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ACE
ACE, the combat flight simulator
that has bean flown by many a
C84, C18 and Flus/4 owner is get
for take off on the Spectrurm.

The game features not only
realistic handling and controls
of a fighter aircraft but also a
combat game that makes it more
than just another flight
simulator.

Your mission is to drive back
the enemy forces of tanks,
halicopter gunships and planes
in either day or nigh, summer or
winter scenarios.

ACE will be available for the
Spectrum soon and will cost
£8.956

Jack the Wipper

Jack the Nipper, the hero in the
next game from Gremlin Graph-
ics, is bored with all the wimpes in
his town. He's tired of their
boring games and goc goodie
ways 80 he decides to liven
things up.

At the police station he finds a
battery which he can use to blow
up the computers in the com-
putar shop.

The more naughty he gets,
putting ghue in all the false teeth
for example, the more he soores
on the naughtometer at the
bottom of the soreen.

Jack the Nipper will soon be
causing havoo in  Spectrum,
Amstrad and MEX computers.

4

NEWS NEWS

The great news for adventure
fans is tht work on the C64
vergion of the Pawn is nearing
completion.

Many people have admired
this amazing adventure from
afar as it was originally releasad
by Rainbird only on the Atari 8T.
Now Gamer readers with a C84
will soon ba able to play the game
that featurds pull down scrolls
(menus), inoredible graphics
and a parser with taxt handling
routines that would grace any
word procassor.

The game was originally writ-
ten by Magnetic Scrolls in a text
only format for the Sinclair QL
but has gained a new leass of life
thanks to the S5Ts amazing
graphics.

According to Rainbird the
Pawn will also be available in
Amgstrad, BBC and Atari formata
on disk only and will cost about
£2L8.98.

COMPUTER GAMER AUGUST 1986




4 |

c,;'ml-"

Atari 7800 Software
Our spy at the recent Consumer
Electronics Show in Chicago has
sent back these pictures of the
type of games that will be avail-
able for the new Atari 7800
games conscle when it is rel-
eased over here in a few weeks
time.

Games such as Winter Games,
Sky Fox, Impossible Mission,
Ballblazer, Rescue of Fractulas
and Touchdown Football are all
highlights of computer software
and will be available in cartridge
form for this new machine,

We first told yvou of Atari's
plans for this super gamsas con-
aole in our May issue which will
sell for around &£70 for the
machine itself and two joysticks.

For our spy’'s full report from
Chicago turn now to page 25.

Beyond’s
Compilations

Beyond Software is set to release
two exciting compilation tapes
each containing four great
games

The first for the Spectrum
features the award winning
Shadowflre and it's sequel
Enigma Force as well as Sor-
deron’s Shadow and Doomdark's
Revenge.

The C84 tape also contains
Shadowfire and Enigma Force
but is completed by Quake Minus
One and PSI Warrior.

Either tape represents excel-
lent value for money and costs
only £8.85.

Beyond is also giving away T-
gshirts worth £5.95 to anyone
who buys the latest release
Bounces either by mail order or
at the forthcoming PCW Show in
Beptember.
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US Gold’s Monster Hit
US Gold have quite literally a
monster game coming soon as
they plan to release Epyx's
Movie Monstar gama,

The game offers you the
chanocs to play one of glx mons-
ters in any of six famous citiss in
a choice of scenarios ranging
from a daring rescus attempt to
s.im%y eating everything in

sight

Inspired by the Godzilla films
the player can become a Giant
Wasp, the Glob, a Tarantula,
Eing Cream Puff (?), Magatron
Robot or Godzilla himself and
crunch bulldings, set fire to
parks, pluck jets from the sly or
sweep aside cars with your tail
depending on your monsters
unique abilities.

The action can take plase in
Tokyo, New York, London, Mos-
cow, Paris or S8an Francisco each
populated with police, army and
an air force who aren't too kean

be playing in a computer near
YUu very soorn.
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NEWS NEWS VEWS

Msxtra
Alligata has launched a comp-
ilation tape of four games for the
software starved MSX range of
computars.

The four titles are all existing
full price games and consist of

the arcade challenge of Blagger
and Disc Warrior as well as the
sporting slkills of the American
Football game Buperbowl and
completed by an enhanced 3D
version of the boxing game
Emnockout.

Coin-Op News
BSalamander

Eonami are set to release their
best. game yet, better even than
Track and Fisld.

Balamandar is to be a two
player interactive game where
players can join at any time
during the game. Their quest is
to defeat the despot of the evil
galaxy, Salamander by battling
against organic monsters, nuc-
lear spiders, raging infernos,
caverns of despair and demons
that lie beyond the dimensions of
our minds.

In a recent edition of the
Amusement Machine Guide,
Salamander gained a triple 9
rating achisved only once before
by a game called Gauntlet.

Gauntlet

Gauntlet 18 now awvailable in a
smaller tow player version with
either player getting a choice of
any of the games four characters
80 the gameplay stays the same.

Good news for Gauntlet fans is
that U8 Gold are working on a
computer version of this coin-op
classic to be released in the
Autumn.  However the first
software house to release a
Gauntlet style game is Master-
tronic and you can read all about
the £1.99 Amstrad game, Storm,
by turning to page 37.

Two other exciting Atari
games to look out for are Road
Bunner and Rygar.

HRoad Runmner is based on the
attempts of the Coyote to catch
the famous cartoon road runner
in a game promising stunning
cartoon graphics.

Meanwhile Hygar 18 a 27
round fantasty game which
Atari claim has superb animat-
ion and unbelievably detailed
grpahics,
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C64 Mexico 867

Some of your have already real-
ised that we mistakenly stated
that there was a 064 wversion of
Qualsoft's Mexico 86 football
management game (World Cup
Special — Gamer June 88).
Indeed hundreds of you phoned
Qualsoft convincing them that
they should do a football game
for the C64."As a result Qaulsoft
are just adding the final touches
to the C64 wersion of Soccer
Bupremo with the start of the
New 58as0TL.

The game i3 to be a Mexico 86
style of management game sirm-
ulating your efforts as a club
manager under a 3 year ocon-
tract. Do well and you may get
another contract. The game
features not only 1 matches
but also the FA Cup and the three
Eurcpean Cup tournaments.

The C64 version of Mexico 86
isn't due until Christmas long
after the World Cup and Marad-
onna have been forgotten and so
it is to be repackaged with the

durable World Cup managernent
game,

Level 9

Lewal 8, in conjuction with Mos-
aic Publishers are set to release a
saquel to “Adrian Mole”, called
“The Growing Pains of Adrian
Mole", If it's anything like it's
predecessor we'll all have pains,
also planned is “The Archers”
written by the programme
scriptwriters it is described as
“hilarious” we shall see, What
doas sound wvery interesting is
“Knight Orc” playing the part of
an Orc hero, you set out to reak
revenge on the various adven-
turers who have maimed and
killed your fellow Orcs since
adventures began, now that
sounds a bit more like Level 9,

Enterprise Goes Bust
Enterpriss Computers have gone
out of business.

The company was dogged with
delays and bad luck surrcunding
it's 280 micro, The Enterprise
Computer was finally launched a
year late after three name
changes { Elan, Flan then final
Enterprise) due to legal pro-
blems.

Although the Enterprise was
arguably technically better than
the competing rmicros, such as
the Spectrum it failed to get the
crucial software support.

Bard’s Tale :
Ariolasoft’'s “The Bard's Tals”
now looks as if it could be re-
leased around 28th July, basic-
ally a RPQ, the action takes place
in and under the town of Skara
Bras, which is going through a
rather long Winter, thanks to
Manger, an evil old Wizard who
Jjust happens to have an etarnal
Winter spell up his left sleeve.
With over 128 various monsters,
some animated, 85 new magical
gpélls and 16 full colour dungeon
levels I can't walt to see it.

