be very
Ninja like but it could give you
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time to get your breath back
before laying in again.

Your inner foree has been built
up during countless hours of
rigorous training and
meditation and allows you to
unleash extra powerful blows,
Unfortunately even a Ninja of
your abilities must use this
wisely.

Such an occasion may be your
next opponent which is a huge
hornmed manbeast that tries to
alther claw you to pieces or butt
you with his horn.

Your next challenge 1s set on a
bridge that spans a mighty fast
flowing river where armed with
a pole you will fight Ninja's,
skeletons and dwarves.

Be on your guard at all times
as youve got less room to
manoeuvre and it is easy to be
caught off guard particularly by
the skeletons that don't walk on
the the bridge from the side but
instead suddenly leap out of the
watar]

The Ninja's are always a
problem but the dwarf is worse.
His lack of height restricts the
moves that you can use on him
while his club can easily reach
some unplessant places. The
answer 15 to keep moving and
hopefully take him out with a
fawr low jaba.

Finally you get your feet firmly
back on dry land as you take on
allcomers at samurai sword

fighting.

Here the punches and kicks of
the unarmed combai and jabs,
blocks and wallops of the pole
fighting are swapped for lunges
and parries and a particularly
impressive overhead chop.

Graphics

Forty five different animated
moves combine to create the
Winja as he punches, kicks and
fights his way through the way
of the tiger.

Bach move is selected by
pushing the joystick in any of
eight directions as well as others
by pressing the firebutton as
well The resulting move
depends on the challenge you are
currently playing. For example
pushing the joystick to the right
while holding down the button
will result in a kiock to the
stomach, or ajabwith a polecra
lunge with ths sword. No guide to
the moves is included with the
game but most people hawve
played enough kung-fu games to
quickly find their way.

The opponents that you meet
are fought on impressive 3D
backdrops that follow your every
move (even the jumpsl) which
adds dramatically to the appeal
of the game. The sword fighting
screen 1s dominated by a massive
building ut also features wheel
barrow i or sedan

locals who stop to
watch you in action.
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Conclusions

The Way of the Tigar is the
latest in a long series of kung-fu
games and as such has a tough
act to follow,

The games three challenges,
superb graphics and impressive
animation will ensure that it is
not regared as just another
‘Exploding Fist" or ‘Eungfu
Master'

The variety of opponents sent
againat you will keep even testad
kung-fu gamers on their toes and
will send beginners back for
more and more.

It's release on four machines
(Bpectrum, 064, Amstrad and
MEX) has almost, guaranteed ite
place in the charts, but the
games quality and the value of
getting three games for the price
of ona will ensure that it stays at

the top.

Way of the Tiger is available in
a twin cassette pack for
Amstrad, CB84, Spectrum and
MEX computers from Gremlin

Graphics and costs £8.95
FLANET RATINGS

ity sns
Graphics SEes
Use of machina se8s
Value for money senew
STAR HATING

Nova
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voted by the Computer Trade Association:—"PROGRAM OF THE YERAR"
10 PACK vol.1 £7 10 PACK wvol.2 £7F ___ 10 PACK vol. 3 E£7

SPECIAL OFFER!' Buy all THREE "10 PACKS" tapes for ONLY £15 __
"{0 PACK" 48K SPECTRUM tapes contain 10 programs offering real
value for money, including— M/AC Arcade Games, Graphic and Text
Adventures, Stratesgy GCames, & lots more furnn for all the family

GO TO JAIL 48K Spectrum. THE property trading game! NOW £4
SPECTRUUM SPECIAL COFFER! BUY ALL ABRDOVE SPECTRUM TITLES! X£20
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The interest in  football,
American styls, has grown
dramatically in the last few
years. Now courtesy of Ooean you
can sample the joya of the
gridiron without the padding.

The game 1s supplied in a twin
casgette pack and contains a
program tape as well as an audio
tape that explains the bagic rules
of football so that you have at
least some Iidea what you're
trying to do when you play the
game.

The game is a simulation of the
Super Bowl played in January
when the Chicago Bears des
troyed the New England Patriots
by the record score of 40-10. If
you think you eould do better
than that then this is the game
for yow

American Football
Before you can understand the
game itaelf you will need to know
the basic rules of American
Football. These are explained is
some detail on the games
accompanying audio cassette
but here are the basics. Dedicated
gridiron fans should skip this
next section.

US Football is played on a
pitch 100 yards long which is
marked off in ten yard marks, At
either end on the pitch are the
endzones, The object of the game
is to move the ball into the
opponents endzone to score a
touchdown (which is worth 8
points).

There are 11 players from
each side on the fleld at any one
time although in the real game
there are about 485 split into
three units. The offensive unit
(attack), defensive wunit and
special teamns that are brought
on to kiek the ball either as far
down the pitch as possible
(punt) or attemnpt a kick
between the goal posts to score a
figld goal which is worth 3
points. After a touchdown the
scoring team is allowed to try for

(¥

an extra one point by kicking the
ball through the goal posts from
short range.

The offence moves the ball
down fleld in & seriss of plays or
get moves that might involve
giving the ball to a Tunner such
as Walter Payton or throw a
short pass for more yarda if it
works, The yardage gained is
important as the offence has
four attempts, or downs, to gain
a minimum of 10 yards. If they
succeed they start ancther sat of
downs with another 10 yards to
make, if they fail the opposition
get the ball.

The defencesjob is simple — to
stip them in their tracks so that
they either dont make the
yardage or force them to punt.

Finally the game is played over
four fifteen minute quarters
with a ldek-off beginning each
half.

Game p

Super Bowl is a joystick
controlled game for either one or
two players who take it in turns
to decide their strategy for the
forthcoming play.

The team on offence first
decides the type of attack to use,
run, short or long pass or kiok
and then sslects his choice from
the games menus. Each choice
then leads to other submernus
that are used to decide form-
atlons and elect pass receivers.

Then the defence chooses one
of 4 basie defence formations and
then can sst up his men to mark
gpecific players as well as
selecting one to be controlled
directly by the joystick

Using this option the defence
can decide to mark on a man to
man basls or go for something
more subtle such as pile
everyone onto the quarterback
or whoever happens to have the
ball.

Onee both sides are ready the
play begina. Om the press of the
firebutton the ball is snapped
back to the quarterback who will
either run the ball or attempt to
pass it to a receiver while the
defence try to clobber hirm.

Once the play has come to a
crunching end both players
must choose their next moves,

Replay the game between the
Chicago Bears and New England
Patriots in Ocean’s American
Football simulation

The p

The choice of plays is of course
crucial in playing Super Bowl
and so you should practice the
available options and
formations, For example, there
are three different running play
formations but aince you control
TFUTITIET

yourself the are five

.

possibilities are incredible. Most
will end in very little but some
may break big for a toushdown.,
As soon as the quarterback
drops back to throw a pass the
possibilities multiply
considerably. Not only are there
three different formations for
both long and short passes there
different  eligible

the offence do ?

P

The defence is set 4-3-4 , but what will
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Choosing a play on the C64 version.

receivers. Although one |is
selected as part of the play the
quarterback can (if he's quick
encough) change to one of the
others if his choice is
marked Finally, he can also use
the pass formation as a dummy
and rumn the ball instead

Ag you can see the defence has
a, difficult job to not only work
out exactly what the offence isup
to but also how to stop them.

The defence has four basic
formations to choose from
ranging from a 7-1-3- formation
used to pile everyone against the

T
I

A
hﬂ

|_,u
= b
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quartarback to either smother a
pass or stop & run to a defensive
426 used to mark pass
receivers.

It 18 important to remember
that these formations are only a
bage to work from as you can
also agsign each player to mark
specific offensive lineman of
even the ball carrier.

The key to the defence lies with
the joystick controlled player as
only he can react if you find
you've got the defence totally
wrong, As with the offensive
pass recelvers, you can swap the
player you control tut be quick
or youmay end up as a spectator.
Youshould practice using this as
he's your best chance to
intercept a pass by which you
can turn defence into attack.

Finally, the kicking team add
their own brand of tactics for you
to think about. Not only when to
kick but also how much power to
put into it. This is important as it
also controle the acocuracy of the
kick during fleld goal and extra
point attempts.

The kickoff is also a time when
you may consider a gamble as a
short kick results in a scramble
for the ball which you might win
and therefore redain possession.
However you may lose it and give
your opponent about fifty free
¥ards.

A replay of a field goal
attempt.

]‘-3‘-?(0??( J\j

LONG PASS

HAT M

HENUD

A long pass - but which one ?

Gra

The Super Bowl screen display
is split into two vertical halves
with the right hand side
containing a scrolling plan view
of the piteh. Here the players are
represented as blue or white dots
with the joystick controlled
players highlighted as squares,

This is a functional display on
which the plays develop as you
gteer your players arcund the
field Graphics groupies should
concentrate on the other side.

Underneath the Super Bowl
banner and scoreboard is an
area which doubles as the play
menu area as well ag a graphics
Screen.

Befors a play the players move
a hand icon through the games
menus to choose their offence or
defence. Then during the play the



display is replaced by two TV
screens which key in on the
main players and follow their
moves (running, throwing,
catching ete). Unfortunately,
you'll be too busy to watch this
but. don't worry as you can sit
back and watch a replay on a
giant TV scresn when the play is
over.

Finally included on the twin
TV screen is a power gauge for
kicking, the time left in the
quarter and the yards to go. This
vital information is also haown
inthe replay screen in the form

second dowr. Should you then
lose a yard in your next play this
would change to 5 yards gained

Could ou sp the Refrigerator ?

— third dowm.

Conclusions

Super Bowl is Ocean's
American Football game which
promised much as it has been
endorsad by the NFL.

Unfortunately early copies
sent to us contained bugs that
made the game almost
unplayable (despite this ancther
magazine dave this version a
rave raview! )

Happly the bugs have been
corrected and Super Bowl has
passed it's fitness test.

The game attempts to be a
challenging game to Dboth
beginners and Football addicts
by including in the package a
tape introduction to the miles of
Football as well as a one and two
player game.

Although the one player game
is weak particularly against the
rumn attack, it forms a usefiil base
on which to tild your tactics.
Omce you can beat it consistantly
youre Tready for human
opposition.

Then you won't be able to rely
faint learning predicatable
comnpuber moves, instead you'll
have to tune your strategy
genses and flex your joystick
fingers,

This is where the game comes
into ot's element with the only
problem being how to stop your
opponent from watching you
enter your play selections.

The result is a fascinating mix
or arcade and strategy which
girnulates this amazing sport.

Super Bowl is avallable for
Spectrum and C64 computers for
£0085 with an Amstrad

conversion coming Soom.
PLANWET RATINGS

Originality L1 1]}
Graphics [ 1)
TUse of machine [ 11
Value for money L L]
STAR RATING :
Nova
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B8:8-80LVND To BE A HIT-

**10 levels of fun make this torture excellent value
for money. Nova rating. Definitely one of those
‘just another go’ games. Game of the month
February'' — Computer Gamer

““The most compulsive game I've ever
played. If you don't buy it you'll never
know what you've missed.”’ says Gary
Penn, Zzap! 64. Gold Medal Award.
97% overall.

CBM 64/128 SPECTRUM 48K
£995 £795

AMSTRAD MSX
DISC  TAPE £8.95




LAYERS GUID

Everything that you wanted to know about Tau Ceti,
but were afraid to ask. Mike Roberts puts down the

robot rebellion.

AU CETT 111 @9 99:20
GOBOR IND I
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Tan: Cetl is the story of a planet of
robots gones wrong, a planet
ravaged by plague, and a young
upwardly mobile skimmer pilot
{youl) that is manic enough to
take on a mission — collecting
damnping rods from all the citles
arcund the planet to ghut down
the central power generator,
thus killing all the robots.
From this setting you are
tranaportad into a 3D world of
dynamic graphicse and high-
gpead action. However, Tau Cati
iz a bit diffieult to get into
initially, but with a bhit of
practics you can survive avern
the V. Heavy' defended cities.

First Things First

The obvious thing to say, is to
go after the less heavily defended
clties first, 50 you can boost your
confidence and combat ability.
When transfering from city to
city slow down to rmindmuam
speed, in some of the cities, there
are lots of baddies around the
transporter sites and can
come into difficulties if you fly
out of a transporter ight, into

mannnnufthem in the mamuial.
armed cities are the most
likely to have them. The appear
ag large dots on the horizon
soon after this they blow up and
more than halve your shields —
80 two of these and you're dead
The defence against them is to
shoot them as they appear on the
horizon. You can tell if you hit
them they blow up really well

Take it Basy

As far as replenishing shields

defended sitting
lirnits for five minutes will work
wonders.

Far to the west of the planet
there ig a military supply centre
that will fit your craft with a
regarve ghield This too is not

your
zero (and by all rights you

hawve been engaged thay can't be
renewed — perhaps they can, if
you get back to where they ware
originally fitted But, the last

Navigating can ba a hit of a
problem to begin with, though
there are a few tricks, Use your
compass to find the centre of the
city. The centre of the eity has no
actual marker on it, you hawve to
guess when you are in the middle
of the city. This is important, as

ifiis from here that the directions
to the jump pads are taken
This lack of marker is & bit
misleading, as the first few cities
do have markers of some sort

there coincidence.  The

18 igto travel straight for
the when you think that
you approaching it slow

the centre the compass will
waver, and when you are over
the central apot it will swing to
one side. Stop dead at this point
and you are in the middle of the
citiy. Orient yourself towards the
geaﬂedmppﬂanﬂawm

0.

Of ecourse this only works
under perfect conditions —
usua]lyﬂ casually procede

theaentreofaoﬂmrthm
are dozens of horrid aliens
trying to do thelr worst to you.
This isn't avoidable if you
still need to visit the reactor
gtation, but if you are re-crossing
a city on the way back from
somewhere you can avold all the
trouble.

To do this, you just hawve to
origntate Properly as
#oon a8 you leave the jumnp-pad.
When you leave a a jurnp-pad, you
will be facing the same direction
that the jump-pad is called So
hitting & West' jump-pad will
point you west in the next city —
even if you went into it from an

position, you can find the other
jump-pads by using a bit of
comrnon sense. Turn right or left
{ie. in our westerly example
point north or south) and

. proceds for a ghort while until

you think that you are further
out than the eity, turn 90° left or
right to point you in pour

direction, and proceds

exigte), in our example it will be
& north or a south one. The idea,
being to complete a quarter of a
asquare (or a half If you have to
cross the whole city). However,
mogt people (including me) will
‘be rather unlucky for most of the
timea so you will need something
abit more salid to keep an eye on
For this we use our city centre
indicator yet again Every now

indieator you can work out how
far you are from the city and
anrrect.yourocursei.t’mry
A technique that can be used
with the larger cifiss. This is
gimpler bt takes a bit longer if
the adges of the city are a bit
crimkh"mtnbmappmpﬂata
direction and change your view
10 look towards the . Keap the
city just on the edge of your view
~— ie too far away to shoot at
yo, but close enough to keep
tabs on
Wander aound the ecity until
the jump-pad comeas into sight.
A small point about flares. In
night situations, it is difficult to
ﬂgnt fast moving objects. For

infra red at all timeas, the sun
goes down slowly and it may be
too late before you-notice that
only the biggest objects are

A final note on combat — it
works just like ‘Elite’, reduce
your speed g0 that your closing
speads are lower. Your guns are
mora powarful thatn theirs so in
a pitehed battle you're more
likely to win

anyway!
solution for the is to launch a
couple of them at point blank
range, it then hasn't got enough
time to launch any AMMSs at
thern. :

Missiles are almost useless,as  Commodore verslon soon — just
the only things that you really dm"st:gt.otalktnmafora
need them for are the more month |,
i
[ e
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Bla.ck- i—Iole -

White Dwarf —

Bright Star —

Red Giant —

MNova —

Supernova —

¥ B (o] e

Nebula — Wi
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Planet ratings

Planet ratings are marks
out of five for specific areas
of a game. These include
Originality, graphics, use
of machine and value for
money.

Originality How
original is the game? Is it a
completely new idea or is it
the 83rd version of Pac-
Mman.

Graphics Do the
Graphics amaze your
friends or send them to
sleep.

This should be avoided at all costs
as anything that gets too close to it
iz immediately sucked
vacuum.
description is totally void of any
interesting features.
This is a small dying star that is
now far from it's best. Any similar
games may lack lasting appeal.
Like your sun, games given this
description will be bright and in-
teresting and will support intelli-
ent life.

righter than a bright star such a
ame will have an outstanding
eature or game system.
If you see a game with a Nova
rating wyou should
rush out and buy it. Novas are
bright and spectacular and can in-
fluence neighbouring plansts.
This 1s the ultimate
systems for this incredible explo-
sion of a astar can sffect entire
galaxies.
Tuns on a computer that you
have then buy the machine and
then buy the gamae!
Although at first nebulae look
bright and interesting they are in
fact constructed totally from hot
gasses. Beware of any game carry-
ing this symbol as you will pro-
bably find it disappointing.

into the
A game given this

immediately

in stellar

If a supernova game

on't

Use of machine — does
the game push the
machines hardware toc the
limits or.-was it written in
three lines of Basic.

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

* o
Number of players
minimum./maximum

&L

Joysticks
required/optional.

20

Kung-fu games dominate the latest

sporting action

Title:
Computer:

Supplier:
Price:

P4

Based on the Konami arcade
game, Ping Pong is a table tennis
girmulation Your bat is sus-
pended in mid-air by a phantom
hand as you try to smash the ball
past your opponent or foree him
to hit it off the table or into the
net,
The game is played up to
alevern points, not twenty-cne as
in the real game, The rules are
also changed if the score reaches
10-10, but these are minor
differences. You hawve a choice of
shote — a defensive chop, a
forehand and backhand drive
and a superfast smash Thebat iz
positioned autormatically for you
— a8 in games such as Atari
tennis — g0 that all you have to
do is to choose how you are going
to hit the ball and when. Timing
affects the angle at which the
‘ball comes off the bat.

Points are scored every time
you hit the ball — ten points a
time. If you win the point with a
smash, a bonus of 500 points is

awarded. this also applies if your
opponent tries a smash and
misses which seems somewhat
strange. If you win your mateh
more bonus points are awared
according to your margin of
victory and then it's on to the
next of the five levels.

The graphics, although
gimmple, work well with the
bouncing ball especially
effective, The sound effects are
nothing special with a strangs
growl being emitted whenever
you lob the ball up high. the most
annoying aspect of the game
though is the wait betwesen
points which slows the game
right down and reduces its
lasting appeal. For once the
game's title iz accurate. Ping
Pong is may be, table tenmnis it

most certainly isn't. G.H.
FLANET BATINGS

Originality ]
Graphics L L]}
Use of machine L 1}
Value for money L LT}

STAR RATING

Bright Star

Title:
Computer:

Supplier:
Price:

AT

Though the Specomstrad market
has been drenched with martial

arts programs (see elsewhere in -

thia issue for mmore), the BEC
market has been a bil sparse in
what seems to be the computar
world's favourite sport.

Karate Combat is also
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Karate Combat
BEC Electron
Superior Software

Superior's first venture into the
crazed Japanese maniac market,
the format of the game is similar
to most, in as much as there are
two combatants — one of whom
can be the eomputer. They are in
the Japanese equivalent of an
arena complete with a rather
groas judge squatting upon high

Your energy — or rather your
penalty soore is represented as a
bar chaart at the top of the
sCTeerL

>




p The judge assesses

your
performance and doclks points
from your opponsent whensver
you hit him. He will also dock
points from you if your style ia
bad This means that if you use a
particular move more than a
couple of times in a row, you will
get your score reduced.

This i8 a great advance on
most computer combat
simulations where you can get
an opponent into a pearticular
position and then repeatedly get
him with the same mowve unti he
gets zapped.

This game is very good and is
amongst the best of the combat
simulations that I hawe seen cn
any cormputer, I found this much
more enjoyable to play than
Melbourne House's Way of the
Exploding fist'.

The controls are easy to
master, even on keyboard
control, and with a joystick it is
veary easy. The computer
opponeant is very strong and will
rrevent you from raiging your
level too easily.

this game is also very good for
young kids to play. A group of 8-8
year olds got the hang of it in no
time! {much to my annoyance . .
.). On the whola this is a very
worthwhile game and is a must
for martial arts fans with Beebs.

M.E
FLANET RATTNGS
Originality L
Graphics L]
Use of machine L 21T ]
Value for money [ 1 1]
STAR RATING

O

Bright, 8tar

Ballblazer

REVIEWS

Spectrum 48K/128K

Activision

&7.95

t0L L

Ballblazer is the sport of the
future. It's fast action has
thrilled the galaxy for eons and
now at last Spectrum owners
can join in the furn.

Ballblazer is a surprisingly
simple game played between two
competitors (at least ons
humean )y who pilot their rotofoils
arcund the curved playing
surface in an attempt to score
points by firing the plasmorb
(ball) through the opponents
goal

This isn't going to be easy as
the plasmorb is fired into the
area af high speed in between the
two rotofodls travelling on a
collision ecourse. Should you
manage o break free you can try
ashot at goal. Unfortunately this
alsc moves following a path
along the baselins.

Now the big decision do you
malke sure from close range and
score only one point or do you
try from a distance for two
points or even attemnpt an ‘over
the horizon’ shot for three.

The early points are crucial as
Ballblazer gets even harder as
the game goes on as the goals get.
smaller avary time jyou score —
20 make those early shots count.

Ballblazer +was originally
released for the Atari and was
folowed by a CB4 wersion and
now finally two Spectrum
versions.

Title:
Computer:

Cé4
Supplier:
Price:

20l

Volleyball is the latest sport to be
computerised in this one ort two
player game.

Each side has twoow players
who have up to three touches to
get the ballover the net and into
the opponents court.

£1.99

Mastertronic

Bump, Set, Spike-Doubles Volleyball

Pressing the firsbutton swaps
control  betwesn your two
players who you then try to
move into a point winning
position.

The skill enters the game
when you try to combine your
players to produce the Bump, Set
and Spike mowves of the title.
these, if thay work, can leave

TEAT COGRODORE 11

l‘ﬂu&E

COMPUTER GAMER MAY 1988

The standard 48K version is a
good likeness of the original ut
has sacrificed some of the pretty
graphics to retain the speed and
it even tries to bleat out the
addictive theme known to all
ballblazers which is improved
dramatically on the 128 version

A good conversion of an
excellent game, T.H.

PLANET RATTNGS

Originality ase
Graphics L1
Use of machine (I 1T
Value for money s
STAR BATING

Wowva,

your opponents dead but
unfortunately they can easily go
WTONE,

When you start playing it's a
challenge just to hit the ball even
though a largs oross appears to
mark the spot on the court
where it will land, soon you'll
begin to bulld up moves and you
MAY EVEn sScore a point!

The game can be played at nine
different speeds rangding from.
difficult to impossible either
indoors or on a beach. However
this has so distractions
such as a radio, a background
guaranteed to make you

crosseyed and even a water skier

that it's strictly for the experts.
A marvellous little game that

makes a welcome break from the

standard tennis games. T.H.
PLANET RATINGS

Originality [ J 1] ]
Graphics (71}
TUse of machine sSENeN
Value for monay [ 13 1T
ETAR RATTNG :
Nowva

21




Title:

Computer:

Supplier:

Price:
$0LL
Sal combat is based on the
ancient martial art of Bal karate
where the Sai weapon is used to
beat up your opponent. This is a
twist to the normal martial arte
gams where you are restricted to
kicking him where 18 hurts to
bring hinr dowr

Ag far as the game goes, you
use the joystick in the same
manner as & hundred other
combat games — move stick
with no fire button to move,
preas fire and move joystick and
you strike a blow.

As well as using this great
pisce of wood to bludgeon your
opponent, you can do all the
other things that hormicidal
Japanese computer characters
do — kicking and sweeping.

The object of the game is to

Sai Combat
Spectrum
Mirrorsoft
£7.95

A2 o0k L

oA 2 £ & R

work your way up the various
levels to become a Sai master,
Thiz is done by defeating an
opponent at each level, points
are awarded for each blow. A
certain mumber of points will
cause a fall, after a number of
falls one of you will lose, and you
progress onto the next level.

The graphics are quite
reasonable, and the animation
up to standard. I found the
gameplay & bit boring after
while, as on the lower levels,
identical repeated blows will
dispose of an opponent quite
gswiftly — all you have to do is to
find the right type of kick and
JOU are away.

Apart form the slight changs
in tack with the introduction of
plckaxe handles for both
beligerents, this game 15 no
better or worse than a million
other martial arta games,

Mirrorsoft has o be
congratulated though on finding
a martial art that no-one else
asams to have dug up though —
hence one point for originality
{more than they would have got
otherwise). One day software
houses will direct some of their
vast resources to producing
really original games, with luck
and avoiding smoking, I should

still be around themn. . .

M.E
FLAWET RATINGS
Originality ]
Graphics (1]
Use of machine L] ]
Value for money soe
STAR RATING O
White Dwarf
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50 copi

to be won in our easy to

enter competition.

Knight Games, the medieval
gporte game from English
Boftware, is to be released
soon for the C64 and Am-
strad computers. Here is
your chance to get your copy
by entering our competition.

The game gives you the
chanece to become a Knight
and beat the living daylights
out your opponents at 8
events including sword, axe,
ball and chain and pike
fighting as well as demon-
strating your skill at
archery and crossbow
shooting.

How to Enter.

All you have to do to enter
is design a EKnight Games
coat of arms that best repre-
gent the atmosphere of the
game,

Onee you have decided
your basic design draw it in
on the blank shield by the
entry form and send them
both to
Computer Gamer (Knight)
Competition,

No. 1 Golden Square,
London WI1R 3AB.

All entries must reach us
by May &lst and please
remember to indicate which
version of the game you
would like if you're lucky
enough to win one.

Bonus.

As an added bonus the
best shield design will be
made up as a coat of arms
and presented to the winner.
So start designing now!
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Square, London WI1R 3AB.

Computer Gamer (Knight) Competition, No. 1 Golden
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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? \

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-
ad 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 Marlowes,
Hemel Hempstead,
Herts. HP1l 1BB.

F--------------------------------- -----------------‘---l

Please commence my subscription with the
very next issue.

Subscription Rates
(tick O as appropriate)

£16.60 for 18 issues UK O
£21.80 for 12 issues overseas surface post[]
£28.00 for 12 issues USA surface post O
£57.00 for 12 issues airmail O

I am enclosing my (delete as necessry)
cheque /Postal Order / International Money
s 1 s e e e o R IR e T A
(made payable to ASP Ltd)

OR

Debit my Access[] Barclaycard (O

EUTTEEVERN RS EE N

Please Use Block Capitals and ineclude post
code

WA (e R M e E R e s e e
o | < et S S R AR v o e S o e
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SAMISHOUEE:

DOES THE SECRET OF THE MISSING

ONIC TAFES

WAIT FOR SAM SHOVEL ...

| AM LWURRIM MISTER SHOVEL-TAPE WURRM
MY MASTER SEND NME '!P TELL You

“LAY OFF THE CASE

—]

RIGHT,MAGGOT PL/ISS, BUT FIRST
TELL ME WHGC IS YOUR BOSS AND
WHERE ARE THE MASTERTRONIC
TAFES? i

Sy
”I‘. -~
y

BT T TERN

%

v

ASTERTRONIC ||
NLHMBEST."' -‘

= T )

TAPES / WHAT WITH
SUCKER? YotU/ GorTA
f [MOUSEHOLE FOR A

MOUTH AND NO TEETH/

!

NOW | TAKE YOU TO MY
/MASTER-HE TELL YOU WHY
HE SEND ME AGAINST
(TIASTERTRONIC, THEN HE
TELL YOUHOW YOU GONNA
__DIE/
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All entries to our ongoing hi-
score 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
oorrectly.

In the comments section you
can inochude any points that you
would lke to make about the
games, how you did it, a hint
perhaps. The best hinte will go
into our main hints section.

All entries, as usual, to:

Computer Gamar
Hi-Score
Argus Specialist Publications

1 Golden Sguare
London W1R 3AB

GoodIuck . . ..

285600
217671 (T0%)
3440

188130

Simon Jones 216880
Alan Wheatley 188780
301480

214000
E38200
55200

Lee James 711071
Derek Bailey 1106800
Paul Mahon 2750000
Ian Camerom TT2100

57100

“—_tl_l-l—l-lt———_—————-—nﬁﬁ—-——-_——_———ﬂ
(270 - ARk RET P SRl L St AT D R R B
| Bend to: Hi-Score, Computer Gamer, 1 Golden Square, London W1R Hoen l
DOt e S B S T e R e S
3AB
| T R atag o s ha el S R e e e ol 1= Tt b T R e S e S S e o R i S e T e I
| - e oy T T N RN R B P e e S o B e R Comnments I
BEAEE . e e B b e e el S |

(If not applicable, why not?)

e — —— C—— e, —— ———4
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by Gordon Hamlett

Welcome to

another Heroic

Warrior Adventurs! All you need
to play is paper, pencil and six
gided dice. Make your decisions

and

follow the numbered

paragraphs as directed Combat

15

resolved as

follows: every

creature has two numbers, a
strength rating and some lifs
pointe represented in the text as
SR/LP. Roll one die and add it to
your SR Now do the same for
your opponent, Whoever has the
lowerscors loses that particular
round and subtracta 2 life points
fromn their total. When the total
reaches zero, the character dies.
You start with an SR/LP of 7/20.

All through your life, you have

guffered at the hands of your
elder brother, the evil Sir Rupert.
You are now in desperate straits,
As a final chance, you mortgage
everything you own and hire a
ship and a crew and set sail in
search of the lost treasure of
Captain Blackbeard — a pirate
who roamed the ssas a century
ago. After two years on the high
seas, you have safled to the Isle of
Terror where it is rumoured the
treasure is hedden.

Goto—19

E:

b

Poigson! You are lost in the
marshes

Togo N —40
TogotS—14
Togo E — 47

Togo W i

As you pick your way
through the boulders, you
disturb a huge crab, It has
an SR/LF of /8.

Ifyouwin —21

Ifyoulose —3&

Your quest has ended
somewhat prematurely.
Unfortunately your family
will now be at the mercy of

your elder brother the
evil Sir Rupert.
The chief lopks into the

mirror and is amazed — he
can see someone that looks
Just like him! He shows it to
the rest of the tribe who
jump up and down with
delight. They let you go and
hold a feast in your honour,
With more sign language,
they explain that you will
need to find & cave which is
blocked with a large

-2

boulder. As a token of their
thanks, they give you a
large iron stake which will
act as a lever,

Goto — 32

You insert the coin and look
through the telescope.
There is & hill in the
distance coversd in palm
i +  foliage.
Through a trick of the light
and the way the leaves are
arranged, you can see what
appears to be the shape of a
large ‘3 ocut into the
greenery. In the foreground
18 a sign that reads ‘Danger
Quicksand'.
Goto— 18

The cliff is less severe here
and you could probably
scramble down, At the
bottom in the sea there is
what appears to be a wreck
of a ship.

To go down — 25

To goup — 46

Poison! The marshes give
off noxious fumes, Ewvery
time you enter a marsh
location, subtract one life
point. do you hawve a map of
the marshes?

Yes — 20

No — 36

You are on a grassy plain
which is somewhat soggy
underfoot, Pathe lead in all
directions. To the east, you
can see a Sign but are
unable to make out what it

BAYE.

Togo N —354
Togo8 —32
TogoE— 18

To go W —46

On the table 1s your trusty
cutlass. Add two to your SH
There is also a polson
antidote — one dose only.
Goto 19

-



10, You are

12

15

. Polson! ¥ou

@b
20

in a small store
room, A large octopus that
has 1 its lair there
objects to your prasence and
s youl It has an 8R/LP
0. ¥ou can hold your
breath for three combat
rounds but after that, you
loge one life point every
combat round as well as any
damage the octopus does,

If you win ~— 37

If you lose — 3

are lost in the
marshes

Togo N 1

TogoS— 14

TogoE— G2
Togo W — 47
With much grunting and
heaving, the boulder

'-"'T‘ﬂ.dlld.]J} shifts. In front of

1 i r‘—.{ lost treasure of
La,pL.du Blackbeard Your
fortune is made and you and
Yyour family will never want,
for anything again.

You gulp as they use it to
chop up me wvedetables
which they throw into a
large pot indicating that you
should follow

Foison! ¥You are lost in the

‘lur.:;iﬂ.l 7

You are on the cliffs. There is
an old brass telescope hera
To examine the telescope
(L

To go N — 46

18.

i)
o,

Fa]

23,

To climb up the cliff — 6

. There is nothing much here

. You are standing on the edge

2. You are outside a large cave

who runs
headquarters in
filled me

machines
ersion
which is

You are at the wreck All
that is above the surface of
the water is a broken mast
but  the +vessel seems
reasonably  intact down
belowr,

To go down — 25
To :

swim ashore — 21

The
Bpectrum 128
load, r:l.nd

. Polson! ¥ou are lost in the
marshes. Every time wyou
enter a marsh loeation
subtract one life point.
Togo N — B2
Togo 8 — 1
Togo E—4%

To go W — 38

Amrt.raa:i
mmodore T'la.g,l'ﬂ.n.F'“.

.. The Bgign reads ‘Danger
Quicksand' and you discovar
that its warning 15 genuine.
You are already up to your
knees and sinking fast. It is

not a pleasant way to go . .

You start off on board deck
of your ship which is
anchorad off the coast of the
Isle of Terror. Your orew,
who had to be foreed to come
orn this tx steadfastly
refuse to go ashore. There is
a small rowing boat which
you can use and some stairs
leading below deck

To godown — 9

To go ashore — 27

apart from a few rotting
garments. Just as you are
about to leave you notice a
small hidden door.
To open th

To go back — 25

10

of th
Ial_.puq.'

land with waves
kL your toes

m to the wreck
To climb the cliff — 6

16

which is blocked by a huge
boulder

To examine the entrance
35

To go back to the marshes —

39

You are at the bottom of the
cliff and can see the wreck
about 100 yards out to sea

To investigate the wreck — 2
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and will now be sold through
CHRL, wsed to redesign the
character set — and very nice it
looked, too.

Meanwhile, down in darkest
Reading, Incentive software has
been busy refining its generation
gystem, the Graphic Adventure
Creator, which got rave reviews
when it was first released last

Baszically it does the same job
a8 The Quill and The Ilustrator
put  together, although the
graphics at least seermn rather
better — whether this i1s a
function of the programming or
of the micro i another matter.

Hight at the moment, you can
only get it for the Amstrad, but
it's being converted for the
Bpectrum, Commodore 64 and
EBEC. Even though it's only out
for the Amstrad Incentive
Software founder and managing
director Ian Andrew says the
company has sold about 5,000
copies, 50 obviously it's a pretty
successful little title,

Incentive is redesigning the
GAC specially for the Amstrad
with disk drive, to create what
Ian calls GAC Flus; this will be an
advanced disk access system
which will allow Amstrad
owners with disk drives to write
adventures of up to 150E. The
standard GAC has a limit of 85K
on the adventures you can write
using it, although, as Ian points
out, effectively you get more
memory to play with because of
text compression. The GAC Flus
should be ready around June, but
Tan hasnt indicated what the
price is likely to be. It 15 going to
ba more than the original GAC,
which isn't exactly cheap itself
— but if it is the same sort of
quality it should be worth every

pemny.

Like Gilsoft, Incentive 1s going
to release a range of gdames
written using the Graphic
Adventure Creator. These are to
be releassd as the Medallion
range, and the first three games
in the seriss are to the The
Mountaine of Ket, Winter
Wonderland and Central Tower,
The EKet game, as all adventure
afficionados will r ise, is
actually an old Incentive title,
the first in the company's very
successful Ket triology, and is
one Incentive has converted
effectively as an example,
though no doubt we will also be
seeing the other two games, The
Templa of Vran and The Final
Mission, appearing in the
Medallionn range very soor. The
price for the games in the
Medallion series is uncertain,
but will be around the £8 mark.

Bo if youre a budding
adventure writer, strong on
creative talent but weak in the
programing area, you should
take a look at either systemn, The
Quill/Tlustrator or GAC — after
all, if what you write i good
enough, somebody might
publish it.

What a lot of people don't
realise is that all the major
software houses have similar
gyatems for writing their games
— Leavel 8, for exampls, has
developed a very complicated

adventure writing language all
its own. But most of them keep
their systems strictly trade
gecrat.

That's about it for this month
— next month we should have
the latest Lewvel 8 game, The Price
of Magic, the long awaited sequel
to Red Moon

Dear Trolls Tavern

Hello, I'm back again! (You
can't get rid of me that sasilyl)

Wal, despite my comments
about arcade adventures in Ty
last letter, I must say that I've
been hocked on the latest BBC
game that goes by the name of
Citadel. It took me about a weslk
of solid playing to solve the game
with a score of 856 out of 99
(Perhaps you could mention this
to the hi-score dept?).

Now back to the subject of
REAT. adventures. When I am
writing my own adventure
games, or designing an
adventure for Advanced
Dungeons and Dragons I often
have difficulty in selecting an
appropriate name for the central
character(s) inwvolved in the
gamea. To combat this problem I
brushed off the ore skin that lay
on my BBC Micro and proceded
to write a name gensration
program which would display
pronouncable names.

I have enclosed the result
which will run on any BBC. The
program can also be easily
modified to suit other makes of
computers.