C16 Who Dares
Wins IT

The C16 version of the all action
combat arcade game is to be
relfteaaed in September by Tyne-
soft!

The Geordie software house
has been busy acquiring the
rights to 'C16 conversions which
are now set. for release,

Tynesoft will also be releasing
Cl6, BBC/Electron and Atari
versions of Software Project’s Jet
Set Willy II and seven previously
unreleased Scott Adams adven-
tures. The first games Savage
Island I and IT are also due in
Beptember and will be available
in C64, Bpectrum, Atari, C16 and
Flus/4 computers.

Free Modems!

Micronst are offering a modem
absolutely free to anyone sub-
scribing for a year, in advance, to
both Micronet and Prestel.

The offer is the result of
Micronet buying up substantial
stocks of modems which are the
VTX5000 for the Spectrum and
tha Modem 2000 for tha BBC.
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Bince last month's roundup of
budget software in which we re-
viewed over 100 games even
more titles have appeared in the
Gamer office.

Elite Classics

Elite Boftware has joined the
btudget bandwagon with the re-
lsase of it's Classic range of
games. The games are mainly
those released previously by
other companies and include
Legend's Valhalla, Tornado Low
Level from Vortex, Pool (CD8),
3D Starstrike and 3D Tank Duel
by Heal Time, S8kooldaze ( Micro-
sphere) and Full Throttle and 3D
Death Chase from Micromega.

Firebird

Four new titles in the £1.99
Silver range feature a battle in a
cocktail cabinet in Harvey
Headbanger { Amstrad), the C16
conversion of Booty, Ninja

Master for the C64 and a Spect-
rum arcade strategy game called
Rebelstar,

Mastertronic have released two
conversions of particular
interest to Gamer readars. The
first is the Atarl version of
Spellbound and it's saquel
Knight Tyme on the Amstrad
Both of thess games are written
by Dawvid Jones and feature the

new ‘“windimation” sgystem
where adventura atyle
commands are entered as

options in window menus.

Spellbound and Enight Tyme
are MAD games and cost £2.95
each.

Mastertronic are also plan-
ning to release a budgdet joystick.
We'll bring you more inform-
ation as soon as we gat it.

[IS%Ty COMMODORE 64128
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Alpha Omega

Three new titles have been re-
leased as part of Alpha Omegda's
&£1.89 with my favourits un-
doubtedly being Hercules (see
review) the other the ssasonal
(?) Bummer Santa and Dekor-
ating Blues,

Americana — Part 2
U8 Gold has released the second
batch of Americana games in-
cluding some on disk for only
£4.99. The new games are a
collection of adventures and
arcade games, some of which are
re-releases of previously full
price games and there are new
games for C64, Atari, Spectrum,
Amstrad, C16, BEC and Electron
computers.

The pick of the new games is
the first in the Scott Adams
Guestprobe series which
features the Incredible Hulk
This, and a Spectrum platform
game  called Subterranean
Nightmare are reviewed in this
issue of Gamer,
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BBC Thrust

The BBC wversion of Firsebird's
chart-topping budget game is to
be released by Superior as a full
priced game.

Now BEC and Electron owners
can test our belief that this ad-
dictive game 15 good value even
at £7.95 because that is
what they'll have to pay. How-
aver one lucky player who is the
first to collect the pods from all
24 planets and complete the
game stands to win a trophy as
well as £250.

BBC owners willing to take the
test will find a review elsewhere

Spectrum Adventures
IWoSpBEUmnadwntm‘eBWhlGh
will keep you busy are “Mer-
hownies's Light" where all the
action takes place on “the rem-
otest lighthouse in the world",
sounds like C&'s offices, and “The
Spore” which put me off my
mushrooms, available only by
mail-ordsr from 8 Kendall, 118
Kingsway, Ossett, West Yorks,
they offer excellent wvalue at
£2.00 each
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Aries the Ram

In these heady, golden days of
BUImImer, strawberries  and
sports simulations, it's very easy
to forget your responsibilities.
This is wery irresponsible to
state the obvious, and you
mustn't do it since it's a little bit
naughty. Don't just look after
number one, look after number
27 as well.

Gemini the Twins

Everything is a little bit blurred
at the moment. Things seam very
hazy, I can't quite work out
whether you are going to have a
disastrously horrendous month
or an amazingly positive one.
Suffice to say that you'd better
watch your back but mind you
don't get a crick in your necl.

L4

Cancer the Crab

If you want my opinion then I'll
give it you, if you don' than
you'll have to shut up because
I'm going to tell you anyway. I
think that you'll probably run
out of monsy this month, don't
ask me how I knmow just phone
you bank mansager and tall him
to stop handing out confidential
Information.

Leo the Lion

This month should be a roaring
guccess in the mane, and you'll
take a pride in your work There
are no flies on you at the moment,
but that's a different tail Next
month we'll get our teeth into
the really meaty stuff.

Virgo the Virgin

The time has come for you to
take the most important stap of
your life. You have now reached
acrossroad The route you decide
to follow from here will affect not,
only your life but the lives of
gveryone else with whom you
come into contact. Better go back
the way you came or, knowing
you, youll make a disastrous
mistake.

Libra the Scales

The movements of the eternal,
polestial bodies are swinging
arcund to converge on your
birthsign. Jupiter will collide
with S8aturn in a hallish inferno
never before witnessed by the
gyes of hapless homo sapiens.
OK so I'm exaggerating but at
least now you know that things
could be worse.

Scorpio the Scorpion

Since you're such an arrogant
person I think it's tie that you
were cut. down to size a bit. Why
on earth you think that you're
God's gift to the computer world
besides being the best thing
gince pot noodles I have absol-
utely no idea. Now is the time of
the great come-uppance.

Taurus the Bull

Following the age old principle
that you should save the best bits
till last, I've obviously got mixed
up although there's not much to
choose between any of you lot
really. Before 1 give in to the
acute symptoms of devastating
boredom which are beginning to
assault my innermost psyche, I'd
just like to say that you're
probably the most objectionable
person [ know.,

SBaggitarius the
Archer

0 wonderful Baggitarian,
gpitome of the beautiful person
You are witty, intelligent,
charming and oh, so popular.
Beware everyone else because
they’'re seething with jealousy
over your many attributes and
virtues.

Capricorn the Goat

Darkness, gloom, despondency,
tragedy, heartbreak, misery,
agony and fear. Yes, these are
just a few of the things which
you will be experiencing within
the next 50 years or s0. However
don't let it get you down because
the next couple of days will pro-
bably be average.

Aguarius the Water

Carrier

Hello, Angel child How is my
little cherub. Fine? good, glad to
hear it. Well, in that case you
don't need my advice so I'll leave
you out this month. Just don't
get yourself into any scrapes
while by back’s turned.

Pisces the Fish

Many moons ago, long before the
world knew that it was threat-
ened with your existence, a
certain metecr crashed through
the atmosphere of the Flanet X
and due to a weird electrical
reaction gave birth to the
micropulse of life that would one
day be you I'm sorry but I found
out you're an alien.
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know about ‘I'rap’ but
were afraid to ask!

The object of the game 18 to
collect orbs, one orb can be
collected per level With more
orbs you can get better ships to
fight with, so orb collection is
fairly tmy

“You start off with a basic ship,
with low firepower, a high fuel
consumption rate, no cargo
carrying capacity, and not much
maneouvreability to speak of.
There are five different ghips in
all, the top one goes like crazy,
shoota like a machinegun, can

glowly down the screen. So it's a
good stratagy to get rid of all the
aliens to start with, then you
have leas haasle to contend with

.;'p."«?




If you do a huntar killer ship will
appear and smash you up, and
there is no escape from this one.