The program works by
sslecting a random letter fromm
the alphabet followed by a
random vowel, and then
repeating this about 3 times to
form each word By looking at
the value of A%, which holds all
the consonanis, you can see that
aorme letters are repeated. This is
because certaln names in
fantasy are m ore likley to have
certain letters more than others,
&g N is very popular in many of
these names,

This is the program:

10 MODET-VDUSS,8202,0,0:0;

20 A$="BBCCDFGHJELLMM-
NNNFPGRERSSTTTVWXYZ"

30 B$ ="ARIOU"

40 L1=RND(3)}+ 1.128=RND{
3)+1

FORX=1TOLl+L2

60 C$=MIDS(AS RND{32),1)

VO VE =MIDE(BE RND(E),1)

BONE=NE+C5+VE

80 IF X=L THEN
C8="": V8=""L1=0x
GOTO 80
100 NEXT X
110 PRINT TAR (39-LEN (N§))/
2.10)18%

120 A =GET:-RUN

Well, that's it for this week but
after your next enlightening
issue I shall no doubt hawve some
more valid and interesting info
to report on. (HAL

Yours faithfully

EARTH DEMONSLAYER
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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 - i
® A strategic space warfare game, completely camputer
moderated.
® Approximately 35 players per game.
8 Players design their ownrace's charactenstlcs and bt
description.
e Construct bases on your planets for protection and
production.
@ Design your own starships and build them at your star
bases.
# Expand your empire and conquer other races.
® An 'advanced stage' of the game introduces new
technologies of stargates and improved ship mmremem
capabilities. - s
# Capitol's simplified order formats are eaw tl::- St S R
- remember. No coding your orders onto computer carus‘,//' *.
or other gimmicks. 5 Y- —————
e Capitol has an easy to understand rulebook, complete
with numerous examples. 5
e Capitol was subjected to the largest playtest of ANY —
commercial PBM game. Over 100 players played over _ .-
® 1500 turns of Capitol prior to release. . il
#Runs on an IBM PC, using 512K. i
“Capitolis fast becomirlg the standard against which
other space warfare games are compared.” by
& With each rulebook you receive a set of overlays to use ,
=" in mapping the game and moving ships. s
® Mapping Capitol is extremely intéresting, 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
- Oone turnevery two weeks.

-,
-
o

- o

KJC Games has been running Play By Mail games for * = ,
about five years now and our reputation for giving good,
exciting games and a first class service is second to none.
«0ur team of professional Gamesmasters will usually reply -
= toyour turn within 48 hours. -
Readers in North America should write to Adventures By
Mail, PO Box 436, Cohoes, NY12047, for informationon  *
_Capitol. o

EARTH WOOD

25 players compete to be the'y witimate ruler by controlling all the developed
cities, either singuiarly or with an alliance, A typical game will last about
18 months, with the first knockouts usually starting after six months
Each player is either a King of a fantasy race or a powerful charlsmatic character,
You can recrult trolls, wildmen and control powerful creatures such as dragons
Your characters will capture and control cities, upon which you can spend goid to
improve security, warkshop preduction, defences, and maintain apd enlarge
your army. With gold, your wizards undertake magical research. Spies 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 through complex charts and code books to understand this game.

Europe's most popular Play By Mall game
- the fantasy campaign game with over
1,000 player parties already participating.
To enter, send £6.00 for rules, setup, first
three turns and copy of latest newslatter.
Further turns £1.75 aach.

Send to: KJC Games, POBox 11, |
Cleveleys, Blackpool, i
Lancashire FY5 2UL |

Welcome on - (0253) 355345

0 enrol in Capitol send a £6. no E AR Hj WQ@D
cheque/PO/International Money Order ) .

payable to KIC Games. For this you will Toenrolin ¥ Earthwood send a £5.00
receive the rulebook, setup and first two h /PO ble to KJC Games.
cheque/PO payable to a
turns, Each turn of Capitol costs £1.75 for For this you receive the rulebook
the first 60 orders. Each additional 30 setup and first three turns 1
o ;
'&;s,ig:g.“s 2P RUSODRAT Fevpa BRI Future turns are £1.50.
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lﬂﬂk membarship of one will probably
ensure that your name appears
of the hit lists of several of the

This month sees the start of anew
PBM Update. There will still be the of e

usual news and special offers but we i inan ssturnaia is a wen
some mdib:'iltual ga.t;efl}:];nd; wﬂllotgl; :z *;"EQ %§§%;§ ﬁﬁ%ﬁ
cover all aspects of this interesting Eﬁdb%&gmﬁwgﬁgg tt%
hobby. another new feature willbethe o probeions games A7 this
Gamer PBM playtest team; each month [, 1 [epresente good value
we will be looking for readers to play redrs We bave arranged a

gpecial deal for our readers only;

the games free and to report back ifyouwrie tosloth a Freepost,

it is a bit like playing a computer
adventurs game except that you
can play with hundreds of other
players from all over the country
and instsad of the computer
moderating your maoves, that is
an all powerful game master in
some high tower in Blackpool or
Manchester deciding your fate.

The hobly has been arcund
since the early 1970s, but it is
only in tha last few years that it
has really taken off The
emergence of professional
companies such KJC or Mitre-
games means that it is8 now
possible to play in a game with
up to a thousand other players
and the opportunites for
intrigue, backstabbing and
general diplomacy
endless. The only problem is that
postal gaming is a drug and cnce
addicted to it, it can take over
your life. You should also spare a
though for the postman as each
morning he trudges up your
garden path with his back
breaking from the weight of his
sack, crammed full with letters
from your friends and enemies
in the games.

FBM companies seern to suffer
from the same tunnel vision that

game programmers and most
postal games are either set in
Tolkeinesque worlds of myth and
magic or are science fiction eplcs
where players vie for cosmic
domination. This may not be a
bad thing if it is what the players
want but news is filtering
through of some enterprising
companies who are locking at
other ideas such as footbal club
management and esplonage
games. As goom as they are re-
leased, you will hear about them
first in Gamer.

Earlier in the year the players
got their firat chanoe to vote for
their favourite games in the FBM
awards, which were sponsored
by this magazine. There was &
major surprise when the
announcement of best compangy
was made and a comparative
minnow, Sloth Enterprises, took
the coveted trophy. Neil Packer
gseemed the most astonished of
all as he stepped up to be
congratulated by Tony
Hatharingtor. dloth had
achieved this success mainly cn
the strength of one game,
Baturnalia, and it is this game
that we will focus on in this
issue.
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of the fantasy role playing type
FEM game, You take the part of a
lone adventurer roaming the
world In search of fame and
fortune. It has a free format so
you can do absclutaly anything
you wish but most players tend
to follow up the rumocurs that
they pick up in their first round
and soon flnd themselves
plunged headlong into somse
strange adventures,
involving the search for ancient
artefacts,

What sets the game apart form
many similar competitors is the
amount of effort that the game
masters put into making the
game enjoyable. The round
sheets corme back packed with
information and they seem
genuinely disappointed when
the players’ actions do not make
them work hard enough at their
replies. The regular bi-monthiy
newsletter allows the players
ample scope for self expression
and some the artwork
submitted is exeellent, Many
players have grouped together to
form organisations and for the
new playuer it is well worth
joining one, though it is
important to choose carefully as

Southampton, 809 1BH, they

later. will send you a start up package

and give you the firgt two rounds

S0 what 1s FBM all about? Well  affects computer adventure Saturnalia is a good example absclutely free. So this is your

chance to get a glimpse of the
FEM world without parting from
your hard earned cash.

Finally this month we are
locking for the flrst two
members of our playtest team.
So, 1If you would like to play a
FBM game free for six months
and are willing to report back
regularly, this is your chance.
The games are Saturnalia and
The Enchiridion, a new game
described as the closest PEM
game to a compluter adventure.
All you have to do is let us know
which game you would like to
test and why. The two readsrs
giving the most original and
wittly reasons’'will be selected
for the team.

Next month we will be looking
at computer moderated games
and the features game will be
Capitol from EIC.

_ /|
» ¥




Last month, I discussed the
alements that go towanrds
Tnaking a Tealistin combat
girmilation. This month, I want
to put sorne figures to those ideas
go that you can inecorporate a
working system into your own
games. There are a lot of figures
to be juggled with and you will
probably have to read the articls
several times before you
understand the logic behind it
fully: Nevertheless, all the maths
will be handled by the computer
and the intention is that a player
will only have to selsct his
actions from & coupls of simple
TNeTIS,

The resson for all the
rmumbers, is to determine a
percentage chance of hitting
your cpponent A randomly
generated number less than ore
aqual to that chanece would then
indicate a successful hit.

1. Basicchanceto hit. Assuming
no other factors, this is the
figure that you start off with and
is equal to 50%. This score is then
modified by skill, agility and

levels. This basic level
will stay constant throughout a
particular combeat situation and
will change only rarely a.g. when
a player gains an extra skill level
or drinks a potion of giant
strength etc,

1.1 Skillbonuges. + 5% for every
gkill lgvel. Thus + 0% for & zero
level character, -+8% for 1st
lewvel, +10% for 2nd level etc.
How the different skill levels are
detarmined are up to you. All the
various role playing games have
different systems. Be careful not
to overpromote a character too
quickly. A zero level charactsT
would be a shopkeeper or &
merchant — someone with no
interest in or experience of
fighting. An adventurer setiing
out for the first time would be a
first level character.

1.2 Agility bonuses. This 18
based on the player's hand to eys
co-ordination

Extreme clumsiness — minus
16%

Very clumsy — minus 10%
Below average — minus §%
Average — no change

Above average — plus 5%

Good co-ordination — plus 10%
Superb co-ordination — plas
165%

N.B. This is not a linear scale. On
a range of 1-20 for agdility, the
gpread might be something like
this

1 = extremsaly clumsy, 24 =
wvery clumsy, B% =  ‘below
average, 8-13 = average 1416
= above average, 17-18 = good
po-ordination and 20 = superb
co-ordination

1.3 Strength bonuses. Strength
is more important when
considering damage caused
rather than chances of hitting,
but nevertheless, it still helps if
you can pick up your sword!
Extremely weak — minus 10%
Very weak — minus 5%

Below average — no change
Average — no change

Abcnve average — no change

o
(’)2

Very strong — plus 5%
Extremsly strong — plus 10%

2. The next set of values will
change for each combat round

depending on a player's choice of
actions and hig state of health.

£.1 Type of attack

Defensive — minus 5%

Normal — no change
Aggregsive — plus 5%
Beraerk — plus 10%

Berserk is where there I8 an
uncontrollable blood Iust. s
Dwarves hate both gobling and
orcs and will attack them on
gight regardless of tactical
considerations.

2.2, Where you alm

Body — no change
Head — minus 15%

Tt 15 a lot harder to hit the head,
bt you will do a lot more damage

if you succeed.

N.B. Some oreatures do not
actually have a head e.£ moulds,
slimes and gelatinous cubes,

23 Your state of health This
iz something that is difficult to
quantify. Most games employ
some sort of hit point system a
simple ons to use is the one used
in the Ultima garnas whera you
get 100 hit point at the first level
and an extra 100 for every akill
lewel that you rise. If you wamt to
modify this to inchuds the effects
of wounds, I would suggest the
following.

100+ hit points = good health
— 1o e

80+ hit points = minor outs -

and bruiges — no changs

80+ hit points = light wounds
— minus 5%

30+ hit points = heavy wounds
- ToinIUE 10%

10+ hit peoints =
wounds — minus 16%

24 Whilst the choice of weapon
will not affect your chances of
hitting, & magic weapon might
give youa B or 10% extra chance,
A ocursed weapon might redoce
your chances of a successful hit,

3. Other factors, You may wish
to amend the chance to hit
depending on the conditions,
gurprise, attacks from behind
eto. See last month's Gamer for
further ideas. All ths abova
detalls go towards

maldng an
agdgression factor. Now, it's the

monster’s turn  to  defend
himself.

4.1 ATmour worn
No armour — no change
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Light armour — minug 8% ag.
leather armour

Medium armour — minus 10%
e d chaln mail

Heavy armour — minus 15% e.g.
plate mail

Shield — minus 5%

Helmst — minus 5% — only
:mﬂpphes if you are aiming at the

N.B. A lot of monsters will not
wear armour at all, but will have
thick scaly skins to compensate.
Magic armour may affect any of
the above values. sg Magic
medium armour may be the
aquivalent of heavy armour,

4 8 Weapon used. Most weapons
have defensive as well as
offensive properties.

Hands/dagdera/slings etc. — no
Wooden, short and medium

weapons — minua 5%
Larde sized weapons — minus
10%

N.B. Magicweapons might affect
thees values.

43 Your opponent's state of
health.
Good — no change

Light wounds — plus 5%
Heavy wounds — plus 10%

if he's attacking you aggres-
aively, he cannot be defending
himself as well.

If all that seerns complicated,
here is a worked exampls. You

short sword You opponent, is an
ore wearing medium  armour
and wielding a club and shield
He is also in good health You

both attack normally.
Aggression factor
Basic factor 50%
Skill lewel 8%
Agility 10%
Strength 0%
Attack mode 0%
Body shot 0%
Hoalth 0%
Total - B6%
Defensive factor
Medium armour 10%
Shield 5%
Club 5%
Attack mode 0%
; LSt

=0%
Therefore the total chance of
hitting the orc i5 65 - 20 = 45%

If a hit 18 indicated, the
ameount of damage caused st
be assessed. You can either have
& general range of say 1-8 hit
points or make it specific for
each weapon &g 1-2 for bare
hands, 1-8 for a mace, 1-10 for &
spear, 1-20 for a hurled bouldsr,
1-50 for a fireball and so on
Theses values may be modified by

ADVENTURE

figures
ﬁ&dﬂubladforamm&&fu}.hm
&
Although T suggested giving a
player 100 hit points to begin
with, it 18 probably best to give
monatara values of 1-10, 11-20
ete. depending on thelr strength
This gives you a simple method
of assessing a monster's skill
laval whern it i his turn to fight
back and also gives a player the
chanee of fighting a few battles
without dying too quickly — very
important when you consider
the playability of a game. 2
Omn a more advanced level, you
can also takes rmnisses into
acoount. Decids on a random
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basis whether a shot missed
altogsther, or was parried by
weapor, ehield or armour, A
shisld might be able to take say
25  hits ‘before becoming
worthless.
Presentation on screen s very
important. The player should
nob be told that he has done 7 hit,
points of damage, but rather that
tha goblin he has just hit is badly
wounded Wherever possible,
user friendly menus should be
used. For two examples of what
can be achieved, I would draw”

system in which & player can

means complete but very much
the way in which sophisticated
combat gystems are going in
computer games. Why not have a
£0 at Writing your own system
modifying some or all of these
ideas as you please,

ot
ePe)d




You could win £350 worth of

computer equipment and have your
game published in our great adventure

writing competition.

Global Software and Gamer
have teamed up to bring all
budding adventure authors the
chance of a lifetime. We want to
see the plot of your adventure,

Don't worry sbout the
programming or graphie design,
help with this will be supplied to
the winner, all we want iz the
idea behind it.

How to Enter

Al you have to do to enter this
fantastic competition is to send
us details of an adventure you
would like to write Try to
include ag much infomration as
possible including TNADS,
monsters, tricks, traps, and
pazzles as well as the basic plot.

Remermnber you don't have to
write the program yourself.

You may find that our
adventure writing saries,
Dungeon Dressing may help you
with ideas as well as how to work
themn through and we have
included a checklist written by
DD's author to help yol.

Four adventure could be set in
any time and place of your
chnosingsndnntamnmat&caﬂy
think that you have to reach for
the monsters and potions, The
choica is entirely yours.

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

Adventure Competition,
Computer Garmer,

No.1l Golden Bguars,
London W1R 3AR

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

What you could win

The sender of the best
adventure plot, as j
(obal with the help of &
Editor will recieve £350 of
computer equipment of his or
her choice.

Global will also help the
author to develop his game 8o
that they can publish it. In
which case the author could
garn hundreds of pounds in

royalties.
Could it be you?

London W1ER 3AB

r--q
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1, Decide on a storyline
2. Write skeleton plots for the
main areas of the game
3. List major problems to be
solved
4, Expand basic plot to inchide
sub-plots
6. Finish fleshing out story by
inclhuding lesser problems
8, Consider all your ideas put
together, discard any that
don't fit into the storyline
7. Rework plot to fill any holes
left by no. 6
8. Fepeat nos. 6 and 7 until
satisfied with the storyline
8, Draw & map of the locations
and number them for
reference
10. Write location descriptions
11. Flace objects in appropriate
locations
12. Check that the game's logic
works. this means not just
solving problems in the

Adventure Writing Hints
by Gordon Hamlett

correct order, but trying all
the ‘wrong ways that an
adventurer might try

Other points
— Watch for obscure and
phrases. don't wuse ‘push
portal’ when ‘open door’ will
do

Check all your apelling

— Don't wuse obscure
references that players
pannot reasonably e

expected to know. e.g Your
teachers’ nickname

- Make sure that a player
can explore the game to a
resonable degree before he
geta stucle You might have a
wonderful game, but if T can't
get out of the first locakion, I
wouldn't want to play the
game again

Enclose a copy of the

solution
— Good huck

Adventure Competition, Computer Gamer, No.l Golden Square, l
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Are you a greal strateglst?
Now you can find out by step-
ping into the thrill and &xcite-
ment of some of history's
greatast events!

“Crusade in Burope” from
Micro-Prose takes you there

CODE DAY CARD
DAY | CODE RESPONSE |
3 GOODWOOD

LLE. M10 TANK DESTROYER

EESFSRENS ST Y T
Py = ==

TR il |
N R

R T,
L L

~ from D-Day, to the “Battla
of the Bulge', and provides
challenge and excitement ina
historically accurate and easy
to play strategle simulation.
And, best of all, you'll be in
tha thick of the action in
minutes, sven if you have
never played a strategic simul-
ation beforal

To play “Crusade in Eurape”

requires both careful strategic
thinking and fast responsesto
rapidly changing battlafiald
conditiona. These simulations
ocour in accelerated real time,
with action taking place con-
tinuously — just like raal
battles! No slow plodding action
here! These outstanding sim-
ulations feature colourful
animated graphics, great sound

CODE DAY CARD

DaY | CODE HESPONSE_
4 BOLERO

“Jus MaAIE2

gD TAHE

T o e A

dp et e

affects, and a new, quick and
gasy-to-use command system
to enter commands using &
Joyatick or the keyboard.
“Crusade in Furope” allows
solo play from either side's
perspective or exciting direct
competition between two oppo-
sing Generals. The computer
handles all the rules, provides
play balancing, and even ths
ability to change sides
in the middle of the
game! Other fea-
fures include mul-

tiple seenarios from & single
gereen mission to an in-depth
campaign using a len-screen
sorolling map, strategic maps,
game save, and a unique
“flaghback” function.

D-DAY & THE NORMANDY
CAMPAIGN

In 1844, the war in Burope
nung in the balance. In the
Fast, the Germans were strug-
gling to hold back the Soviet
juggernaut. In the South, the
Wastern Allies had conquered

Unit 10, Parkway [ndustrial Genfra
Henaage Strest, Birmingham Ef'a‘ LR

SQOFTWARE

North Afriea and Sicily, and
their armiss were slowly
advaneing up the Italian
peninsula,

In the crucial Western
theatre a blow had yet to be
gtruck, Untd the Allied armiss
crossed the Fnglish Channel
and defeated the Germans in
France, the outcome of the war
could not be guarantesd,

Onthe morning of June Gth
1944, German senfries man-
ning the “Atlantic Wall” gaped
in awe as the greatast armada

gver assembled appeared
through the morning mists, D-
Day had begun. '

This is the moment — the
turning point of World War IT.
History in the making and
you're in command — on the
beaches of Normandy. Choose
your strategy carefully, for
although your armour is
superior the terrain is diffieult;
you'll be measuring your pro-
gress to Paris in yards!

DISK _ CASSETTE
£19'% £149%

“p BRIDGE TOO FAR" —
THE BATTLE OF ARNHEM

“Operation Markst Garden”
~ Montdomery's audacious
airborne offensive, Will it be
suceesefil or would & more
direct route costless incasual-
tiss and time?

“THE BATTLE OF THE
BULGE"
An ‘all or nothing’ last des-
perate  counter attack by
Hitlers last legions. Will the

CODE DAY CARD
DAY | _ CODE RESPONSE
p | DAVID

LEFH 1812 (S0 KFE, 124) 'WESPE"

Allies withatand the offensive

= or will they be humiliated
as the crack Panger divisions
push them into the Channel?

You'll enfoyy hours of thrilling
entertainment, in this, the first
of anew ganeration of strategy
gimulations because THIS
TIME YOU ARE IN COMMAND!

N &t
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ADVENT UR K
NN

Title:
Computer:
Supplier:

Price
?L
Zarxas I8 an earth based
computer that controls,
amongst other things, the Xuld
colorny. As Zarxas isunder threat
of pulverisation in a globael war,
a plan is devised to steal its
memory banks In order to do
that, you have to discover an
eight figure code before making
your way to the actual computer.

Despite the usual inane plot,
Get Dexter is actually a very good
arcade adventure Written in
France by a company called Ere,
and . licensed by PSS, the game
features many original ideas and
bright colourful 3D graphics.

The Tobms are depicted in a
style that wil be familiar to
anyorie who has seenn an
Ultimate game on the Spectrum.
There is lota of furniture lying
around which needs to be pulled,
pushed and climbed on as youtry
to reach seemingly inaccessible
areas of your current location.
A5 you shunt the tables and
chests around, so you discover
more passages and items that
will prove usefal to you later on.

There are eight scientists
wandering about the complesx,
sach one of which holds one part
of the code. If you approach him
with the appropriate itemn, he
will divulge his knowledge to

-

many
ranging from bottles to hypo-
dermic gyringes and including
colour coded passes that are
easential for opening certain
doors. Only one object can be
carried at a tirme so some careful
planning is needed

Different items may also
oontrol some of the various
nasties that pursue you rel-
entlessly. These nasties include
assorted androids, robot cats and
dogs, punk rockers and busom
‘blonda nursas. As they collide

80 your energy
decreases although it can be
replenished if you can find a
holophonie eabin Throughout
all this action, you are helped by
a little creature called a
podocephale — a head stuckon a
foot whose exact is as
yet  undetermined but who
follows you clogely whersver you
go. :

The attention to detail
throughout the game is
excellent. Jump onto a swivel
chair and it epins round several
times before you are t;tum-m off.
The probleams too are o
and frustrating — leaping ﬁ'c«rn

platform to platform trying to
reach some obscure exit,
walking through rooms when
manic gates try to stop you and
discovering the secrsts of
libraries and hospital wards. But
it is the graphics that attract you
most. 50 many moving objects,
all of differing colours that there
is almost too much detall at
times. Definitely the best arcads
adventure that I've seen for the
Arnstrad so far.

PLANET RATTNGS

Originality sses
Graphics (111 ]
Use of machine aEses
Value for money ([ Z 111}
STAR RATING -I:}
]'.';TD“.?’E.

Fee

adventurous?

This

month’s adventurers are stuck in
an asylum and attacked by killer
tomatoes

Asylum

Commodore 64

US Gold
£9.95

?

Have you ever been driven mad
by a game after a long and
unfruitful session? Well, this
disk-based adventure is
guaranteed to drive you crazy
from the start. Found wandering
through the streets mutbexm.g
adventure commands
yourself, you have now been
commited to the asylum and the
only cure is to escape. What
makes this game stand out from
all of the others is the inclusion
of & 3D maze to link the rooms of
the adventure.

You start off in the maze of
corridors which constitute the
agylum and as you nagotiate a
pathiway past rows of rooms
messages flash onthe scresn
sometimes it 18 merely a

Escape from the Asylum

om Wwith a bed.

statement saying what the room
is and other times will be an
inmate who wished to tell you
something of importance.

As you continue, you soon
learn that most of the rooms are
locked and that success lies in
unlocking their secrets. The keya
which do this are secrsted in
boxes or are found in the
posasgaion of the other inmates
and they must be collected to
effect your escape to sanity.

Like most cld hospitals, the
corridors are dull and forbidding
tut the rooms burst on the
soreen in glorious colour. Each
room 15 depicted in  high

resolution graphies which are
loaded from disk when required
Ome thoughful feature allows you
leaf through the various location
graphies, so even if the solution
escapes you it does not preclhude

You Sge

You

rg Watches.
.ut -

you from admiring the artwork
Cursor key control gives way to
text input when you hawve to
interact with any of the crazy
inmates. Bartaring and
badgdering you way to the exdit is
full of surprises and dis-
appointments as you learn who
will help and who will hinder.
Enigmatically, the instruct-
ions inform you that all the
other patisnte will refuss to
gpeak if you are carryving a
cartain object. This secret s safe
for the time being because I have
et to find out what it isl
The corridor ides makes this
gams even more difficult to play
becanse you don't start the
adventure proper at the
A degree of
ws.ndﬂrmg and mapping must be
Indulged in first before you
discover the key to the real
starting point. Even without this
complication the game is as
demanding as all the other All
Armnerican Adventure series, For
seasoned adventurars or
beginners this disk is h:ghly
recommendsd. E.D.

FLANET RATINGS

SBtoryline ase
Atmosphere saw
Difficulty sO58S
Value for money [T 1T ]
STAR RATING :
Nowva
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Lord of the Rings
Commodore 64

Melbourne House

£15.95

?

This is the long-waited follow up
to the highly successful game of
‘The Hobbit'. It is based upon the
epic tale of the destiny of the
Ring of Power which Bilbo
Baggins wrested from Gollum in
the previous tale.

The original bock of ‘Lord of
the Rings' was written in three
parts and, similarly, this is the
first dame of a triclogy based
loosely on thea book

The aim is to get Frodo, Bilbo's
heir, from Bag End to Rivendall
which ig the home of Elrond the
Flven King Two of Frodo's
friends have been enlisted in this
task, 8am the Pippin, and a third,
Merry, will join later in the tale.
Dark, threatening forces are at
work under the control of the
evil Lord Baurcon. He wants the
Ring of Power which will glve
him supreme control over the
destiny of Middle Earth Aiding
him in his wicked scheme are a
nagty bunch of Black Riders
FWOIT to recover the Ring at all
posta and they are abroad
gearching for Frodo when the
game begins.

The game can be played by as
many ag four players at once if

sach playe a differant character.
Any unadopted characters are
controlled by the computer, The
main game comeas in two parts
along with a simplified version
of the first part for beginners
who want to get the ‘fesl' of
adventure Flaying. The
beginner’s game also includes
several more graphics screens
bt for my money these are more
of &a nuisance  than an
atmogphere enhancer. A full
review of the Spectrum version
of the game appeared in
February's Gamer so I will now
concentrate on this new
conversion for the C84. The
game's responses o commands
are rather sluggish which is a
sacrifice which had to be made to
allow for the complex operating
gystem required I found this a
little irritating, but acceptable,
One feature which is not only
unacceptable but also inesxusable
is the programs refusal to
respond to some commands.
Although syntaxially correct
according to the instructions, I
succeaded in totally locking up
the operating system In the
following way.

On opening a wooden chast at
the first location of the game I
gave the command, ‘Take the
backpack from the chest’. After
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waiting for several minutes for a
response 1 decided to go and have
coffee. On returning, the
pomputer still seemed to be
engaged in its own little world
and I had to resort to switching
off and reloading from the start.
A second attempt at gaining a
response to this command also
failed.

A lock-up is unforgiveable in
any program but one which
pcceurs whilst using acceptable
comands is a major flaw which
undermines the will to proceed
with the game. This failing is
reflected in my Value for Money
rating which owes a lot to the
free Tolkien book which
accompanies the gamse.

Against my better judgemeant I
proceeded to inwvestigate the
game and found it to be an
excellent game of which Tollden
would have approved, despite a
couple of liberties being taken
here and there to give it ‘street
cred with the kids,

Despite the high regard which
I have for the storyline, the lock-
up problem oreates too many
doubts for me to whole-heartedly
recornmend this game. I suggest
that Philip Mitchell and his team
gheould investigate this problem
before starting on Part 2 of the
trilogy.

PLANET RATINGS

Storyline
Atmosphere
Difficulty

Value for money




Title:
Computer:
Supplier:
Price:

L

Leaping lizards| Robin the Boy
Wonder has been abducted by
some flendish arch villain Put
before the Caped Crusader can
race to the rescue of his Bat-
buddy he must first gather
together some of the Bat Bits 'n
pisces that every well equipped
crime fighter needs in his
neverending fight against evil,
and then reassemble the parts of
his speedy Batmobile. Holy
disassembly! It's enough to drive
your batty!

Meanwhils, in the sub-
terranean lair of arch software
house Ocean, the villainous mind
of David Ward is preparing to
unleash its latest diabolical plan

‘Ahal At last T have the secret
weapon I've been waiting for
(cackles insanely, rubbing his
hands together), the rights to
produce a Batman cornputer
game. With this I can wipe every
other software housge off the face
of the planet, Ha ha, hee hee ete.

Meanwhile back at the
Batcave. ..

Leaping into action the Dark
Wight Detective slides down the
Batpole and hurtles into the
Batcave, barely pausing to draw
breath as he races past the vile
monster standing  between
himself and his trusty Batbag.
Them, slipping nonchalantly
into his dynamic Batboots, the
Gotham Guardian hurls himself
past the diabilical traps lying in
wait for him (Warning: using
gsuch outrageous adjectives takes

)
3.0,

years of practice, do not attempt
to imitate them).

Meaanwhile . ..

Flash — I love you, but we only
have fourteen hours to save the
Earth (sorry, wrong superhero).

Meanwhile, surrounded by his
toadying henchmen, David Ward
explains his masterplan for
anyone that cares to listen

“Yes! My Batman game will
have finely detailed Ultimate
style graphics, a cute Batman
sprite and an out of tune version
of the Batman themes Now no-
one can stand in mmy way!’

Zap! Pow! Eablocis! Energised
by his Batpills (secreted in
various parts of the Batcave), the
dynmamic Duo minus one bounds
past the ravening hounds
attermnpting to tear him limb
from limb, then . . . Cosmic cat-
astrophel Our hero falls
headlong into a pit full of spikes.
Can thisbe the end of the review?
But no! The Masked Ninny lives,
and, staring heroicially into the
camera, says ‘Fortunately I came
prepared with my Batbelt and
Bat-thruster which saved me
from the fall Remember, the
first rule of crime fighting —
never fall into a pit full of spikes,
it can ruin your day’.

Will the smug Superhero save
the Teen Wonder from the
heinous fate awaiting him? Will
Ocean deliver the game 18ss than
five years after the first ads
appear? How much am I getting
paid for this review? For the
answers to all these guestions
tune in next month, same Bat-
timne, same Batplace, saaaame

Batchanmnel. 8.D.
FLAWET BATINGS

Originality S80S
Graphics [ I I 1T}
Use of machine s
Value for monsy sSese
STAR RATING
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Doomsday Blues
Amstrad

Ere Informatique

PSS
B
Doomeday Blues (originally
titles Eden Blues for reasons that
will be come apparent later) this
game is originally from the
French company Ere.

The setting is after the robot
revolution, you are the only
pargon left alive — and you're
stuck in a prison. But 1ol what do
I hear? The voice of a fair young
malden Alters down through the
air conditioning system. Being a
gallant young man you mmust
dash off to save her and restart
the human race (hence the
original title).

The game broadly falls into the
‘problem  solving  graphical
adventure’ category, but this is
more of an adventure than maost
of these types of games.

To start with you have a
number of points that you can
assign to various attributes such
a8 strength and stamina These
attributes can go up or down as
the game progresses,

In the main game you will be
stunned by the quality of the
graphics and animation. All
graphics are in mode 2 which is
the monochrome high res-
olution mode ( about three times
the resolutlon of a hurmble
Spectrum), but you don't notice
the lack of ocolour with the
superb shading and texturing of

the seene.

You start off in a cell with just
a bed (which you can sleep on)
and a locked door.

Kicking down the door (using
up some of your strength) lets
you out into the main eell block
More doors can be kicked dowrn,
windows and cohjects can be
searched — and robots can kill
you Im fact T spend most of my
time getting killed by Robots!

The music at the start and end
(usually too close for comfort) is
quite good, tut I hawe heard the
music at the end far too much!

This game will keep arcade/
adventure nuts at it for weeks.
The style of the game is so
diffarent that it is immediately
obvigus that the game has been
writben outside the scope of the
British game market, and it is
refreshing to see something that
is. M.R.

FLANET RATINGS
Originality ssss
Graphics (L L]
Use of machine (I 1]
Value for money ase
STAR RATING
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Title: Attack of the Killer Tomatoes

Computer: Spectrum 48K
Suppliex: Global Software
Price: &£7.95

%L
Global Software have tied up a
deal that lsta them produce
games based on some of the
world's worgt filma. Now some
might say that this can only end
up with them producing some of
the world’'s worst gamess, but
fortunately this hasn't turned
out to be quite the golden turkey
that the title might imply.
Attack of the Killer Tomatoes
uses the now tries and tested
Dlimate style of graphics to
depict the adventures of one
Wimp Plasbott ag he takes on the
massed (or messed?) ranks of
hordes of deadly tomaftoes in a
gqueat to secure a supply of
tomato puree that Is needed to
keep his pizga parlour in
operation. To do this he must
venture into a factory that loks
not unlike the planet in
Gargoyle's Bweevo games, excapt
that instead of deadly fruit Wimp
has to avoid tomatoes (actually,
if I remember rightly, tomatoes
ars fruit).

But instead of killing him
these tomatoes just deduct ten
minutes from the time that
Wimp has in which to collect the
tomatoes he needs, for Wimp can
only remain in the factory
during office hours and there's a
clock ticldng away that shows
how much time 18 left. In these
short hours Wimp not, only has
to avoid all the obstacles and
traps lying in walt for him but
also to sliminate the number of
tomatoes that are wandering
around some of the rooms, and
capture the bouncing tomatoes
which he can take back to be
turned into pulp for his pizzas.

Of course thare are one or two
other problems to keep you
occupied, such as the need to find
objecte which you're going to
need to help you complete the
game, and to keep topping up
your sauce bottle before it runs
our and leaves poor Wimp
drained of resauces.

As I mentioned, the style of
graphics should be familiar to
just about everyons by now,
although I don't think the
animation is quite ag smocth as

REVIEWS

it has besn in one or two games
with a similar graphics and the
obstacles, though very difficult
to get past on some places, aren't
a8 varled as they might have
been (I know tomatoes are the
theme of the game, but it would
hawve given the game a bit more
variety if thers were more
sprites that didn't look like
tomatoes or sauce bottles)
Bomshow, despite the glick
graphics and whacky scenario
this didn't really prove to be as
great a sauce of interest as I'd
hoped. Still, with Wild Women of
Wonga on the way, Global have
still got another ace to play. May
the sauce be with youw B8.D.

PLANET RATTNGS

Criginality see
Graphica seen
TUse of machine s080
Value for money sese
STAR BATING O
Bright Star

Title: Fourmost Adventures
Computer:

Spectrum
Supplier:
Price: &£7.95

?

The titles of this tape should be
the easiest adventure clue you
ever have to solve as you try to
work out what you are getting
for your money. Yes, it's the first
adventure compilation tape
consisting of four games selected
by Tony Bridge, the adventure
columnist in Popular Computing
Weekly. The games — three
traditional text input stories
plus a role playing game — are
nothing exceptional but there is
certainly enough in the packagde
to keep you quiet for a few weelks.
The pick of the games is Out of
the Shadows, tha rola laying
gamea, You can choose to be a
dwart, elf or human, all of whom
have slightly different
characterisitics as you go on one
of gix predstermined or a
random quest. You must explore
wilderness and dungeons,
fighting monsters and picking
up treasure and other useful
items. A small map displays
everything that you can see as
you wandsr round taking care
not to bump into trees and fall
down  holes Time pases
throughout the game and you
will need a light, source if you are
to find your way round in the
darkness or down & dungeorn.
There are i{tems to be
purchased — if you can find a
marchant and experience paints
to be gained as you defeat the
various monsters. How mmuch
damage you inflict depends on
the weapon you are carrying (if

Global Software

any ). You start off with just your
bare hands and finding a club or
gimlar or buying ong must be
one of your firgt pricrities. Food
18 also important as you strive to
replanish your sapping
strength.

Commands are input as single
words although some need
further clarification eg. use club
or buy helmet.

The main problem with Qut of
the Shadows i8 that you tend to
get killed off too quickly at the
start of a game before youcan get
your character established, but
aven 8o, it is not a bad game at all,
especially if you enjoy the role
playing type of which there is a
distinet lack on the Spectrum.

Project X — the Microman —
8 a Quilled/Tlustrator/Patch
production which seess you —
Professor Richards — having
shrunk after receiving a massive
dose of gamma radiation
Bveryday objects present &
whole new set of problems and
jour only hope i3 to find a
colleague’s  laboratory  and
overcoming tha lab's anti-
intruder system controlled by
the COM-2 computer systam.

Although there are some nice
— and at times startling —
pound effects, the game is lst
down by & poor vocabulary. One
nice feature is the use of the
store/recall commands which
takes a snapahot of your current
postion without having to save
to tape.

Galaxdias 18 an early Quillsd
adventure by Fergus McNeill
who shot to fame with his Robin
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of Bherlock and Bored of the
Rings spoof adventures. The
most startling thing about
Galaxdas s its futuristic
character set — quite unlike
anything you've seen before. You
play a space pirate trying to find
the crystal of something or
other, Starting in the Zagro
spaceport, you rmust pllot your
space cruiser around wvarious
plansts — the onboard computar
gives you considerable
assistance here. There are also
some ndce amusing touches, a
forerunner of the humour seen
in Fergus' latar games.

The final game of the tetralogy
is The Mural which featurss
some strange Monty Python type
humour, How many other games
do you know which start off with
youbaing accosted in Neasden by
two men wearing suspendsr
belts and which features books
such as Ethel the Aardvaark
Goes Quantity Surveying and the
Karma Sutra for Gerbils. On the
whole, though, this is & poor
dame with a limited vocabulary
and a user friendly approach.

As 1 said earlier, Fourmost
Adventures is a fair if somewhat
uninspired collection of games
and I atill feel that you would get
more pleasure out of a good Lavel
9 game. Now if thay were to bring
out a sompilation

Storylina L Lt
Atmosphere L 2 1]
Difficulty one
Valus sas

» they are
la

st




Labyrinthion
Spectrum

Alligata Budgie Range

£2.99

»

?

Lost inside a labyrinth, only the
nine parts of a scroll will help
you find your way out. The acroll
though is scattered throughout
256 rooms which are divided
into sectors. Before you can pass
through the deadly mist into the
next part of the game, you have
o find the correct object for that
particular sector. This though is
invisible until you have found
Tour tools used by an explorer —
COMpAasses, Maps, ropes, water
bottles and hour glasses etc.
(whaen did you last see an
explorer with an hour glass? I'm
sure Indiana Jones never had
one but I digress). These tools
must be dropped into the it for
that sector, one at a time,
whereupen the key item will
reveal itself. Add to this, the fact
that you are being relentlessly
pursued by assorted nasties and
you will see that your escape 15
not going to be an easy one.