And beyond

After you have zapped all your
aliens, eliminated all the lasers,
and sunk all the boats, the bor-
der turns red and you go onto the
final section In this, your ship
lands and your little man jumps
out of the ship and starts his
final run. In this you hawe to run
along a sort of maze of walk-

1
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:
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though it does get a bit boring.
The advantage is that when you
get killed or you jump off the
edge, you do not lose one of your
precious lives — quite useful

With your orb, you can then
get: the next ship down the line,
Which you will need as the next,
level will have more and nagtier
allens and even more things to

get.
The little extra in

Trap has one or two more
Intaresting features in ite cheat

by the Wermusic group and the
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graphies are rather good and fits
in with this well. The graphics
show rotating planets, stars,
space ships and the little man
There 18 also a drummer bashing
away on a massive kettledrum
(all in time to the music!).

The verdict
It is always difficult to sumup an
all action video game. The cur-
rent wave of ‘thinking game’,
‘strategy game’, and ‘adventure
gams' snobbery is trying to make
computer games into something
more than what they were orig-
inally intended to be — which is
something that is chal-

Just
lenging and enjoyable to play.

I like action games and have
no shame in that. They take as
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MELBOURNT. ‘HOUST.

C

OMFETITION

Melbourne House were one of
the founding software houses of
the games industry and came to
fame with the relsase of the
Hobbit. That success was quickly
followed by the award winning
Way of the Exploding Fist which
is soon to hawve a sequel, Fist I1.

Two of the latest games from
our twin packs and we've got 16
sets to give away.

The featured games are the all
action Rock ‘N’ Wrestle from the
authors of Fist and the new
superhero, comic strip adven-
ture, Redhawlk

Both have been featured well
in Gamer each getting high
marks in all categories. Rock ‘W'
Wrestle was even featured on
Saturday Superstore. Redhawlk
is a new style comic book
adventure featuring wyou as
Redhawk whose adventures are
plotted in comic style frames.
Both Redhawk and Rock ‘W
Wrestle are excellent games, but
gince Rock is the better known
wea're basing the compeition on
that. A competition in which you
aould win Rock ‘W' Wrestle and
Redhawk for your Amstrad, C64
or Spectrum mioro.

How to enter

All you have to do is study the
screenshots of Rock W' Wrestle
below and answer the quastions
alongside them Then put the
answers on the form below, fill
in your name and address and
send it to:

Computer Gamer (Melbourne)
Competition

No 1 Golden Square

London W1R 3AB

All entries must reach us by
August, 20th.

Then as a tisbreaker we would
like you to think of a Rock ‘N’
Wrestle style name that the likes
of Lord Toff, Vicious Vivian and
Rednack MoCoy could takes on

Hurry! If you beat the count
you could win a twin pack of
great games!

R N N N e e
Computer Gamer ( Melbourne ) Competition

Answers:

My wrestler is called

If I win I would like an Amstrad,/084,/Spectrum pack of games.

{delets as applicable)

DU e b S R e S T e N R ¥ e T

Calling all Spectrum, C64 and

Amstrad owners! Here’s your chance
to win a twin pack of Melbourne
House games.

1 Who is Greg , the hero of Rock ‘N Wrestle grappling now ?

TOYSTICK

a Redneck McCoy 1
b Lord Toff
¢ Angry Abdul

PLAYER

2 Greg is out for the count , but what is the count ?

a3l
b8
c10

a Turnbuckle Fly
b Backbreaker
¢ Aeroplane spin

----1

¥
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Exactly a ago in the Spec-
trum Collection I selected 15
classio games that all Spectrum
owners should have.

Twelve months later it's time
to update the collection with
another 15 games that have bean
released in the last year.

This illustrates the increase in
quality of Spectrum software as
the games selected immediately
cams to mind without searching
through past issues of Gamer.

For the record, the games
selected last time were Football
Manager ( Addictive Games ), The
Hobbit (Melbourne Housa),
Jatpac (Ultimate’), Manic Miner
(Software Projects), Atic Atac
(Ultimate), Dungeon Adventure
({Level 9), Scrabble (Psion), Ant
Attack (Quicksilva), Scuba Dive
(Durell), Bugaboo (Quicksilva),
Match Point (Psion) and Code-
name Mat ( Micromega).

One year on from the Spectrum
Collection, Tony Hetherington picks
the best Spectrum games.

Way of the Exploding
l‘ist,-'lﬁelboum House/

1 r-.vngm

Swords and Sorcery/
Psa,fas 95

i ler d'u:t.ﬁﬁu
pieces of the leg-
ib.

has been expanded by r‘lﬂ'FTw
Batman the chance to g.ﬂ.ul 8p

ial powers (essential to success
in the game) if he can find
erucial s such as the bat-
bag and the bat-boots,

Heavy on the Magick/
Gargoyle Games/£9.95

In a departure from its popular

vinner
ated adve
adventure

pﬂed p input) are entered by

r.ln]] wander
to him tllll.'l
E.T n ‘Ir you

to the ne
it up and 1

Slﬁindinyfmectric
Dreams/£8.958
l’nqm'necl by the

all before yo
This can l:e

Bombjack/Elite/£7.98

A fast action version of the ar-

and even extra lives.
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Heavy on the Magik

Winter Games/US Gold/
£9.98

Seven gruelling events to get
joystick athletes in shape for the
next Winter Olympiocs. This ax-
cellent conversion of a C64 game
features bobsled, free and figure
skating, hot dog aerial (ski
acrcbatics), ski jump, speed
skating and the testing biathlon
of crosscountry skiing and
target. shooting,

Spellbound/
Mastertronic/£2.95

One of the first of the superb
MAD. range of budget games,
Spellbound closed the gap bet-
ween budget and full price
software. The game features a
new style of adventuring where
commands are selected from
window menus that guide Magic
Enight as he attermpts to free
himself and seven other char
acters from one of Gimbal the
Wizard's misfired spalls.

Zoids/Martech/£7.95

You play a single human caught
in the battle between the red and
blue Zoids. Your mind is melded
with a Spiderzoid as you enter
into the battle. Your mission isto
find the pleces of the mighty
Zoidzilla that are scattered
throughout the enemy city net-
works,

Armed with missiles, scan-
ners and guns you must seek and
destroy enemy Zolds and destroy

"
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their cities. Find a piece of

Zoidzilla and you meld with a
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more powerful Zoid Find all the
pieces and you control Zoidzilla

bimself in a dusl with deadly
Redhorn the Terrible,




Elite/Firebird/£14.95

This classic space exploration
and combat game made its debut
on the Spectrum at the end of
last year and immediately leapt
up the charts and won our Game
of the Year award

Who Dares Wins IT/

Alligata/&7.95

The pick of the games inspired by
the arcade classic Commando
which features our machine-gun
firing, grenade throwing hero
blowing up the enemy troops as
he takes checkpoint after
checkpoint.

Later on he also has to rescue
comrades facing firing squads
and avoids tanks and airstrikes
designed to end your game.

Worm in Paradise/Level
9/£9.95

This is my own personal favour-
ite of the adventurses released by

/ &

Quazatron

- . ey
A R

level 9 this wyear. It's the
conclusion of the Silicon Dream
trilogy and not only features
horrible problems to boggle your
brain but also a fascinating
storyline and graphics as well,
all incredibly jammed into a
single cassette.

Quazatron/Hewson/

£7.98
Quazatron is a superh arcade

Kirrel

D000

PRESE
ENTER

game inspired by the C64 game
Paradroid. Instead of producing
a straight conversion Hewson
have actually improved it. The
game is played over a 3D robot
city populated by robots out to
get you However, you are armed
with a laser that can worry some
of the lesser robots. However
before you can take on the
stronger enemy forces you will
have to grapple with lesser ones,
fight to take over their circuits,
then plunder any power packs or
weapons they have.

Games/&7.95

At first sight this looks like just
another 3D arcade adventure.
However this couldn't be further
from the truth. Kirrel is infact a
race against time to defuse a
bomb before the fuse burns down
and the bomb explodes, taking
our hapless hero with it. To get
to the bomb Kirrel will have to
move the blocks around that
form the maze while avoiding
the nasties.
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Remember Tau Ceti and the Galcorp
— a pan-universal corporation that
rules the cosmos. Galcorp also have a
leisure services division.

Mike Roberts took a step into the
leisure centre and opened the door to

Room 10.

This is the latest offering from
Pete Cooke, the prolific author of
such gameas as Tau Ceti and Jug-
gernaut, and follows on the
theme from Tau Ceti and 1s set in.
the same time frame and in the
same scenario as the earlier
gama. As a gide note it is worth
mentioning that two more

games are plannead by CRL to be
linked in with the s.a.lm story
line — Academy, training
school for space pﬂom, and
Attack on Centralis, the final
battle against the robot revolu-
tion

‘Ere’, my erstwhile editor yells
at me (definition of erstwhile —
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‘adv, of old, formerly"), ‘CRL 'ave
got this 'ere new game, they
reckon it's a mixture of Pong and
Ballblazer — you do it', followed

puter room to fire it up and see if
it is any good, and like most
things that the old man comes
out with, he was totally wrong.
It's not a bit like Ballblazer —
well only a little bit. And it'snot a
bit, like Pong — well only a little
bit. In fact if you have played
either of these games befors, one
game of Room 10 will leave you
saying ‘Hey, this is just like a
mixture between Ballblazer and

On émering Room 10 you are
given an option between various

languages — CRL obwviously have
an eye on foreign markets with
French and German, though the
inclusion of Cetan and Hydran
perhaps indicate an experi-
mental trans-galactic marketing
deal. Possibly with Terran Gold,
that well-known company spac-
ialiging in importing the best of
the Earth's software to the rest
of the universe.

After you have decided what
nationality that you are, you
head for the main menu In this
you can get a run-down on ‘Glyd-
ing’, the sport that is played in
Room 10, its history,
ment, and how to play it. Youcan
also get details on the history
and function of GalCorp Leisure
Barvices.

Other options involve the
altering of the game controls and
the game options themselves.
These allow you to change the
speed of the game ( interestingly
the speeds are measured in
musical notation: presto, adagio,
moderato, etc.). You can also
change the colour scheme (sel-
ected from a large selection of
tagteful shades and combin-
ations), the computer difficulty
factor, and whether the com-
puter is playing as player one,
two, or

Then on to the game. The game
screen is two windows, one on
top of the other, with a status
window on the right side of the

'BcreenTI:.lswmdowmeup

your opponent’s scores in a nice
large ‘LED' type format. This
area also tells you which player
1s to serve next.

The screens themselves rep-
resent the two respective views
down a 3D room with one player
at each end. Each end of the room
has a 'bat’ on it that can move

on that wall (this is
where the similarity to Pong
comes in), the floor of the room
is marked out into a grid (hence
the similarity to Ballblazer).
This grid improves your sense of
distance as the ball ricochets
around the room.

By now you must have started
to get the idea behind the game.
Imagine Pong. A 2D surface with
two gides enclosed The other
two sides are open with a moving
paddle protecting them from the
mmmbamadbemeentha

two paddles, which are control-
led by the player. If a player
misses the ball and it hits the
open wall, then a point is scored
against that parson.

Imagine this game translated
into three dimensions. You are
looking across the playfield, ie.
from one bat to the other, and
you are able to move left and
right. But, in this game there is
also a height dimension so you
can also mowve your bat up and

g -
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aown and the ball can bounce
from floor to ceiling as well. The
rast of the Pong rules still apply,
lat. the ball go past you and you
lose points. The scoring is five
points for a acore, and the first to
36 points wins.

For so simple an idea, the
game 18 actually rather gripping
and some of the play techniques
can be very difficult to master.

How to Play the Game

The first thing to remember i8
that a bouncing ball is very dif-
ficult to hit as you don't exactly
¥now where it 18 going to hit —
do you move up to meet it, or do
you stay where you are in the
hope that the ball will come to
meet you? Another thing to bear
in mind is that a diagonally
moving ball will spiral down the
room and have the double prob-
lem of the ball moving sideways
as well as up and dowr. This can
uat the ball spinning into one
corner of the room whilst your
opponent is &till wondering
where the hell it is going to end
up. Such is the nature of the
game that you have to know
roughly where the ball is going
to end up and start moving there
as soon as possible so you can
see that it is important to con
your opposing player into
moving the wrong way. And a
gpiralling ball is one of the bettar

The dimensions of the room (&
function of the aspect ratio of the
view screen I suspect) are such
that the distance from roof to
ceiling is about half that for the
width between the two walls.
This makes a ricocheting ball
bounce at a much steeper angle
when going up and down and
makes it much more difficult for
your opponent to work out
exactly where the ball will go.

The method of getting these
‘special’ shots 18 to use the edge
of your bat. If only half of the ball
ig hit with your bat then it will
whizz off in that direction. The
less of the ball you contact with,
the steeper the angle the ball will
vector off on. Directions can be
compounded, so tapping the ball
with a corner of your bat will zap
it off in the classic spiral shot
that can neatly drop theball in a
corner of the room whilst the
computer or an opponent runs
off in the opposite direction

So that's the gist of Room 10, &
very simple game with some
very complicated gameplay.
Easy to learn, yet takes a good
faw hours to get the hang of. This
is the sort of gamse that you could
load in at the end of every
spession when you just want a
quickie. Yet another facet of the
extremely talentad Peter Cooke.
Well done.

Room 10 is available on
Amstrad cassette and costs
£7.96.

Originality sene
Graphics sseNs
Use of machine sSENs
Value for money L 11 1)
STAR RATING -{:)'
Red Giant
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Title: Graham Gooch’s Test Cricket

Computer:

Supplier:

Amstrad
Aundiogenic (concept:

Bupersoft)

Price:

#0d L

Bupersoft have tried to do quite a
lot with this program, an accur-
ate gimulation of a test match
between England and Australia
with both an ‘arcade’ mode and a
gimulation mode — but more of
this later.

The game starts up with the
usual options for one or two
players and then allows you to
edit the teams change the
name, players etc and then the
two players can pick their fav-
ourite ¥I from the squad pre-
sentad The fielding team then
salect the wicket keeper, first
slip, and the first two bowlers.

Then the game starts to play,
and 1t 18 here that the difference
betwesan ‘arcade’ and simulation
comes in In arcade mode the
bowler will select on which side
of the batsman the ball will be
aimed, and then ‘wiggle' his joy-
stick like a maniac in true
‘sportegame’ fashion. The bats-
man on the other hand, has to
watch the ball carefully and
prass fire to time his hit. These
two actions will dictats the type
of ball and it's quality and the
way the bateman will strike the
ball Mistiming ig likely to get
him out.

This sequence is done entirely
in graphical animation with
large moving objects and some
greal sequences when the ball is
caught and the fislder throws it
up in the air again, and when the
wicket gats hit it 18 amashed to
bits with the bails flying.

This section If played over
three screens. A closa up of the
bowler/bateman area. And two

£7.98

areas from slightly further away

to their left and right.

‘Simulation’ mode is only

slightly different in that the
joystick mowvemnsnts dictate the
tactics that the players use
rather than their actual move-
ments.

After sach over, a soore card i8

shown with batting/bowling

averages in a similar manner to
the way-that statistics are pre-
santed on TV. The fielding team
also has the option to change

bowler and the batting team (if

in the second innings of a limited
overs game) get shown their

batting target.