The game 15 awkward to play,
not least because there are no
joystick options. Apart from
moving and firing, there are also
pick up shield, select an itern and
weapon change keys to be
mastered, although you can
redefine the keys to suit your
style. In practice, I found that I
was getting killed too quickly
without knowing wery much
about what was going on
Wasties never seemed to die

when I attacked them. There is
assorted treasure lying arcund
waiting to be collected and you
can alse find  flyswatters,
buckets and mousetraps which
offer you some additional
protection against the nastiea.

The game is highly
reminiscent of Ultimate's Atic
Atac although nowhere near as
playablee. The TOOMS Are
delineated with pictures of
shialds, anchora and crowTs eto,
with doors that open and close at
random. Your hero and the
nasties look reasonable wumntil
they all pile on top of each other
(a frequent occurrence) when
everything becomses horribly
MEssy.

Labyrinthion suffers from
being over complex. Games do
not. become better by adding a
few extra commands to be
manupulated. —Had Alligata
simplified things and made the
general appearance of the
information window clearer,
this would hve been a more than
Tesonable arcade adventure. As
it stands, there are many betier

budget garmnes avaiable.

PLAWNET RATINGS

Originality ae
Graphics L1 1)
Use of machine L 1)
Value for money L 1]
STAR RATTNG e
White Dwarf

Title:
Computer:
Supplier:
Price:

$L

Originally a highly rated game
for the Spectrum, Fairlight has
now been converted to the C54
and Amstrad. It i8 an arcade
adventure featuring some highly
detailed graphics and a plot that,
unlike most of its rivals, evokes
considerable atmosphere.

The land has fallen into a state
of terrible ruin over the
centuries. Only Castle Avars still
stands although no-one in living
MEMOry could remember
gaining entrance to it. All this
was far from the mind of our
hero Isvar though as he entered
Ogris’a Wood. Things soon
change as you meet Ogri and get
taken inside the castle. Thers, it
is explained to you, you must
discover the Book of Light which
will enable magic to return to the
land and, more importantly,
allow you to escape.

The game creates the
atmosphere of the castle very
well with rooms full of furniture
and walls adorned with coats of
arms and torches. You quickly
discover that the laws of physics
have been built into Fairlight. If
¥you push a chair, it moves faster
and further than if you push a
table and although you have five
pockets to carry things in, this

Fairlight

The Edge
£7.95

may not be the case if you decide -

to pick up heavy or bulky things,
Thesa are nice touches that add
considerably to the game's
playability.

C&4 and Amstrad

Controlling  your character
takes some getting used to for
apart from moving, thers are
plckup, drop, use, fight and jump
commands to be mastered fight
in neaded as there are several
guards and trolls who are intent
on stopping you as well as some
vicious monks, The first part of
your quest involves finding a
crowt that is hidden on top of a
door somewhers so you must
wander round picking up
guitable objects which can then
ba dropped in the appropriate
place so that you can climb up
your improvised staircase and
get the crown. You are warned
that a lot of items hawve uses and
are not what they may seem to be
at first. It is also important to
keep a look out for food as this
will help to resotre your flagging
energy.

Fairlight is definitely a
guparior arcade adventure and
one that will keep you puzzling
for a long time. Ome final bit of
good news is that a sequel
Fairlight IT — is already baing
planned and having had my
appeltie whetted with this
excellent game, T can't walt,

PLANET RATING

Originality [ I 1)
Graphics sosew
Use of machine SeSsy
Value for money L 1 1)
STAR RATING

Meowa :
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Gordon Hamlett is captured by the
spellbinding world of Heavy on the

Magick

Some people never learn, do
they? If you are going to tell
dublous stories about wizards it
would sem to be a reasonable
idea to make sure that the
subject 18 not within earshot.
And this is especially trus if that,
subject, a certain Master
Therion, is rumoured to be the
cleverest nagician in Ieemark, if
not the whole of Graumerphy, So
it really comes as no great shook
to find yourself teleported up to
yourankles in murky water deep
inthe midst of a depressing and
no doubt dangerocus dungeon.

You are Axil the Able. Well, not
very able really but people are
polite in Graumerphy. You only
Just scraped through your
examinations and are now
ranked as a Neophyte — the
lowest, of the low in your chosen
profession of magician. Your
lack of talent though doesn't
Stop you from picking up a book
from the table in front of you
Athough a lot of it is
incomprehenaible jargon about
8pirit procurements and astral
Dphenomens, you recognise it as
being of a magical nature and are
conviced that it will be useful to
you as you try to escape from
your predicarment,

Heavy on the Magick is a
graphical adventure game from
Gargoyle Games. The command
structure is of the traditional
verb-noun variety with the verbs
Input as single keystroke
entries. You tend not to notice
the way text is entered though as
you sit back and admire the
superb graphics. Anyone who
remembers the large cartoon
style characters of Gargoyle's
previous games — Tir Na Nog
and Dun Darach wil be delighted
to kmow that Heavy on the
Magick features graphics that
are even bigder and better. The
top two-thirds of the seresn are
devoted to the graphics window
with three smaller information
windows  undernsath.  The
illustrations depict the room
that you are in with any tunnels
Or passages leading off, your
character and any wandering
monsters, objects or summoned
demons that happen to be
Present. Apart form Axil's
animation, about one in ten of
the 280+ rooms  feature
additional animation.

The windows at the bottom of
the screen are the information
command and status boxes, The
information box displays details
of your inventory, location
descriptions, character details
and exit directions. Your status
is assessed on three values —
stamina, skill and luck Their

o,

levels are determined as the start
of the game but you can juggle
with the initial values if you so
desire. Stamina and skill are
used to determine the outcome of
anyu combat whilst luck is
important in just about every
decision that you mmake,
Throughout the course of the

Heavy

Apex the ogre appears

SHAFED LIKE a4
SuLanaMDER
WEST
SOUTH
RIGHT

Will the cabinet contain treasure or a trap?

game, these numbere will go up
and down as you eat food, get
wounded, pick up useful objects
or polsonsd ones. The most
Important thing to kesp your eye
on s stamina, for if it reaches
Zero, you die,

Your journey through the
dungeons is made that much

harder by the presence of
wandering monsters. These
include glant rats, skelstons,
trolls, wraiths, hydras, Madusae
and assorted lycanthropes —
werewolves to you an me. Most of
these you will need to kil
outright before they do the same
to you but some you will have to

on
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RIGNT
INVENTORY
SOUTH
NORTH-BEST
LEFT

The entrance to wolfdorp

Asmodee a demon is summoned

talk to in order to get help or
clues. One character who at first
sight looks mean and nasty but
is really quite friendly is an ogre
called Apex the Alder and he
grops up time and time again Al
combat is resolved by magic](—
usually involving the ‘Blast'
spell. Before you cast the spell

though, be sure to look at the
opponent's stamina and
ounning levels and ocompare
them with your own stamina
and skill, If it is much higher
than yours, you are likely to
come off second best in any
ensuing combat.

Onee you have disposged of any

monster, you are free to examine
any objects that may be lying
arcound, such as chests, cabinets
ortables. Here you may find food,
sorolls, talismans, books and so
on. Be warnied, a lot of the itema
that you find will be positively
harmfil and should be dropped
immediately. A lot of things that

InDEPIH

you wish to examine and rooms
that you want to enter will be
locked and a lot of your time will
be spent searching for a pass
word which can then be uttered
in the appropriate place.

You start off with only three
apella in your book although as
your progress, there is more
magio to be encountared. some of
this 18 spells that can only be
used once, others get magically
written into your grimoire. Your
three initial spells are ‘Blast”
(already  discussed  undar
combat), ‘Freeze’ an object or
monstar, and ‘Invoke’. this last
spell summons one of four
demons to your presence —
Asmodes, Astarot, Belezbar and
Magot. These demons all hawve
different powers and must be
sumrnoned only when necessary
as some of them object strongly
to ‘Tbeing disturbed Before
involing a demon, you must
possess certain objects such as
the correct talisman Hints as to
what else is required are given in
the instruction book.

One of the nice things about
Heavy on the Magick is its
attention to detall. If you input
an incorrect command, Axil
shrugs his shoulders in
incomprehension. If you take
poison, he clutches at his throat.
the entire magick system is
baged on ancient treatises as is
your promotion through the
ranks to Zelator, Practious and
hopefully eventually to Magus.

Should you find your way out
through one of the three exits,
thers may well be more in store
for you as Gargoyle are hoping to
bring out several expansion
modules in which wyuou can
move your character and key
objects from one game to the
next.

Heavy on the Magick is a
highly original, well presented
game which will keep you quiet
for ages. My only complaint is
that the spells don't work in real
life although there are rumours
that the editor has horns and a
pointed tail!

Heavy on the Magick is
available on the Spectrum with
128 Bpectrum, C684 and amstrad
VErsions coming soor.

PLANET RATINGS

Originality
Graphics

Uee of machine
Value for money

STAR RATING

i i i R

the MagicK

COMPUTER GAMER MAY 1986




£9-95

AMSTRAD
CBM 64/128

(AVAILABLE MAY 1985)

.___..m. Q| |

12
&

g

=%

AL

s




WHY DID I LoK
g?'ﬂmrm\‘ |
PomPUTER GAME .|

S B0 MY ED.
S — Tt MoT WELT
L

ZiRC RECEIVES TH=
meqHNG HbND

18 IT A TAX INSPEC BR 0
BoNES SHOULDER ...

oR IS IT JUST AN
ENGRMous Bon
EATING SFIDER
THE G.L.C.

" |

=
FRoM

—— e -~

— - - :
PUTS IT WITH THE RICKING LES |

50 WITH A SKIP

_AND A HOP
)5_3_ AND s.C. So OUR
QS e oN i
£ yEIR GROTESPUE el
TouRNEY — MEAN BRITISH '
LEYLAND OR ;
BLESSED LERKING

Ui,
T

THIS SURE 15 A THET
cPor o BE W [/ —

oh! DISTRICT NURSE ;
LW AnD BANANA SKING —
my EAD. MY ‘eAD f
rw.saﬁfquf’wmsfﬁf‘

LETS GET BFETER
THE FAT HEAD ...
BEFORE GWIRK.

WHATS THAT !
Tl REVERSE UP/

MEBNWHILE BINES Y] E WIiLL BONES SEET
HROVGH :
§:ﬂﬁ$igzw“f 4 MOR IARTVS MOVSTACHE fon - 700 £a7E -]
E -AND— THE 0iATY ROTTrER NEEDS e
A GooD PuNCH WP THE BRACKET:

| Down GOES No. 3.
| oF THE B TEAM —
|

CLUTCHING #75 PIPE
LINE A HERD -
Tt

/S THIS THE END OF THE
2 7Eam T i
HAS THE DEVILS CROWAYV
BEATEN U5 ALe 7

WLl WE EVER KNIW —— .

STARTE To
BRIDGE THAT
GRAP WITH

GwIR K BND
| R Teeell




L aar m s

R

= = S —

AR

Empire iz the latest offering
from Firebird Gold Trading
basic commodities, fighting off
the alien invasion, and avoiding
the plague are all parts of this
game,

The game is baged around a
galaxy full of star systems, Each
gystern will have at least one
starbase, but can have a number
of planets,

Flanets can be landed on to
retrisve the commoditles or
special pods. Starbases can be
docked with to trade or
communicate with, and allens
(a8 always) are shot atl

Empire starts up with the wire
graphics Empire logo in the
centre of a clroular action
window. On the ouside of this
window is the status indicators
and directional instruments.
There 15 also a communications
window that enables your on
board computer to talk to yow

After being wished good luck
by that computer, you are thrust

"'NI"'III

intc a ‘Starship Commander
type environment. For those
games players too young to
remember what game that was,
it's a bit like Asteroids — except
that the whole screen swings
arcund you Instead of you
gpinning and the rest of the
universe standing still.

As you materialise, you notice
many aliens swarming around
you Shoot at these with your
missile launcher, which shoots
little dots in the same way that
the ship does in Astercids.

After ten units click away on
the clock, a message comes
through on your computer
saying that the local starbase
needs more flghters. As all
you've been doing for the last faw
minutes has been ghooting
aliens, that looks like a good

First you have to find your star
base, this is done by a detector on
the left: of the sereen that shows
direction with an arrow and

distance by the brightness of the
indicator. Finding the space
station (two circles orbiting a
planet) means that you have to
dock. This is accomplished by
sliding in between them and
stopping In the appropriate
point.

Once in the starbase you have
access to all the starbase
functions such as ing,
getting pods (more later),
enquiring about mission
information, and sawving the
gams. All information is rattled
out on the screen with a small
flgure of a starbase person
whose mouth moves in tune
with the words.

When you have selected your
pods or whatever, you can de-
dock from the starbase and fly
out into the wide world Pods
(the standard unit of cargo is the
pod — a small circular object),
are deposited just outside of the
space station for you to pick up.
You do this by extending your

tractor rope, you then use this to
hook up the cargo by careful
TMANOEUVTing.

Fods can carry cargo or
special additions for your ship —
such as shield generators, better
manoeuvring ability, interystem
hyperspace, gravity drive, etc.
efc. In fact there is a large
nurnber of additions that youcan
get. for your ship, indeed, you can
gvenl change your ship for a
bigger one,

As the game unfolds you gst
different missions to do things,
some of them are rather weird —
sach a8 recovering the
emperor's after ghawel Other
misaions are more
straightforward — guch as
investigating a stolen pod in an
alien star system.

Star systems are ruled bw
either the Empire, the Aliens, or
yow. [ don't know about this last
option, but it looks interesting
for galactic conguest

possibilities. Allen ruled systems
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--mean the aliens which attack

you are ImMore numerous than
normal and also a bit more
viscous. Systems can be got back
to empire rule by killing lots of
aliens, you get well rewarded.

Flague gystems infact you as
500 a8 you enter tham, and you
ill infect any system that you
then visit. There is a cure — but
like everything in this game, you
hawe to find it.

The graphics are reasonable at
best, and gaudy at worst. The
best bite are inside the starbase,
where the litle animtad fgurse
talks to you Other graphic bits
include the galaxy map which is
functional, and the star gystem
map which is very good. All the
orbits of the planets are marked
out along with the position of
aliens, pods and any other
objecta that might be useful.

You can even zoom in to the
area of the map that you're in to
get a better look A pointer can be
manoeuvred around the system

2

and your navigational pointer
altered to guide you towards it
Thiz is useful for finding
things like the warp gate that
lets you into the planet. These
are rectangles that appear in
orbit around planets. entar oneg
of these and you get a nice
i tunnel to fly down
through this with no problems
and you appear on the planet's

the D routines are there — why
weren't they used more?

On the planst's surface you are
frested by a gaudy landscape
with ‘trees’ flashing towards
you How many trees
dependent on how accurately
you flew down the orbit tunnel
garlier, If you ware a bit sloppy
then you come down further
from your target site.

Onee at the gite, the scene gets
even more gaudy and lots of
nasties start to flash towards

b
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you ¥You must use your

navigation sgystermn to find the
supply centres or the exit ramps.
These look like different
coloured pyramids that you ram
to plck up pods with some of the
usual goodies in.

There iz no  adequate
explanation for why the planets
in friendly ms are full of
beligerent nastiss, but I suppose
it would be a bit boring
otherwise,

N.B. tip for entering the warp
gate, the faster you hit it the
faster the ground sequence will
play, so £o slowly!

Aftar you exdf, the pods are
found floating around the warp
gate and can be picked up in the
usual manner with your tow
ropes. If any pods need to be
returned to the starbase then
retracting your ropes within
easy reach of the space station
this causes a tractor beam to go
ot and slowly pull them back in.
this is one of the most

impressive graphical aights in
the whole game, despite its
relative simplicity.

On the whole, this is a game
that will take a long time to get
into, the sawve function will be
very useful here!

Empire 18 desperately trying
to be an Elite type game, but with
some changes. In Elite you get
few missions. In Empire, all you
get i3 missions! this improves
the game as it makes it more
playable. Certainly the large
number of ship additions that
are available and objects to be
found will make the game morea
interesting as you wil never
Inowr what is coming up next, in
direct contrast to Elite wheare
you sometimes just have to take
an 18 police Vipars with a single
pulse laser and no missiles to
relieve the tedium.
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COMPATRIOTS? .
WHATOROUMER 7

PULL VER WEAD IN, CoL ! IF THESE

| wibl KNOW LF AL My

COMPATRIETS, MY HAT! BUNCHA

DRINK SHANDY IF vou WATERED

IT POWNT Wi Can'T YER

CATCH SeME AUSSIE S, AT -
FEATURE 7 il

DoN'T GIMME THAT oL To,

FLAMIN' HARICOTS WHo Cosion'T bef YER, RATBAG! THEY'RE

PRISONERS., AW I'LL KILL THE
BLINDLZ. BEFORE THEW TELL
You THE SECRET of
HiH - DEFIN TioN] T- V.

GREAT GRENT GREAT GRAMHY
SAIR ARSUT “THE SILLIWNANS

S TRuE K SEE?
REXT MOMTH: THE TRUTH ABOUT
COLIN, THE FIBS ABOUT WS
SISTER, MORE GRETUITOUS
FISTICUFES, A MrD CHASE
AND A TALk oN SINKSIIE Reom)
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hrilling series of adventures wil
ward to a further challeng




Psi-S Trading
Co is a strategy
game that will
keep you on
the edge of
your seat. Eric
Doyle boldly
goes where no
man’s gone
before.

DESI

GRAPHICS MIKE LORENZEN Music
mimi DOGGETT €D DBOGHS

Copyright 1985 Accolade, Inc.

3D view of view fore : Yeela in weapons is on
and aft. Usually packed > the communications
with enemy ships. SCreen. 3

= -

-4+ Mavigation compass

LTS
1= _.'-|

Warp d indicator

-’

I FORE VIEW )

ir_T

¢ Weapons current L
Weapons indicators status showing target Duckshoot menu lets Message indicators
signal trouble if they go priorities and weapons you talk to the other . light up when the crew
out. that Yeela will use departments. wants to talk to you.
&uufuly] to blast

em.
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At last I've gained my first
commission as a space f:-etght.ar
captain for the PSI
Company. With the assistance of
my Commbdore 84 I should cope
admirably .but first I must
choosea a crew.

Thrity applicants for the five
key support sections is not a bad
start for a greenhorn captain
Who shall I choose? They are all
50 keen even though I've chosen
the softest operation of the three
I was offered. After all, who in
their right mind wnat to break
their neck hauling Prebliks to
Splytesux or Grananas to Zipo
Aga when they can git in front of
a carge of Nucliarc on a short
haul to Kozzar 77

Crew, I must select the crew.
Let's see who we've got for the

weapons department. I see that
hot-head Bullseye Zott's still
doing the rounds. He was a real
pain on Uranus, br about
his gunnery skills. OK, so he may
be an ace on blasters, thermos
and cannon but he could' hit a
Boron door with a missile if he
was sitting on ita handrail!

Boris Tarkov is just as bad he's
a spot on gunner but he's liable
to shoot himslef if you put a
blaster in his hands. Skullard
goes to pleces when the going
gets tough and Grolo would eat
all the food supplies before we'd
gone three parsece.

The problesm of command! Do
I really need all this hassle? If
I'm honest the answer is no but
£12 million is not to be aniffed at.
Neither is Yeela for that matter,
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smells like a yak he does. What
can you expect with all that hair
after 270 years. His home planset,
Glork, must be revolting To
think he spent. 1 10 years helping
to defend the god-forsaken place
from attack Should have let the
invasion fleet land tha smeall
would've finished them off for
sure!

Who've we got 1eft? Oh no, not
a droid I remember the last
Vaccudroid, I'm sure the name's
derived from the vacuum
between their ears. When the
captain said fire back comes the
reply, “In what sense of the word”
do you mean that? Are we on fire
or would you like ma to blast
away my't.bjr:g that moves?
HReally rmust be more
precise”. Dld Captain Krik endsd

up taking a sonic wrench to that
blighter in the end

Looks like we're stuck with
Teela. At least he's telepathicso I
won't have to get too close. It
does mean Il be spending my
time on the videocom politely
suggaat.mg he pulls his finger

Any stress and he
dismxegra.tas into a quivering
heap of fuzz, Far too emotional
but the best of a bad lot.

Only four more posts to go.
What's next? Ah, the Scanners.
Dreamers, the lot of them I've
never met a Scanner who can
keep his mind on the job for
more than flve minutes, It's all
those flashing lights as they try
to lock on to targets. At least
Uhura was good to look at.

Jami Lagon, arch famlib of the
galaxy. Bhe's nothing but
trouble. Doesn't like men and
can't even stand droids She's
out. Blustan the babbler. Sticks
his scaly nose into everybody's
business. Enown locally as the
Blustan Cor-
porationn. Hed be on the
videocom more times than Telly
the VEan

Nargo Kloya would probably
clam up at the wrong moment.
Churglick would slow down to &
standstill and Mike of Morgon
would get out the photos of his
wife and kids. That leaves Phyzo
Thynx, Dragoolan by birth and
drag by nature. Good man under
Pressure if only he can
lock onto targets quicker this
time,

That choice makes the
navigator easier to choose. It's
ot to be Eloya or Yenz. I need a
navvy who can duck and weave
while thinks! It's all to do
with the chain of command, The
navvy mangeuvres while the
scanner locks onto the target
and advises the gunner which
weapon to use, while I turn
purple bawling everyone out for
being so slow. Yenx gets the job
because I can't take Kloya's
practical jokes. He can dish it out
but he can't taks it himself

Wow I need a good engineer
who won't let me down in deep
space. A droid would be a good
choice but I've only got one of
those new fangles VX-4s. They've
¥et to be proved and I've heard
that they have a tendency to be
slow.

Flogronk Plgzur of Cirio has a,
violent temper and Wilfo is too
frail to stand up to the rigours of
the journgy. Craven Michaels
would give up and pod home if
placed under stress with Sampu
close behind Only Anthony
Frisina seems to have the
qualities I'm looking for, he's a
good all-rounder but gets a bit
panicky when theaction hots up.
Your my man, Tone,

All these decisions . . thank
goodness this is the last. I've
always belleved in the policy of




setting a thief to cateh a thief and
it would take a Fhooton
Earthshalker to make me change
my mind A droid is the only
choice for the  Repair
Departrmment. [ must say Anxy
sound like a good contender
though Oh Dbut he's an
instructor. I believe in the old
saying that those who can, do
and those who can't teach

No real competition now.
Here's T3-XR8, a modsel 4 droid
Seven years experience. Fast,
hard working, loyal, friendly and
precise. His only fault is that he
can averdo things. What a heral
Dedicated to work Aarn
unflinching stalwart is just what
the team needs.

S0 there we are, a motley crew
bu the best. a.vﬂab]e: Yeela, Fhyzo,
Yenx, Anthony, and good old T3.
Now am I sure these are the best
I can get. Yes, let's go.

OK men you've bean
telepazzed here in response to
your workad reports. Space is a
dangerous place but people need
supplies and we need money.
Let's g0 to it and, hay, let's be
careful out thers.

Navigator, set your heading
and speed. Scanner, see what's
out there . . what already? Are
they ﬂ‘lendly‘? Get me a fix on
them just in casa.

Anthony, T3, stand by we could
hawve trouble here. Pull yourself
together, Tony. Phyzo, how's that
fix coming on. 0K keep working
at it. Yeela stand by on the guns
and kKeep that trigger finger
under control.

What the heck was that?l!

Damage report T3 More
power to the shields, Teny. Don't
all pass messages at once. Phyzo
where the (crackle, crackle,
phut) is that fix, you son of a she-
drogue. Yeela do your beat with
the GX75... NoUse. Try missiles
and stops snivelling, wimp.
think Thynx, you can do it. T3,
send 4 droids to repair the
shislds. any of tham, you
metallic moren! Tony stop
sobbing Not it ian't, the end of
the World is not nigh you're
lifeforee is in serious danger.

Phyzo stop playing dead Oh,
he isn't playing OK Yeela use
your initiative. Of course you
have, dolt. Come on now, this
isn't the time to go into a huff. TS,
Droide to the shields, the
weapons, the engines . . what do
you mean your batteries need
recharging. The only batteries
you'll get is the kind that comes
:;;h assault, you walking scrap

p.

Fuick the cargo's going. Yesla,
get your act together. B3 send
thoge droids. Oh sorry, T&.
Thynx, how could you let me
down by dying? I'l have you
court marshalled for desertion
Yenx, let's get out of here. No
engines. OK, if you know any
prayers say them now.

A good scanmér is vital to lock onto enemy targets.

Shuttlie #rd
Unknown §oe
Unknown foe

Balboady e sl
Haoboonde ol

I Lader s
Cargo Envar 37
Lannon Sys 44
Port Shaeld GO
: ! in [

AAAANNR! Bverything's gone
black! Why's it gdone quiet?
Failure, Stark failure All the
cargo gone. The pirates are gone.
T& get those engines working
and let's limp home. Tony, we've
gotta get out of this business!

P31 6 from US Gold isone of the
most frenetic thinking games
currently available. Fast.
manipulation of the menus is the
key and a few trial runs will be

to familiarise your
self with the controls and to fine-
tune your MANNINg
requirements. My fArst foray
followed the rough routine
mentioned above.

When the instruction advise
that you gat involved with the
game, you find it difficult not
after a while. Ewverything
becomes real Btaff failures
annoy and this game can
geriously damage your health
with ulcers and self-inflicated
wounds. Face to face with the
most potent foe unknown to
man, the enemy within

Mimi Doggett's graphics are
really very good indeed and the
attack screen is especially
realistic, a mini-masterpiece.
programmer Mike Lorenzen has
created a program of busy
sereens that never have a dull
moment. It's a pity that you can't
Just sit back and enjoy it (unless
you can get the disk version
which has a demo mode) Ed

Keeping repairs busy is crucial to your survival.

i s Yas sy
T e "anpe,
Nl suap

Largio STal
Fort Ketros
AT Shaeld
lnlauu* ﬂnr

Bogas' music I could live without,
but only covers the loading and
crew selaction screens.

Each crew vacancy is dealt
with in turn. The screen display
shows a picture of each of the gix
applicants and you can call up
the personal file to see how they
perform, their experience and
their failings. Nobody is perfect
and compromise is the order of
the day. The files are detailed and
give more detail than you nesd
plus a few bits of trivia to cloud
the issue.

Omn cassatte, once the team has
been selected the tape springs
back into action while the crew
members are lifted cut of the
data files and then the socenario
loads. There are three missions
sach successive one increasing
in danger. The distance to travel
increases each time but so does
the financial reward at the end.

The action screen is split into
three main sections: the exterior
view, the communications
soreen and the bottom half is
regerved for messages reports
and commands. The
communications screen shows
an animated view of the crew
member with whom you are
currently interacting while the
exterior view shows warious
space vessels zooming back and
forth in 3D relief.

All of my attention was
focussed on the lower section of

:nhe screer. There is a master
meanu which allows you to read
e flood of messages which
:ome through from the varicus
departments. These are usually
bad news pleading for the repair
departments urgent attention I
found that selecting automatic
display of these winging
missives was not a good idea
during battle but useful in the
Tull after a

engagement when repairs must
be undertaken.

Battle stations calls for frantic
flipping through the menus and
sub-menus for survival. The key
hers 15 not the gunner but the
person in charge of the scanner.
Until he gets a fix on the enamy
the gunner has no chance of
hitting his mark Bear this in
mind when selecting your crew,
Thynx stinks because he's so
slowr.

The acanner will also suggast
which weapon will be the most
effective. Always take his advice.
Friorities are your concerr. He
will only tell you the status of the
alien crafts out there. Who faces
the brunt of the attack is your
decision alone and can Imnean
success or failure to the mission.

The course which you set is
also up to you and sometimes
zooming along at a high rate of
¥nots by a circultous route can
be preferable to a more leisurely
pace on a beeline for the
destination planet. It confuses
the enemy, you see

Keeping Lrack af all
departments at all times is
impossible so0 a degree of self-
motivation 18 a desirable
attribute in a crew member. If
you end up spending all of your
time chasing each member up
you've travelled a few parsecs
from base.

If the ship flounders, you will
SO0 find your control
diminishes as your
communication call is met with
an RIF message for that
particular crew member, This is
usually preceded by a message

the cargo iz being
plundered and when its all gone
you've lost.

To play again you have to
rewind the tape. Reload to select
a new crew or go back about, fifty
counter numbers to try again
with the same team of misfits but
new tactics.

From its excellent beginnings,
the US Gold catalogus has bean
tarnished by the inclusion of one
or two squibs but the owverall
imprassion is one of excellence.
This game is a wery welcome
additions. Long may the P8I &
Trading Company rule the
heavens. The thinking man's
Elite.

PSI-6 Trading Company is
available to 084 owners and
cogte £0.85

PLANET BATING

Originality
Graphics

Use of machine
Value for money

STAR RATING

Supernova
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Jane Naylor presents her
selection of this month’s
games books.

Title:

Anthors: Bob Liddil
“Price: £5.99

Publisher:  Virgin

Castles and Kingdoms

This book is from the sams
publishers as the last one, yet, it
1s a completely different kettle of
fish and to be much more highly
recommended.

For a start it's bettar value for
money. You get, for twice the
price, about 4 times the amount
of listings, nearly 3 times the
number of games and much
better quality paper, print and
apPeArance.

The idea here is of a major
theme adventures in the
mythical kingdom of
Graylockland — divided into 15
smaller themes each maldng up
an adventure game in its own
right. For example, in Thunder
Mountain Passage you are sef

the problemn of making your way
across  a  particularly nasty
stretch of high mountain trail to
reach Northstar Castle The
Castle then features inanother
adventure where the player has
to make their way through its
murky chambers and dungeons
to rescue a damsel in distress,

The ocutstanding thing about
this book is its atmosphers. The
stories introducing gach
adventure are quite fully told and
could be made into a good book in
their won right. The world of
Graylockland is full of menace
and danger, but also beauty and
light — I'm sure you will be
entralled before you have turned
the second page.
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Title: Mysterious Adventures for your Amstrad
Authors: Tim Hartnell and Clive Gifford

Price: &£2.99

Publisher: Virgin

This is another of those small
peoket books that Virgin seem to
churn out in such large
numbers. Still, at least they ARE
gtill churning out the books for
us, which is more than a lot of
publishjers are doing these days.
New books for gamers are
becoming increasingly hard to
find on the shelves.

This book contains 6
programs for typing in, all
adventures. They are: The
Explorer, Ths Patriarch 3D
Maze, Into the Unknown,
Gotham Runmer and Gold
Nugget.

Unfortunately the idesa are
not very original. We have all
wandered around the
countryside looking for our

princess (though personally T'd

rather have a prince) and we
have all spent ages trying to get
out of mazes or around fairytale
lands before. In fact in The
Fatriarch the authors actually

say, "As many adventure cliches
as possible have been squeezed
into this program’ an idea
which iz Ok for one or two games
I'd say, but not the whole baok.

In the third game, 3-D Maze,
you are charged witht he task of
finding the Magic Philospher's
Stone that will change any base
metal into gold but which has
been cunningly hidden in a
maze, The next game, Into the
Unknown, makes use of the
randomising function on the
amstrad by creating a fairytale
landscape that will never be the
same two games running, This
timne you have to find ten pieces
of silver before you reach the
Citadal And so it goes.

The print is nice and dark, so
you shouldn't have too much
trouble keying in, although I
thought the instructions eould
hawve been a bit fuller, Still, it's
only £2.99 and not too bad a
book for beginners.

| Ay
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out in its three ( present) forms
for over two years now, In that
time there have been bad games,
good games, and outstanding
games. But what games have
there besn that no desdicated
gamer should be without? Here
computer Gamer tells you a little
about the best 10 games that we
think the Amstrad has seer.

1. Elite

by Firebird/Acorn

Has got to be the ultimate space
game and is arguably better on
the Amstrad than any of the
ather versions — malking it even

This classin space game was
first released on the BEC and has
gone through Commodore and
Spectrurmn phases before
emerging on the Amstrad

h initial version of the
game were bugged, current disk
and tape production copiea have
all of this rectified

The game features ocolourful
&0, vector graphics, exploration,
and trading Whsat makes the
game so enjovable is that you
salect the role that you are going
to play (trader, pirate, bounty
hunter, miner, or a mixture) just
by the way that you are playing
the game.

The space battle sequences are
the most exciting of any game
that you will ever play. If youcan
only buy one program — get this
one.

2. Tau Ceti

by CRL

A gpace game that shares one or
two snall similarities with Elite,
but is a totally different game,
the main similarity is that they
ara both 50 good!

In this game you have to turn

off the central reactor.This will
disable all of the rampaging
robots, and allow the colony of
Tau Ceti IIT to be restarted.
To do this you gduide your
skimmer from city to city
exploring them, fighting off
killer robote and defended
buildings. Some buildings are
useful, with supplies and
weaponry, and the reactor sub
station which houses the rods
that you need to collect. Then
follows a puzzle section where
you must asemble the rods.

Back to the eentral reactor to
ahut. down the robots and you
have won the game,

There is also an expanded disk
version of the game, that should
be available in a month or so.

)4

3. Formula One Simulator
by Mastertronic

There are & number of driving/
racing simulators availabla for
the Amstrad, including the
official Amsoft ‘3D Grand Prix’.
But, the Mastertronic (ie. only
£1.99) version is as dood ag — if
not better than the other game

R EENERECOLLECTION

If you have an Amstrad computer
what games MUST you have?
Mike Roberts looks at some of the
best that we've seen.

The Amstrad computer has been i

which is at a much higher (ie.
nearly 4 times the) price.
Formula One is available for
other machines, but it really
only shows its true form when
on the Amstrad Rear view
mirrors, a 3D track, and all the
features you'd expect to findon a
raging game — including a
selection of different tracks.
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4a. Sorcery

by Virgin Games

I don't normally go for arcads/
adventures (a very misleading
label) or platform games, but
this game ( probably better call

a real time problem solving

to use scresn . eplitting to
reasonable effect. This gave a full
colour action screen on the top
threequarters, and a higher
resolution status window at the
bottorn

The plot is that you have to
rescus the sorcerors from the
forces of evil. Many problems
need to be solved, and the game
varies from play to play to some
extent due to the random placing
of some of the objects.

Sorcery has excellent graphics
and soms fiendish problems, a
game like this will keep you
ocupied for weeks, if not months.

4b. Borcery -

by Virgin Games

Same game as above for disk
users only. All that Sorcery can
provide plus a whole new section
nearly doubling the size of the
game.

8. Theatre Furope

by PSS

Theatre Europe has been one of
the most ‘controversial’ games
that has been released in recent
years, Thisis dueto its incredibly
topical nature and accent on
nuclear war,

Many NON computer people
complained about it because of
this, but that did not dent its
popularity amongst computer
WATEAMETS.

You elther play the Warsaw
Fact of NATO powers and have to
take over Germany. To do this
you have to either, completa your
invasion in 39 days, or hold it off
for the same period After this
time it 18 assumed that NATO
would win due to their greater
manufacturing base,

A very realistic simuilation
with good graphics on the
Amstrad and nice pictures of
mushroom clouds.

8. Bpitfire 40
by Mirrorsoft
If you have to buy one flight
simulator for your collection
Realistic spitfire action with
good graphics and absorbing
action screens. The game takes a
little while to get used to, as it so
complicated, and the controls of
& Spitfire are a bit strange if you
are used to the more run-of-the-
mill light, simulator.

Sarcery
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7. Defend or Die

by Alligata

Got to be one of the best Defender
games available, and the only
one worth buying for the
Amstrad (if thers is another
ona).

No descriptlon necessary as
this game follows the Fugdine
Jarvis original faithfully —
landers, bombers, mutants,
SWaTMmers, you name it it's there,
For all zaper flends everywhers.

8. Spindizzy

by Electric Dreams

Spindizzy is a spin off (pardon
the pun) from the current
marble/gyroscope craze of little
spinning objects running
around mazes.

Bpindizzy is a bit more
complex than most, having
switches, lifts, and jurmps. With
mapping and problem solving, e
this game is the best of the genre, gpindizzy

9. Doppleganger
by Alligata

A full colour 3D arcads
adventura that is easy to play,
but has some fiendish puzzles to
solva,

You play the princess who has
a ghostly alter-sgo. You can go
places that she can't, and shecan
go places that you can't.
Betweem the two of you, you
have to recover all the lost pieces
of gold, silver and bronze, and
thus re-unite your two
personalities.

A very good game tht is eagy to
play, but will keep the dedicated
games player amused for ages.

Doppleganger is awvailable on
digk with Defend or Die, so disk
users can get the best of both
worlds,

10. Macrocosmica

by Amsoft

A space trading game, seerningly
based on Elits, but with slightly
more emphasis on the trading
rather than the space combat
agpect of the game.

All the usual Elitisms are
included. With the addition of
better graphics in the map
section, a ocasino, a different
gystem for space stations and
plansts, and the option of
bribing the pirates to ensure
your safety.

The combat scenes are
mediocre, but the game stands
up on its trading and strategy
aspects, with wvery reasonable
presentation

ob
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Compete in the six
& thrilling events -
i’ Biathlon, Bobsled, Ski-_,
Jump, Slalom, Down
Hill and Speed Skating.
- The events start with open-
ing ceremony accompanied
thrilling music. One to four
ers can select the country
 they wish to represent. The events
with some of the most stunning graphics
seen on C16/PLUS 4 provide a perfect back
drop as the chase for medals progresses.
TURBO LOAD ensures that you don’t get a
chance to cool down between the events.
A QUALITY GAME
FOR C16 AND PLUS 4 OWNERs  £.7.95
Trade Enquiries:
C16-PLUS 4 CENTRE, ANCO SOFTWAR =
85, TILE KILN LANE, BEX LEY, KENT, U.K,
Telephone: 0322 92513/8

Mail Order: Payment by Cheque, P.O.,, VISA or ACCESS
24 Hour Credit Card Service: 0322 522631




Sinking ships, blasting tanks and
capturing enemy outposts is just
part of the latest arcade action

Title: Silent Service
Computer: ce4 :
Supplier: US Gold/Microprose
Price: £9.98

P

Silent Service is the latest from
simulation SUpTramos,
Microprose, and features the
tense action of life as TS
submarine captain in the second
world war. Your mission is to
sink as many Japanese ships as
possible without putting your
owT 5ub at risk,

Obviously commanding a
submarine takes a little getting
used to 80 the game allows you to
gradually build and practice
with target Tuns and small
scenarios before you go on
patrol. Howewver, aven when
you've achieved the
heights of full patrol status you
can still ‘add interest’ to the
game by including what are
described as reality levels to
make things even harder. These
include limited visibility, expert
destroyers and even dud
torpedoea. Unfortunately it will
take several hours and many
gunk submarines before you are
ready for that challenge.

Your first job is to get to know
the parts of the submarine and
how to use them.

You begin the game in the
conning tower from which you
can move by joystick to the
bridge, operate the periscops,

The enemy’s in range — Fire torpedoes!

consult the maps and charts,
inspect damsage reports and
control various instruments and
gauges that steer the sub.

Each area is represented by
superb graphics that add
tremendously to the game and
goon you'll be charging around
the sub plotting your route, to
Steer your sub into battle. Once
in contact with an enemy convay
the action really begins,

First you have to decide how to
approach the convoy. For
example do you steam straight
in blasting torpedees as you go
or do you stalk it until you can
catch the convoys escort out of
postion and then  strike,
sometimes it's best to completely
circle the convoy and intercept it
further along its route, Sensibly
the simulation allows you to
speed up time so you're not bored
gilly by the time you finally get
into position.

You zero in om your targets
either using the periscope (at
periscope depth — 44km) or
with binoculars on the bridge.
then it's up to you when and how
o attack, Depending on the
scenario you pick you may have
working torpedo tubes fore and
aft as well as powerful deck gun
but the enemy are also wall
armed 80 you should always be
prepared to divel divel dive!

The submarines nightmare
appears in the shape of a

: PO DATA COMPUTER
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destroyer which can not only
outgun you on the surfage but
also make life very difficult by
dropping depth charges on yow
How you deal with this threat is
entirely up to you. Sometimess it's
best to attack the convoy on their
Dlind side” then run for cover
before they spot you, other times

The conning tower

you hawve no altermative but to
attack.

At the end of each mission you
are rated on your performance
and beckoned into even more
dangerous missions.

An inecredible simulation,
superbly presented, as an
exceptional — game, Highly
recomrmended. T.H.

FLANET RATINGS

Originality Foe
Graphics L L] ]
Use of machine o088 e
Value for moneay L1 J ] 1)
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Title: Dr Who and the Mines of Terror
Computer: Commodore 64

Supplier: Micropower

Price; £9.985

$ L
It is surprising that a Doctaor
Who computer game has not
appeared before now but here it
is at last.

My overall impression is that
the Time Lords at the BEC will be
well pleased despite the fact that,
our favourite villains have had
to be replaced with substitute
nagties. Controllers replace
Daleks, E9 hss been trans-
mogrified (trans-moggy-fled?)
into Splinx the cat and I suspect
that the mines' creators, the Ky-
Al-Nargath, were a race of
Cybermen, thogh reference to
them as Nargies may belie a
belated post-Falkland's patriot-
ism (let’s kill a Nargie’.

By far the greatest terror in
the  mines is the dreadfil
substitute for the Dr Who Thema.
By current state-of-the-Art music
this is a load of bull and the game
would be improved by its
omigsion. Apart from the
uninspired arrangement, the
cholce of an operatic classic is
hardly suitable,

Despite this handicap the
game is an excellent action
adventure which is well planned,
Judging by the mass of
information included in the
documentation pack This adds a
lot to the atmosphere of the
game and it is not only
background bumph, a lot of the
information is essential to a
successful mission. The Master
has taken control of the
Heatonite Mining Complex on a
moon of the planet Rijar,
imaginatively called the Second
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Moon of Rijar. Heatonite is a rare
and exotic mineral which can
have strange effects on time.
These crystals form a vital
component of the Time Instant
Replay Unit { TIRT) which is the
foeal point for the game's action.

The TIRU 18 like & super video
recorder which can snatch
moments of time into storage.
The ewvents contained within
that instant can then- be edited
and its new form replaced into
the space/time continunum.

The Doctor's mission ig to
destroy the TIRU, capture the
plans and return to Callifrey.
ouch a precious prize is, .of
courge, well and since
the Doc i8 not a violent man he
has to rely on Splinx to help.

Splinx is a programmable
white cat robot who is totally
Inwvigible to everyone except the
doctor and the game player. It
can be programmed to make a
feline besline for a marker point
set by Doctor Who, pick up any
object lying there and then
return to ita master. All this
depends on two crucial factors:
battery charge and terrain. If the
batteries are not kept topped up,
splinx will grind to a halt but a
simple ladder can also stop its
mission

Whatever the situation, the cat
must be recovered at all times.
This is"especially true when a
redeneration ooccurs if The
Doctor puts a foot wrong and

“geta zapped. He rematerialises in
a new location elther back at the
TARDIS or at the nearest
Cryogenic Sleep Chamber (C3C).

The C8C has a second function
if you want to end a play session
because it is here that the gams
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Dr Who in the Mines of Terror

can be saved. Unfortunately, the
effort of saving puts such a
strain on the interspacial powear
source that it causes you 64 to
reset. Re-entry to the mines can
only be achieved by reloading the
program. During the mission Dr
Who has to solve many puzzles,
the first of which is how to get
past the Madrag, a gigantic and
viclous monster. If inspiration
fails at this point a sealed cheat
sheet is supplied which gives one

solution to this problern. STAR RATING
Dodging Controllers and
collecting potentially useful Hed Giant
Title: Who Dares Wins IT
Computer: Spectrum
Bupplier: Alligata
Price: £7.98

?d

Now, at last, Spectrum owners
can follow their Amstrad and
C84 cornrades into battle as they
fight their way through seven
outposts of combat action.

Armed with a sub-machine
gun and a handful of grenades
you have to fight your way

h ENamey troops,
mortars, tanks and planes to get
tothe next cutpost. This is in fact
4 rather decrepid looking hut
that doesn't appear to be worth
all the trouble.

The enemy hurl grenades and
bullets at you at a phenomsnal
rate and it takes all your
energies just to keep out of
troublel

items in a search for the solution

is the basis of this excellent

challenge, the Doctor neads you
E.D.

FLANET RATTNG

Originality
Graphics

Use of machine
Value for money

In fact the best strategy is to
ignore these obvious dangers
and simply blast jyour way
through. This is surprisingly
effsctive as even the enemy
hidden in trenches leap out of
them and rmin away as soon as
they see you coming,

Extra bonus points can be
scored by saving one of your
comrades from a firing squad -
but don't expect too much
thanks as you'll have to put up
with a cheery wave. Then he
bearmns up and leaves you on your
OWTL

Luckily someone, somewhers
is thinking of you as extra boxes
of grenades are dro
parachute and can be collected
by you

Eventually you reach the
outpost. only to be met by a
stream of soldiara that hawve been
waiting for you but a few well
slung grenades soon finish them
off and then it's on to the next
outpost.

Scattered throughout the
game are a number of jeeps and
dinghies that make a mun for it as
BoON as they see you, hitting
them can earn you a useful

bonus particularly when
accumulating 10,000 points gets
you an extra life.

‘Who Dares Wins IT
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The preproduction copy that I
played had only one serious bug
and that was it gave me
unlimited lives. This allowed me
to see the entire game in the
equivalent of about 8% games.
I'm delighted to say that this
the Spectrum conversion retains
all of the gameplay of the C84

original. A feat in itaelf T.H.
PLANET RATTNGS

Originality [ 1]
<Graphics LI 1T
Use of machine [ T1 1]
Value for roney L 1 ]I
STAR RATING
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Title: Panzadrome
Computer: Amstrad

Supplier: Ariolasoft (Ram Jam)

Price: £8.98

P4

Panzadrome was originally ouf
on the Spectrum, but now
Amstrad owners can reap the
benefits of the extended version
of this excellent game. On the
island of Panzadrome a large
rumber of tanks have gone made
— your job it to destroy them alll

To do this you have a rather
large tank This has a man
chassis, turret/gun unit and
wheels. these can be changed at
various factories that you can
find around the island These
will swap one of thesa units for
amore powerful or different ons.

You also have a mortar
launcher and a polycrete dis-
PEMSET, These become
important, as wyou need to
destroy the gun turrets that
appear from time to time. And
sometimes yoy get a narrow road
that is impassable due to a crater
caused by the untimely des-
truction of one of your ensmies!
Mortars take out guns, and
polycrete can patch up holes.

You can also lay mines in the
path of the bad guys — but there
are mines already around, so you
have to watch out for these as
well. To ald you in this there is a
mine detector on the left of your
instrument, panal, but the action
is usually so fast that you don'
hawe time to give it more than
just a cursary glance.

The rest of the instrument
panel is composed of status
indicators for ammo and shislds.
These indicate how much you
hawe left and the damage status
of each. When the levels go to
zero you run out of ammo, and
when the damage indicators
turn black you die.

On the right is the island map.
This just gives your ralative
position on the map of the
island. The rest of the screen is
taken up by the action window.
This shows you a plan view of
the map squara that you are in at.
the time. You show up as a little
tank, about, the same
proportions as in the original
Atarl tank game of the late
seventies. The ensmiss also
show up as little tanks, but dif-
ferent colours and shapes

depending on their viciousness!
(wateh out for the »ed ones!).

The action jumps from sereen
to screen in a frame by frame
format. It would have been nice
to have had a smooth scroll, but
that would hawe taken too much
out of the game and it can be got
used to fairly swiftly, though the
sluggish way it changes screens
can be a bit irritating if you are

betweenn two sectors
with any rapidity.

The gameplay is very fast and
furicus. The enemy tanks are
very quick off the mark, so you
hawve to be even quicksr. Your
controls are rotate, move and
fire. Similar to the Atari
mentioned above (this game is
nothing like the old Atari game,
but, some things never change),
and selectors for all the different
WEADONS.

The rotating tani, rotates very

— perhaps a bit too
quickly, I always seermn to owver
shoot,

T a8

The graphics of the island are
wvery good, despite the
necessarily ‘square’ nature of
most of the installations, But,
there are many interesting
things that can be found dotted
about, suach as the coastal
defense guns in the lower laeft
hand corner.

Orrerall this a fun game to play.
The gra.plmsa.rﬁa.bltbluclw but
are ineredibly colourful. The fine
detalled graphics of your tank
being built are excellent.

ull-llli
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The game iz fun to play and
wvery difficult, but still playable.
Good on you Ram Jam. M.R.

PLANET RATINGS

Originality
Graphics
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Value for money
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Title:
Computer:

Green Beret
Spectrum

Imagine
&£7.95

Supplier:
Price:

*

?

Green Beret was ocriginally a
highly successfiul game in the
arcades. Based around a ‘Rambo’
style figure who has to invade a
HRussian base to recover some
hostages who are graphically
depicted up against the wall
complete with blindfolds.

The game is based around a
left/right serolling background,
with baddies attacking you from
all angles.

To defend yourself you have a
comrmando knife, with which
you can stab away merrily —
though without all the realistic
blood that spurts out in the
arcades, that would be asking a
bit much from the humble
Spectrurmn perhaps.

As you progress, other
Weapons become available to you
such as a bazooka and a rifle,
With these you can blow up and
ghoot them as well as still
stabbing at cloge quartars.

Things to avoid as you slash
your way through the
marauding Russian hordes are
mines (instant death on
contact) and the special baddies.
As well as the usual cannon
fodder, there ig the occasional
baddie that can shoot you or
jump up and kick you in the
head!

These last sorts of baddies are
more common than in the
arcade version, which makes the
game harder, and changes the
whole balance of the game. This
is a shame as the original arcade
version had just the right
mixture and balance to provide s
game whose difficulty level
smoothly progresses through to
the end of the game — malking it
eagy to start, but more
challenging at the end Some
gamers thought that the game
was a bit too easy to start with,
perhaps the chaps at Imagine
thought so too, if so then they
will be happy, though I'm not so
Jure

The conversion 18 very good,
all the animation is there and
the spirit of the game has been
preserved throughout — a task
that is extremely difficult on the
Spectrur. M.R.

PLANET RATINGS

Originality L LT
Graphics soee
use of machine (1] 1 1]
Value for money L1 ]
STAR RATTNG
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REVIEWS

Title:

Computer: 064, Atari

Supplier:
Price:

£2.98

P

This garne isn't going to win any
awards for subtlety as it's a
classic shoot everything that
Moves game.

In a style that's reminiscent of
early Minter you have to blast
the living daylights out of a
wierd and wonderful collection
of allens, before they get yow

For exampls, the first
sereenful that wyou  have to
endure 18 full of Clive Sinclairs,
quickly followed, a few screens
later by rampant telephone
boxes (captioned “it's for you
hoo") and the aptly named
“what the hell's that”

Your ship is armed by lasers
that are drained as you fire at
themn and driven by engines that
consume valuable fuel evarytims
You move and protected by

Shoot "Em Up

Budgie (Alligata)

Incredibly flimsy shields. Losing
either will certainly end in the
loss of one of your lives.

Luckily you can find more fusl
in handy gas stations and if
things get too crowded you can
blow everything up with one of
your Zart bombs,

A simple but fun game but
beware of the awful jokes that
scroll along the bottom of the
gereen while the game is waiting
for g player — thay're deadlisr
than the aliens!

FLANET RATINGS
Originality (11}
Graphios L 1] ]
Use of machine [ ] ]
Value for money LT X T
STAR RATING

O
Bright Star
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Computer: c16
Concept:

Capsule Computers

Supplier/Conversion: Elite Systems

Price:
[

?

This game is based on the
popular coin-op game by Capcom
and subsequently converted to a
number of machines by Elite.
This 15 their latest conwversion
and is for the little 016,

The plot behind the game is
that you play a crack commando,
who is dropped behind enemy
lines and has to battle through
various screens of baddies. On
the Commodore the graphics are
very good — on the 84 that is.

On the C16 the plot is there,
but the graphics and the
gamaplay isn't. You move your
man jerkily arcund the scresn,
and the enemy jerkily fire back

You then move onto the next
screen and the same happens
again — although the scenery
improves. This continues until
you get to a kind of guard house

—which, if going by the original,
ghould lead to level 2.

Apart  from the scensry

changes from level to level with
i t problems to overcome

£7.98

in each section — like bridges to
cross ete. There is also a distinet
lack of hand grenades
something you grow to like on
the other versions,

Apart from a slight similarity
in graphics and the same plot,
this Commando is nothing like
the other Commandos at all. And
as the plot is pretty thin, and the
C16 graphies are not much cop,
this game should not be confused
with the real Commando.

Asagame in its own right, this
is not bad for the C16. But, you
hawve to remember that most C16
software 18 around the &2 - 83
mark, so perhaps this 15 too
much to pay, and you would ba
better getting two or three other

games instead. M.E.
FLAWET RATINGS

Originality T
Graphics &
Use of machine L1 1]
Value for money L ]
STAR RATING
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Title:
Computer;
Supplier:
Price:

Magic Logic
&17.95

Tank commander is a paeudo 3D
tank battle game set in an
unspecified cormbat zone, that is
full of enemy armour. Your job is
to resuce your agents, who are
scattered around the play area.

The game operates in three
modes map mode will allow
you to see the play area at a
glance all the enemy that you
have had contact with are
visible, and the agent that you
are currently after will show up
as well,

Tactical mode, shows you your
immediate area and is the mode
that you use to travel around in
Enemy tanks appear and fire at
you and the terrain is shown in
fine il. The terrain is
important because it is this that
dictates the speed of travel
HRoads are very fast, with grass,
trees, water, etc. slowing you
dowrL

Travel across the map is on a
screen by screen basis. Getting to
the edge of one screen, flips you
to the next. This is where the
disk only aspect of the game
comes in as all the screens and
the map are loaded in from disk
— this means that no holds are
barred on the graphics and they
look quite impressive,

When you get close to an
enemy or press fire you go into
battle mode. this loads in from
disk a 3D representation of the
squATe that you went into battle
from. Unfortunately this depicts
the scene from the middle of the

et

-
2

Tank Commandex
Amstrad (disk only)

square, rather than from whers
your tank actually is — so if you
#0 into battlea mode in soms
water, you can still see the water
as 1f you wers on the bank.

When in battle mode, you can
rotate your tank and changes the
aelevatin of the gun to hit targets
that are further away. These
tanks and cother armoursd
targets also fire back at you
depleting your armour.

After your agent has been
picked up it is time to find
ancther one, and ancther, and
ancother, (where do put all
these people? that's what I want
to know). Slowly your rating
increase from cadet to private
and upwards.

Bomehow I felt disappointed
with this game, it had the
potantial for being very good, but
cartain little touches were left
out — such as the lack of sound,
Even a background rumbling
nolse could be made to sound
good.

The graphics are reascnable,
but the inascuracy of the battle
mode screens detracts from this
elightly. The graphics of the
enemy could have been improved
slightly, they look a little
cartoony at the moment.

The disk accessing is wasted,
most of the game could have
been implemented on tape, or
with a single disk load As it
stands the constant disk
whirring is an annoyance.

As T indicated before, this
game is fun to play o begin with,
though gdets a bit boring after a
while, It could have been a very

good game _ . . M.R.
FLANET RATINGS

Originality [ 1 ]
Graphics [ L1 1]
Use of riachine (] ]
Value for money 1]
STAR RATING

White Dwarf

Xeel
Amstrad

Program Techniques

&£7.98
+

*d

Keal was exclusively reviewed on
the Spectrum some months ago,
and now Computer Gamer
brings you the first review of the
Amstrad version.

For those of you who missed
the first review, here is an
overview of the game: the
universe has regressed into an
earlier time, to save the universe
you have to find and destroy the
&0 sentine bases of the 300
known planets.

To do this you have stolen a
space ship from a museum,
however you only know certain
controls from their pictographic
references. The languade is
totally undeciferable, though in
time you can understand chunks
of it.

The gama starts up with you in
arbit around a planst, from here
you can do a number of things
under Icon control. The two
computers can be accessed, one
for instruction on playing the
game and Icon functions. The
other computer gives your
information on the planet that
you are ourrently orbiting,
whether you've visited it or not, &
map of the surfacs, and that sort
of thing.

The other icons allow you to
pick your planet, hyperspace to
it, switch back to planet view
maoda, recaive hyperspace
communications, examine your
atatus, and launch a lander to
the planet.

Navigation simply allows you
to select a planet and a system,
all gystems convenlently have
three planets also displayed
alongside the planet is some
information on it — howewver it
18 in the writings of the ancients,
80 unless you are very good at
decoding runes, you can't really
underatand it, though after a
while you get used to which
gymbols mean that you are going
to have a hard time.

Hyperspace will transport you
to the planst, with a quick stars-
flashing-past sequence similar
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to 3D Time Trek Dropping into
aftack mode puts you into one of
your three shuttles and into an

arcade-tupa SaUences. You
manoevre your shuttle through
a maze of treeg and buildings.
After this you go into a Galaxian
type screen with aliens coming
at you in formation the maze
and the aliens are repeated again
until you find a sentinel base —
or you don't.

This process continues for
each planet (in whatever order
you decide ) until you find all the
bases,

Score i85 decided on a
percentage basgis rather than on
the more conventional how-
many-aliens-have-you-shot
method This gives you a hit/
migs ratio with a sort of a graph.

Overall Xcel is a good game to
Play, it has a high diffioulty
factor for dedicated gamers and
is presented extremely well —
the rotating planet in view modes
is very impressive. The graphics
on a whole are excellent and
hawve been slightly improved
over the Spectum game.

The reduction in oolours is
barely noticeabls, and those used
are very effsctive. SBound is much
improved over the Spectrum
with a drum synth rattling on in
the background.

The main fault that I found
was in the Icon selection. This is
by various keys that are menag
to represent the position of the
icon on screen. I can newver
remernber this properly and
would hawve preferred to hawve
seen the function keypad used

instead. MR
PLANET RATINGS

Originality asess
Graphics Ll 1 1]
Use of machine L 1 1] )
Value for money 5oy
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Title:

Computer;
Supplier:
Price:

*d

The Last VB8 was acclaimed on
the Commodore 84 for its
incredible incidental music,
great  graphics, challenging
game play, ‘Mad Max' type plot,
and (wvery .importantly) it's
incredibly low price.

The conversion to the Amstrad
has been waited for with baited
breath ever since it was first
mumoured that Commodore
OWIEers waren's to have a mono-
poly on this excellent game —
now it's here.

As mentioned before, the plot

of the game is very ‘Mad Max’ is
— the world has been devasted
by nuelear war, you were saved
by beirg & member of  top secret
governument project, working in
an underground bunker,
Eight years pass and the
radiation has lessened to a stage
whers it may be possible to visit
the surface once more As a
Dersonal project, you have the
last surviving V8, aports car that
you owned some thirty years
before. It is now heavily mod-
ifled, with built in computers,
extra long range tanks and anti-
radiation shielding,

¥You set out to loock for
survivors, but before long you
receive a message to return to
base as one of the old A bombe
stored away in some ancient
vault is set to blow. It is from
here that the game is set.

In the Commodore 64 version
the start of the game is heralded
with an announcement is soft-
ware synthesiad speech. Indeed,
the packaging for the Amstrad
version claims speech tut I have
yet to find any.

The game starts with a race
against time to get to the entry

of your research
establishment before the bomb
blows up.

The top half of the screen
shows a plan view of the terrain
around your car. The battom half
ghows status information such
88 time remaining, shisld
strength, fuel and distance to the
basa

Tou now have to navigate
through the countryside
(looking embarrasingly un-
spoilt despite the ravages of
nuclear war, but you've got allow
poetic  licemce to give you
something pretty to look at
instead of craters and things).

The road you have to navigate
is very twisty and moves around
your car In a four way
contimious smooth seroll. This
is slightly more jerky and
slower, but, you have to alllow for
the limitations of the Amstrad's
graphics compared to the
Uommodore, especially as the
fame was written with the
Commodore in mind.

This slight slowing down
makes the game a bit sasier to
play, but that is no fault, as the
game is already (to coin a
phrase) a pig to play.
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When you have completad this
section of the course you drop
down into the bunker proper.
From here you have to negotiate
a tnaze of funnels through the
base, As an added ineentive (the
bomb has already gone up so
ther is plenty of time left), some
ares, are radicactive, so you have
to avid these.

There are a number of
alternative routes to the base, so
it is wise to make a map and pick
the least tradioactive — though
that may the longest way round,
After this who knows, though
I've got. as far as the sign saying
‘sei base’ I don't know what lies
bayend (in my surprise at
getting so far I drove int a walll).

All the time that this is going
on there is stirring music
Playing along in the backgroud,
this music fits the game
perfectly and is at just the right.
balancs — much better than the
usual repetitive Hubbard tunes
that most games seem to have at
the moment, The music is
glightly different to the
Commodore, thare's less bass.
But this is made up for slightly
with an overlaying melody that
Crops up occasionally.

Overall an excsllent game at
the price, all the things that
Impressed me about the
Commodore game are still valid
here — especially the graphics.
well worth the mloney for this
especlally challanging game.

M.E.
FLANET RATINGS
Originality ssee
Graphics asses
use of machine seee
Value for money (L 111
STAR RATING :
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REVIEWS

Title:
Computer: BEBC
Supplier:

#d
UB Gold 18 continuing its policy
of supporting the BBC micro
with this latest release con-
verted from the original Atari/
Commaodore format;
Micropower — one of the oldest
BBC games software houses.
This follows on from the success
of Beach Head for the Electron
and BBC which was released last,
year.

Bounty Bob Strikes Back is the
sequel to the highly popular
‘Miner 2048er, eonsidered by
many to be the first ‘ladders and
platforms’ game (it came out
years before ‘manic miner"), and
certainly enjoyed by thousands.
BESB (as I shall abbreviate it to
— carrying on writing it out in
full would cause an
international tres shortage and
would wear the keyboard on my
(t)rusty Beeb down to the bare
plastic) is8 an altogether more
difficult game. And a game that
evenn hardened L&P fanatics
would find difficult to completa.

The setting 8 in an old
abandoned uranjum mine —
previously owned by ‘Nuclear
Ned'. The game format takes on
the standard ‘one sereen to

Bounty Bob Strikes Back

Big Five (Concept)
Micropower (Conversion)

another screen to another
screen’ format, and running over
the walkways as the task to
complete,

No garme is ever that easy

though, monsters (mmutated
furry ereatures) wander about
and only retrieving objects that
are acattersd around the mine
can allow you to destroy them

Other objects in the mine are
matter transporters (remember
it is the year 2049), lifts of
various kinds, suction tubes that,
can whizz you from section to
section, and a hoist that can
move you about the sereen. Flus
the usual assortment of ladders,
slides, and platforms.

Points are scored on a time
remaining basis, with bonuses
for picking up extra equipment.
on the way. You can also eollect
‘super energy food bars' (sounds
like an American food
commerciall), these speed up
little Bob for a short while.

BBSB is a delighful L&F game
tht would certainly please most
advocates of this type of game.
Whether it has a wider market
into the more discerning games
player, though, is questionable.
But, on the BPBeeb, almost
anything is appreciated dus to
the dearth of games for it
compared to the amply
supported other machines.

US gold say that they have
more plans for BBC conversions,
also to be done my Micropower,
Lat's hope that they are as good

as well. M.E.
FLANET RATINGS

Originality [ ] ]
Graphics asse
Use of machine sees
Value for money sss
STAR RATING o)
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Bandits at Zero

Clée
Mastertronic
&£2.99

*d
This is the first C16 game to be
released under the Mastertromnic
‘MAD Games' imprint — budget
games of a slightly higher
guality than their usual 1.89
range, of coursa you have to pay
an extra guid for them but as
they are usually very good —
who caras!

Bandits at Fero is an un-
adulterated shoot-em-up with a
large number of nice touches.
The setting is near the end of a
bitter war, you are one of the
remaining fighter pilots. Your
misgion — destroy the enemy
aireraft carrier. To do this you
moast fly for many days owver the
ocean, past all the baddies
defences. It's about, here that you
actually start playing the game
and the fun really starts.

The game is basically a left/
right serolling type with your
plane able to fire missiles in
whataver direction that it
happens to be facing.

The screen 1s half covered in
the occean that you are meant to
be flying over. This 15 covered in
moving dots to convey a fesling
of speed this sounds rather
gilly, but it is surprising how
effective it actually is.

Halfway up the sereen is the
horizon, this starts off with
islands passing by, and changes
to enermy ships firing at you and
such like.

The enemy is provided for by
large numbers of enemy planes
that appear and can shoot at you
or drop small bombs that you
may be unlucky enough to run
into.

You can tell which direction
they are coming from by looking
at the ‘Defender’ style radar at
the bottom of the screen. This
area at the bottormn of the screen
also shows what day it is, your
sonrs, your remaining shields,
and your fuel level.

The time aspect of the game ia

very significant, Instead of going
from level to level, you go from
day to day with a night period in
between (much more logical
when you think about it reallyl ).

Towards the end of the day the
sky darkens and the enemies go
home for tea (I think that's
where they go, they seem to
mmove off pretty sharpish though

I suppose they could be in a
hurry to catch Eastenders, but
I'm sure that even this enemy
couldn't hawve that much bad
tastal ).

When night has fallen proper,
your tanker flies up to you under
the cover of darkness. To dock
you must iy up to it very slowly
from behind, a refuelling line
then extends,

It can take until morning to
refuel, though you can brealk off
early, this isnt advisable
because you are rewarded with
an extra shisld for refuelling
completely. If you hang about
until morning though, you are
an easy target for the enemy
planes and shipa.

This is a very simple game to
understand, with some good
action and gameplay —
especially on the later levels. The
graphics are excellent,
expecially for the memory
starved C16.

This is an excellent addition to
the MAD range, and is worth the
extra pound above
Mastertronic's usual (extremely
low) price. It is good to see the
pioneers of C16 software are still
keeping up the good worl, MR

FLANET RATINGS

Originality LT 1]
Graphics seeN
Use of machine L1111}
Value for money (1111}
STAR RATING _(:)_
Red Giant

Phantoms of the Asteroid
Ce4
Mastertronic

£1.99

P

¥ou materialise on & strange
Platform in the semi-darkmass of
the interior of an astercid
Bewldlered you look around to
getyour bearings and check your
fuel, energy and oxygen supplies.
All are in good order. Suddenly
behind you, a blur appears
which takes on a nore solid form
to reveal its charactersitics of
red slimy akin, large blinking
eyes and horny antenna. It is a
phantorm.

It floats towards you welrdly
and you draw your trusty laser
to Kill it. You miss and the
moment it touches youw, It
disappears in a hiss of ectoplasm
sapping your energy as it goes.
Beveral more appear and now
you are ready for them. Casually
slaughtering them you activate
your jet pack and begin to
explore the maze of phantom
infestad tunnels.

In an atternpt to leap through
a laser barrier as it de-activates
for precious seconds you get
your foot caught in the deadly
beam. You die ingnominiously in
a shower of floating yellow
bubbles. ¥es, you die, not in the
normal sense of the word since
you are not one of these gifted
game heroes with the Dr Who-
style ability to re-animate in
seconds. Reality is the theme
here and one life is all you've got,
matey, 8o be careful.

When you die you have to wait
ages while Hob Hubbard's latest,
masterplece agsaults your sars.
Tedious beyond belief.

Next game. This time you
think you've got it sussed

Title:
Computer:

3D Slime
Sinclair QL
Datalinlk
£13.95

Supplier:
Price:

?

You are a lump of gooey slime.
Not only that, you are also green,
corrosive and from Veda.

Y¥ou have been captured by a
nasty piecs of work called Rorick
and forced to enter the Robocity
and attempt to steal the Mastars
Purple Pyramida.

Luckily the gamea is 1ot batter
then the plot and is a hybrid of
Marble Madness meets the
Pacmen.

The game consists of a number
of acreens consisting of slopes
and narrow ledges aleng which
liesg purple dots that you rmust
flop on. Flopping is basically all
slime can do tut it does do it very
well. Indeed onece you get skilled
at it you can even flop complataly
over the giant balls that chase
and would otherwise squash you

Leaping nimbly through gresn
laser barriers you find extra fuel,
oxygen and energy and kil
NUMErous horrid hostile
creatures. However there is one
massive difficulty. The
instruections for the game state
that you need to stand on control
pads to de-activiate the deadly
barriers which block your way
in most of the tunnels
Unfortunately, there doesn't
geem to be anything vaguely
resembling one of these to get rid
of the blue and purple lasers. The
grean ones seem to disppear of
their own accord, which is very
obliging, but after hours of
playing I still hadn't been able to
guss out the others.

I found the graphics wvery
attractive and Hob Hubbard's
music once it gets past the
loading screen becomses an
atmospheric series of bleeps
reminiscent of the songs of
whales. Very apt. the scrolling of
the screens is nice and smooth
but the whole game would be
better if everything went a little
bit faster.

Good to start with but

ly tedious after a while,
Gwe it & go but don’t expect too
mach.

FLATTET RATINGS

Originality see
Graphics LLE L]
Use of machine SN
Value for monay Ses
STAR RATING 0

Fach screen provides an
inereasing challenge by
introdusing new courses to
contend with and more balls to
avoid.

3D Blime is the typical game
that gets played addictively in
offices when the players should
be worlkdng, This is something
that Datalink have realised as
pressing FS drops you straight
into the Megacalc v
spreadsheel which sits there
adding random numbers saving

both your game and your job
PLAWET RATINGS

Originality [ 1]
-Graphics [ 1 1]
Use of machine 11}
Value for money [ ] 1]
STAR BATING

Bright Star O
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Black Knight
Tomputars

* 1571 COMMODORE DRIVE £255.00 *

SPECTRUM

+Pack inc, speech. £142.00
+ Pack & discovery £300.00
Discovery 1....... E170.00
128K Pack ,,..,... £168.95
Rotronics wafadrive £60.00
Expansion pack .... £92.95

We stockall popular micros, please ask for Atari, BBC, Enterprise,

AMSETRAD

Bombjack (cass) ... 8675
Bombjack (disk) ... £10.50
Deathsville (cass) ... £6.75

Fairlight [cass)....... £7.28
Fairlignt (disk} ..... £10.50
Batman (C&ss) ..,.... £6.75
Pyradew [disk) ..... £22.95

Way of ihe tiger [cass)E7.28
Way of tha tiger [disk)£10.50
Spindizzy (disk). ... £10.50

=]

Bombjack (cass) .....£7.25
Bombjack {disk] ... £10.50
Homepak (disk . ... £28.85

Gamamaker (cass) . £10.50
Gamemeaker (disk) , £14.50
Starship And'da (cass) £7.50

HARDWARE

COMMODORE

CE4 Compendium. £179.05
Ci28............. £2F0.00
CF8/1570 disk | ., £399.95
C128 Compendium £279.95
Daten Optical mouse E47.85
+ 4 disk drive ... £138.95

Tatung etc.

SOFTWARE

Cea

Fairlight {cass)..,.... £7.25
Falrlight {disk}.......£8.85
Ping Pong [cass) ....26.75
Superbowl (cass) .. £7.28
Zzap Sazziers (cass) . .£7.25
Zzap Sirzlers (disk) £10.50
Spindizzy (cass] ..... £7.25
ATARI

5 Davis Snooker (c). £7.28
5. Davis Snooker (d) .£9.95

MSX

Operation Ctaker (¢ .£7.25
‘Way of the Tiger {c). . ET.25
SPECTRUM

Off the hook (cass) ..£6.99
Bombjack [cass) . ... E5.95
Turka Espirit {cass) .. D6.T5

AMSTRAD

464 Grean monitor £182.00
464 Colour moniler £272.00
6128 Green maonitor £272.00
6128 Colour monitor £365.00
PCW 8256 ........ E£425.00
POW 8512 .. ... £485.00

SPECTRUM

Legend af &'n Womani6.25
Fing Pong [cass) ....E5.85
Baitman {cass) .. ..... £5.95
Suparbowl [cass) ... £7.25
Way of the tiger (cass)E7.25
Crash smashes {cass) £7.25
* EPECTRUM 128K *
Hackar (disk]) . i
Gladiator ..
Music Bax,

Rocky Harror Show . £7.25

BBC
Fole Position ., ......E5085
Aobotron 2084 ..., ..£5.95

Electran, Vie 20, C16,
Enferprise, Alari Z600, Oric,
Tl, Dragon all available

_ANY PURCHASE OVER £6 GAINS AN ENTRY INTO OUR
SUMMER COMPETITION FIRST PRIZE £350. JOIN OUR
COMPUTER CLUB, £3 PER YEAR OR FREE MEMBERSHIP
WITH PURCHASE OF £15 OR MORE.
P.0O. BOX 132 CHISLEHURST, KENT BR7 6LJ

01-467-7451 Answerphone service out of hours.
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ELEN Tar&ZLiDF

| THE GAME S

ATARI CBM64/128 AMSTRAD
400/800/XL/RE—A48K £8.95 Cassette 464/664/6128
£8.95 Cassette £12.95 Disk £8.95 Cassette
£12.95 Disk £14.95 AMSTRAD 3" Disk

ELEX Tar&LLiIDE

THE REVIEWS

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

ELEKTRAGLIDE—COMING SOON FOR SPECTRUM 48K/128K

ENGLISH SOFTWARE..

_THE COMPANY g

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

Distributed by U.S. Gold 021-359 8881




SPECTRUN

JIf W‘f ’)’ﬂ {’

by Eugene Morris

Machine code scrolling
and sound effects make
this an extremely fast
game forthe ZX Spectrum.