Options for a different type of

limnited overs games and a full
blown two innings match are
supported

The game as a whole i8 very
enjoyable — as a game. However
its apcuracy as a cricket simul-
ation i a bit in doubt, some
players seem too good, whilst
otherse have no effect on the
game at all. Jan Botham — for
instance — bowled four wicksts
in one over when I was playing
in two player mods and it
wasn't his fault as O'Donnell did
exactly the same thing to me
when the roles were reversed

A good game, but it would
probably make W.G. Grace gpin

in his grave. M.R.
FLANET RATINGS
Originality L L]
Graphics seSS
Use of machine asss
Value for money L] 1]
STAR RATING

O
Bright, Star
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Title: BRughy Manager

Computer:
Supplier:
Price:

?

Omne of the first games that I ever
played on my Spectrum was
called Football Manager, This
was late "'82 early '88 and the
idea of the game was to pick a
football team and juggle the
club’s finances and then sit back
through edited highlights of the
match knowing that nothing

you could do would change the

courge of the match. Now, Artic
have re-hashed the idea and
transformed it into a rugby
league simulation.

The season starts with jyou
and a squad of fourteen players
with varying degrees of ability
and energy. Thirteen of these
must be picked for the frst
match although you do have the
opportunity to add to your squad
by dealing in the transfer mar-
ket. This is advisable and you
ghould bid fairly high for players
in order to make sure of getting
them This is for two reasons.
First, only one player per turn is
available and you are only al-
lowed to make one bid Secondly,

your players enerdies decrease
by one point per match and if

their energy level reaches zero,
then that player is out injured. I
had to play several matches with
less than full side turning out
and not surprisinly got heavily

‘beaten each time.

When you have finished mak-

Spectrum
Artic
&2.50

ing your team selection, you can
git back and watch adited high-
lights of the match These are
rather stylised with one attacker
and three defenders and some
rather crude graphics. These
highlights go on rather too long
and the only decision that you
have to make is whether to kick
for goal or run the ball when you
are awardad a penalty. You start
off in division two and the aim is
to sscure promotion and also
have a good run in the John
Flayer Cup in the hope of
improving as the season pro-
gresses.

The game is controlled by
moving an arrow onto one of a
series of icons. These are all
fairly salf axplanatory such as a
picture of a table to give you the
league table and a boot if you
want to sell a player. The gams
overall though lacks the addie-
tive qualities that made Football
Manager a best, seller’. Even at a
budget price, I don't think that
you will get too much pleasure

from this one. G.H.
FLAWNET RATINGS

Originality L1}
Graphics L
Use of machine (L)
Value for money sy
STAR RATING o
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Title:

Computer: cla

Supplier:
Price:

Pl L

As I write this its is a couple of
days to the Wimbledon finals. So
as you read this it is a few weeks
later and Wimbledon ‘fever’ ( for
those who go in for that sort of
thing) is over for another year.
80 Gremlin just mistimed it.

The game itself is a standard
plan-view tennis game with no
3D as is usual nowadays. The
level of control consists of the
amount of power put into the
shot and by positioning yourself,
the angle at which the shot i8
made,

Due to the large size of the
players, the court — which runs
from top to bottorn, looks a bit
squashed. And as a consequensce,
it is fairly easy to knock a ball out
of bounds if your strength is too
high, however this is balanced by
the court being so small that the
players can get every kind of ball
even if you are on the opposite
gide of the court.

That said the game is fairly
playable, though the lack of

Wimbledon

Gremlin
£7.95

control options makes it a bit
Pong-like ie. get in the way of the
ball and you'll hit it. The graph-
ics aren't stunning — more like
functional, and the game is quite
fast, with good presentation and
a minimum acceptable leval of
sourd

The main bughear 15 the price,
at around £8 this as around 2 to
4 times the price of software of a
gimilar quality, though the
packaging and inlay cartoon are
superb, it does seem a little tight
to put it out at this price. In the
end it all depends on how much
you like the game integrated
against how well populated your
pockst is at the time — but that
oould be said about any game
really. M.E

PLANET RATINGS

Originality
Graphics

Use of machine
Value for moneay

Nk

STAR RATING
Bright Star

Title:
Computer:

Supplier:
Price:

*d

Originally from the Spectrum,
this completely converted garme
— malking good use of all the
Amstrad's features. with good
graphics and a pseudo icon
command striucture,

The game is golf. On a single
golf course taken from the
SBandwich Golf Club in Eent
where the 1986 Open was held
There is very little that you can
say about a golf game, it seemns to
mirror the original course very
well, the instruction manual is
actually the course guide with
only one mistake-filled page laft
to explain the garme.

The graphice presentation is
quite nice, but more detail and
thought seems to have gone into
this (the little man whacking
the ball for instance) than into
the actual game The graphics
are plan view only, without even

WNick Faldo Plays the Open
Amstrad

Argus Press Software
£6.98

the simplest ‘painter’s algor-
ithm' 3D effect that is a0 simpla
to achieve, yet hasn't bothered
with here.

Onece you have mastered this
course there is no other and no
option to redesign the edsting
one,

On the whole I felt that this
was a disappointing game,
marred by too flashy graphics
rather than spending more time
on the gamsapl detail After
playing Golf Construction Set or
Leaderboard, this seems a bit
disappointing. M.E.

PLANET RATINGS

Originality
Graphics

Use of machine
Value for money

WA =

STAR RATING
White Dwarf

Title:

Computer: Cé4

Supplier:
Price:

#d
Motor racing games are not new,
in fact one of the original coin-op
games from the seventies was
that whizz around the track one
that could have four cars racing
together. Motorbike games
aren't so well supported, but
here we have an excellent bike
game in the classic Pole Pogition
mould

The game comes with a pre-
programmed selection of tracks
80 that you can select from Sil-
verstons, Brands, Monaco or
loade of othar major Grand Prix
circuits from arcund the world

The display has the required
moving mountains and red/
white striped edge to the road
Corners are creiply drawn and
the action is extremely fast,
going off the track results in a
aragh and having to restart the

Speed King

Mastertronic
£1.99

bilke,
Thea bikes itself has six gears —
fairly usual for a racing bike, but
if you are used to the usual run-
of-the-mill racing game with two
gears or four if you're lhucky.
Around corners the bike realist-
ically leans over and looks quite
impressive, though if you take
the corner wrong nothing can
save youl

An excellent game from Mas-
tertroniec (as usual ). A good taste
of track racing with a bike for a
touch of the unusual. M.E.

PLANET RATINGS

Originality
Graphics

Use of machine
Value for money

CACA = 20

STAR RATING
Bright Star
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Win a day out at

You canjoinus on an exciting day out
at Britain’s biggest leisure park.

Computer Gamer and CHL are
inviting you to join them for a
day out at the fabulous Alton
Towers. By simply entering our
competition you and a friend
could enjoy an all expenses paid
trip to the park with over 100
rides and shows,

You'll be able to “enjoy” the
famous Corkscrew, the rapids
ride of the Grand Canyon as well
as the Black Hcole, Circus and
ineredible Cinema 2000. Not to
mention the Log Flume, Turbo
Star, Alpine Bobsleigh, Wawve-
slinger and Enterprise,

All this eould be yours if you
enter cur simple competition
based on CRL's latest gams,
Foom 10.

The game fetures the latest
attraction from the Galcorp
Laisure Company and is fast and
furious sport that seems to be a
mix between Ballbalzer and
Fong. To find out more about this
game simply read the in depth
review elsewhere in this issue of
Gamer.

To win either of the two all
expenses paid trips for your and
afriend to Alton Towers or one of
20 runners up prize copies of
Room 10 we want you to design
the funfair ride of the future
We've included a few pictures of
some of the best from the futur- o :
istic Alton Towers to inspire to ; ¥ F The Grand Canyon — t
think of the type of ride that 1
would be found in the funfair of
the 2080's.

We'll be looking for the most
original and imaginitive entry
which we would like you to des-
cribe and perhpas even draw.

When you've complated your
design send it and the coupon
below to:

Computer Gamer { Alton)
Competition

No 1 Golden Square
London

W1E 3AB

All entries must reach us by . i
August 20th. 4l mﬂmhﬂi':xwu
— the Grand Canyon Rapids

Ride.

Ride the white waters through
the land of the dinosaurs on the
world's longest log flume.

r------—----

I enclose my design for the ride of the future.

I PREI, L L R e e e S R e o

K

A SR W R
IfTwin I would e 0 take (TATIO Y . oovvierierrrmremmnssessernnrrersnens

I (age................) with me.

L Entrants under 1€ years of age should be accompanied by an adult,
------------
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| AWOZ TOST Eaimon NE OWH
| Busedpsh, WBTIR RO TRE
N\ SoccER, SPECAL, kel T/

EPISODE ONE: THE TiME: LAST SUMMER..
THE PLACE - ST PATRICK-OM-THE-MODRS..

THE MNOOM TRAIN HEANES IMTo THE
ST#\TIGM, SPILLING FORTH 'WiTh YACATIOMING
SIXTH-FORMERS FRot ST BRIDES SCWooL
FOR MICE GARLS... HEAD GlrL, TRE TREWN
1S AlokEn FRomh RER SLUMBER.....

P ———

M, You SET THIS LOT BODKED M AT THE
BED'N BREAERET — | \wbpT T CUT ALORC
AND HANE B LOOK BT Tl PROFESSOR

Lok, SHARP CARRIE!
44 LETSEY BMENUE - ANP
DON'T SPARE THE HORSES !

PTRAIXE ! WAKE UP! WE'RE
HERE! 1T'S HOLIPAY TIME!

Yauvn
NOT FOR ALL OF US,
FAWIKESY - BUT THEN
| NEVER ST0F WoRKING!

WALNWG T o = =
E;: BRipgsg SPRCAAL i
e —

IT'S JUST AS WELL

sandi

Fiensib'lq 5€zZ:
TG G OrLH B h'
COMIE STRAP, r-r,_-cs![

TRIME WouLD MEJER

| THUERATE. PMENE |

| Rur s oEh WORES |

FACK To THE STORY = TEIE HAS PAID THE CABBIE MND
RipieS THE BELL OF THE CoARDING WauSE ‘WRERE M
DWIELLS THE SOUGHT-AF TER PROFESoR BN ThoRnE STOEL

Skc'h BE VERY Softexy
Bl PER DADDY WD
SEE EVERWEME ALL RMGHT

MENTIONED 1T HouNG LA

=0l

SORRA, DEAR, MY WEARING 154 T WHAT T

T PREEEOR, wibs, DID You Sax. AHEM. ST BRIBES?,

STWOREY LVWES HERE.. h -

BUT | DoadT AiLEW

HouM G LAPES - TWE

GEMTUEMENY ROOMS |
T8

TaA! ' FRESH OUT N
OF DRDDHC ARDS - WAVE
o RESORT To TWE Goob
oD BMERGEMOY

ALL RIGHT You 3
THIENING ROTTER

But VIE Gat as kerowdTed
=1U'YE COME Al Tug Wi FRrom
e 5T BRDES S5Cooou! g
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I TELL You! CoME
Bhck, LATER!
ARE You IN THERE? I1T'S —

TRIXIE TRINIAN - 1
ANSWERED “ouR AD!

Weu'lL SEE HE! V'WE copME
BLL THE WeH FRoM =T BRITES'

'Ll LET THE DARK-
MESS OUT THEoUSH THE

A\ OPEN WiNDowW . wWELL,
AHEM | MISE TRIMIAR A

EAFECTED SomEorE

B BT OLDER...

CONKERS! ou TokD oo
ME To CoME'". IVE GOT .
ToUR, LETTER, MERE

PLUS THE AD !

" PRof | ARSWERED oUR AD BECA)SE | NED A
ADNERITURE OM WieH, To BASE AUR MEXRT ComPuTER
WELL INTo THE Tt
MapRs,, THEY PME — | ¢ s T SEE AN r-*cin-;;ws.L ARDUND HEFE
Funn LY STof : —= ;

_==¢" THIS 1S, AL THE ENTREARNCE TO WHAT
= | BELIEVE 'S A DEEP, LABRANIMNE
ZBNE =1 HAVE SEEN & Mu.a-'f-'T_lFE: HEH

L CANT SET AnonE,

SHUT THE Dook! MASS
PENTSOUTH WL WANE MY
GuTs FoR, GRRTERS F ANY
OF TW\S DRRMNESS ESCAFES
IWTD WER PRECWDUS WAL

WRRT 1S TG, ARMNEY?
By WHEEZE BN ENRAMS T
BN AN WG T TR

& PARNY PRMELST
WEeil ora, UL STRVE
By RABTON

= KHE | WELL, 'WE GOT “ouRr LETIER,
Tog, A THERE'S MoTHING, 1M \TTo [
INDICATE “ouR BEING A BLooMir |
SCHOOLGIRL , rMow! 1| SkauLD PowaT

L HANE ol KrowW
Vb HEAD SiRL BT STBRIDES
AND AS SUCH | DON'T ke
THE MEARNING oF TWE

VTS BAY SPECARY FoRMULA,
TS SupvotkD o ABYORG
VAT TRoM WWERE T &l T
NERDED, Pl SoRT af
REDLTRYVBUTE 17, LE

\ SEE. OR RATHER 1 Don'T.
TRIBE TRIrAMN - 5T dIDES
SCMDOL - 1
PROCESLSOR BUMTHORME STCKEY
-LLEMSTALTOY UravEREVTY .

MM, WWE'VE 0T A
FurMY SYSTEM —F “su'RE
B DFFER AT EHGLIGH,
oy CET MADE WERDGIRLY
COME ar, PRoF' BE A
GOk EMYS ABOUT THIS!

AT LEAST SHOW ME THE
CANE ENTR

GooD O
DRNE US, MISS
PEMTYoUTH

LET ME TAKE A Look,. ™
Hmm.t CANT SEE.oH! )

VVE JUsT MNELT (N
'.:"OM'F- TG BUSIRESS!

K

IWHATS THE MATTER?
WHATSTHEMAT TER?!

SEIHNY OLD WELSH MyT!

\ Leck THE OTHER, \a A
~ PARDTE ... TEM ! TARSE

e
o ‘g:i?fr RuED

o SoULD roT
E S 8nckTh.
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Nou DVDM'T SEE A MOMSTER-B SHE'S /N THE
| Mol Sael f B, SMELLY DOG!

MISS PENTYOLUTH —

Boc!

§. Gais -

Miss TRiian! MIsS PENTYoUTH 15... <
‘F OH HELLFIRE! SWE'S BEEN SNATCRED S
BY THE MonSTER FRoM THE CAVE !
L, [fi;fl"q_'\.-'\:;'l.f'-.'\..-\.'\_n..w\.r.J _'-"

THE EMD, No, | TELL A LVIE.,
T HE COMTIMUED ! Al MEXT

TUME |, PROE. STWEAEEY OETS
CoLD FEET FanJuESY AMD
THE CHUMS RALY ROUMD
TRIOE GHETS A LADDER
AT pGs PERTSOUTH
SEEMS A DIFFERENT \wUMMAN