Csmyoudefendthecity W WD WS SN WS GRS WSS MEE SR BER WM SEM SEe M e wEe e B NS e e e e crm mme e e e w8

against the alien hordes? ce——————

1 GO SUB 300 260 IF B<2 THEN LET B=31
2 B0 SUB 2000 261 IF A=146 THEN LET HIT=HIT+1
S0 POKE 23458,8 t PRINT AT O0,20;HIT;AT 17,B3" it
51 LET KILL=0 "3;AT 18,B;"+Hi+": R
&40 B0 SUB &00 ANDOMIZE USR 50000: RANDOMIZE US
70 LET X=101 LET ¥Y=1é6: LET ¥2= R S50000: BORDER O: PRINT AT 17,B
13b4: LET %X2=92 3 INK 3; BRIGHT
71 LET LE=1 13" ";AT 18,B3" ": GO SUB BOO
90 IF LE=1 THEN LET E$="n" 262 IF HIT=5 THEN LET HIT=0: L
91 IF LE=2 THEN LET E$="_" ET LV=LV-1: PRINT AT ©0,20;HIT;AT
92 IF LE=3 THEN LET E$=" v 0,31;LV
93 IF LE=4 THEN LET E$=" " 263 IF LVY=0 THEN GO TO 1000
120 GO SUB BOO 264 RANDOMIZE USR &3000
130 PRINT AT X,Y¥; INK 7; BRIGHT 265 RANDOMIZE USR 63100
3 Rl b 264 GO TO 130
140 PRINT AT A,B; INK INT (RND* 00 RESTORE 400
6+1);ES* 301 FOR g=1 TO 12

141 LET Xi=X: LET Yi=Y 310 READ as$:
150 IF INKEY$="Q" AND X>3 THEN
LET X=X-1: LET X2=X2+8

FOR p=0 TO 7: READ
ar POKE USR a$+p,a: NEXT p

4 320 NEXT q
160 IF INKEY$="A" AND X<15 THEN 400 DATA an'255'255'2011201’2
LET X=X+1: LET X2=X2-8 55,201,201,255
170 IF INKEY$="0" AND Y>15 THEN 410 DATA "1",0,0,0,24,60,126,2
LET Y=Y-1:1 LET Y2=Y2-8 55,255
180 IF INKEY$="P” AND Y<30 THEN 420 DATA " ", 56,124,238,247,22
LET Y=Y+1: LET Y2=Y2+8 3,94,120,24
190 IF X=X1 AND Y=Yi THEN GO T 430 DATA "(:",24,24,24,24 56,92
0 201 v , 166,166
200 PRINT AT X1,Yij 440 DATA " ,255,255,0,0,0,0,0
201 IF INKEY$<>"M" THEN GO TO ,124
230 450 DATA "+",124,0,0,0,0,0,255
210 PLOT Y2,X2: DRAW (255-Y2),0 y 255
t OVER 1: BEEP .001,26: PLOT Y2, 440 DATA "' ,240,214,110,55,11
X2: DRAW (255-Y2 0,216,240,0
),0 470 DATA "' ,36,8,82,32,132,18
211 OVER O , 40,4

220 IF X=A AND Y<B THEN GO TO a
200 : a'

230 LET MO=INT (RND#3) ’ ,
240 IF MO=1 OR MO=2 THEN LET B : |
=B-2: PRINT AT A,B+2;" "

250 IF MO=0 THEN LET A=A+l: PR
INT AT A-1,B3" "
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480 DATA " 1",B,40,24,92,62,106
,B4,56

490 DATA ".1",60,102,255,153,25
S,102,40,0 :

500 DATA "+ ",1,3,3,61,65,255,6
3,7

S10 DATA "i ",126,16,8,255,255,
8,16,126

911 RESTORE 519

512 FOR P=50000 TO S5001&: READ
A: POKE P,A: NEXT P

519 DATA 33,0,10,43,126,211,254
,&,7.5.32,—3.175,132,200,24,-14

520 RESTORE 540

530 FOR P=63000 TO 63025: READ
A: POKE P,A: NEXT P

540 DATA 33,32,80,14,8,86,46,31,
35,126,43,11?,35,1&,4?,114,6,31,
843416,~-3,346,13,3
2,-20,201

941 RESTORE 550

944 FOR P=63100 TO 63125: READ
A: POKE P,A: NEXT P

550 DATA 33,64,80,14,8,84,56,31,
35.126,43,119,35.1&,—7.114,6,31,
43,16,-3,36,13,3
2,=~20,201

560 LET HI=0

590 RETURN

600 PAPER O: INK 7: BORDER O: C
LS

610 LET SC=0: LET HIT=0: LET LV
=3

620 PRINT AT 0,0: "SCORE "3 SCpAT

0,15; "HITS "“;HIT;AT 0,303 " "L
v

630 PLOT 0,160: DRAW 255,0

640 PLOT 0,144: DRAW 255,0
630 PRINT AT 21,1; PAPER 73 INK
2; BRIGHT 1;"CITY DEFENCE: BY E
UGENE MORRIS"

660 PRINT AT 20,03 INK 43"Frr
FEEEEEF P FFPFEFFERFFFEER&E
FiEEE Y

670 PRINT AT 19,03 INK 43" e
e EE R EEEEEEE EEEEEEEEE
ERfer ol :

680 PRINT AT 18,0; INK 3; BRIGH
T 1i"AnARE AR B oD A o AR o

ST e et

690 PRINT AT 17,0; INK 3; BRIGH
T II"REBEAR BB A OO0 B C A ¢
CERIRS R o
700 RETURN
800 RANDOMIZE

* O»
O

CITY pj

810 LET A=INT (RND#12+3)

820 LET B=31

830 RETURN

700 PRINT AT A,B;"": RANDOMIZ
E USR 50000: PRINT AT A,B;" ":; B
ORDER © .

901 LET SC=8SC+5: PRINT AT 0,6:;8
c

P10 LET KILL=KILL+1

911 IF LE=4 AND KILL=8 THEN LE
T LE=1: LET KILL=0: B0 TO 80

?20 IF KILL=8 THEN LET KILL=O:
LET LE=LE+1: GO TO 80

740 GO SUB 80O

950 G0 TO 230

1000 FOR P=1 TD 10: PRINT AT X,Y
3"ri": RANDOMIZE USR S0000: PRIN
T AT X,Y;" ": BOR
DER 0: NEXT P

1001 IF SC>HI THEN LET HI=SC
1010 PRINT AT 5,2; FLASH 13" ™,

I R
NUU -“hlnﬂll ml-ﬂll Hmn ” a lﬂ“lh‘ L] ]

1020 PRINT AT &,2; FLABH 15" i
mll 0 W B B BH OB R B B
1030 PRINT AT 7,25 FLASH 1j" Bu®
B NE B B Bl ®n® Mo BB
(]

™) N A |
WENCE
. Vi
1031 PRINT AT 10,73 "HIGH SCORE="
s HI
1040 PRINT AT 12,51"P RE S S &
NY KE y"
1050 IF INKEY$="" THEN 6O TO 10
S0
2000 PAPER O: INK 7: BORDER O: C
LS
2010 PRINT AT 4,03 INK 4;"P R E
BiEINET O LNGE oo
2020 PRINT AT 7,43 BRIGHT 13"C 1
TY DEFENLCLE"
2030 PRINT AT 10,165 INK 33"BY E
UGENE MORRIS"
2040 PRINT AT 17,103 FLASH 1;"PR
ESS ANY KEY"
2050 IF INKEY$="" THEN GO TO 20
=0
2060 CLS
2070 PRINT AT 1,10; BRIGHT 1;"CI
TY DEFENCE"
2080 PRINT AT 3,03"0....UP
A. ..« DOWN"
2090 PRINT AT 5,43"0....LEFT
P....RIGHT"
2100 PRINT AT 7,12;"M....FIRE"
2110 PRINT AT 12,0; "YOUR CITY IS
UNDER ATTACK FROM": PRINT "A GR
OuP OF EVIL ALIE
NS.": PRINT "THEY WILL SEND SUIC
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IDE SHIPS AT": PRINT "YOUR CITY
I SPECTRUM
DEST-": PRINT "ROYING IT."

2111 PRINT "YDU AND YOUR INVINCI

BLE CRAFT": PRINT "MUST SHOOT TH —

E ALIENS BEFDRE" o
: PRINT "THEY HIT YOUR CITY. YOU -

R CITY": PRINT "CAN ONLY SURVIVE : : T e n s
15 HITS!"1 PRIN % . M tn a5 : us a5 an xn snill

T "GDOD LUCK. PRESS A KEY."

2120 IF INKEY$="" THEN 60 TD 21

20

2130 CLS

2140 PRINT AT 1,103 BRIGHT 1;"CI

TY DEFENCE"

2150 PRINT AT 4,13; "ALIENS"

2160 PRINT AT 6,63 " Seenneceeeay

OUR CRAFT"

2170 PRINE AT B85 ™ Touasiossses
...H BOMB"

2180 PRINT AT 10,60" luucccccans
« = « - SAUCER"

2370 PRINT AT 12,63 L cvssinnesn

ARGON SHIP"

200 BPRINT BT 18, 83% K. ...l osas
.+« ZAPPO" ™ . %

2210 PRINT AT 17,10;"PRESS A KEY o

t.‘.'u HE-+5-H

2220 IF INKEY$="" THEN GO TO 22

20

2230 GO TO S50

FAMBUBA CPC 464 oo oo, oy wi B4 =l

=] M v ;;ﬂrm.mmt..“":mm":::::m:"

IR e e e e
FREE WATCH =
OFFER...

Spachum 16k/48Bk or +

‘Incradibily Frestrating!” - Shar's the vardict os Cassatie-50's Fllnnsm mnr..d wea fall s '
and ol the mast challenging yau'll find - ir's aimast s haa yaw
m'imluh L nnﬂm- i le::dhun -d- artach. P II lI-' Hwstical, llrul
e gamas fa dafinad giaghics, e Tl ol
Ih Sp(mm dtend u-ﬂ“' e - -

41, Shnrer Fug
a1

! 50c0MPUTEH
GAMES ON ([
ONE CASSETTE |[B's

"for° £9.95

Including FREE Watch and Postage | |
,

Eagginr 1. Tanke
(LRI O I ivey

Commodore 64
Daly yeu con sava Esraps fram destreciion| I's AOCKET LAUNCH, the thriling g Tk
M#ll-ﬂu Evrapasn nu. Mosw ambitiows? Try rescuisg yoor crew ender an alirefess GALAGTIC
ATTACK and escaping |nwrmﬁpummmmgm PR an foul Casdatte- 50,
MIHN P# rasslution H -l M

CASSETTE 50 IS AVAILABLE ON
B0E@ae ATARI DRAGON ELECTRON
ViC: &0 ORIC1 Zzx&a7 .‘:ppl:r Atmos
Spectrum commodore = ANSTRAD

--——-———-——tl--.

d = T 7 calculator watch Postage FREE in U.K. Add £1.00 for overssss ordars
i N with evary Frea watch and tape will ba despatched within 28 days.
MULTIFUHC.'.ION _— A Cassette 50 I ancloss & chegqua/ r{ ' mada payable 1o

postad order for | Cascada Gumes Lid
CALCULATOR WATCH

& frowgh any Past Office by TAANSGASH (Gim No. 835 6635 |

- i RS ONLY £9.05—— T e
with every order for a Cassette 50 f — | ﬁ . '_'1 |
® Normal 12 s0d @ Calandar mode ' I _.. :" [ =X =4 Mame 3 E - l
3‘::ul imé @ Calculator mode L - oS- e Addrass uts-.rulatlzﬁuﬁ -:;F'Hrt J?II,:IIEI B:E':l: I

P i 0L
® Alarm mode pe: % — = . AMSTRAD |] ATwADS t | DRAGON ELECTRON lj
WDHTH UUEH E1n A Post Code I Cascede Games Ltd., 1-3 Haywra Crescant, 'Zl I
Harrogate. North Yorkshire, HG1 5BG, England
Cauntry e — CG5/BE  Telephons: (0423) B04663, Argisrered Numbar (755554
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f by G Ravenna
' §T BE DIFFICULT FOR YOU ,*

E, 530 PRINT:PRINT"DRINK":PRINT:BOSUB1LA0

Some of the older Gamers will
reamember a ‘game’ from the

early deys of computing called
Eliza.

This is a Commodore 84 pro-
gram that is similar in function
to that old favourite, with a few
twists.

The computer plays the psy-
chiatrist and you play his
patient.

Doctor, doctor, I kesp suffering
from long periods of boredom. —
Well throw away your tape deck
and get yourself a disk drive. ..
100 PRINTCHRS (14Z)CHRY (8)CHR$(30) 1 POKES]
281,0:POKESI280,04605UBL2301POKELE, 0
105 G=0:8D=0
110 PRINTCHRS (147} "HELLO. I'M OOCTOR RO
M. "tPRINT*WHAT'S YOUR NAME 7
115 GOSUBI160tAS=P1%:PRINT
120 PRINT"SHORTLY, *iA8;", "1PRINTNHAT I
S YOUR PROBLEM 7*:bOSUB1140
125 B4=P1%

130 PRINTLPRINTES;®, ., 2" sPRINTZPRINT *TEL
L ME SOMETHING WORE ABOUT THIS *

140 BOSUB11401B0SUBT0O

150 PRINT:PRINT*] SEE , 1 SEE..*jBS1PRIN
T*'17'A BIG PROBLEM FOR YOU.®

150 BOSUBL1&01IFP18="ND"THENPRINT 'PROBAR
LY 1 DON'T UMDERSTAND WERRY WELL,.."

170 PRINT:PRINTCAN YOU BE MORE PRECISE
7 WHY "1PRINTES;

175 PRINT® IS A BIG PROBLEN FOR YOU **
180 EOSUB11AQIGOSUBT00

190 PRINT:PRINT"HOW DO YOU FEEL,";A8;"?"
1GOSUB1160:Ce=P18

200 PRINTCHR (147}

205 PRINT*WHAT YQU ARE TELLIG ME,"jAS;",
"{PRINT"IS THAT YOUR PROBLEN WHITH "jE%
210 PRINT*MAKES YOU FEEL *;C#y°."160SUBI
160

220 PRINT(PRINT"CAN YOU BE MORE PRECISE
RBOUT YOUR FEELINGS?":GOSUB1140:60SUBTO0
230 PRINT(PRINT"HAVE YOU WAD THE SAME FR
DBLEM IN THE PAST ?(Y OR N)"r50SUB11&0
240 IFPISCI*NTHENZED

250 PRINT®] SEE.SO THIS NEW SITURTION MU

255 60TO 320

260 PRINT:PRINT*0ID YOU FEEL *jC8;* ALSO
IN THE PAST 7*

270 60SUB11601PRINTVTELL ME SONETHING O

R .

280 60SUB11601605UB900

290 PRINTCHRS (1471 %1 THINK WE ARE GETTIN

6 NEAR YOUR PROBLEN ,*

300 PRINT*DD YOU THINK THERE 1S A LINK ?

*160SUB1140¢PRINT: PRINT"CONTINUE, . "

310 GOSUB1160:PRINTIPRINT*THIS SEEMS TO

BE 4 B1G PROBLEM *;

315 PRINT* FOR YOU*:GOSUBL140

320 PRINT:PRINTUHAVE YOU SONE IDEAS TO R

ESOLVE THIS SITUATION 7"

330 PRINT"Y OR N ":60SUBLL&0

J40 IFPI$<»"Y"THENISO

343 PRINT*D0 YOU THINK THIS IDEA CAN BE
“{PRINT*SUCCESSFUL 2*160T0340

350 PRINTIPRINT*NHI DON’T YOU MAKE A LIS

T 0F THE *

355 PRINTPOSSIBLES SOLUTIONS, THEN ?*

360 GOSUB1 140:60SUB900

370 FORT=LTOS00:NEXTT:PRINTCHRS (147)

JB0O PRINTUDKAY, WHAT IS THE WORD THAT BE

51"

385 PRINTDESCRIBES HOM YOU FEEL AT THIS
*1PRINT* HONENT ?*

390 §0GUBI1601D8=P18: PRINTEPRINTDS: ¥, .2

400 BOSUE1160;B0SUBTO0:PRINT

410 PRINT"LET'S SEE WHART WE CAN DO.":FRI
KT*WHY DON'T WE TRY THE “4

430 PRINT*ASSOCIATION OF WORDS":PRINT*AN
D SEE WHERE DOES THIS LEAD US TO."

440 PRINT"WHAT DO YOU THINK (Y OR M) 7"

BOSUBL1&0

450 IFP18="Y"THENARO

440 PRINT:PRINT®I THINK THAT THIS CAUSES
YOU SOME PROBLEMS. "

470 PRINT"TELL ME WHY,":GOSUB11&0: IFP1%=
“N*THENBI0 ;

480 PRINT:PRINT"] THINK THE ASSOCIATION

OF WORDS IS VERY USEFLL."

430 PRINTIPRINT“LET’S TRY.®

S00 PRINT*I'LL SAY A WORD AND YQU MUST T

ELL ME THE FIRST WORD THAT COMES IN "

505 PRINT"YOUR MIND,"

510 REM TUSWORDS ASSOCIATIONIN

920 FORT=1T03000: NEXTTtPRINTCHRS (14715 "D

06*sPRINT1GOGUB1L A0

540 PRINT:PRINTHOME" :PRINTIEOSUB1LA0:ES

=1

350 PRINT:PRINTBS1PRINTIGOSUB1160¢F8=PL8

S50 PRINTIPRINT*SENTIMENTS" :PRINT: 6OSUBI
160

$70 PRINT:PRINT ANUSENENT*1PRINT:0SUB1L

§0168eP18

SB0 PRINTIPRINT“MATHER“sPRINT:GOSUB1140:
142P1$

590 PRINTIPRINTCS: PRINT:GOSUBL160: J82P18

500 FORT=1701000¢NEXTTPRINTCHRS (147)

410 PRINT*I'VE NOTICED THAT WHEN I SALD
HOME" tPRINT*YOU ANSWERED *;ES;","

520 PRINT*NAYBE THIS REFLECTS IN SOME WA

Y$ YOUR®

425 PRINT® FEELINGS 7*

£30 PRINT" (Y DR N)":6OSUB1 1404 IFPLEC"Y"

THEN&S0

k40 PRINT:PRINT"IN WHICH WRY ?°i1GOSUB11E
0:608UB00

850 PRINT:PRINT"IS THERE A RELATION WITH
YOUR PROBLEM *iPRINT*NITH ";B$

650 BOSUB1160:G0SUBS001PRINT: PRINT “HHEN
1 SAID ";B

665 PRINT®YOU SAID *jF$

470 PRINT*WHAT MEANING DO YOU GIVE TO TH
I 7"1G0SUB1140:605UBF00

880 PRINTIPRINT*ARE YOU TIRED ? DO YOU W
ANT A KLEENEX 7:60SUB1140

£90 IF PIS{)“Y"THENTLO

700 PRINT"PLEASE, . *:FORT=1TOI000:NEXTT
710 PRINTSPRINT"IT'S INTERESTING THAT WH

EN [ SAID*

715 PRINT*ENJOY , YOU SALD *;G

720 §0SUB11401GOSUBI00: PRINTCHRS (147) 5 *H

AMMK, .. "

730 PRINTIPRINT™1 THINK , *jAts","

735 PRINT*THAT THERE 15 A RELATION WITH

YOUR PROBLEN

740 PRINT*WITH *;8%

750 GOSUB114016070770

760 REW RSDREAMSH TS

770 PRINTZPRINT"LET'S TRY WITH DIFFERENT
APPROACH ,*1PRINTAS

780 PRINT*TELL ME ONE OF YCUR DREAMS.":6
0SUB1 1601 G0SUB1040: IFGD=1THENBAO

790 PRINTsPRINT"HOW DO YOU DESCRIBE YOUR
SENTINENTS IN YOUR DREAM 2"

791 GOSUBLLA0

B00 FRINTtPRINT"MAS THE DREA&M IN RELATID
N NITH * I8
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§10 BOSUB11A0:FORT=1T01000:NEXTT

B20 REN IBIFINISHEDITN

7*1B0SUB1140:608UBT00
1130 PRINT*IT CAN BE USEFUL TO DISCUSS T

B30 PRINTCHRS (14713 "1 THINK WE ARE BOING HIS *
IN THE RIGHT DIRECTION.":1PRINT

840 PRINT*NE HAVE TALKED ABOUT YOUR PROE

LEM WITH*IPRINTES

B45 PRINT"AND ABOUT HOM IT MAKES YOU FEE

Li
BS0 PRINTCE;";"

B0 PRINT*AND DISCUSSED SOME POSSIBLE S0

LUTIONS, "

870 PRINT:PRINT"BUT THE TIME AT YOUR DIS

POSITION HAE EXPIRED."

B75 PRINT"GOODBYE,BEE YOU NEXT MEEX,*

860 END

890 REM 133KEY WORDSEH
900 IF @YOTHENRETURN
910 FORJ=ITOLEN(F1$)-10

920 IFMIDS (P18,J,10) <> "ARUSENENT “THEN?3D
925 PRINTIPRINT“WHAT DO YOU THINK ABOUT

AMUBEMENT 7":GDTOD %30
530 NEXTJ
%40 RETURN

950 B0SUBI16018=11PRINT:PRINT"THEY SEEM

IMPORTANT FEELINGS.®
940 GOSUBL1&0:RETURN

1040 REM BURKEY WORDE IN THE DREAMISR

1050 FORJ=1TOLEN(P1%) -4

1060 IFNIDS (P18,d,4)="NOT *THEN1120

1070 NEXTY
1110 RETURN

1120 PRINTCHR$ (147) "WHY DO YOU THINK 80

1140 PRINTLATER ON. WE CAN DISCOVER THA

T THERE [5 "

1150 PRINT*4 RELATION WITH YOUR PROBLEM
WITH "3B$"."1@D=11RETURN
1160 REM BI3INPUT ROUTINESH

1170 Plg=*"
1190 PRINTP2S;

1210 P14=P18+P26
1220 BOTO1180

1230 REM WERINTRODUCTIONA3E
1240 PRINTCHRS (147§ TAE (15} "THERARY"
1250 PRINT:PRINT*DD YOU WANT AN INTRODUC

TION 7 (Y/K)"

IN THE BEST "y

1309 PRINT*POSSIBLE NAY THIS MEETING."1P

RINT:PRINT

1310 PRINT*JUST LIKE MOST OF THE THINGS
BLSD NITH
1320 PRINT*ANALYSIS . THE MORE YOU BIVE

IN LIFE ,

1180 BETP26: [FP28=""THEN11B0

1200 IF P2%=CHRS$ (1) THENRETLRN

1260 GETOS:IFQSC)"Y ANDASC) "N THEN1ZE0

1270 IFR$="N"THEXRETURN

1280 PRINTCHRS (147); "WELCOME AT YOUR ANR

LYSIS MEETING.DOCTOR ROM";

1285 PRINT' WILL BE THERE IN & %

1290 PRINT"MOMENT, WHELE YOU WAIT , HERE
ARE SOME USEFUL ADVICES."

1300 PRINT“ADVICES ABOUT HOW TO EXPLOII

, THE MORE YOU GET BACK.YOU MAY FIND®
1325 PRINT*IT AMUSING *

1330 PRINT® TO INSULT THE DOCTOR OR 70 L
AUGH ABOUT KIS GRAMMAR,"
1335 PRINT® *
1340 PRINT" {DORN) ANYNAY |,
ONLY A GANE , IT CAN"j
1350 PRINT" GIVE YOU SOME INTERESTING AN
D INPORTANT 1DEAS,"
1340 PRINTUTHIS CAN HAPPEN IF ¥OU TRY 10
UTILISE;

1370 PRINT® THIS NEETING AS & NAY OF THI
NKING ABOUT *

1380 PRINT*EVERY DAY PROBLENS."

1390 PRINT:PRINT:PRINTCHRS (18) "PRESS ANY
KEY 7O CONTINUE®

1400 POKE198, 01HAIT198, 1

1410 PRINTCHR® (147) tPRINTIPRINTTHE DOCT
OR HAS ARRIVED,*

1420 PRINT:PRINT:PRINT*TD ANSWER DOCTOR
RON'S QUESTIONS YOU DNLY HAVE"

1430 PRINT*TO WRITE THE ANSHERS AND PRES
S *;CHRS(18); "RETURN" sCHRS {146

1435 PRINT*NHEN YOU HAVE FINISHED,®

1440 PRINTIPRINT:PRINT*ENJOY YOUR ANALYS
18 MEETING."

1450 PRINTSPC (240) ;CHRS (1B); "PRESS ANY K
EY 10 CONTINUE®

{450 POKE198,0:NA1T198, 11RETURN .

ALEO IF IT I8
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CUT PRICE SOFTWARE
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E:;W 1495 10.00 | &) U.S. Geld 995 7.25| Al Amsoft Gold 885 7.25
o Hg Gold 785 S85)alUS Gold 1495 10.80 | All Amsolt Gokd (D) 1356 10,95
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BY DRAREN EBSIMORTH

1 CLS : RANDOMIZE : POKE 236
58,8: GO SUB 1000: GO SUB &000:
DIM A% (100): DIM B(10): DIM E$(&
3 30}

2 INPUT "WHAT LEVEL(1-3)";Z:
LET CASH=Z#350

3 IF I<1 OR ZI>3 THEN GO TO 2

4 LET As=",

(= T (= i o

=1 LET B$=“:"= LET TIME=0: LE
T WIN=0

& LET L$=""

7 BORDER 4: PAPER 4: INK 7

8 B0 SUB 2000

¥ LET LENGHT=30: LET END==1:
LET HM=1

10 REM HORSE RACING

15 INK O3 PRINT AT ©,0; "HORSE:
":HORSE; "—";H®¥; " ODDS:";0DDS;"-
lll

20 LET A=25: LET B=25: LET C=2
S LET D=25: LET E=25: LET F=25

30 INK 7: PRINT AT 3,0;A%$

31 INK 0: PRINT AT 5,25;"-"1A
T &,25"E";AT 7,25;"c"3AT 8,25;
"B":AT 9,25;"="3AT 10,253 "

32_INK O: PRINT AT 3,25;"F"

34 INK 7: PRINT AT 12,03A%

35 INK O0: FOR N=1 TO 100: NEXT
N: PRINT AT 7,133 "GET READY"

37 INK O: FOR N=1 TO 100: NEXT

Nz PRINT AT 7,13;" GO! "+ B
EEP .10,-30: PRINT AT 2,25;":":
PAUSE 10: PRINT AT 2,25;" ": BE

EF .10,-30: PRINT AT 1,25;" :";
PAUSE 10: PRINT AT 1,25;" "3 BEE
P .10,-30: PRINT AT 0,25;" ": P
AUSE 10: PRINT AT 0,25;" "

38 INK 0: PRINT AT 0,0;"HORSE:
“;HORSE; "-"3H$;* 0DDS:";0DDS;"-
-

39 PRINT AT 7,15;" u

40 FOR N=1 TO 1

45 LET N=1

S0 INK 7: PRINT AT 3,0;A%

52 INK 2: IF TIME>=LENBHT THEM

PRINT AT 2,END;" ": LET END=EN
D+1: PRINT AT 2,END;"[ "

55 INK 7: PRINT AT 12,0;A%

&0 LET A$(N TO N+31)=A% (N+31)+
A$(N TO N+30)

70 NEXT N

71 INK O

75 PRINT AT 5

76 PRINT AT &

77 PRINT AT 7

8
9

.,"
78 PRINT AT o

79 PRINT AT

B0 PRINT AT 10, F-"l"

B3 B0 SUB F000

85 LET MOVE=INT {(RND#*&)+1

90 IF MOVE=1 THEN LET A=A-1:
PRINT AT S5,A+1;" "

100 IF MOVE=Z THEN LET B=B-1:
PRINT AT &,B+1;" "

110 IF MOVE=3 THEM LET C=C-1:
PRINT AT 7,C+13" "

120 IF MOVE=4 THEN LET D=D-1:
PRINT AT 8,D+1;" "

130 IF MOVE=S THEN LET E=E-1:
PRINT AT 9,E+1;* "

- H
+B
,C
+D
+E

R ]

P - |

140 IF MOVE=& THEN LET F=F-1:
PRINT AT 10,F+13" *

150 PRINT AT S5,A;"&"

160 PRINT AT &,B3"e"

170 PRINT AT 7,C;""

180 PRINT AT 8,D;"i"

190 PRINT AT 9,E;" "

200 PRINT AT 10,F3"q"

210 PRINT AT 18,13 INVERSE 1;"Y
OUR CASH: #"; CASH

220 PRINT AT 18,20; INVERSE 13"
BET:#";TA: INVERSE 0

225 PRINT AT 20,13 INVERSE 1;"L
EADER: ";L$: INVERSE O

230 LET TIME=TIME+1

250 IF TIME>=LENGHT AND A=END T
HEN LET E$(M)="RED RUM": LET M=
M+1

260 IF TIME>=LENGHT AND B=END T
HEN LET E${M)="BOTTLE BOY": LET
M=M+1

270 IF TIME>=LENGHT AND C=END T
HEN LET E${M)="LUCKY JIM": LET
M=M+1

280 IF TIME>=LENGHT AND D=END T
HEN LET E$(M)="CRACKER": LET M=
M+l

290 IF TIME>=LENGHT AND E=END T
HEN LET E$(M)="ACE OF SPADES":
LET M=M+1

300 IF TIME>=LENBHT AND F=END T
HEN LET E#$(M)="FAST RIDER": LET
M=M+1

320 IF END=30 THEN PRINT AT 2,
303" ": PRINT AT 12,11 "RACE OVE
R": FOR N=1 TO 300: NEXT Ni BO T
0 3000

994 PAPER 4

999 GO TO 40

1000 REM UDG'S

1010 FOR N=0 TO S5

1020 READ A

1030 POKE USR "A"+N,A

1040 NEXT N

1050 DATA 0,&4,224,40,40,102,153

o

L]

1060 DATA 0,54,224,60,60,36,36,0
1070 DATA 255,24,24,24,24,24,24,
=5

1080 DATA 25%5,0,0,0,0,0,0,255
1090 DATA 126,255,195,195,195,19
5,255,128

1100 DATA &4,88,88,40,24,26,34,3
&

1110 DATA 0,0,0,44,64,0,0,0

1999 RETURN

2000 CLS

2010 INK ©

2020 PRINT "WHAT HORSE DO YOU WA
NT TO BET ON"

2030 PRINT : PRINT

2034 FOR N=1 TO &

2037 LET ODDS=INT (RND#20)+1
2038 LET B(N)=0DDS

2040 IF N=1 THEN PRINT "&14 RED

RUM WyBIN) g ="
2050 IF N=2 THEN PRINT "&2U BOT
TLE BOY "IBN) 3 -1
2060 IF N=3 THEM PRINT "&30 LUC
KY JIM MIB(N) g =1
2070 IF N=4 THEN PRINT “&4i CRA
CKERS "yBIN) " —-1"

2080 IF N=5 THEN PRINT "&SU ACE
OF SPADES "pBINY;-1"

2090 IF N=& THEN PRINT "&&l FAS
T RIDER SeBEIM) -1

2100 NEXT N

2105 LET MM=0

2110 FOR N=1 TD &

2130 IF BI(N)=MM THEN PRINT AT N

+2,293 "FAV": GO TO 2200

2140 NEXT N

2150 LET MM=MM+1

2140 B0 TO 2110

2170 CLS

2200 INPUT "CHOOSE HORSE: " ; HORSE
2205 IF HORSE<1 OR HORSE>& THEN
GO TO 2200

2204 LET HORSE=INT HORSE

2210 1IF HORSE=1 THEN LET H#$="RE
D RUM": LET ODDS=B(1)

2220 IF HORSE=Z THEN LET H#="BO
TTLE BOY": LET ODDS=B(2}

2230 IF HDRSE=3 THEM LET H$="LU
CKY JIM": LET ODDS=B(3)

2240 IF HORSE=4 THEN LET H#="CR
ACKERE": LET ODDS=BE({4):

2230 IF HORSE=5 THEM LET H$="@AC
E OF SPADES": LET ODDS=BE(S)

2260 IF HORSE=& THEN LET H#="F@&
ST RIDER": LET ODDS=B(&)

22461 GO SUB 2300

22467 PRINT AT 14,0; " SHSNSEHERSTERaN
A LT S PEER LY I SR TR IR RS T T T

2268 PRINT AT 17,0; " HiSGHESNESHET

DRETRRTR D R A ST S Bl R Gl B L
2269 FRINT AT 18,0; " s

2270 PRINT AT 19,03 " S

2271 PRINT AT 20,0} " SErSsenasme

2275 PRINT AT 21,0; " SSEsams

2280 RETURN
2300 PRINMT AT 15,54;"YOU HAVE #";

2305 INPUT "HOW MUCH CASH #";TA

2310 IF TA>CASH THEN GO TO 2300

2320 LET CASH=CASH-TA

2330 RETURN

3000 CLS

3010 PRINT "RESULTS™

3020 PRINT 1 PRINT

3080 FOR M=1 TO

3085 LET WIN=0

3090 IF M=1 THEN PRINT M;"st";"
" ES (M)

3091 IF M=2 THEN PRINT M;“nd";"
" E (M)

3092 IF M=3 THEN PRINT M;“rd";"
"SES (M)

3093 IF SCREEN$ (3,4)=H$(1) THEN
LET WIN=1

3094 IF SCREENS (S5,4)=H$(1) THEN
LET WIN=2

3095 IF SCREEN$ (7,4)=H$(1) THEN
LET WIN=3

3100 NEXT M

3110 IF WIN=1 THEN PRINT AT 10,

0; "YOU CAME 1ST AND WON #"; INT ¢

TA*ODDS) : LET CASH=INT (CASH+TA*

ODDS)+TA

3115 IF WIN=2 THEN PRINT AT 10,

03 "YOU CAME 2ND AND WON #";INT ¢

TA®DDDS) 72: LET CASH=INT (CASH+T

A%ODDS/2) +TA

3116 IF WIN=3 THEN PRINT AT 10,

0; "YOU CAME 3RD AND WON #"; INT ¢

TA%0DDS) /31 LET CASH=INT (CASH+T

A*ODDS/3) +TA

3120 IF WIN=0 THEN PRINT AT 10,

0; "UNLUCKY YOU LOST THAT RACE"

3130 IF CASH=0 THEN GO TO 4000

3135 IF CASH>=1000000 THEN GO T

0 S000

3140 FOR N=1 TO 3003 NEXT N

3150 60 TO 4

COMPUTER GAMER MAY 1986

b

w ed B R EMM Bes SHils &M B B

B



4000 FOR N=1 TO 300: NEXT M: REM
END OF GAME

4010 CLS

4020 PRINT “SORRY BUT YOUR BROKE
- ¥YOU WOULD NOT MAKE A& GOOD GAMB

LER. "

4021 REM BROKE MUSIC

4022 BEEP 1,0: BEEF 1,2: BEEF .

S5,3: BEEP .5,21 BEEP 1,0

4024 BEEP 1,3: BEEP 1,5: BEEP 2
7

L ]

4026 BEEP .75,7: BEEF .25,8: BE

EF .5,7: BEEP .5,5: BEEP 3,3 B

EEP .5,2: BEEF 1,0

4029 BEEP 1,0: BEEP 1,-5: BEEP

2,0

4030 PRINT AT 21,0;"DO YOU WANT
TO PLAY ANOTHER BAME"

4040 IF INKEY$="N" OR INKEY$="n"
THEN STOP

4050 IF INKEY#$="¥" DR INKE?‘="Y"
THEN RUN

40460 BO TO 4040

5000 CLS

5010 PRINT “WELL DONE YDU HAVE M
ADE #1000000YOU ARE A GREAT GAME

LER. YOU WON #1000000 WITH JUST #
"52#50;" TO START WITH."

5999 BO TO 4030

6000 REM START

&001 INK O

6005 PRINT AT 2,2;"m W MaM 8
¥ IR AN

6010 PRINT AT 3,2;" ™ & @
= W -

6020 PRINT AT 4,2; "¢ttt & @ &
s ] R IwTia il

6030 PRINT AT 5,2;"w @ & & W
[ & "

G040 PRINT AT 6,2;"/ W IS &
w SEHS W e v

&045 PRINT AT 9,7;"BY DAREN EBSW

ORTH"

&050 FOR N=30 TO i1 STEP -1

60460 PRINT AT 15,N;"

60465 BEEF .10,-50

4070 PAUSE 10

&080 PRINT AT 15,Nz“ ="

&085 BEEF .10,-50

4090 PAUSE 2

&100 PRINT AT 1S5,Ng"

6110 FRINT AT 21,0;" PRESS SPACE

KEY TO START GAME"
6120 IF INKEY$=" " THEN CLS : R
ETURN
6130 NEXT N
6140 GO TO 5050
7000 IF A<B AND A<C AND A<D AND
A<E AND A<F THEN LET L$="RED RU
H "w
F010 IF B<A AND B<C AND B<D AND
B<E AND B<F THEN LET L#="BOTTLE
BOY -
9020 IF C<A AND C<B AND C<D AND
C<E AND C<F THEN LET L#$="LUCkY
JIM 2
9030 IF D<A AND D<B AND D<C AND
D<E AND D<F THEN LET L#="CRACKE
RS N
7040 IF E<A AND E<E AND E<C AND
E<D AND E<F THEN LET L$="ACE DF
SFADES"
F050 IF F<A AND F<B AND F<C AND
F<D AND FXE THEN LET L#%="FAST R
IDER o
2060 RETURM
FF90 PRINT “2ND"
7995 PRINT "3RD"

HORSE: 2-BOTTLE BOY OCCS:5-1
1 | | 1 | 1 ' |
h
h
h
*h
‘h
h
1 1 | | 1 1 1

HORSE: 4 -CRACKERS

oOCCS: 14 -1

| o K

LM, of " M= SN oo

HORSE : 5E-ACE OF SPALCES

et Y St

oS 15-1

YOUR CRSH:
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olitaire is the game where you
start with 31 pegsin the shape of
an aqual armed cross and a hole

| in the centre, and you alm to

! finigh with a single peg in the
middle. To do this, you jump over

I one peg with Another into an
empty hole, removing the one
that was jumped over — a bit like
draughts except that you
Jump vertically and horizontally
instead of diagonally, and you
can't move except to take
another peg.

This computer version gives
you 3 options.

Firstly, you can play yvourself.
You enter the co-ordinates of a
pag and the hole you're moving
to. The computer checks that the

| move is valid All your moves are

| displayed on screen. The com-
puter also detects if you haven't a
valid movwe left and tells you

The second option allows the
computer to amuse itself if
you're too busy doing something
else: you can set the computer
the task of solving the puzzle
itaelf (There are some peopls
who actually believe computers
are intended for problem-solving
rather than games!’) I admit, the
computer does not play very
intallingently, but on awverage,
it does succeed once in every
5,000 5468,2931 goes! Seriously
though, the moves are recorded
OT1 5crean in case it does succesd
If it fadls, it resets the board and
tries again, 8o you can set it
playing and leave it.