B
“()
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HARDWARE MEGASAVE
SOFTWARE
SERVICE E’DT'!DW'L"O” P oooeeeieeien 1200 SOWARE
onix Speedking......... ... 9,50 46 THE MALTINGS, STANSTEAD ABBOTTS. WARE. HERTS.
ATARI CASS DISK CHM 84 CASS DISK SPECTRUM RAP OUR Iwo Jima 785 575 Crusade in
The Eldelon . . il 11.00 Archan oo, 720 PRICE Starstrike 2 795 B.IS Eurapa 14,05 11.85
Spy Vs Spy. ... (T30 Silant Service 720 Biggles 905 6.89 Cauldron 2 B899 6.60 Fopays ! .60
SpyVaSpyll........... 730 11.00 Bomb Jack............. 720 Equinox 085 8.8 Sam Fox BSS &80 Ghosis & Goblins 5,85 6.09
Rescue On Fractalus ........7.30 11.00 Psi 5 Trading Company .. 7.20 Pentagram 905 B899 AfteckMillerToms 795 575 Leader Board 885 6.99
Mercenary ... veeeeeand30 050 The Comet Game ...........570 Ghosts & Gobling 795 575 VeryBigCaveAdv. 785 T8 Spin Dizzy 8.95 6.99
Ball Blazer ..................7.30 11.00 HOCUS FOCUB .. ....... ...640 Mantronix 785 K75 Paper 785 575 Saboteur B85 8.80
Greal Amercan Road Race . .7.30 11.00 Gotf Construction Set. .. ... 850 Tantalas 895 660 Al Masterionics 199 PSISCo 985 6.99
SigeWINGBr .. .. .o\ oeeooeoo T30 1100 Caulgron 1. ..cconesinunea . 840 Splitting Images 785 575 COMMODORE 84 Gama Killer 14.85 11.90
Alternate Reality_..... 16.00 e L e e .. .B.40 Bounces 065 890 Tau Cati 995 699 Fairlight 995 689
Ghimeta ......... R International Karate..........500 I Cuazatron £95 6.80 Green Beret 895 6.80 Core 8985 589
The Price of Magic ..........7.30 Ghosts N Gobling ...... 720 Batman 785 5.7% Tubular Balls 985 699 Lazer Genius 14.95 11.00
Gohens Towes'Cosméc Tunnal, 5.70 The Mever Em:unqr Story .....7.00 Bounder 785 8758 Southern Balle 768 575 LastVa (1280) 589 450
Zom X, . .icaanan 1] Tha Way Of The Tiger .......7.20 Cybarun 985 6.99 World Cup Kik Start (1280) 5939 450
Archon PP 11.00 Super Bowl ......... 7.20 World cupcarival B985 6.99 Carnival 8685 6.99 Golf Construciion 1285 9.99
Elaktraglhide . .. .. ,6.50 950 Zowds ... A T Ly DL Heavy on the Int. Karate 650 485 MermaldMadness 995 699
Boulderdash |1 ..7.30 1100 Grgen Barat .. ...............5.40 Magick 995 6.99 Cauldron2 B39 6.80 AcroJat 985 699
Fighter Pilol........... 7.30 950 Mow Games 11 ernarenss sl Giraen Boret 785 &.7T§5 Silent Service B85 698 Price ol Maglk 8985 689
Mightraigers/ Ardy Aardvark .. 5.70 The Arc Of Yesod ...........7.20 Fock ‘M Wrestle 885 6.80 Way of The Tiger 595 699 Touchdown
Panic Express .............. 3,80 NEXUS ....... aea o na ¥ A Way of The Tiger 885 6.9 Nexus 005 6598 Football 10.85 B850
King Of The r-hn? : ..730 950 EMPITE .. ... oo canmsnaeanaasfall Kung Fu Master 785 5.75 Bigghes 985 654 Heavy on The
Flight Simulator 11 ... 35.00 Saboteur . .6.40 Plansts (48 or 128) 885 6.89 Law of The West 905 6.99 Magick 9585 809
Majar Mation (5T 1700 Smarguake .. 640 Sold A Million 2 895 8.89  Shogun pg5 £09 Time Trax 985 699
Rogue (ST ‘“"éﬂ- ceea 34.00 Biggles .... 20 Lazer Genius 1495 1190 Sam Fox BOS 8 HE! 289 2.
Time Bandit (ST only) . 25.00 Transformers . . L .6.40 | For up 1o date news on avalabiiity and special offers ring 0920 — B70588.
Music Studio (ST only) . 25.00 D Who And Th +on . B50 All prices Include free fas] dellvery and same day d-;uut:h when applllc.-hh Pvu:::
orders sdd tape. 5% discount on all orders lor saven or more lapes or 1o & v
. AT - T e over aL B.FP.0. Weicome. .0.3/E.C's payable to ED&0.  CG.
Get Dextar R el csandinea MD 5.A.E. FOR FREE LIST
Obsidian . . . 6.00 GINOOr - s cavvainnrensessn. EM0 i i,
Fesed Hawk . . - .6.40 Ghosts N Gobling ...........570
Spitfine 40 5.70 Wintar Gamas .. L. 720
Dsn Darach . 7.20 850 Saboteur e S : | ':.g
Spy Vs Spy 7.20 The Way he Tiger .......72
Tau Catl ... LT.20 Mavar Ending Story...... 720
Fiock n Wrestle 720 Transformers. ..... M) CUT PR I C E S FTWAR
Turbo Esprit ?gg Turbsa Esprit . .? g OUR
Spindizzy ; Eladerunner........... : m RAPPAICE | Commaodor 647128 Cass  Disk | Amstrad Cass  Disk
Sabotewr . -840 Guntrgnt L. T 2D I e TG Lih8 | Shegun O e | A Sitip 650 B85
Heawy on the Magic F F"'QmﬂmU?“ [EECEEET 5 Ghost N Goblins 7.95  5.50 | Golf Construction 0.95 11.961 6.50 MN/A
MSX e et A 570 Mantronics 785 550 | Way Of The Tiger 7.25 10.85 | Shopgun 695 9.95
Knightmare 12.00 Sty e L T e e Pentagram 995 6.95 | Tau Cati 885 N/A| Tau Cati 725 10.00
Hyper Sparts 3 4180 i oo e wa i “ETD R M § Titanic 095 6.85 | Southern Belle 550 N/A | Spin Dizzy 725 10.85
SOCOET B0 Tister Al 720 Pyracurss 885 850 | Sabatour 650 MN/A | Gunfright 685 N/A
Billiasds - oo 480 MOMAD " U ET0 Prica of Magick 895 685 | Sam Fox Sirip 6.50 6.50| Batman 650 895
e Rock M Wrestie. .. ...........7.20 Popeys 709 580 | Greon Berat 6.50 /A |Way Of The Tiger 725 10.05
The Wey OF The Tiger ‘750 \ho Darss Wi 11 Sk Equinos 095 B.95 | Silent Service  6.95 10.98 | Green Beret 650 10.00
Nir Wangs Loapy Laundry _..6.00 Viaawy on the Magick ... ... 720 Biggles B85 658 | Papartioy B85 NA|Winer Gamaes  6.05 1006
Gundri El PY ¥ ‘750 M 'I'\f On A Maghc ‘570 Balman 795 5.50 | Freeze Frame 2 Cart  35.95 | Price Of Magik 685 MN/A
R e ek N s e s ¥ L The Planets 985 7.25 | Nexus 655 MN/A| Monty On Run  7.25 10.00
" i L o
Please state name, address, title and micro clearly with order Blig Lietaae ;gg :ﬁ b Y 1‘{’_32 ,:'_:: é:,gsn e B g
Overseas add £1 per ftem. Chaques/POs payable to Paperboy 7985 5.50 | PSI-5 Trading Co 6.95 10.95 | Elite 11.00 17.00
Spin Dizzy 9085 T7.25 | Sold A Million 2 7.25 10.85 | Equinox 885 MN/A
J-J.B. SOFTWARE SERVICE Starstrike 2 7.95 5,00 | Elite 10.00 14.95 | Laser Basic 11.00 14.00
FREEPOST [no stamp UK) 14 Loraine Crescent (overseas) Bomb Jack 7.85 5.25 | Empire 725 MN/A| Heavy On MaPulc 685 MNA
g:ompul-r Gamer) gahpul-r Garmer) Sold A Million 2 9.95 T7.00 | Tubular Bells 850 N/A | Mini Dffice 2 (D) 12 14.85
riington rington Rock & Wrestlie  8.95 6,00 | Price of Magik ~ 6.85 N/A | Transact 5 N/A
Co. Durham DL1 SXE Co. Durham DL1 §TF Heavy On Magik 985 8.50 | Heavy On Magic §.95 N/A| Invosal 599, N/A
5 Full range of Mastanronic & Firebrand budget ranges now available pleasa ring for details
Tel: Iuszs‘ 2’38“12 This ig just a small selection Irumguur stocks please ring for delails.
Cheques & P/O made payable to C.P.5. and senl to:
CUT PRICE SOFTWARE (CG) UNIT 6 STORT HOUSE, RIVER WAY, HARLOW,
ESSE

¥ CM20 20W. Tek (0278) 24433 (24hr Ansaphone)

m ar (0279) 31956 during office hours. ﬁ
= heoess/Visa Orders WelCome. me=Overseas Ordars please add 750 per 18058 e

=

SPECIAL

FREE WATCH

OFFER...