The final option demonstrates
one solution to Bolitaire in case
you or anybody elst thinks it's
irnpossible (or you didn't believe
me about the 5,000,5466 293518t
gol)

The Program
The program is fairly stralght-
forward The pegs and holes are
held as strings which include
control codes to alter ink colours
and overprint.
The board is simulated by the
array al ), the elements of which
are(, 1 or 2 2 indicates a hole, 1
& peg, and O an area off the board
. and out of play where pegs can't
' jump to.
The most complicated section
is that where tha computer is
playing by itself The computer
picks a location and direction at
random and then rotates
| through the possaibilities from
this point looking for a wvalid

| move. The section had to be
written as a whole before it could
be tested to see if it worked,

e

o)X JoX JoJoJoX X'/

10 KEY 128, "scde 2:list®+CHR$(13)
20 BOTO &40
30 WHILE INKEYS$C:'":WENDIWHILE INKEY$=""
tWERD:RETURN
40 * 93 SET UP #5s
50 NODE 1:WINDONRL,!,40,22,25:NINDON#Z,3
0,40, 1, LrMINDORES, 30 40,3, 20: WINDOWAA 4,
26,4,19: PAPER#4, 31 INK 0,24: INK 1,21 INK 2
S1INK 3,18
80 DIN 210,10 ,p$12),d(3)
70 DEF FNd(x)=ASC (NIDS(q8, x+1,1))-47+148
(NID$ g8 ,x+1,1))*7")
80 SYNBOL AFTER 235:RESTORE &30:FOR 1=23
5 10 255:READ d0,d1,d2,d3,d4,d5,d6,d7:5Y
MBOL i,d0,d1,d2,d3,d4,d5,d6,d7:NEXT
90 p${2)=CHR$(15) +CHR$ {3} +CHRS 1255) +CHRS
(2541 +CHRS £ 283) +STRINGS (3,8) +CHRS (10) +LH
R¥{252) +CHRS (251) +CHR$1250) +STRINGS {3,8)
+CHR$ (22) +CHRS (1) +CHRE (15) +CHRS (1) +CHR$ ¢
249) +CHR$ 12481 +CHRE1247) +CHR$ (22} +CHRE (0
)
100 p¥{1)=CRRE (15} +CHRS (2) +CHR (245) +CHR
$(245) +CHRS (244) +STRINGH (3,8) +CHRS {10} +C
HR$(235) +CHRS (2431 +CHR$ (242} +5TRINGH (3,8
J+CHR$ (22) +CHRS (1) +CHRS$ (15) +CHRS {3 ) +CHRS
{238} #CHR$ (2371 +CHR$(234) +ETRINGS (3,81 +C
HR§ (11D +CHR$ (241} +CHRS 12400 +CHRE{239) +CH
RE(2214+CHRS (01
116 psl0)=""
120 CLS:CLS#1:CLS#2: CLOA3: CLS#ALFOR (=0
TG 1OsFOR j=0 TO L0:ali,3)=0sNEXTINEXT:F
OR i=2 T0 B:FOR j=4 TO b:ati,jl=l:alj,i}
=[1NEXT:NEXT:a(5,5)=2
130 FOR i=2 T0 B:FOR j=2 TO B:LOCATE j#3
=1, L+i#2:PRINT USING "&"jpsialj,it);sNEX
T:NEXT:FOR i=2 TD BsFOR j=3 TO 20 STEP !
T:LOCATE i23,j:PEN L:PRINT CHR$(a3+i);:
EXTIFOR j=3 TO 27 STEP 24:LOCATE j,i#2+2
tPRINT CHR$(47+1); sNEXTENEXT
140 IF fc THEN 380

. SN 1 JOROXOX X JOX  JOXO)

SOLITAIRE

by David Muir

150 CLS#1:PRINTHL," {1} PLAYER SOL
VE":FPRINTH]," (2) COKPUTER TRY™:FR
INTR1," 3} A SOLUTION":PRINTH#L,"
(4} FINISHY;
160 q¥=""iWHILE INKEY$()"“:WEND:WHILE gf
=**; b= INKEY$:HEND: IF q#)"4" OR qs<*1* T
HEN 160 ELSE IF q§="2" THEN fc=-1:gams0:
sov=0:60T0 J80:ELSE OM VAL(gq§) BOSUB 190
1 380,580,610
170 5070 120
180 " ##% PLAYER ##2
190 moy=1:CLS#1:PRINT#!,"ENTER LETTER:NU
MBER FOR START POSITION®:PRINTH!,®
LETTER:NUMBER FOR END POSITION":PRINT4
1:PRINTAL " { example - F4D4 } "iC
HR$(24);*(Q) TO BUIT"3CHR(24);:B0TD 210
200 5S0UND 3,%00,30,7
210 qi$="":FOR i=l TD 4:q¥="":WHILE INKE
YHC3" " sMEND:WHILE of="":q¥=INKEY#:WEND:P
RINTHZ, qb; 1 qi $2qi $+q$sNEXT: [LS#21 =UPPE
R$(gi$):IF INSTR(g#,*@*1¢)0 THEN RETURN
220 IF N1D$(g8,1,1)(*A"0R NID$(q$,1,11)"
§*OR NID$(g$,3,11¢"A"OR NID$(q¥,3,1)3%6"
OR MIDS(g$,2,1)<*1"0R NID$(q8$,2,1)>*7*OR
NIDS(o¥,4,1)¢"1"0R MID#(q8,4,1)3" 7" THEN
200
230 d0=FNd (0} rdl=FNd (1) 1d2=FNd (2) : d3=FNd
{3)
240 IF d0=d2 AND ABS(di-d3)=2 THEN 250 E
LSE IF di=d3 AND ABS{d0-g2}=2 THEN 250 E
LSE 200
230 IF atdo,d1){>l THEN 200 ELSE IF a(d2
(031¢32 THEN 200 ELSE IF aitd0+d21/2,(dl
+43)/2){>] THEN 200
260 CLS#2:PRINTH],UPPERS (g8);" "jinov=no
vl £
270 a(d0,d1)=2:LOCATE diw#3~1,l+d1e2:PRIN
T USING *4"yp$(2);2a{d2,d3)=sLOCATE 424
31, 1+d3#2:PRINT USING "&*jp8{1)1a((d0+d
2072, td1+d3)/2)=2: LOCATE J#(d0+d2) /21,1

COMFUTER GAMER MAY 1986

|
|
|

E Gl el G Ged b B B O M BT e b

CAll Ll O =

O3 N OF =

(=]

- O I £ S e e e

b |
-y



T SRR

#d1+d3:PRINT USING "&";p$(2)

280 IF mov=32 AND a(5,5)=! THEN CLS#1:PR
INT#1," WMELL DONE'":50UND 7,100, 40: 50UN
D 7,70,40:50UND 7,30,40:B05UB 30:RETURN:
ELSE IF mov=32 THEM CLSA1:PRINTHL," HAR
D LUCK! *1SOUND 7,30,40:50UND 7,70, 402500
ND 7,100,404 605UB 30:RETURN

290 ' we¥ CHECK IF PLAYER STUCK ###

300 i=1:j=1

J10 imi+1:IF i=9 THEN 3&0

320 j=j+131F j=9 THEN j=1:B070 310

330 IF ali, j}¢>1 THEN 320

340 IF ali,j+2)=2 AND ali,j+l)=] THEN 21
0:ELSE IF atfi,j-20=2 AND ali,j=1)=! THEN
2104ELSE IF ali+2,j)s2 AND ali+l,j)si T
HEN 210:ELSE IF afi-2,3)=2 AND ali-1,jl=
! THEN 210

350 BOTO 320

350 CLSHLtPRINTAL," HARD LUCK'™:SOUND 7
130, 40: SOUND 7,70, 40:S0UND 7,100,401 5OSY
B 30:RETURN

170 ' we+ CONPUTER #4#

380 gam=gan+l1CLEA2:CLSH3:PRINTH2, "BANE"
gaw;:CLSR1:PRINT#L," PRESS @ TO QUIT™:
bmov=NAX (mov-1,bmov) :PRINTHL," MY BEST I
§"jbmov; "NOVES® tmov=0:PRINTHL ,mov;" MOVE
§ THIS GAME"

390 nov=aov+1:LOCATERL, 1, 3:PRINTE]  nov-1
: :

800 IF mov=32 AND a(5,5)=! THEN CLS#1:PR
INTH#I," WELL DONE!":SOUND 7,100,40:S0UN
D 7,70,40:50UND 7,30,40:60SUB 30:60T0 12
O:ELSE IF mov=32 THEN CLS#1:FRINT#{," H
ARD LUCK!*:SOUND 7,30,40:50UND 7,70,40:8
OUND 7,100,40:B05U8 30:60T0 120

410 y=IRT[RHB*?+2}=yhnld=yIFy=-I

420 y=y+1+7%(y=8): IF y=yhold THEN IF fy
THEN fy=0:ELSE CLS#1:PRINTHI,® HARD LUC
K!*:SOUND 7,30,40: SOUND 7,70,40:SOUND 7,
100, 40:FOR i=1 TO 1000:NEXT:BOTD 120

430 x=INT(RND#7+2) 1xhold=y: fx=-]

A4Q x=x+147#(x=B):1F x=xhold THEN IF fx
THEN $x=0:ELSE 420

450 IF alx,y)=2 OR alx,y)=0 THEN 440

460 w=INT(RND44) 1whald=w: fu=-1

470 w=wtl+4# (w=3):1F w=whold THEN IF 4w
THEN +w=0:ELSE 440

480 fva=0:0N wtl BOSUB 530,540,550,560:1
F NOT fvm THEN 470

490 IF INKEY{&T)(>={ THEN #c=0:B0T0 120
300 atx,yladialxl,yli=lzatixsx1}/2, (y+yl
1/2)=2; qub=CHR$ (x+63) +CHRS (y+47) +CHRS (x 1
#b3) +CHRE (y 1+47) : PRINTHI qedt

SOLITAIRE

COMPUTER GAMER MAY 10868

510 LOCATE x#3-1,1+ys2:PRINT USING "k":p
$(2)3:LOCATE x1#3-1,1¢yL#2:PRINT USING *
Y ip$(1):LOCATE 3 ix#n1}/2-1,14y+yliPRIN
T USING "&";p$iD)

320 60TO 350

530 IF afu,y=104>1 OR alx,y=21¢>2 THEN R’

ETURN ELSE fvas-1:xl=x:yi=y-2:RETURN

340 IF alu,y+11<>1 OR atu,y+2)¢32 THEN R
ETURN ELSE fva=-1:xl=xsyl=y+2:RETURN
330 IF alx+l,y)<oL OR alx+2,y}{>2 THEN R
ETURN ELSE fva=-1:x1=x+21yl=y:RETURN

560 IF alx-1,y)¢<>1 OR atx=2,y1¢>2 THEN R

ETURN ELSE #va=-1:xl=x-21y1=y:RETURN

570 ' ae# SOLVE #ie

380 CLS¥1:RESTORE &S0:FOR i=! TO 31:READ
q¥1d0=FNd (0) :d1=FNd (1) :d2=FNd12) 1d3=FNd
(3):PRINTH3,q8;" *;:LOCATE d0e3-1,1+d182
iPRINT USING "%*;p#(2);:LOCATE d2#3-1,1+
d3£2:PRINT USING *&";p#(1):LOCATE J#(d0+
82)/2-1,14d1+d3sPRINT USING "%*3p$1(2)
390 FOR j=1 TO 1000:NEXT:NEXT:PRINTH{,"
FINISHED !":SOUND 7,100,40:SOUND 7,70,4
0+ SOUND 7,30,40:605UB 30:RETURN

400 ° #ee END #us

810 CLS:END

620 ' #&+ DATA UDGs & SOLUTION #+&

630 DATA 40,63,63,63,63,31,7,1,192,0,0,0
19,0,0,0,235,255,0,0,0,0,0,0,3,0,0,0,0,0
10,0,0,0,0,0,0,192,240,240,0,0,0,0,255,2

55,255,255,0,0,0,0,0,3,15,15,50,252, 252,

252,252,248, 224,128,0, 0,255,253, 255, 255,

255,255,0,0,128, 240,248, 60,12, 12

&40 DATA 0,0,255,255,0,0,0,0,0,0,1,15,31
+40,48,48,0,192,240,240,192,0,0,0, 255, 25
5,235,255, 285, 255,0,0,0,3,15,15,3,0,0,0,
248,60,12,12,40,248,224,128,0,0,0,0,0,0,

235,235,31,40,48,48,60,31,7,1,0,0,0,0,0,

0,128,240,0,0,0,0,0,0,255,255,0,0,0,0,0,

0,1,15

630 DATA D2D4,B303,D402,C1C3,0103,0383,F

303,ELE3,D3F3,A3C3, 63E3, 0402, MCH, C3C3,C

2C4,A5CS,D585,C705, 0406, E7CT, 0705, BSOS, £

4E2,GAE4 ESE3 E2E4,D604,D4F 4, 65ES, ELEAF

404

bd0 ° ### TITLES #4#

70 MODE O:INK O,24:INK 1,1:PRINT:PRINT:

PRINT:PRINT:FRINT "  #seetessssnse™ PRI

1 g £":PRINT *  ® SOLITA

IRE #":1PRINT * & E'1PRINT *
EEHERRREREERE"

680 BOSUB 30:BOTOD 50

ANSTRAD

G
X _JOX JOIOX XO
O
®
O

l OCO@®@OO

e

"
&




John Pugh

Your job is to paint the pyramid,
as you jump from place to place
painting it in. But wateh out. for
I the bouncing ball, - that gets
cleverer and cleversr as you
progress, and just wants to
Enock you off.

A variation on the classic
game for the Amstrad from Com-
puter Gamar.

5 ENV 1,1,0,10,1,0,10,1,0,5:ENT 2,5,1,},
1,0,10,9,=4,3

& ERV 2,1,0,5,1,0,5,1,0,3

10 REN painter

20 SYWBOL AFTER 216

21 SyMBOL 217,3,7,7,7,7,7,7,3:SYMBOL 218
y192,224,224,724,224,224,224,1%2

22 SYWBOL 219,3,127,127,127,127,0,0,0:8Y
NBOL 220,192,254,254,2594,254,0,0,0:5YMBD
L 221,0,0,0,0,0,127,127,127

23 SYMBOL 222,0,0,0,0,0,254,254,254

24 SYMBOL 223,7,31,63,127,127,254,252,24
B:SYMBOL 224,224,248,228,1%0,2,1,1,1

29 SYNBOL 225,240,224,224 64 ,64,32,24,7:
SYMBOL 226,3,3,7,14,30,61,248,224

Zb SYMBOL 227,0,0,0,0,0,1,3,7:SYMBOL 228
10,0,24,124,252, 254, 254, 254

27 SYMBOL 229,15,31,31,63,63,31,7,0:5YMB
0L 230,252,252,248,240,224,192,0,0

50 INK 1,00 INK 2,2:INK 3,205 INK 4,41 KK

5,24: [NK &,22:INX 7,265 INK B,11:1NK 5,17
1INK 10,83 INK 11,15

51 INK 12,1Bs1NK 13,25:INK 14,163 INK 15,
J:MODE 0

55 FOR t=1 TO 10:hi{t)=0:hi$it)="ANSTRAD
*:NEXT

57 sc=0:1i=31clq=5:60508 &00

56 WINDOW #5,1,20,1,22:PAPER #5,1:CLS #5
tWINDOW #2,1,10,23,25:PAPER #2,1:PEN 12,
4:CL5 82

59 WINDOW #3,11,20,23,25:PAPER 43,11PEN

#3,8:CL5 43

&0 BOSUR 100

&4 PRINT CHR${22)+CHR# (1)

65 LOCATE 1,1:PEN 12:FOR t=1 7O li

&6 PRINT CHR#(217);CHR$ (2181 ;2 NEXT

67 PEN 9:LOCATE 1,2:FOR t=1 TO 1i:PRINT

CHR$1219) ; CHR$ (220) § s NEXT:PEN 4:LOCATE |
y2:FOR t=1 TO 1i:PRINT CHR$(221};CHR$(22
2) 3 sNEXT

6B CLS #2:PRINT 92,"5C0RE "sc

6% CLS 03:PRINT #3,"HIGH "HI(1):PEN 43,
12:PRINT #3,"LEVEL "LE

70 T$=CHRS$ (217)+CHRS (218) 1 MS=CHR(219) +C
HR$(220) s B$=CHRS (221 ) +CHR¥ (222)

------

11 g=500:w=q:pu=294:py=399:PRINT CHR¥{(23
} + CHR${1)efn=pazfy=py-64:$n=1:TAG: FOR
t=1 T0 10:qaf=INKEYE:NEXT

72 col=0:qn=1:B0SUB 205:6070 74

73 CALL EBDI9:TAB:PLOT q,,12:MOVE px,py
tPRINT t$;:PLDT q,w,9:MOVE px,py-16:PRIN
T w85 :PLOT q,w,4:MOVE px,py-16:FRINT b$;
1CALL &BD19:TREOFF:RETURM

T4 ba=10:by=2

75 TABOFF:LOCATE bx,by:PEN 15:PRINT CHRS
(218) ;CHR$ (215) : LOCATE bx,by+l:PRINT CHR
${213) ;CHR$ (212}

76 TAB:8OSUB 73

B0 sco=1:fla=2

82 IF INKEY(&71=0 THEN 90

B3 IF INKEY(71)=0 THEN %1

B4 IF INKEY(301=0 THEN 92

85 IF INKEY{42)=0 THEN 93

By #1a=1:60T0 200

%0 GOSUB 73:mx=-J2:ay=2321x=-11y=-2:60T0
55

%1 BOSUB 73:mx=-32:my=-32:x=-1:y=2160T0
3

52 GOSUB 73:mx=32:my=32:x=11y=-2:5070 %5
93 GOSUB 73:mx=3Z:my=-32ix=11y=1

95 kebusxil=by+yrz=putaxicepy+ay

96 IF 142 DR 1>20 OR TEST{z,c-32)=! OR p
x=fy AND py=fy THEN 300

97 IF TEET(z¢fh,c-320=2 THEN 130

%8 pr=2:pyscibx=kiby=]

99 $1a=0:6070 200

100 REM set up screen

102 PAPER 1:BORDER 2:CLS

{03 PRINT CHR$(22)+CHR$ (1)

104 RESTORE

{105 READ as1F a=235 THEN PRINT CHR$(22)+
CHR$10) tRETURN

106 READ b:LDCATE a,b

107 PEN 2:PRINT CHR$(214);CHR$(215):LOCA
TE a,b+1:PRINT CHRS(213};CHR$(212)

108 LOCATE a,b+L:PEN 4sPRINT CHR$(215};:
PEN 4:PRINT CHR$(214)

109 PEN 4:LOCATE a,b+2:FRINT CHR$(213);:
PEN 4:PRINT CHR$(212)

110 6070 105

120 DATA 10,2,9,4,11,4,8,5,10,6,12,4,7,8
,9,8,11,8,13,8,6,10,8,10,12,10, 14,10

121 DATA §,12,7,12,13,12,15,12,4,14,6,14
(10,14, 14,14, 15,14

122 DATA 3,16,5,16,7,16,9,18,11,16,13,16
15,18,17,16,2,18,4,18,4,18,8,18,12,18,1
4,18,18,18,18,18,255
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131 TAGOFF:LOCATE £00,100: PRINT CHR$(22
PCHR¥ (L) 3 TAG: RETURN

150 col=col+lisc=sc+iesCLS #2:PRINT #2,"
SCORE "sC

151 IF col=38 THEN BOSUB 10:B0TO 155:EL
5€ 98

155 BORDER 2

136 le=le+lisc=sc+10#le+Seciq

137 TAGOFF:PRINT CHR$ (22)+CHR$(0) :PRINT

CHR4 (23) +CHR$ (0) : 607D 58

160 RESTORE 165

161 READ tn:IF tn=255 THEN RETURN:ELSE R
EAD 1g:SOUND 3,tn,1q,15,2,2

162 BOTD &1

185 DATA 358,-2,248,-1,358,-1,268,-2,213
y-1,268,-1,213,-2,179,-6,358,~1,268,~4,2
s

200 BOSUB 205:1F #y<146 THEN $x=29414ya3
99:6070 221

201 IF led4 THEN 230:ELSE qu=INT(RKD(1)#
100+1:1F #8=1 AND gs>5 THEN 220

202 qs=INTIRND{L}#10)+13 IF g5 THEN 207
:ELSE 6070 220

205 TALL BDI9:TABPLOT q,w,cutMOVE fx,f
yPRINT CHRS{223);CHRS (224); :MOVE $x,fy-
16:PRINT CHA$(225) ;CHR$(226);

206 PLOT quw,cd:MOVE fx,$y:PRINT CHR$(22
7)iCHRS (228) ; tNOVE £x,Fy=16:PRINT CHRS$(2
29) ;CHR$1230) ;s TRGOFF : CALL &BD19:RETURN

07 fa=fx=32ify=ty-32:IF TEST(fx,fy-32)=
| THEN fx=fx+32:4y=fy+32:8070 220

208 IF fx=px AND fy=py THEN 500

209 IF cu=l THEN cu=2rcd=1:80T0 210:ELSE
tu={icd=2

210 60SUB 205: fm=0:IF fla=1 THEN BO:ELSE
60T0 75

200 tx=fx+32:8yzby-I211F TEST(fx,fy-32)=
I THEN fx=fx-32:4y=fy+32:60T0 207

221 IF #x=px AND fy=py THEN 500

¥
|

222 IF cus! THEN cu=2:cd=1:60T0 223:ELSE
cuslicd=2

223 BOSUB 205:1F fla=! THEN B0:ELSE BOTD
75

230 1F px{fx THEN 207:ELSE BOTD 220

500 BOSUB 73:50SUB 205:50SUB S10:FOR t=]
TO 1000:NEXT:LI=LI-1:1F L1=0 THEN 520
501 TABOFF:PRINT CHR$(Z2)+CHR$(0):6070 8

8

S10 RESTORE 515

91 READ tniIF tn=255 THEN RETURN:ELSE R

EAD 19:SOUND 3,tn,lq,15,1,2

312 601D 511

S13 DATA 379,-2,402,-1,379,-3,253,-4, 268
v~1,253,-2,338,-2,319,-2,338,-2,379,-5,2

93

520 CLS:IF SC{=HI(10) THEN S40:ELSE T=10

921 IF Ts0 THEN T=1:60T0 522:ELSE IF sc(
=hi(t) THEM T=T+1:G0T0 522:ELSE T=T-1:80
10 521

922 PEN 2¢PRINT®!'CONGRATULATIDNS'!'*:PEN
4:PRINT:PRINT:PRINT® YOU HAVE THE NO o
Ty" TOP":PEN 3:PRINT" ECORE!"

523 PRINT:PRINT:PRINT:PEN 10:PRINT® USE
I-X KPU*tPRINT® TO ENTER NAME®

326 PEN S:LOCATE 1,13:PRINT*ABCDEFBHIJKL

MNOPBRST*: LOCATE 1,15:PRINT*UVKYYZ “sCHR
$(242) 5 1PEN 4:PRINT'E*:FOR R=10 TO T STE

P =1:HI(R)=H1 (R=1) s HI% (R) =HI$ (R-1) 1NEXT

327 Y=LiY={4sPEN J:PRINT CHR$(22)+CHR$ (0
}tPRINT CHR$(23) +CHR$(0) : LOCATE g9, 20:PR}
NT"22zzzzasaa; [§=""

329 LOCATE X,Y:PRINT CHRS (240

530 AS=INKEYS:A$=UPPERS (A$):1F A$="1" TH

EN 535

331 IF A%="1" THEN 534

332 IF A$2"P" THEN 537

333 6070 529

334 LOCATE X,Y:PRINT® “1RETURN

535 IF X=1 AND Y=16 THEN BOSUB 534:X=20:

Y=14160T0 529:ELSE IF X=1 AND ¥=14 THEN
BOBUB 534:X=9:Y=14:6070 529:ELSE GOSUR 5

341 0=X-1:6070 529

936 IF Y=14 AND X=20 THEN GOSUB 534:1=1:

Y=18:807T0 S291ELSE IF X=9 AND Y=1é THEN

BOSUB 534:X=1:¥=14:6070 529:ELSE GOSUR 5

I4: X=1+1:6070 529

537 IF LEND$))9 AND (Y=14 DR X()9) THEN
929:ELSE IF Yal4 THEN 540

338 IF X=7 THEN X$=" ":B0TD 545:ELSE IF

=8 THEN B0SUB 534:607T0 527:ELSE IF X=9

ANSTRAD

THEN 550

339 X§=CHR#iX+B4) ;607D 545

540 X$=CHRS (X+54)

343 Ds=D$+X$;L0CATE 5,20:PRINT D$:8070 §

29

930 HIAT)=SCsHI$(T)=Ds

560 CLS:FEN 4:LOCATE 1,1:PRINT*!® HALL

OF FAME !!'":PEN 10:LOCATE 1,2:PRINT" ===

=zEEsssr=z=zzsszsst

561 FOR T=1 TO 1OtPEN T+1:LOCATE 1,T+34(

t-1):FRINT T:LOCATE 4,T+3+(t-1):PRINT HI

$(T)ILOCATE 13, T+3+(t-1):PRINT HI(T)INEX

T

362 LOCATE 2,24:PEN 7:PRINT*PRESS ASPACE

ul

363 AS=UPPERS (INKEYS):[F A$(>" " THEN 54

3

364 6070 57

600 CLS:BOSUB 100:LOCATE 1,1:PRINT CHR${
L1):PEN 2:LOCATE 7,1tPRINT*BRUSH UP*;PEN
12:LOCATE 7,2:PRINT®=2=z52=x"

601 PEN 71LOCATE 1,3:1PRINT*BY.J.PUGH"

602 LOCATE 12,3:PRINT CHR$(1564);"JAN 198

bi

603 PEN 4:LOCATE 3,24:PRINT*1) INSTRUCTON

§":PEN 101LOCATE 7,25:PRINT*2)PLAY"

b04 A$=INKEYS$: A=VAL(AS$):IF AC1 OR A)2 TH

EN 404

05 IF A=l THEN 620

b0& CLS:LOCATE 1,10:PEN 7:PRINT"ENTER ST

ARTING LEVEL®:LOCATE 7,12:PEN 12:PRINT®(
j=-4)"

607 A¥=INKEY$:A=VAL{A$):IF ACL DR AX4 TH

EN 607

b0B LE=A:RETURN

610 5070 619

620 MODE 1:PEN 11:CLS:LOCATE 17,1:PRINT®

BRUSH UP*:LOCATE 17,2:PRINT*==eanszz";|

CATE 3,5

b21 PRINT*Buide your paintbrush around t

he blocks,colouring thew red,while avoid

ing the bouncing beach ball."

622 LOCATE 3,8:PRINT'Contact with the ba

11 or falling of#f the blocks loses yo

ua life,of which youhave 3,"

624 LOCATE 3,12:PRINT"CONTROLS:-"

825 LOCATE 7,14:PRINT"@  R":LOCATE 7,1

S:PRINT® @ /*:LOCATE 7,14:PRINT® ()*

626 LOCATE 7,17:PRINT" / &*:LOCATE 7,18

:PRINT®Z  C°

627 LOCATE 3,20:PRINTPRESS ASPACEU"

628 A$=INKEY$:IF A$()" * THEN 428

629 MODE 0:B0TD 600




party
remem

ou

is disp

10 DIN DBJ$(500) ,0B#(43) ,end (45)
20 FOR x=1 TO #1:READ ob®(x) tNEXT
30 BOBUD 2350
40 BOSUB 2520
30 BA=iil=izL]=]
60 1=1:0=50
70 BOSUB 400
BO IF 1{42 THEN @=50:60SUB 470 ELSE BOTD
3040
90 CLS #1:PRINT #1," 4 sNEND
RISE NOWG®®&s " ;PEN #1,2
100 FOR X=1 TO 500#1:NEXT
110 PRINT CHR${7);3CLS #1:PRINT B1,"
P d e TINE'S UP # & # 2"
120 FOR X=1 TO S:FOR Y=1 TO 20:NEXT:PRIN
T CHR$1(7); tNEXT
130 PLOT 17,3B3:FOR X¥=1 TD 320:DRAWR 404
10, 0:HOVER -406,-1:NEXT:DRANR 1,1,1

This game simulates

objects. In this computeris-

ed version
starts off with one .
and as you remember sach
sereen of objects works its
up to forty one items.
have three lives
which are lost everytime
%g?u guess an object wrong-
T;if;nn;nmu&tnlt Lime.
1t you gu
jects, without chea ;
then you have a br
memory.

Hints & '.I.'ips

If you want to see all forty-
one objscts then you ecan
write down the names of the
items Bﬂ&ﬂlé?lnﬁ & new item
ad.

Don’t type in the objeet

‘fhmdhfﬁJVGEﬁgg
a number of

oo

ess all 41 ob-

140 CLS #1:PRINT 41," Name one of the o
bjects you saw:- *;

150 I4="":AN$="":T]=2]

160 PRINT B1,"8";

170 I$=1NKEYS

180 IF I#=CHR$(13) THEN SOUND 4,120,10,1

5:6070 250

190 IF I$=CHR$(127) AND LEN(ANS$)»=1 THEN
AN$=LEFTS (ANS ,LEN(ANS)-1) 1 SOUND 1,2000,

5,15tPRINT #1,**;:PRINT #1§°;:6070 22

0

200 IF I$=CHR$(127) THEN BOTD 220

210 IF 1$<>"™ THEN SOUND 1,100,9,15:PRIN
T #1,";UPPERS (15); 47 ; 1 ANS=ANS +1$

220 TI=TI-0.04: IF TI<=0 THEN CLS #1:PRIN
T#," You are out of tise .....cvvuuee

"1FOR t=1 TO 100:PRINT CHR${7);:NEXT:FOR
t=1 70 2000:NEXT:BOTD 250

230 LOCATE 42,2,1:PRINT #2," Time = *IN
TATI);:LOCATE #2,2,2:PRINT #2," Lives =
"L
240 6DTO 170
250 AN$=UPPERS (ANS):FOR X=1 TO I:IF AN$=
OB$(1) THEN N=N+1
260 IF AN#=0B$(X) THEN @=X:ON X BOSUB 47
B,ESO,S?&,HG,HO,H,?BO,BSU,EEOJIU,?B
0,1050,1110,1180,1230,1270,1310,1340, 140
ﬂ,!#ﬁﬂ.1490.1540,15?0,1&30,165&,1?20,1?&
0,1810,1860,1910, 1940, 2010, 2050, 2100, 215
0,2190,2240,229072340, 2380, 2430, 2470: 60T
D 320
270 IF AN$=DB$(X) THEN BOTD 320
280 @=41:NEXT
290 PRINT #1," t2+8 WROD
N 6 ##&#%;L1=L1-1:FOR X=1 TD 20:F
OR Y=1 TO 5tSOUND 5,100%Y,3, 15iNEXT:NEXT
300 IF LI=0 THEN 60TD 340
310 BOTOD 140
320 IF AN$=0B#(Q) THEN OB$(@)="1XIXI"
330 IF N=1 AND I=A! THEN I=42:FOR X=1 T
1200:NEXT2:60TD 80
340 IF N=2 AND 7(42 THEN PLOT 17,383:CLS
#1:FRINT 81,* # 0.K. NOW TRY TO
REMEMBER"; 1+1y "OBJECTS #":FOR X=1 TO 12
O0:NEXT:FOR X=1 TO 320:DRANR &06,0,0: MOV
ER -60&,-1:NEXTIDRANR 1,1,1:N=03=1+]1N=
O:RESTORE:FOR X=1 TO 41:READ DBS$(X) :NEXT
16070 80
350 60TO 140
360 CLS BL:PRINT #1," YOU LDST AL
L YOUR CHANCES '' HARD Luck 1!
You guessed®;I-13" objec
ts"
370 FOR X=10 TO 1000 STEP 15:50UND T.0,4
+ LSINEXT
380 FOR T=! TO 3000:NEXT:60TD 30
380 X=1
400 MODE 2:PAPER O:PEN 1:CLS
410 MOVER 10,60:FOR X=1 TO b:MOVER 1,1:D
RAWR 520-X#2,0,1:DRANR 0,330-Y#2: DRANR -
6204X#2,0: DRAWR 0,-330+1#2
420 NEXT .
430 MOVE 50,215
440 WINDOW #1,2,60,23,24:NINDON 2,43,78
23,24
450 PAPER #1,1:PEN #1,2:CLS #1:PAPER #2,
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1:PEN #2,2:CL8 #2:PAPER 42,1

450 RETURN

470 REM

480 PLOT &0,375:FOR X=1 TO 4:DRAWR 20-1#
2,0:DRAWR 0,-314X#2: DRANR -20+X#2,01DRAN
R 0,31-Xe2:NOVER 1,-1:NEXT

490 MOVER -3,-10:FOR X=1 TO 4:DRAWR -30,
O:MOVER 30,1:NEXT

500 MOVER -30,0:FOR X=1 TO 4:DRANR 0,-15
s L:MOVER 1, 153NEXT

310 MOVER &5,0:FOR Y=1 TO 4:DRAMR 0,-10:M
DVER 1,10:NEXT

520 LOCATE 5,4:PRINT *KEY"

530 IF @=1 THEN RETURN

540 IF 142 THEN RETURN

930 PLOT 130,200:DRANR 30,0:DRANR 0,10:D
RANR -3,-3:DRANR -3,3:DRAWR -3,-3:DRANR
=3,31DRANR -3,-3:DRAWR -3,3:DRANR -3,-3:
DRANR -3,3:DRAMR -3,-3:DRAWR -3,3

560 DRANR 0,-10:DRANR -1,-9:DRANR -5,-3:
DRANR -2,-10:DRANR 10,0:DRANR 0,-3,1:DRA
WR 5,0:DRANR -5,-2:DRANR 0,-10:DRAWR 15,
5

570 MOVER 5,-10:FOR X=1 TO B:DRAMR -5,40
:MOVER 7,-40:NEXT:MOVER -33,342DRANR oy
2:DRANR -5,-2

580 LOCATE 1b,1&:PRINT "KING®

590 IF @=2 THEN RETURN

600 IF 1¢3 THEN RETURN

610 PLOT 40,115:0RANR 25,0:DRAWR 0,-15:D
RAKR -25,0:DRANR 0,15:MOVER 1,0:FOR X=1
T0 4:FOR Y=1 TD 3:DRANR 0,-15:MOVER 1,15
tNEXT:HOVER 4,0:NEXT

620 MOVER -4,-7:DRAWR 10,10:DRANR 0,-20:
DRANR -10,10:MOVER -25,0:DRANR -10,10:DR
RHR 0,-20:DRANR 10,10

630 LOCATE 5,20:PRINT "SMEET*

b40 IF Q=3 THEN RETURN

b30 IF I1¢(4 THEN RETURN

660 PLOT 400,200:DRANR 30,0:DRANR 0,10:D
RANR 10,-10: DRAWR -10,-10:DRANR 0,10

670 MOVER -40,10:FOR X=1 TO 3:DRANR 10,-
10:DRANR -10,~10:MOVER 3,20:NEXT

680 LOCATE 50,14:PRINT “ARRON"

690 IF @=4 THEN RETURN

700 IF 1¢5 THEN RETURN

710 PLOT 300,3601DRANR 20,0: DRANR 0,-20;
DRANR ~20,0: DRANR 0,20:DRANR 20,103 DRAWR
20,010RANR =20, -101NOVER 0,-201DRAWR 20
10t DRANR 0,20

720 LOCATE 39,5:PRINT *BOX"

730 IF =3 THEN RETURN

740 IF I¢6 THEN RETURN

750 PLOT 560,140:FOR X=1 TO 10:DRAMR 30,
O:NOVER -30, 1: NEXT

COMPUTER GAMER MAY 1986
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760 MOVER 10,10:FOR X=1 TD 10:DRANR 0,-3
O:MOVER 1,50:NEXT

770 LOCATE 71,19:PRINT *CROSS"

780 IF Q=4 THEN RETURN

790 IF 2¢7 THEN RETURN

B0O PLOT 300,255:DRANR 3,0 DRANR 0,-60:0
RAWR -3,0:DRANR 0,60:NOVER 153,0:DRANR 3,
0:DRAWR 0,-60:DRANR -3,0:DRANR 0,40

BLO MOVER -12,-3:FOR ¥=1 TO 10:DRANR 12,
O1HOVER -12,-8:NEXT

B20 LOCATE 37,14:PRINT “LADDER®

B30 IF @=7 THEN RETURN

840 IF I{B THEN RETURN

850 PLOT 100,340:DRANR 40,0:DRAWR 0,-b1D
RANR =40,0:DRANR 0,4

B60 FOR X=1 TO [4:DRANR 0,10:MOVER 3,-10
INEXT

B70 LOCATE 14,4:PRINT*CONB"

BBO IF =8 THEM RETURN

B90 IF I¢9 THEN RETURN

900 PLDT 25,320:FOR X=1 TO &:DRAWR 30,0:
HOVER -30,-1:NEXT

910 MOVER 30,0:DRANR 0,10:DRANR &0,0:DRA
Wk -60,-15:DRAWR 0,5

920 LOCATE &,7:PRINT *KNIFE®

930 IF @=9 THEN RETURN

940 IF 1¢10 THEN RETURN

950 PLOT 280,308:DRANR 36,0: DRANR -18,-1
B:DRANR -18,18

760 MOVER 0,-12:DRANR 34,0:DRANR -18,18:
DRAWR -1B,-18

970 LOCATE 3&,B:PRINT *STAR®

980 IF @=10 THEN RETURN

990 IF I<1! THEN RETURM

1000 PLOT 95,100:FOR X=1 TO &:DRAWR. 30,0
{HOVER -30,1:NEXT

1010 FOR X=1 TO &:DRANR 25,0:MOVER =25,1
tNEXT

1020 FOR X=1 TO 4:DRANR 19,0:MOVER -19,1
tNEXT:FOR X=1 TO 4:DRANR 13,0:MOVER =13,
11NEXT

1030 FOR X=1 TO 6:DRAWR 7,0:MOVER -7,1:N
EXT

1040 LOCATE 12,20:PRINT "STAIRS"

1050 IF @=11 THEN RETURN

1040 IF 2112 THEN RETURN

1070 PLOT 232,340:DRANR 0,301 DRANR 4,0:0
RAWR 0,-41DRANR 4,0:DRANR 0,4: DRANR 4,01
DRANR 0,-41DRANR 4,0:DRANR 0,41 DRANR 4,0
1DRANR 0,-10:DRANR -10,0:DRANR 0,-5:DRAN
R 4,0:DRANR 0,-4:DRANR 4,0:DRANR 0,4:DRA
BR 4,0:DRANR 0,-4:DRAWR 4,0 -

1080 DRANR 0,4:DRANR 4,0:DRANR 0,-4:DRAN
R 4,0:DRANR 0,4:DRANR 4,0:DRANR 0,5:DRAW
R -10,0:DRAWR 0,10:DRANR 4,0:DRANR 0,-4:
DRAWR 4,01 DRAWR 0,4:DRANR #,0: DRANR 0,-4

:DRANR. 4,0

1090 DRANR 0,4:DRAWR 4,0:DRANR 0,-30:DRA
NR-10,0:DRAWR 0,20:NOVER 0,-20:DRANR -28

10:DRANR 0,20:NOVER 0,-20:DRANR -10,0
1100 LOCATE 30,5:PRINT *CASTLE*

1110 IF Q=12 THEN RETURN

1120 IF €13 THEN RETURN

1130 PLOT 540,339:DRANR 0,40:MOVER 1,-40

1DRANR 0, 40:MOVER 1,-40:DRAWR 0,40

1140 MOVER 0,-2:DRAMR 30,0:DRAMR 0,-15:D

RAWR -30,0:DRANR 0,15

1150 FOR X=1 TO 10:DRANR 0,-15:NOVER 1,1

StNEXT:MOVER 10,0

1160 FOR X=1 TO 5:DRAWR 0,-15:MOVER 2,15

tNEXT

1170 LOCATE 67,5:PRINT *FLAG®
1180 IF B=13 THEN RETURN

1190 IF 1¢14 THEN RETURN
1200 PLOT 484,198: DRAWR 14, 0: DRANR 0,-3:
DRAMR =14,0: DRAR 0,3MOVER 2,01 DRANR 0,
~10: DRANR -5,-10:DRANR 0,-30:FOR X=1 TO
25:DRANR 20,0t MOVER 20, 1:NEXT: NOVER 20,
0:DRAWR 0,5:DRANR -5, 10:DRANR 0, 10

1210 FOR X=1 TO S:DRAWR 0,-2:MOVER -2, 2:
NEXT

1220 LOCATE 40,17:PRINT*BOTTLE®

1230 IF @s14 THEN RETURN

1240 IF 2<15 THEN RETURN

1250 PLOT 340,345:DRANR 15,-10: DRANR 30,
20:DRANR ~30,-30: DRANR -15,20

1260 LOCATE 46,5:PRINT *TICK"

1270 IF =15 THEN RETURN

1280 IF I¢16 THEN RETURN

1290 PLOT 150,109: DRANR 0,-3:DRAWR 30,0:
DRAWR 0,-8:DRANR 15,0: DRANR 0, 3:DRANR -1
2,0:DRANR 0,5:DRANR 12,0:DRANR 0,3: DRANR
-12,0:DRANR 0,5:DRANR 12,0:DRANR 0,3:R
AWR -15,01DRANR 0,-B:DRANR -30,0

1300 LOCATE 21,20:PRINT *FORK*

1310 IF @=16 THEN RETURN

1320 IF 1¢17 THEN RETURN

19




1330 PLOT 594,347:FOR X=1 TO 4:DRAWR 0,-
20:MOVER 1,20:NEXT:NOVER 8,-20:DRANR -20
y0:DRANR 0,-35:DRAWR 5,-5:DRANR 10,0:DRA
KR 5,5:DRANR 0,35

1340 DRANR -12,0:DRAWR 2,-10:DRAWR 2,10:
MOVER -12,-25:FOR X=1 TO 3:DRAWR 19,0:H0
VER -19,-2:NEXT

1350 LOCATE 74,7:PRINT"BAT®

1360 IF B=17 THEN RETURN

1370 IF 1¢18 THEN RETURN

1380 PLOT 340,2B2:FOR X=1 TO 4:DRANR 20,
0:MOVER -20,-1:NEXT:NOVER 20,4:DRANR 0,-
10:DRAWR 45,0:DRANR 3,10:DRANR -48,0
1390 LOCATE 73,9:PRINT *FAN'

1400 IF @=18 THEN RETURN

1410 TF <19 THEN RETURN

1420 PLOT 180,340:DRANR 0,-50:DRANR -30,
0:DRAWR 0,50:DRANR 30,0:MOVER -30,0:DRAN
R b;6:MOVER -4,-4:FOR X=1 T0 3J:DRANR 30,

0:MOVER -28,2:NEXT

1430 MOVER 28,-2:FOR X=1 TD 3:DRAWR 0,-5

01MOVER -2, 483 NEXT

1440 LOCATE 20,7:PRINT"BOOK"

1450 IF B=19 THEN RETURN

1460 IF I{20 THEN RETURN

1470 PLOT 30,280:DRANR 4,0:DRANR 0,-20:
DRAWR -4,0:DRAMR 0,20:MOVER 4,-12:DRANR
435,0:DRANR 5,2:DRANR -5,2: DRANR -45,0
1480 LOCATE &,10:PRINT®NAIL"

1490 IF @=20 THEN RETURN

1500 IF Z¢21 THEN RETURN

1510 PLOT 32,145:FOR X=1 TO 15:DRANR L5,

0O:MOVER -15,1:NEXT:NOVER 3,0:FOR X=1 TO
10:DRANR 9,0:NOVER -9, 1sNEXT

1520 MOVER -10,0:DRAMR 28,0:DRANR 0,25:D

RANR -28,0:DRANR 0,-25:MOVER 2,0:FOR =1
T0 14:DRAWR 0,25:MOVER 2,-25:NEXT

1330 LOCATE 4,17:PRINTLANP®

1540 IF @=21 THEN RETURN

1350 IF {22 THEN RETURN

1560 PLOT 73,162:DRANR 20,0:MOVER -12,0:
DRANR 0,20:DRANR 3,0:DRANR 0,-20

1570 HOVER &,20:DRAKR -15,0:DRANR 0,20:M
OVER 0,-20:FOR X=1 TO 14:DRAWR 15,01HOVE
R -15,1:NEXT:MOVER 15,0:DRANR 0,6

1580 LOCATE 9,16:PRINT *BLASS"

1590 IF @=22 THEN RETURN

ol I

.——

1600 IF 1¢23 THEN RETURN

1610 PLOT 576,254:FOR Y=1 TO &:DRANR 30,

01MOVER -30,-6:NEXT:MOVER 0,36:FOR Y= T

D 6:DRANR 0,-30:MOVER 6,30:NEXT

1620 LOCATE 73,12: PRINT*BRID"

1630 IF 0=23 THEN RETURN

1640 IF 1¢24 THEN RETURN

1650 PLOT 110,275:DRANR 50,0:DRANR 0,-30

sDRANR -50,0:DRANR 0,30:DRANR 25,-20:DRA

WR 25,20:HDVER 0,-30

1660 DRANR -18,15: NOVER 18,-15:NOVER -50

,0:DRAWR 18,15

1670 LOCATE 14,111 PRINT*ENVELOPE®

1680 IF Q=24 THEN RETURN

1690 IF 1¢25 THEN RETURN

1700 PLOT 200,280: DRANR 0, -50:MOVER -20,

20:FOR X=1 T0 20:DRANR 21-X,-8:DRANR 21-

X,B:NOVER -41+X82, 3:NEXT

1710 LOCATE 24,12: PRINT*TREE®

1720 IF @s25 THEN RETURN

1730 IF 126 THEN RETURN

1740 PLOT 240,260:FOR X=1 TD 3:DRANR 0,8

21MOVER 1,-42:NEXT:NOVER 0,40:DRANR 15,0
:DRANR 0,-20:DRAWR -15,0:MOVER 13,20:DRA

WR 0,-20

1750 LOCATE 31,10:PRINT *AE®

1760 IF @s26 THEN RETURN

1770 IF 1427 THEN RETURN

1780 PLOT 230,224:DRANR 15, 15:DRANR 15,-
15:DRANR -15,-15:DRANR -15,15: DRANR 30,0
tNOVER -15,15: DRAWR 0,30

1790 DRAWR 0,-50:MOVER 0,10:FOR X=1 TO 4
:DRANR -3,3:DRANR 0,-b:DRANR &,5:DRANR 0
,-b1 DRANR -3,3:NOVER 0,10:NEXT

1800 LOCATE 30,16:PRINT *KITE"

1810 IF =27 THEN RETURN

1820 IF 1428 THEN RETURN

1830 PLOT 200,200:DRANR 0,-20:DRAWR 10,0

1DRANR 0,-5:DRANR -10,0:DRANR 0,-10:DRAN

R-5,0:DRANR 0,10:DRAMR -20,0:DRANR 25,25
1840 MOVER -5,-11:DRAWR 0,-10:DRANR -10,

0: DRANR 10,10

1850 LOCATE 23,16:PRINT "FOUR"

1840 IF 0=28 THEN RETURN

1870 IF 1¢29 THEN RETURN

1880 PLOT 235,120:DRANR 0,-15:DRAMR -5,-

53 DRAWR -10,0:DRANR -5,5: DRANR 0, 15: DRAW

R 20,0:MOVER 1,-2:DRANR B,0:DRANR 0,-10:

DRAWR -8,0

1890 NOVER 0,3:DRAMR 5,0:DRAWR 0,5:DRAWR
-5,0

1900 LOCATE 28,20:PRINT *CUP*

1910 IF B=29 THEN RETURN

1920 IF 1430 THEN RETURN

1930 PLOT 420,376:DRANR 24,01 DRANR 0,-31
DRAWR -24,0:DRAWR 0,3:MOVER 2,0:FDR X=i

T0 B:DRAWR 0,-3:MOVER 3, 3:NEXT

1940 NOVER -5,-3:DRANR 0,-7:DRANR 5,-5:0
RANR 0,-20:DRANR -28,0:DRAWR 0,20:DRANR

5,5:DRANR 0,7:MOVER 2,-12:FOR X=1 T0 15:
DRANR 15,0:MOVER -15,-1:NEXT

1950 LOCATE 53,5:PRINT "JAR"

1960 IF =30 THEN RETURN

1970 IF 1¢31 THEN RETURN

1980 PLOT 32,230:DRANR 50,0:DRANR 0,-4:0
RAWR -50,0:DRANR 0,4:FOR X=1 TD 4;DRAWR

B,0:MOVER -B,-1:NEXT

1990 MOVER 42,4:FOR X=1 TO 4:DRANR 8,0:M
OVER -B,-11NEXT

2000 LOCATE &,12:PRINT *MAND®

2010 IF @=31 THEN RETURN

2020 IF 1¢32 THEN RETURN

2030 PLOT 283, 146:FOR x=1 TO 30:DRAWR &0
-{x#2) ,01DRAWR -30+x,30-x:DRANR -304x,-3
O+x:MOVER 1, 1:NEXT

2040 LOCATE 3b,17:PRINT "TRIANBLE"

2050 IF @=32 THEN RETURN

2060 IF 133 THEN RETURN

2070 PLOT 465,380:FOR X=1 70 S:DRANR 40,
0:MOVER -40,-1:NEXT:FOR Y=1 TO 25:DRANR

5,0:MOVER 30,0:DRANR 5,0:MOVER -40,-1:NE
XT:FOR X=1 TO 5:DRAWR 40,0:MOVER -40,-1;
NEXT

2080 FOR X=1 TO 5:DRANR 10,0:MOVER 20,0:
DRAWR 10,03MOVER -40,-1:NEXT:FOR X=1 TD

18:DRAWR 40,0:MOVER -40,-1:NEXT

2090 LOCATE &0,4:PRINT *DODR"
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2100 IF 0=33 THEN RETURN

2110 IF 1¢34 THEN RETURN

2120 PLOT 280,11B:DRANR 40,0:MOVER -40,-
1:DRANR 40,0:MOVER -33,7:FOR X=1 TO 9:DR
AWR 0,-14:MOVER 4,14:NEXT:MOVER -44,-14;
DRANR 0,20:DRAMR -5,0:DRANR 0,-20: DRAWR
5,0

2130 MOVER 17,7:DRANR 0,-20:MOVER 1,0:DR
AWR 0,20:DRANR 0,-20:MOVER -10,0:FOR X=I
TO 4:DRAWR 20,0:MDVER -20,1:NEXT

2140 LOCATE 35,20:PRINT "AERIAL

2150 IF @=34 THEN RETURN

2160 IF 1¢35 THEN RETURN

2170 PLOT 347,320:DRAWR 7,-7:DRANR 7,7:D

RANR 20,-10:DRANR -4, -10:DRANR -8,4: DRAN

R 0,-30:DRAWR -30,0:DRANR 0,30:DRAWR -8,
=4:DRAWR -4, 10:DRANR 20,10

2180 LOCATE 43,9:PRINT *SHIRT*

2190 IF @=35 THEN RETURN

2200 IF 2436 THEN RETURN

2210 PLOT 340,155:DRAMR 40,0:DRANR 0,-50
1DRAWR ~40,0:DRAKR 0,50:MOVER -5,0:DRANR
50,0:DRAWR 0,51DRANR -10,5: DRANR -30,0:
DRAWR -10,-5:DRANR 0,-5:MOVER 0,~50: DRAW

R 50,01

2220 DRAWR 0,-5:DRANR -50,0:DRAWR 0,5:M0

VER 7,44:FOR Y=1 TD #:FOR X=1 TO 5:DRAWR
0,-40:NDVER 1,40:NEXT:MOVER 5,0:NEXT:MD

VER -25,17:DRANR 0,51DRANR 5,0:DRANR 0,~

S:MDVER 2,0:DRANR 0, 7:DRANR -9,0: DRANR 0

-7

2230 LOCATE 45,20:PRINT *DUSTBIN®

2240 IF Q=34 THEN RETURN

2250 IF 1437 THEN RETURN

2260 PLOT 405,280:DRANR 20,0:DRANR 0,25

DRANR -10,10:DRAWR -10,-10:DRAWR 0,-25:M

OVER 0,3:DRANR -15,0:DRAWR 15,20:NOVER 2

0,0:DRAWR 15,-20:DRANR -15,0

2270 MOVER -10,25:DRANR &,-6:DRANR 0,-4:

DRAWR =12,0:DRANR 0, 4:DRANR &,6

2280 LOCATE 50,9:PRINT "ROCKET"

2290 IF =37 THEN RETURN

2300 IF 1¢38 THEN RETURN

2310 FOR X=1 TO 180 STEP 5:DEG:PLOT 482+
10¥COS (K),270+10#SIN(X) :NEXT:FOR X=! TO
180 STEP 5:DEG:PLOT 462+10#COS(X),270+10
¥SINCL) I NEXT

2320 MOVER 40,0:DRANR -20,-30:DRAWR -20,
30:MOVER 1,0:DRAWR 20,-30:DRANR 20,30
2330 LOCATE 58,11:PRINT "HEART®

2340 IF Q=38 THEN RETURN

2350 IF 1¢39 THEN RETURN

2360 PLOT 450,105:DRANR 0,-3:DRANR 50,0:
DRANR 0,3:DRANR -50,0:DRANR 0,10:DRANR 3
0,0:DRANR =&, 6:DRANR 3,0:DRANR 23,-10:DR
AWR 0,-8 '
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2370 LOCATE 57,20:PRINT *SLIPPER"

2380 IF Q=39 THEN RETURN

2390 IF 2¢40 THEN RETURN

2400 PLOT 380,250:DRAWR 10,03 DRANR 0,-b:

DRAWR ~2,0:DRANR 0,-20:DRANR 3,0:DRANR 0
,~b:DRANR -3,-3:DRAWR -b,0:DRANR -3,3:DR

ANR 0,6:DRAWR 3,0:DRANR 0,20:DRANR -2, 0:

DRANR 0,6

2410 PLOT 350,235:FOR X=1 TO 5:DRANR 32,

0:NOVER -32,-1:NEXT

2420 LOCATE 42,12:PRINT "HAMNER®

2430 IF Q=40 THEN RETURN

24040 IF 1¢41 THEN RETURN

2450 PLOT 555,270: DRAWR -15,0:FOR X=1 T0
b:DRANR 0,-50:NDVER 3,50:NEXT:NOVER -3,
~501DRANR -15,0:DRAWR 7,-15:DRAWR 0,-5: M

ANSTRAD CPC464

94x#2,-LINEAT:NOVER 30, 15:FOR x=1 TO 15:
DRANR 40-x¥2,0:NOVER -394x#2, 11 NEXT
2580 MOVER -20,7:FOR x=1 TO 10:DRANR 0,-
100+x#2:NDVER ~1,99-x32:NEXT: NOVER 12,10
sFOR x=1 TO 9:DRANR 0,-100+x#2: NOVER 1,9
§-x#2:NEXT:MOVER 42,16:FOR x=1 TO 15:DRA
WR 0,-120+x2:MOVER -1, 119-x32:NEXT
2590 MDVER 30,15:FOR ¥=1 TO 15:DRAWR 90-
X42,0:MOVER -89+142,-1: NEXT: HOVER -20,10
tFOR X=1 TO 15:DRANR 0,-50+X#2:NOVER 1,4
9-X421NEXT:NOVER -15,-40:FOR X=1 T0 15:D
RANR 0,-50+X#2:NOVER 1,49-X#2: NEXT: NOVER
~B,-401FOR Y=1 TO 15:DRANR 90-X#2,0:NOV
ER -B9+X#2,1
2600 NEXT:MOVER -17,43:FOR X=1 TO 10:DRA
NR 70-X#2,0:MOVER -69+142,-1:NEXT: NOVER

. fg'

=
—=

‘LADD

OVER 0,5:DRANR 7,15

2440 LOCATE 8, 14:PRINT "PEN"

2470 IF Q=41 THEN RETURN

2480 1F 1¢42 THEN RETURN

2490 REM ### BUESSED ALL THE DBJECTS #s#
2500 CLS #1:END

2510 SYNBOL AFTER 34

2520 SYMBOL 35,255,255,255,255,255,255,2
55,255

2530 RETURN

2540 DATA KEY,KING,SWEET ,ARRDN,BOX ,CROSS
LADDER, CONB, KNIFE, STAR, STAIRS, CASTLE, FL
AB BOTTLE, TICK,FORK, BAT ,PAN, BOOK, NALL , LA
WP, 6LASS, BRID, ENVELOPE , TREE, AXE, KITE, FOU
R,CUP, JAR, NAND, TRIANGLE , DOOR , AERTAL , SHIR
T,DUSTBIN, ROCKET ,HEART , SLIPPER , HANNER , PE
N

2350 REM + + TITLE SCREEN & #

2560 NODE 13INK 1,13:INK 2,26:PAPER 3:(L
8

2570 PLOT 10,380,2:FOR x=1 T0 15:DRANR 0
,~1204x 82 NOVER 1,119-x#2:NEXT:NOVER -7,
18:FOR x=1 TO 15:DRAWR 40-x¥2,0:NOVER -3

4

a
H
s

58,9:FOR X=1 70 9:DRANR -70+X#2,01NOVER
b9-1#2, LaNEXT

2510 MOVER 35,45:FOR x=1 TO 15:DRAWR 0,-
120+x#2:MOVER 1,119-x#2:NEXT:NOVER -7,18
tFOR x=1 TO 15:DRANR 40-x#2,0:HOVER -39+
x#2,-1:NEXT:MOVER 30,15:FOR x=1 T0 L5:DR
ANR A0-x%#2,0:MOVER -39+x#2,~-1: NEXT

2620 BOVER -20,7:FOR x=1 TO 10:DRAWR 0,-
100+x#2:NOVER -1,99-x#2:NEXT:MOVER 12,10
tFOR x=1 TO 9:DRAWR 0,-100+x#2:MOVER 1,9
F-x#2:NEXT:MOVER 42,14:FOR w=1 TO 15:DRA
WR 0,-120+x#2:NOVER -1, 119-x#2:NEXT

2630 MOVER 30,15:FOR X=1 TO 15:DRAWR BO-
X#2,0:NOVER -79+)#2,-1:NEXT:HOVER -20,10
tFOR k=1 TD 15:DRAWR 0,-105+X#2:HOVER 1,




104-X#2:NEXT: NOVER -10,-95:FOR X=1 T0 15
tDRANR BO-1%2,0:NOVER -79+X#2, 1:NEXT: NDV
ER 47,95
2640 FOR X=1 TO 15:DRANR 0,-105+1#2:NOVE
R -1,104-X82:NEXT
2650 MOVER 30,20:FOR ¥=1 TO 15:DRANR 80-
X#2,0:MOVER -79+1#2,~1:NEXT:HOVER -20,10
:FOR X=1 TO 15:DRANR 0,-60+X¥2:MOVER 1,5
9-X#2:NEXTINOVER -15,-50:FOR X=1 TO 15:D
RAWR 0,-50+Xs2:NOVER 1,49-Y#2:NEXT:NOVER
70,75:FOR X=1 TO 10:DRANR 0,-50+X%2:NOY
ER -1,49-1%2
2650 NEXT:MOVER 10,101FOR Y=1 TO 9:DRAWR
0,-50+(+2:NOVER 1,49-X#2:NEXT: NOVER -84
,-45:FOR X=1 TO 10:DRANR 75-1#2,0:MOVER
=74+ 182, 1:NEXTINOVER -10,-10:FOR X=1 TO
9:DRANR 75-1#2,0:NOVER ~74+X#2,-1:NEXT
2670 MOVER 70,3:FOR X=1 TO 10:DRANR 0,-5
O+X#2:NOVER -1,49-X#2:NEXT:NOVER 10,10:F
OR K=1 TO 9:DRAWR 0,-50+Xs2:HOVER 1,49-X
+2:NEXT
2680 NOVER 10,B0:FOR X=1 T 15:DRAMR 0,-
60+1#2:MOVER 1,59-X#2:NEXT:HOVER -5,-45:
FOR X=1 TO 10:DRAMR 70-X#2,0:MOVER -69+X
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9-Xse2:NEXT:MOVER -15,-40:FOR Y=t TO 15:D
RANR 0,-30+X¥2:MOVER 1,49-1#2: NEXT:NOVER
-8,-40:FOR X=1 TO 15:DRANR 90-1#2,0:MO0V
ER -B9+X#2,1
2730 NEXT:MOVER -17,43:FOR X=1 TO 10:DRA
WNR 70-X#2,01MOVER -69+X#2,-1:NEXTtNOVER
38,9:FOR X=1 TO 9:DRAWR -70+X#2,0:NOVER
69-142, LNEXT
2740 MOVER 45,50:FOR X=1 TO 15:DRAWR 90-
X#2,0:MOVER -89+X42,-1:NEXT:HOVER -20,10
tFOR X=1 TO 15:DRAWR 0,-50+X#2:MOVER 1,4
F-X82:NEXT:NOVER -13,-40:FOR x=1 TO 10:D
RAWR 90-X#2,0:NOVER -BF+X#2,1:NEXT:NOVER
-10,-10
2750 FOR x=1 TD 10:DRANR 90-X#2,0: MOVER
~89+X#2,-1:NEXT: MOVER 80,3:FOR x=1 7O 15
1DRANR 0,-50+x#2:NOVER -1,49-x#2:NEXT:NO
VER 9,-37:FOR x=1 TO 15:DRAWR -90+X%2,0:
MOVER B9-X#2,1:NEXT
2760 MOVER 30,100:FOR X=1 TO 15:DRAWR 50
-1#2,0:HOVER -49+X#2,-1:NEXT:NOVER 40,15

sk oot cpoad  wpa

eaw an abgect aod
vbh . At ber o ver 1ol
Ehew  sranea S
| Lo madeas ®

£ e

g

- SR R .-=ir!'ti.
o1 i v bl it
TR !

[ ¥ o

EOTHEE K

HOT B

GOy

UrpyY GOOD
BREGEEAMT

HEMSS neods yog !

#2, 11NEXT:MOVER 63,-7:FOR X=1 TO 15: DRAN
R 0,60-X42:MOVER -1,-59+1#2:NEXT: MOVER 9
,=2L3FOR X=1 TO 9:DRANR -70+X#2, 0: NOVER

69-X#2,-1:NEXT

2690 MOVER 15,5:FOR X=1 TO 15:DRANR 0,-
O+1E2:MOVER -1,59-Xe2:NEXT: NOVER 9, -45:F
OR X=1 0 15:DRANR -BO+X¥2,0:NOVER 79-X+
2,11 NEXT

2100 PLOT 120,250:FOR X=1 TO 15:DRANR 30
-X#2,0:MOVER -49+X82,-1:NEXTENOVER 40,15
sFOR X=1 TO 15:DRAMR 50-X#2,0:MOVER -4%+
X#2,-1:NEXT:HOVER -18,10:FOR X=1 TO 10:D
RANR 0,-1204X#2:MOVER -1,119-X42:NEXT: N0
VER 10,10

2710 FOR X=1 T0 10:DRAWR 0,-120+)#2¢MOVE
R 1,119-Xs21NEXT

2720 NOVER 50,15:FOR X=1 TO 15:DRANR 90-
X#2,0:MOVER -B9+1#2,-1:NEXT:NOVER -20,10
sFOR X=1 TO 15:DRAMR 0,-50+X#2:NOVER 1,4

tFOR X=1 TO 15:DRANR 50-X#2,0:MOVER -49+
X#2,-1:NEXT:MOVER -18,10:FDR X=1 TD 10:D
RANR 0,-120+X#2:MOVER =1,119-X#2:NEXT:NO
VER 10,10

2770 FOR X=1 TO 10:DRAWR 0,=120+)X#21MOVE
R 1,119-X#2:NEXT

2780 FOR y=1 TO 5:FOR x=! T0 15

2790 IF X=1 OR X=3 OR X=7 OR X=9 OR X=i]
OR X=13 OR ¥=15 THEN SOUND 1,0,1,15,0,0
1%360T0 2810

2800 SOUND 4,0,1,15,0,0,x

2810 LOCATE 1,1:PRINT *

":1LOCATE 1,25:PRI

NT *

"1NEXT:NEXT

2820 INK 2,26

2830 WINDOW #1,13,26,19,22:PAPER #1,1:CL
§ #L:PEN #1,0:LOCATE 41,3,1:PRINT #1,"Nr
itten by*:PEN #1,2:LOCATE #1,2,2:PRINT #

AMSTRAD (PG

1,"David Hall*®

2840 PEN #1,0:LOCATE #1,8,3:PRINT #1,"t"
tPEN #1,2:LOCATE 41,2, 41PRINT #1,"Janice

Hall®

2850 PEN 1:LOCATE 2,24:PRINT *ssssss [=j
nstructions S=start #esess”

2860 I$=INKEY$:IF I$="" THEN BOTD 2860
2870 IF UPPER$(i$)="1" THEN GOSUB 2920:6
070 2900

2880 IF UPPER$(i$}="8" THEN BOTOD 2900
2890 6OTD 2840

2900 CLS:INK 1,24:INK 2,20:1NK 3,6

2910 RETURN

2920 MODE 1:PEN 2:PAPER 3:CLS

2930 LOCATE 14, 1:PRINT "MEMORY TEST®
2940 PLOT 200,380, 4: DRAWR 200,0

2950 PEN L:PRINT:PRINT * This is a gase
to test how good you ":PRINT "are at re
membering, ":PRINT "  The cosputer will
draw an object and print its name undern
eath.Atter a periodof time the computer
then erases the®

2960 PRINT "object and ask you to re-cal
| as to whatthe object was.If you get it
right then another object will be displ
ayed with the object(s) you previously
nased ,but if you quess wrongly or run

out of time you lose one of your 3 lives

2970 PRINT " The game ends when you hav
e lost all of your lives.”

2980 PEN O:PRINT:PRINT *  RATINGS:-":P
EN 1:PRINT * Less than & objects - PATHE
TIC":PRINT * B to 16 objects - NOT B
AD*:PRINT* 17 to 24 objects - 600D":P
RINT ' 25 to 32 objects - VERY GOOD
"

2990 PRINT "

IANT":PRINT

5A needs you!®

3000 PEN 2:LOCATE 5,25:PRINT *

ANY KEY TO BEGIN®

3010 I$=INKEY$:IF 1$="" THEN GOTD 3010

3020 RETURN

3030 END

3040 FOR X=4 TD 18:LOCATE 11,X:PRINT *

WELL DONE ''' YOU'VE GUESSED ALL
THE  OBJECTS®:NEXT

3050 SPEED INK 10,10

3060 INK 1,24,0:1INK 0,0,24

3070 FOR X=15 7O 1 STEP-!

3080 FOR T=1 TO 30-0,1#X:SOUND 7,X¥30+RN

DST,1,15:FOR V=1 TO 10:NEXT:NEXT

3090 SPEED INK X,X

3100 NEXT

JL10 INK 1,24:INK 0,1

3120 FOR T=1 TD SO00tNEXT:RUN

33 to 40 objects - BRILL
all 41 objects - MEN

PRESS
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EvenGeta
Fighting Chcmce

““This is one of the top arcade programs “Definitely an ¢ wel nt, game, forget “This game is like nothing I've ever

of the year — miss it at your peril.” tambo; "mnm!c. HHHII in the arcades or anywhere else,
for that matter. It’s great!

ZZAFP! 64 December 1985 Computer Gamer March 1986 ZZAP 64 December 1985

Now Avallable on

Alligata Software Limited,
1 Orange Street,
Sheffield S1 4DW
Tel: (0742) 755796
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Its 30 arcade centra court
action with speech
against 5 of the world's
best,

BBC/Electron
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Cartoon animation with
26 screens of slippery

i arcade fun, with Mick and

saveral leaping foreigners.
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| SODOV THE SORCEREF
3D arcade action with
magical animation.
Spectrum 48K
1 ¥ e ‘;
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"TOLLO »
b ‘First Mission’ and 'The
Final AssaultonQlic' Ace | |SOLO
action, stunning graphics : 3 o
and sonics straight from L:? %E:g:'ggﬁsﬁ;ﬂi JACK ATTAC

the arcades.

with fantastics sounds A great arcade adventure,

™ and speed, 45 screens of action, |
i I SN []:3 = BBC/Electron ;
|

| Argus Press Software Group Liberty House 222 Regent Street LONDON W1R 70B 01-439 0666




Time for Action is set in five "'
screensof 15 * 9 mazes. Theaim
of each level 18 to turn each of the
SquAaTres green.

Ot to hinder you is the alien
blob and four time bombs which
count down befores exploding,
you rmist cateh each bomb before
it blows up and defuse it
Attemnpting to defuse a bomb
before it has started to count
down results in it going off.

Controls are O-P left/right and
@-Aup/dowr. This game features
machineg code sound generation,
and a saveable high-score table.

N.B. before playing this game,
disconnect any printer inter-
faces or printers thai may be
connectad.

by Robert Burgess ¢ Yy

i 1 REM ROBERT BURBESS 19
2 REM DEDICATED TO MY IMMORTA
L HEROES,PLUS MUM,DAD,PC,PL,SS,D
ANIEL BYE,MIKE COLE OF ATLANTI
8_SOFTWARE AND THE REST.
3 REM TUNES BY RIG
S CLEAR 59999
10 POKE 23609,50: POKE 23458,8
: DIM W$(704): DIM Ci4,2): LET S
K=, 315
, 20 BORDER &: PAPER &: INK 1: C
|EE“ Ls
23 REM LARGE LETTERING NOTE-F
RINTES MUST BE TURNED OFF OR DI
SCONNECTED BEFORE LOADING 7 OR CODE A%$<48 THEN GO TO S&
24 FOR F=72 TO 7%: POKE 23&Bl, S8 LET SK=0+(VAL A%$#.07): BEEP
F: LPRINT "= TIME FOR AC .1,8: PRINT AT 17,33"
T 10ON="1 NEXTF "3AT 18,3"
26 PRINT AT 3,103 PAPER 7; INK »
2; "PLEASE WAIT"3;AT 20,5; PAFER 59 G0 TO 40
73 INK 2; RODBERT BURGESES 198&" &0 BEEP .25,0: BEEP .25,2: BEE
27 BO SUB 00 F .5,4: BEEP .5,4: BEEP .5,0
28 BEEF .1,10: CLS : GO SUB &1 100 PRINT AT 0,0; PAPER 23 INK
= 7i'SSSsSssasssssSsSSSSSSSESSSassaax
29 LET L=1: LET 8=0 SES";AT 19, "Sas s s s s saSSSESaan
X2 PRINT AT &,3; INK O3 "ROBERT SSS5S55SS83888" AT 21,0;"sSssssss :
J. BURGESS PRESENTS";AT 20,1%; 5SS5SS5SS55S35588555555585S5"1 FOR
FPAFER 4; INK 05 1986"jAT 12,43 F=1 TO 20: PRINT AT F,0; PAPER 2 ‘.j
PAPER &; INK 1;"PRESS L - LOAD 5 INK 7;"s";AT F,313"2": NEXT F
HI-SCORES";AT 13,5;"S - REDEFINE 105 FOR G=1 TO 17 STEP 2: PRINT
CHARS SET"3;AT 14,5;"Q@ - CHANGE PAPER 6; INK OJAT B,1;"IJIJIJI
SKILL LEVEL";AT 15,12;"P - PLAY" JIJTIIJIIJIJIJIJIJISISII 3 PRINT
AT G+1,1; PAPER &3 INK O "KLKLK
35 PRINT AT 9,5; PAPER 73 INK LELKLELKLELKLKLKLEKLKLKLKL" 1 MEX
0;" - TIME FOR ACTION — " TG
37 FOR F=5 TO 35 STEP .S: BEEF 107 LET X=%: LET Y=15: LET G=4B 2 e flry
.005,F: BEEP .00S5,F+2: NEXT F 109 PAPER 2: INK O 333 ;'ETI'Q:E,?;:':EI ‘T';;: LET Ly=
39 REM LINE 40-POKES STOP FPROG 110 IF L>5 THEN GO SUB 490+ (L LY+2: GO TO 290 E ;
| RAM NAMEAFPFEARING WHEN LOADING H -5) #20) 205 IF INFE;1=”D“ THEN LET Lv=
I-SCORES . 111 GD SUEB 450+L#*20 LY-2: G0 TO 290 v
40 IF INKEY$="L" THEN LET ZX= 125 LET B=1 210 IF INKEY$="0" THEN LET L¥=
PEEK 23739: LET IA=PEEK 237403 F 128 LET J=13 LET K=R L¥X—2: B0 TO 290 ¥
OKE 23739,82: POKE 23740,01 LOAD 130 FOR F=1 TO 4: PRINT AT Ci{F, 215 IF INKEY$="A" THEN LET L=
"" DATA H$(): LOAD "" DATA H(): 13 ,C(F,2); PAFER 13 INK 73"@R";A LX+2: GO TO 250 2
POKE 23739,IX: POKE 23740,ZA: P T CtF,1)+1,CiF,2} 3" @R": NEXT F 219 LET V=ATTR (X.Y}
AUSE 5: BEEP .1,3 134 REM SCROLLING MESSAGE 220 FRINT- AT X.¥s PAPER &: INK
42 IF INKEY$="S" THEN GO TO 7 135 IF L=1 THEN DIM A%(114): L 13 "AB";AT X+1,¥3"cor | ?
0o EL-AL30TRE R 5 el LTE, ROR ACT 224 IF V=48 THEN BEEF .015,8:
44 IF INKEY#$="P" THEN GO TO & LN . SCORE: 0000 LEVEL: LET ZoZ—13 LET S—gis 4
o 1 “: FOR F=1 TD S5: PRINT AT :
44 IF INKEY$="Q" THEN GO SUB 20,15 PAFER 7: INK 1;A%(F TO F+ ‘
== 29): BEEP .03,F/2: NEXT F
50 GO TO 40 137 PRINT AT 20,25; PAFER 7; IN &
S5 PRINT AT 17,5;"PRESS ANY KE et 2
¥ BETWEEN O"j;AT 18,5;" (HARDER) A 140 PRINT AT X,¥; INK 1; FAPER
ND 9 (EASIER)": BEEP .2,7 &3 "AB";AT X+1,¥;"Co";AT A,B: INK
S& IF INKEY#="" THEN GO TO S& Oz FAFER &3 BRIGHT 1;"EF";AT A+
57 LET A#=INKEY#$: IF CODE A%$>S 1,B;"GH"

s
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225 PRINT AT 20,15—-(5>%)-{5>99) 530 RESTORE S35: FOR F=1 TO 28: F=3 TO 17 STEF 2: PRINT AT F,1;
—(S>999); INK 1; PAPER 738 READ Al,AZ: PRINT AT Al,AZ2;"mMM" PAPER 4j IMK Of" TJ"3AT F,293" Tu
226 1IF W=32 THEMN BEEF .01,0 1AT AL+l ,AZ;"OP": NEXT F "I AT F+l 13"KL"JAT F+1, 293" "s
227 1IF Z=0 THEN GO TO 300 531 LET C(i,1)=1: LET C{1,2)=29 NEXT F
230 IF V=112 THEN LET D#="CAUG : LET Ct2,15=17: LET C(2,2)=2%; &18 RETURN
HT BY THE ALIEN": GO TO &00 LET Ct3,1)=17: LET C{3;2)=1: LET 620 PRINT AT S,11;"GAME OVER";A
274 IF V=15 AND (CtJ,1)<>¥ OR C Ct4,13=1: LET C{4,2)=1 T B8, (32-LEN D#)/2;D$;AT 11,11;"8
(J,2)<>Y¥) THEN LET D#$="DIFFUSED 533 LET R=40: LET A=17: LET B=3 CORE:"3 B
THE WRONG BOME": GO TD &00 : LET ZI=102 -&21 BEEP .2,0: BEEP .2,2: BEEP
235 IF V=15 AND Ct(J,1)=X AND C( BET DATE 1,353,127, 3,5, 3:205,7 «2,4: BEEF .2,51 BEEF .2,7:1 BEEP
Jy2)=Y THEMN LET S=5+50: RANDOMI el S B T T AT T 18,7177, 2 «2y%: BEEF .45,0: BEEP .2,2:1 BE
ZE USR &1000: GO SUB 480 1474193, 9,2749,29,11,9,11,13,1 EF .2,4: BEEF .45,2:1 BEEF .2,4:
250 LET LA=A: LET LB=E L 1P I R 0 B e R oSl o g B il B, BEEF .2,2: BEEF .325,0
251 IF X»A THEN LET LA=LA+2: B i RS e | B e G e e 625 IF 8<=H(11) THEN FPFAUSE 501
D SUB 280 539 RETURN BD TO &5&
252 IF X<A THEM LET LA=LA-2: G 590 RESTORE 559: FOR F=1 TO 2&: 430 PRINT AT 13,113"HIGH SCORE"
0O SUB 280 READ Al,AZ: PRINT AT Al,AZ;"rMNM" AT 14,%; "ENTER YOUR NAME"
| 254 IF ¥>B THEN LET LBE=LB+2: & AT AL+1,RZ;"0OP": NEXT F &35 DIM NE{10Y: INPUT ">"; LINE
, O SuUB 280 551 LET Cil,12=1: LET Cii,2)=1% N
254 1F ¥<B THEN LET LB=LBE-2: G LET B{2,1}=17: LET Ci{2,2)mis LE 444 REM JUGGLE 11 NAME HI-SCORE
| 0O SUB 280 T C(3,13=17: LET C(3,2)m29; LET TABLE
' 257 GO TD 2&0 Cid4,1)=1: LET C(4,2)=29 &45 FOR F=2 TO 1i1: IF S>H(F) AN
259 LET G=ATTR (A,B) 553 LET R=50: LET A=17: LET B=1 D S<H{l} THEN FOR G=11 TO F STE
260 PRINT AT A,B; INK O3 PAPER S5: LET I=105 F —-1: LET H¥(G)=H#(B-1)1 LET H(G
&3 BRIGHT 1;"EF";AT A+1,B;"cH" BE7 DATA 1,741,151 ,1741,25,3,1 )=H{B-1}z: MEXT G: LET H#¥(F)=N%z
265 IF G=49 THEM LET D#="CAUGH 133315304 F 33,2137 374 7a13,7,17,7, LET H(F)=5: B0 TD &35&
T BY THE ALIEN": BO TO &00 23,9,1,%9,29,11,7,11,13,11,17,11, &50 NEXT F
270 LET K=K=1: IF K>3 THEN FRI 20n 13,715, 215,11 4 1519517, T ¢l 699 FOR B=11 TO 2 STEF —-1: LET
NT AT CiJ,1}+1,C(J,2)3 PAFER 1j 7 i S b i B - HF(B)=HF(G-1): LET H(G)=H{G-1):
INK 73K 559 RETURN NEXT G: LET H${1)=N%: LET H{i)=8
271 IF K<10 THEN PRINT AT CtJ, 570 RESTORE S57%: FOR F=1 TO 30: &£54 GO SUB &57: GO TO &58
1)+1,C(J,2)3 PAFER 1j; INK 73"0"j READ Al,82: PRINT AT Al,A2; "HK" 457 FOR F=3 TO 18: PRIMT AT F,3
K $AT Al+1,AZ3"0OF": NEXT F 1 "y N
272 IF K=0 THEN LET D#="0OUT OF 571 LET Cil,1})=73 LET Ct(1,2)=1: EXT F: RETURN
TIME": GO TO 400 LET C(2,1)=11; LET C(2,21=29: L 660 PRINT AT 4,83 FAPER 7; INK
279 GO TO 200 ET Ct3,11=11x LET C(3,2)=13 LET 03 "IMMORTAL HEROEGS": FOR F=& TO
280 IF (ATTR (LA,LBY=32 OR ATTR 1&: PRINT AT F,BjH$(F-S)3" "jHIF
(LA,LB)=4B OR ATTR (LA,LB)=4%) =531 NEXT F
AND RND>SK THEN GO SUB 495: LET &70 PRINT AT 18,5;"PRESS 5 TO S
A=Az LET B=LB: GO TO 259 AVE TABLE"
281 LET LA=A: LET LB=B: RETURN 679 IF INKEY#="" THEN GO TO &7
250 IF (ATTR (LX,LY)=4B DR ATTR e
(LX,L¥)=112 OR ATTR (LX,L¥)=15 Ct4,13=7= LET Ct(4,21=2 &676 REM SAVE HI-SCORE TABLE
OR ATTR (LX,LY)=32) THEN FPRINT 573 LET R=&0: LET A=1: LET B=29 &77 IF INKEY$="5" THEN SaVE "H
AT ¥,¥; PAPER 4; INK 03" TJ";AT X : LET Z=100 ISCORE" DATA H¥(): SAVE "HISCORE
+1,Y:"KL": LET X=LX: LET ¥=LY BT7 DATA 1 3,1 15,1 ,27i3,9,3,15 " DATA HI(}
292 B0 TO 21& +3,25,%,1,5,7,5,13,5,15,5,17,5,2 &80 GO SUR &57: BO TO 29
300 PRINT AT 9,123 PAPER 73 INK g e L T S i ) B U T L R o e 700 PRINT AT 21,05 INK 03 PAPER
Og" "iAT 10,123" LEVEL 1%, 7 1= A IS S Az 47 A a5 15, A FLEASE WAIT 180 SECONDS
Mal4+1zt t:AT 11,123 i 2T 15, 5,15,15,15,25,17,3,17,15,1 U
205 LET L=L+1 7,27 701 REM REDEFIME CHARS. SET IN
I 310 BEEFP .75,0: BEEF ,25,2: BEE 579 RETURN st tMECELE BRGELE
| F .5,4: BEEF .5,2: BEEF .5,5: BE 550 RESTORE S555: FOR F=i TO 38: 705 LET M=£0000: FOR N=32 TO 12
. EF .S5,4: BEEP .2%,2: BEEP .25,-1 READ A1,A2: PRINT AT 41,823 "HN" 7 PRINT AT 21,0; PAPER 7; INK 7
| 1 BEEP .5,0 FAT ALl+1,AZ;"OP": NEXT F
. 315 GO TO 100 591 LET C(1,1)=%: LET C{1,2)=5:
| 481 LET K=R: LET G=Q+1i: LET J=0 LET C(2,1)=13: LET Ci{2,2)=25: L
| 482 IF O=4 THEN PRINT AT C4J,1 ET Bi3,1¥=9: LET E(3.2)=25: LET
1,Ctd,2)3 PAFER 33 INK O3 "@R" Ci{4,1)=5: LET C(4,2)=5
| 495 IF G=32 THEN PRINT AT A,B; 553 LET R=45: LET A=1:1 LET B=1: 1“
PAFPER 43 INK 03" TJ";AT A+1,B;"k LET Z=%2
L": RETURM B57 DATA By5:3:5.5s v Te2sll 3
494 IF G=48 THEN PRINT 4T A,B; R b e . 4T Sl e i (i s )
PAPER &; INK O;" TJ"3AT A+1,B3"K T3Sy T, 27 745, Tal3,7417,7,25,9,
J L": RETURN L it PR P UV o BT B o B e L P
497 STOF 1 3413,27,15,3,15,5,15,7,15,7,15,
| S00 REM S10-59% DATA FOR SCREEN 1 IS S S 17, 15, 19,15, 21,115,253
: 5 s 15,25, 15,27
510 RESTDRE S515: FOR F=1 TO 22: 599 RETURM
: READ Al,AZ: PRINT AT ALl,A2;"MN" &00 REM &01: MACHIME CODE SOUND
E FAT Al+1,AZ;"0OP": NEXT F &01 RANDOMIZE USR &1500
) 511 LET Ci1,1)=13= LET C(1,2)=3 &09 REM &10:1 ROUTINE TO CHANBE
\ : LET €{2,1)=5: LET Ci{2,2)=27s L SCREEN COLOUR WHILST KEEFPING PR
] ET Ci(3,1)=5: LET C(3,2)=31 LET C INTING INTACT
| (4,1)=131 LET C(4,2)=27 610 PAPER &: INK 1: FOR F=4 TO
1 513 LET Rw&0O:r LET A=l1 LET B=5: &1 PRINT OVER 1;AT 0,0; PAPER F
| LET I=108 jW$s FAUSE Sz BEEP .02,F1 MNEXT F |
! S17 DATA 1,15,3,3,3,9,3,21,3,27 : BORDER &: FOR F=1 TO &: PRINT f
s 1015 T 20, T Ty 7 15, 74 23,%,7,7,: 21 OVER 1;AT 0,0; INK Fj;W$: PAUSE |
1 w114,7,11,15,11,23,13,5,13,25,15, » 53 BEEP D2 F+&: NEXT F: CLB
| 3,19,79,15,21,15,27,17,13 411 GO SUB &15: GO TO &19
519 RETURMN 615 PRINT AT 0,0: INE 73 PAPER
2558555555555 55 5558558285800
SES"1AT 210" Sssesssaassaanannss
SSS55SS55S5555525":: FOR F=1 TO 20¢
FRINT AT F,0: INK 73 FAPER 2)"s"
SAT Fy31y"a"sy NEXT F i
617 PRINT AT 1,13 FAPER 4; INK
'L'J;"I-_II.JI-LII-JIEIIQI-\JI-JI-\JIJI-\J I ST JT T
._l";ﬂT :‘1;"HZl_HL__I’LI_HLHI_H.LHI_P*\LHI_KI_H.
LELEKLELEL";AT l‘?‘,l; "TJIT ST IOT AT
JIJIJIJIJIJIJIJIJ AT 20,1 "KLKL

KEMLKLKLKLKLRLKELR L KLRLKRLKL " FOR

=
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;CHR$ N: FOR O=7 TO O STEF -1: F
OR P=& TO O STEF -1

710 IF POINT (P,0)=1 THEM FPLOT

INK 7;P+1,0

715 NEXT F: FOKE M,PEEK (22432-
256%0): LET M=M+1: NEXT O: NEXT
N: POKE 23606,7&: POKE 23407 ,233
: GO SUB &1%5: BEEF .5,10: BO TO
30

900 RESTORE 90:0: FOR F=0D TO 151
: READ A: POKE USR "A"+F,A: NEXT
*

901 DATA 0,48,127,103,103,127,1
97, 153

05 DATA-0,12,254,230,230,254,2
54,14

910 DATA 112,127,53,43,60,124,1
24 0

215 DATA 14,254,252,252,40,562,4
2.0

920 DATA 0,1,7,31,43,63,119,107
925 DATA 0O,128,224,248,257,252,
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238,214
930 DATA 127,127,43,42,31,7,1,0
940 DATA 254,254,252,124,248,22

4,128,0
945 DATA 127,128,191,140,140, 14

0,160,160
950 DATA 254,1,1,1,1,%,5,21
955 DATA 128,128,128,129,128,13
1,128,127
960 DATA 21,21,21,245,%,253,1,2

S4
9&5 DATA 124,113,97,113,96,112,

59,122
970 DATA 1&8,170,254,254,0,3,23
1,163
975 DATA ©0,0,254,254,86,14,6,14
80 DATA 7,171,255,255,0,124,12

4,84
981 DATA 0,117,37,37,37,37,0,0
983 DATA 0,210,20,24,20,210,0,0
85 DATA 0,24,40,128,126,460,24,

(1]

%87 RESTORE $87: FOR F=0 TO 2Z0:
READ A: POKE &1000+F,f8: MEXT F
988 DATA 33,10,0,17,3,0,6,200,2

29,213,197,205,181,3, 193,209,225
4 35,18,244,201
990 RESTORE 590: FOR F=0 TO 47
READ A: POKE &1500+F,A: MEXT F
992 DATA 243,%8,72,92,15,15,15,

8,38,0,1,0,12,8,211,254,238,14,8

,46,0,85,92,147,237,82,237,82,17
,254,0,25,125,148,56, 1 ,61,103, 61

y32,253,11,120,177,32,223,251,20

?9& RESTORE 397: DIM H&(11,10):
FOR F=1 TD 11: READ H#¥(F): NEXT
F: DIM Hiil): FOR F=1 TD 1l1: RE
AD HiIF)Y:1 NEXT F
27 DATA "BLYMNN","DAVID", "ROBER
T", "ELIZABETH" , "JAYNE" , "ANDREW" ,
"EATIE™ ; "MARK" ; "DAZ /COLIN","MICH
AEL" ,"NICOLA"
798 DATA 2000,2250,2000,1B00,15
00, 1400, 1200, 1000 , BOOD , 500, 400
799 RETURN
OO0 REM SAVE PROG S0 NAME AFPEAR
g IN MIDDLE OF SCREEM DURING
LOADING
1001 LET S#="": LET S#=8%+CHR% 7
Z2+CHR* 11+CHR$ 12+CHR# AS+CHRS &
7+CHR¥ B4+CHRE 73+CHRE 79+CHR*: 7
B+CHRE 33
1002 SAVE S® LINE 1




ROGRAM

U-B-M-1-S-81-0-N-

Ever wanted fame and fortune in one of Britain’'s
leading computer magazines?

Do you think that anything that you hawve
programmed is up to our standards?

We are leoking for programs to publish for the
following machines: Commeodore 64, VIC, Cl16, Plus/4,
Spectrum, Oric/Atmos, Atari 400, 600X1L, 800, 800XL,
B5XE, BBC, Blectron, Amstrad and TI-99/4A (BASIC or
Extended).

All programs 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
necessary. No handwritten or typed listings are
acoeptable,

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, By i
and an SAE if you want it returned, to the following p :
address: 3

Computer Gamer Program Submissions “_"'
1 Golden Square, London W1ER 3AB

And writ‘_e the name of your computer on the back of s r—
your package.

PERIRE L anw i v
Address: . .....

Computer type:
Computermodsel: .. .....cc0000.
Program name:

Additionaldetails: . . . .. ......
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Tank battles an e!uswe
Tt e scene ls set

£7.95 Cassat‘ta :

CBM 64 £10.95 Disc

Trade Enguiries:
C16-PLUS 4 CENTRE, ANCO SOFTWARE,
85, TILE KILN LANE, BEXLEY, KENT, U.K.
Telephone: 0322 92813/8
Mail Order: Payment by Cheque, P.O., VISA or ACCESS
24 Hour Credit Card Service: 0322 522631
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LOW PUNCH =

ARM BLOCK SWEEP

Set in the realm of the mystic Crient, Karate Combat pairs you, in thrillingly realistic
ELECTRON | batile against 16 of the mighfiest and most skilful exponents of ‘open-hand™ fighting.
Each opponent has different fighting characteristics and you must cunningly use
different techniques to tackle each adversary. Your aim is to move up the rankings
and eventually do battle against the 16th opponent, the ultimate challenge — The
Masterl In addition to the competition mode, the program includes a 2-player mode
and a practice mode, complete with a punch-bag, to enable you to master
your repertoire of punches, kicks, blocks, spins, sweeps and the spectacular flying kicks.

PRICE: £8.95 (cassette), £11.95 (BBC disc)

GOMPETITION COMPETITION COMPETITION COMPETITION

COMPETITION — If you defeat The Master you can enter cur competition with a chance of winning an
impressive trophy (pictured on the right) and the cash prize of £100. Closing Date: 30th September, 1986.

supenlon Dept. AB4, Regent House, VISA .ﬁmlm:wutmmmm
hours by firstciass post.
SOFTWARE & ooy o5s™ S

Limited
WE PAY TOP ROYALTIES FOR HIGH QUALITY SOFTWARE
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SIRATHGY

This month’s strategic challenges
include a battle between mighty
wizards and a wargame based on

the Battle of the Bulge

Archon IT: Adept

C64/Atari

Ariolasoft/Electronic Arts

£12.95 (disk)

$0d L
Archon II is the long awaited
soquel to the superb strategy
game from Electronic Arts that
wags released in the UK last year,
by Ariclasoft. Once again ths
forces of light and darkness do
batfle but this time they are
called Order and Chaos and the
chesslike board of Archon is
replaced by one representing the
plains of earth, water, air and
fire aa well as two void squares.
Each plain is colour coded and
15 formed of squares with gsix
being crucial to the cutcome of
the game. These are the power
pointa and apart from their
control being the object of the

contest they are also the source

of magic powsr. Without magic
power you can't play Archon IT,

imprison, release, banish and
summon other creatures. The
creatures that you can summon
vary considarably from low level
elementals (one for seach plain),
the heavy duty demons.
Obvigusly since a demon has
more potential  destructive
power it costs more magic power

to produce. Overspend your
magic and it's game over time.
The fun gtarts when two

opposing pisces want the same
square. Then the action swaps to
a battle scresn where the
background reflects the plain
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you are in and the two pisces do
battle to the death The pieces
ralative strengths are displayed
as energy bars on either side of
the screen which are reduced as
they are hit. The battle rages
until one plece loses all their
energy and dies.

Very few of these battles are
the same as each side fights with
a completely different set of
demons and elementals sach

speed that they can mowve round
the battle screen and how long
they have to wait before they can
re-use their weapon!

In the Chaos corner thers is
the firebird that bursts into
flames, a siren that sings it's
opponents to death and a
particularly nasty Behemouth
that pounds its opponents into
dust. Up against then are a Giant
that hurls rocks, a ssa monster
(Kraken) and a fireball hurling
Salamander. Add to that lot

e
s

their way and the missile
guiding adepts themselves and
you have an intriguing contest
that will last you for months.
Unfort cassette
owners will have to wait until
May before they can get thsir
hands on this excellent gams,
Until then, either find a friend
with a disk drive or buy one
yoursell, You won't The
disappointed. T.H.

FLANET RATINGS

Originality
Graphics

Use of machine
Value for money

STAR RATING

Nova




Mugsy's Revenge!
Commodore 64 /Spectrum
Melbourne House

£7.95

Gangster Mugsy is back on the
strests and out for revenge. The
result is a game featuring
gtunning graphics which thinly
disguises a very old type of
strategy game.

Pl,aﬁnngtharola of Mugsy, you
must guide your ever growing
band of hoods to infamy and
fortune in the USA of Prohibition
days. Illegal alcohol, Speakeasies
and shady ladies are the building
blocks of the criminal empire
which you must build up within
ten years. Each year is much the
same as the last. First you hire
up to two gang members, pay
thern, the buy the liquor, pay the
srmuaggler and give a back-hander
to the police. The narrator is
your gidekick who will
occasionally offer advice if your
payments get a bit mean. After
this you sell the lquor as
profitable as poasible, opening
up BSpeakeasies when funds
allow and hiring a few hDDliElr‘B
to gain extra incoms.

If this sounds a bit dull and
boring, you'd be right As a
listing the game would be lucky
to find space In our
programmer’s section and its
only saving is the
graphics. Fach hi-res backdrop
appears so often in the game that
even these lose their appeal after
8 play or two.

Bach year is punctuated by an
animated cartoon of dastardly
deeds in the Pool Hall. When I
first saw this I don't mind
admitting that I was stunned,

but soon the novelty palled and
‘boredom set in as I was forced to
git through the same sequence
time and time again.

I think the programmer
realised the game
certain something because there
ig a short arcade action section
which probably would form the
basis of a far better game. A rival
gang or the Feds are up in arms
against you and you must meet
them in a 3D strest gun battle.
Hookers are wandering about
the street and Mugsy has to
shepherd them onto the side-
walk and safety while avolding
the hot lead being spewed from
the rods of the enemy.

lt‘amr‘r:nﬂlst.sl‘rlt.yuut.bagﬂ.me
ends and if too many hookers are

hit you won't be very popular in’

the neighbourhood for the rest of
the garmne. Win the battle, on the
other hand and you are able to
welcome in & bright New Year.
The basic aim is to stay sclvent
even if this means a visit to Bags
Lewis, the local monsylender.
His Interest rates Are
exhorbitantly high so be careful.
Failure to stay in the black
marketplace will result in a visit
to Skid Row and the start of a
new game. ED.

PLANET RATINGS

Originality L
Graphics (1111}
Use of machine an
Value for money [ 1)

BTAR RATING e

i
s

Nebula ——

Colossus Chess 4.0
Amstrad tape/disk

CDs
£19.95

Cologsus Chegs has been around
for a year or so now, and is an
improved wersion of Colossus
Chess 3.0.

The manual modestly states
that this is the best computer
chess program available for any
home computer. This is also
gtated on the packaging and on
the opening screen. Looking in
the marual there is a record of &
number of games played on a
number of different computers
and with different software. It is
not surprising the Colossus beat
them all, what is surprising is
that all but seven were beaten
18-0!

The game that it plays is VERY
strong and would beat me every
time. Cyruss II c¢hsess, an
extremely good chess game was
beaten 13-3 according to the
manual,

Comparisons will be drawmn
between these two games as they
ars the best games on the
Amstrad They both have a 3D
display option, though Cyrusas IT
has the edge due to its incredible
use of colour

The graphics in Colossus are

only in two colours, and thus
look a bit ‘flat’, but anybody who
buys this game {8 more
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interested in the ability of the
game rather than in the
graphica.

All the usual chess options are
supportaed along with a few new
onss. And the disk comss with
some sample games and
problems on it.

If you are a good chass player
then this 18 the gamea for youas it
is so powerful. If you don't
require that sort of strong gams
then I would have to recornmend

the 1I gamse as it is sasisr

to use and its presentation is
better. M.R.
FLAWET RATINGS

Originality L 1
Graphics as

Use of Machine (1 ] 1
Value for money sse
STAR RATING O
Bright Star




Title:
Computer: Ce4
US Gold (SSI)

£9.98

Supplier:
Price:

$0

Tigers in the Snow is part of US
Golds Transatlantic Sirmulation
series and allows you to re-enact
Germany's last offensive of
World War II. The crucial battle
that followed became known at
the Batle of the Bulge.

With this game you can play
either gide against human or
computer opponent and ses how
you contend with the problems
of terrain, weather, supply and
combat tactics,

To give wargame novices a
fighting chanee you can also bias
the game in one sides favour by
altering the cormbat factor of the
units.

This combat factor represents
the relative strengths of the
units which may be reduced in
combat until finally the unit is
loat.

However, how a unit actually
fights depends not only on its
combat factor but also the
ground it is fighting on and the
supplies it gets. For example a
Panzer regiment is greatly
weakened without fusl and
ammao,

Tigers in the Snow

Fuel was the Germans greatest
problem in reality and so it is in
this simulation. The German
player begins the game with a
certain fusl allocation, part of
this 18 used everytime a German
unit is8 moved. Although this is
topped up by a small amount
each turn it is still an important
factor and if ignored can literally
cause the German offensive to
grind to a halt.

Allied forces also have
problems and generally have to
fight a defensive action against
the superior German numbers.

The game is played on a map of
the area with the opposing units
displayed as symboaols on a hexed
board (although the hexes aren't
actually showr, units can meove
in only six directions).

Each turn a player can move
some or all of his units and then
attack with those adjacent to
enemy forces,

The outcome is decided by
comparing the different combat
factors while taking into con-
gideration numercus factors
familiar to most wargamers.
These Iinclude whether the
defender is in a strong position
such as a tower or a wood or isha
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in an open field Is he flanked by
friendly wunite ‘or i3 he
surrounded, not to mention the
tactics used by both sides. For
example, the cutcome would be
different if a unit was merely
engaging in a light attack to
discover enemy strengths to an
all out major attack particularly
if the enemy counterattacks.

Thankfully the computer is
there to do all the number
crunching and reports onthe
outcome which usually results
in all units loging some of their
combat factor. If the attack was
particularly strong or successiul
the defender might be forced to
retreat or be eliminated
altogether. Then the victor can
advance onto new battles.

Tigers in the 8now is an
excellent simulation wargame
similar in style to board war-
games that dedicated wargamers
will know and love. This happy
band will relish the thought of a
computer not only to challenge
their skill ag players but also to
take care of all the maths leaving
them to concentrate on per-
fecting their General
impressions.

Beginners to this fascinating
hobby will find this a good
introduction as the demo games
will show the winning tactics
that can be ‘safely’ practiced in
biased games before trying the
‘real’ game,

PLANET RATINGS

Originality ovee
Graphics L1 ]
Use of machine s
Value for money [ 1)

REVIEWS

STAR RATING

Nova

E6REAT ETATES 3"V subPLV? suPPLico

Will the Allies hold the German advance?
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WA/OID THE MONSTER RUSH FOR
THE NEW

SUBSCRIPTION RATES

£15.00 for 12 issues U.K.
£18.00 for 12 issues Overseas Surface Mail
£01.20 for 12 issues Overseas Airmail

Send this form with your remittance to:
INFONET LT1)., Times House, 179 The Marlowes,
Hemel Hempstead, Herts. HPI 1BB.
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COMPETITION
ht§ULTS

Win a Robot!

We give you the chance to win a
robot that will obey your svery
comand by guiding one through
& mmaze in the least possible
INoves.

If your still confused you'll
find a completed maze below, if
you're still none the wiser, then
perhaps you should ask Ken
O'Neil from Dublin as he's now
the proud owner of a Verbot.

Dingbots, the Verbots smaller
cousins are on their way to
Richard Rising, Northants; R
Messenger, Perth; James
Gleeson, Coventry and M Walton
from Hull.

Consolation copies of CRL's
Tau Ceti will be sent to I
Benjellou, Welwyn. Garden City;
Alistair May, Elgin, Tony
Johnson, Kent; David Fergusorn,
Bangor, Matthew Laverty, Eire
N Poiton, Ishtham; Nigsl
Kettlewell, Bournemouth; A
Richards, Erith; R Pemberton,
Londor, David Hamilton,
Southampton; David Butler,
Newton Abbey, BSarah Wills,
Essex; 8 Lee, Huntingdon: R
Abbatt, Essex; P Nursey,
Coventry, I Greer, Winchester, J
Gardiner, § Wales; David Pawstt,
Oxford; R Hann, Bideford and
Paul Airey from Abedare.

Win a M.A.D. Game
The following 26 people have all
won one of Mastertronics
marvellous MAD. games plus a
T-shirt by indentifying these
characters from Spellbound

The lucky winners are Andrew
Llaw, Bedford: Graham Harrold,
Wast Midlans, L Curle, London;
Andrew Westoby, Humberside:
Mark Wiggington, Lisa Hadeock,
Manchester; Nairn  Fisher,
Dundse; Daniel Brittain,
Bournemouth: O  Jordon, Co
Mayo, Scott Johnson, Leeds; Neil
Dobsen, Lincoln; J Sagnells,
Northamptor; Michasl Eenny,
Galway;, Dave Moore, Salford;
Philip Lai, = Enottingley: P
Powley, Kings Iynn: C Ing,
Faversham; Paul Bruce, Orkney,
Danial Iezano, London: Lief
Findaly, Forfar, N Gallighan,
Jersey; I Thornpson, Merseyside;
B Harrison, York; Rory O'Malley,
Leeds and Pual Paxdford from
Reading.

Competition Results

This month we announce the winners
to two fantastic Gamer competitions.
Did you win a prize?

—l-l-——-n--———————l

1 e

T

_.--————-————I :.'uolr-t -

[ T T TR I_ . .
br—'l I _1@ : lll—"*.:
g I ] LI. T E_H | E
) s : s
| Ii' Ell :lll: i‘// &-:

I. -. - [ .--...to:
".G'IICIIOOOOOOOOQQOOCC.

a

Start and
Finish

’ ONE WAY DOOR G(’.‘”ing there s seses

@ = COOLING ROD Getting back = m———

COMPUTER GAMER MAY 1986




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. Ltd., (P.H.)

Telephone Duncan Neilson on 01-437-0699

Fi5A

EN

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.

MIDLAND COMPUTER
LIBRARY

ATTENTION Commodore, Amstrad, Atari, BBC & MSX Users
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 75p INC. P&P.

* 20% DISCOUNT off all purchase software.

* FREE CATALOGUES.

* FREE HINTS AND TIPS.

* FAST AETURMN OF POST SERVYICE {if reserves are given)

* ALL GAMES manufactured ORIGINALS with full documentation

* OVER ,000 satisfied members,

* EUROPEAN members walcome

" FREE MEMBERSHIP LIMITED PERIOD ONLY

* Full computerised system keeps frack of your order. We price oursslves in b""\f]
the most professional Hire Library in the United Kingdom, with staif of 14 who
knows what the word service means. Backed by our own software company and
Programmens.,

MIDLAND COMPUTER LIBRAR
28 College Street, Worcester WR1 2LS. Tel: 0905 611072

Please rush me my catalogue, enclosing £1 to cover casts, refundable on joining

Name: ......

I
|
Address e
I y
1

SHARP MZ 700 games ten pack
all original arcade software. Priced
£2 .95 from Scott Carey, 40 Bainton
Grove, Clifton, Nottingham NG11

NAf

JOKES : < 8LG
FREE i =
Brilain's Mo: 1 Joke = ~

Catalogue packed
with ower 500 practical jokes Irom 5p
Stink bombs, Whoopes cushion, wak-
bily lager glass, laxative (2a bags,
smoke bambs, willie sugar, cigarette
bangers, joke blood, sick, mess, soap
swenls, wet |okes, exploding jokes
magic ftricks, party fun kils, masks

Send for our list of
DOUBLE DECKER GAMES
Two games on a double
sided tape for £6 post free.

LT ceonas 0 L FORERNES

ATARI 400/600/800 XL
SOFTWARE

We have an all reund selection of disks,
cassetles and cnrlrlcges FOR HIRE. Apply
now and hire your first four games free.
Around 1,000 dilerent ariginal titles. For
full details send large stampad addrassed
envelopa or talephone evenings Tpm -
10pm or weekends.
LOW ATARI PRICES
1050 DISC DAIVE £127.95 post free
130 XEs + Aecordar + Minar 2040 £165.95
post free
ATARIS20N 5T + 3.5 {1 Megabyte Drive) +
Monitar + 10 Free Disks £689 .65
130 XEs £125.90
Antic and Analog n'a}uzlnus avallable
BEST QUALITY DISCS
Unlaballed 5.00./5.5 £11.95 for 10 posi free
£97.95 for 100 post frea
0.0./5.5. £14.85 for 10 post free
BOXES OF 10 3L DDSDD £38.95
ATARI 520 ST PACKAGE £720.95 POST
FREE + 10 FREE DISCS
Memoras 315" discs 5.5./0.0. Boxes ol 100
£23.95
HAPPY ENHANCEMENT FOR THE 1050
DRIVE £1493.20 FOST FREE
GAMES & SOFTWARE CLUB
Depl. GG, 35 Tilbury Road, Tilbury Close
Sunderland SA3 4PD. Tel: 0783 ZB6351

SPECTRUM Tape Library Free
Membership. Over
Educational Ulilities. For details
send SAE 'Soft By Post’: 14 Blakeley
Avenue, Waolverhampton

BBC B/ELECTRON Software
Library - mambership. £5. Tapes
£1 (+ 30p P&P). Stamp for details
E. Tucker (AB), 58 Blenheim Walk
Corby, Northants.

make-up, sea monkays, girl strip pens,
adult party - packs, saucy novelties,
naughly presents. posiers, badgers,
the complete Joke Shop by Post.
Send 13p stamp with your name and
address for bumper colour catalogue
and Free Gift to:

MATCHRITE, THE FUNNY BUSINESS

(Dept C.G.) 167 WINCHESER ROAD,

BRISTOL BS4 M.

Send this advertisement
and save £1 off your order
for a double decker game.

STOCKSOFT
15 Woodbrooke Road,
Birmingham B30 1UE

@BYSSEY 7

Science Fiction Specialists

Books, Comics, Magazines, Posters,
Soundtracks, T-Shirts and Games.

Manchester University Precincts
Oxford Road, Manchester M13 8RN
Tel: 061-273 6666
Open Mon-Sat 9.30-5.30

ALSO NOW AT:
Unit 8, Harrisan Street,
ON Vicar Lane, Leeds 1.

Tel: 0532 426325

MAGAZINE AND POSTER CENTRE
[Large range of computer magazines)
21 Hanging Ditch, O Corporation St.,
Manchester 4.

Tel: 061-832 7044

350 games,

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 Mow!
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 5.A.E. to:
CHARNWOOD GAMES
30a WARWICK AVENUE, QUORN,
LOUGHBOROUGH,
LEICESTERSHIRE.
TEL: 0509 412604

SHARP MZ700 AMSTRAD
SPECTRUM. New exciting games
ten pack priced £2.85. Cheques
payahble to Scott Carey, Pacetapes,
40 Bainton Grove, Clifton, Notting-
ham NG11 BLG

REPAIRS

SPECTRUMS,
COMMODORE,
DRAGON AND BBC
REPAIRS

All Spectrums also have essentia
modifications fitted and are completely
overhauled wilh G maonth guarantes £20
all Inclusve

Free estimates for CBM, Dragon and
BEC

M.P. Elecironies, (Dept (G).
The Laurels, Wendling, Dereham,
Norfolk NR19 2LZ, Tel: 0362 87 327

THIS CORNER OF
THE MARKET COULD
BE YOURS. PHONE
NOW ON
01-437-0699
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CHARITY COMPILATION TAPE
ALL PROCEEDS GO TO THE
PRINCE'S TRUST

LIGHTNING DISTRIBUTION LTD
841 HARROW ROAD
LONDON NW10

——

48KSPECTRUM ~ COMMODORE 64

PITFALL Il ACTIVISION PITFALL Il ACTIVISION
PSYTRON BEYOND SPACE PILOT 2 . ANIROG
FALL GUY ELITE PSYTRON BEYOND

AD ASTRA GARGOYLE FALL GUY ELITE

SAM STOAT SAFEBREAKER GREMLIN GRAPHICS | DEMONS OF TOPAZ FIREBIRD
SPLAT INCENTIVE | SHEEP IN SPACE LLAMASOFT
MUGSY MELBOURNE HOUSE | KONG STRIKES BACK OCEAN
KONG STRIKES BACK OCEAN BLACK THUNDER QUICKSILVA
CHEQUERED FLAG PSION DEATH STAR INTERCEPTOR SYSTEM 3
BLUE MAX U.5. GOLD TALLADEGA U.S. GOLD
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All you h:‘ jdentify your pa

Nearly a year ago, Com-
uter Gamer launched the
irst ever readers’ club.
There was a massive
regponse — greater than we
a imagined in our
wildest dreams.

People applied from all
over the world, and an age
range from 6 to over i
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 wunique
ratings system that means

g todois £111 in ©

1lowing .
T‘i::mr areas of jnterest)

READERS
(-L-1B

yOou can prove your games
plagrmg Drowess.

o what's new? Well, due
to vastly improved produc-
tion schedules on Gamer,
as well as bringing you
even more ourrent 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 keeping
our post bill down!
The format will also
change. From now on the.
elub Epa.ges will be used for

FRE contacts, in three
sactions.
Section one will be for

ﬂ.u.ell'l:-i‘“"'-‘“‘llre

clubs, so if you have a local
computer club that you
wish to promote, fill in the
f-:émn 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
1s the section for you.,

Section three, gemnsral
contacts. This is a general
section for contacting other
peopls, 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 ssc-
tion.

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

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

on the correct form. 30
words maximum. All forms
must be completed in block
capitals. Personal only —
no trade. We take no
I‘ﬂsponsibilit‘}g for the con-
gsequences of any sale or
contact made. Include a
la.rgs SAE for replies.
ontacting will work
along the lines of a PO box
gystam, excapt 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 Sguare
London W1R 3AB

With the number that
you wish to 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
coupon.

r----------

i Limited Contact Coupon. Send to:
| gompute t Puhncati“n’
| a8 ecialls Computer Gamer Contacts, 1 Golden S8quare, London
| ATE gquare W1EH 3AB.
| 1 golden a T AB
Lundﬁﬂ B ‘:Bspundence
. any other €OT¥ T o lication ;
'Dnnotench;z:e__ NLY your Ehoy Bagtlon: Moqv. o0 oo S Member Novd & e
in the enve e LR D e D 10 [Tt et e e b e A SRR R e S T
| WA Esa ............................... Fsb L et R S S W A Rt T
bR PDRRE e e R e
Eo o BORE o S den
| L e e i e b e R P
| oo WUMRER T R e
Tl e b e i R e e T Post . Code. .. ox Age: Tel
| AGE UTER O S e e
| rYPE OF com® ARGCADE/ACTION \




- AN EDITOR, ASSEMBLER MONITOR AND
:'ANALYSER THAT REPRESENTS A NEW APPROACH
' TO MACHINE CODE DEVELOPMENT.

THE EDITOR

Produces tokenised source
files which occupy about
half the normal space and
accelerate assembly to
three times the. normal
speed
“ Source FIPS can be loaded/saved
" to and from tape and disc from
within the editor. Source files from
other popular assemblers can be
_loaded and tokenised. ;
* A full screen editor which
replaces conventional text

handling with a block/paragraph

numbering scheme,

THEASSEMBLER

A full two-pass macro
assembler (co-resident with
thg editor) which supports
input/output from tape and
disc, conditional assembly,
intelligent assembly of
subroutine libraries and
inclusion of named files
from tape or disc. :

* Built in calculator with aﬁcess to
symbol table after assembly.

" ¥ Symbol table may be saved and

loaded for cross reference and

selective assembly ofsubrouune

ffbmrres

* 780 mnemanics can,be freeﬂy
mixed with Phoenix, a high level
compiling language.

" THE MONI TOR

ha_s' all the usual features of
a relocatable front-panel
debugger plus:

* Disassembly to screen, printer,
tape or disc with CALL and JUMP
labels automatically generated.

: ‘Disassembled files can be loaded
" inta the assembler, edited and
" re-assembled.

* 4 slow running modes with a
trace facility that allows the path
of a program to be stored so that
bugs can.be traced back to their
source.

* 17 types of breakpoints are
available — up to 8 can be set at
any one tme, Options include
“down-count” and control of slow
run modes.

THE ANALYSER

A completely new concept in :

program debugging. This unique R
, utility allows you to execute up to.,

ten anatyser programs that
scrutinise your machine code i
program while itis running. When,
a particular condition s found the :
program will break with an option -
to trace the path taken, :

For example, if a program crashes,
writing extraneous data to the
screen, the analyser can be set to
run the program ups to the point
that a ‘write" ismade toa -~
particular area of the screen, The
path can then be listed to find
where the error originated.

LASER GENIUS, the definitive system
for machine code programming, i
part of the OCEAN “Innovati

Quality” range, brought to you with
the combined skji&.aud
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JUST YOU AND A CAR NAMED
- "KITT...

IGHTRRID

THE ULT ING TEAM.

SPFCTRUM ZiSK u} MODORE 64

£7:95(e7e : £8-95

SPECTRUM 48K | ' AMSTRAD

Ocean Software Limited., 6 Cen[nl Su roa\eﬂm M:’_ SNS Teh:phone Del-832 6633 Telei 669977 Oceans G

] Ocean 15 available from selected branches of:
.-ﬁ-_._- CWHSMITH " LTI WOOLWORTH LASKYS belows.Greens, Spectrum Shops gnd all good software dealers Trade enquiries welcome

e ENea 8 Wniveraal @ity BudinsuincAll rights reserved. "a tr MPmalk of ar' liggnsed by Universal City,Sucinstimeii i