COMPUTER

50

ONE

GAMES ON
CASSETTE

‘%R £9.95

[
B BGCE_B_
20 KEY,
MULTIFUNCTION
CALCULATOR WATCH |

& Normal 17

mode

with every order for a Cassette 50

24 how time

WORTH OVER £10

and @ [sendar mode
& Calculator mode
& Algem maode

CASSETTE 50 IS AVAILABLE ON
G345 ATARI DRAGON ELECTRON
VI 20 ORIC1 Zx81 goppla Atmos
Spectrum commodore s

‘Incredibly #
FROGGER.
you'll ind-i

coloured an

'Ll

Spectrum 16k/48k or +

trying desperately to complete your helicopler m
Plus 48 oiher factical, logical and sdventure games leaturing multi-

Spectrum sound capabilities

rustrating!’ - that's the verdict on Cassette-50's

Satislied users tell us it's one of the mos! challenging
1's almostas good asthe arcade version! CARGO has you
on unded ATaCK

d user-delined graphics, senoslling and full use of the

Commodore 64

Only you can save Europs from destruction! 11's ROCKET LAUNCH,
e i Ingmrqlmﬂh:l reproduces a European map. Mong
ambitious ¥ Try resculng your crew under an ultratast GALACTIC
ATTACK and escaping back lo your spaceship! Just two of the great
games on your Cassame-50, featuring high resolution and user-
defined graphics, sprites. sound and music.

Vankd 7 "

FRIE

ONLY £9.95

calculator watch
with every
Cassette 50

O N S S S S —

Dialivery FREE 1o UK. only, add £1.00 for ovarssas orders.
Fras watch and taps will be despatched within 28 days.

porialordmt o1 Cvie Games 13
postal order Tor Cascide Gamas Lid
¢ iRrough any Post Offce by TRANSCASH (Gim Wo. E48 8855

For gren faster sedesing when charging fo Acceis, Banliycand and
Toumicard Vina una our M b ST, (A7) S0A861

Address M -

o a— )

oRIc 1 [ BAC w8 [ | COMMODDRE 54
] e[ BPPLE | SPECTRUM [
T ATWDS | | DRAGON || FLECTRON
. Cascads Gamas Ltd . 1.3 Haywra Crescent. A
i Harrogate, North Yorkshire, HGG1 586, England =
e CGEHE Telwphane (04231 504663 Fegstered Momber | PSS J
_—ﬁ--———---———_---——-




Gamer spy.

U.Se.

, Jon Doe reports from the

recent CES Show in Chicago

The 20th Consumer Electronics
Bhow in Chicago was big, I mean
really big, you might think that
it's a long walk around the PCW
show, but that's peanuts com-
pared to CES.

Unfortunately, most of the
Bhow concerned itself with
compact disc players, videos, and
par stereos, littering the half
hourwalk to the computer hall T
was awed at the sights, the
people and the amount of money
someone was raking in.

IfTwas to read half the printed
matter thrown at me whilst I
meraly walked around, I would
never have seen the show, I
would have skipped all the
parties and worst of all, the extra
pilee of newspapers, leaflets,
folders and party invitations
that I would have picked up on
the next few days.

CES is big
Ag you come down into the

computer section the Atari
booth looms up in front of you,
‘with the Activision island on the
right, Atari oooupiad the left and
ocenter (I mean centrel). Out in
front I could see the waves of
computer screens flicker and
come alive with greetings to

visitor who dared walk
near the silicon circuits and the
near human hosts who knew
nothing of the product, or how to
control its desires.

But what of the games?

Well the gemeral opinion of
absolutely everyone except me,
was that the American computer
games industry is making a big
comeback. to my (untrained)
eye, I could see no sign of this
whatsoever, The only trend I
could make out was back to-
wards the old Atari VCS
standard, with a number of
companies showing cartridge

machines with nice graphics
and sounds. No particular atten-
tion had been payed to the games
running on them, and this let
some of the new hardware dowr.
More on this later.

Atarl was hyping its' BROBT
computer and was not showing
the 10408T, although some
smaller companiss were. In fact
Atari’s main showpiece was the
revived 7800 machine which is
an upgraded VCS5 or a down-
graded 800, depending on your
point of view. Games on show for
this included Pole Position II,
Joust, Ballblazer, Xevious, Cent-
ipede and Asteroids. Of them all
Xevious was the only really
playable game, although Ball-
blazer was only on video. Prices?
Well guesses ranged from $76 to
£99, no one on the stand seemed
to work for Atari ... The old VC3

wa.s out in force with nothing
gw except a chea.p price tag

EMBQBI) I think it's beginning
to show its age, the graphics are
very crude by todays standarda.

Also being shown was Star
Raiders IT, which looks very like
The Last Starfighter crossed
with XCEL, odd that. I spent a
couple of hours playing it and
found it to be wery good, but
unfinished.

Algo on the Atari booth was
lote and lots of other companias
trying to promote the ST as a
business computer, fortunately
some games were on show, not-
ably Winter Sports, which is
awful on the 5T, colourful yes,
but not playable since the
graphice have no animations or
spead.

The Activision stand had very
comfy seats to sit on, it was also
about the only stand in the
computer section with no com-

COMPUTER GAMER AUGUST 1986

puters on it. All the machinses
were in the Activision suite
downtown (downtown
somewhere across the other side
of the city), nice seats though.
Activision new titles ineluded
Shanghai based on Mah Jongg, a
3,000 year old Chinese game.
Hacker II made it's debut as did
Murder on the Mississippi and
Fortal, a  Bclence fiction
adventure. All were available for
the Commodore 64/128, Atari
and Apple, some, like —Shang-
had, were out for the Macintosh
and IBM.

Ome of the nice pieces of Soft-
ware Activision were showing is
something called “The Complete
Computer Fireworks Celebration
Eit", which locked and sounded
nice, it was original too, which is
something everyone alse sesIms
to hawe forgotten.

Sublogic had a very big stand
with lots of carpet and very little
else, they were showing a very
very nice 3D graphics package
for the IBM PC, and had a form of
their flight simulator running
on it. Talking of the flight
gimulator, Sublogic has brought

Mastertronic out in force

out some new scenarios for the
famous game that everyons has
a copy of because it has been out
gince the year dot. They were
also. showing an American
football game, but I couldn't
work out how to play it!
Nintendo had their cartridge
machine on show, alongh with
R.O.B. (Robotic Operating
buddy), a snazzy light gun. R.0.B.
plays you at the gamas, terribly,
but the fun gained from beating
him far outways his skill. The
light. gun is a much better game
add-on, it comes with a passable
version of Hogan's Alley, the
arcade hit of last year (s0 Nin-
tendo say, so it must be true . . ).
The graphics are much better
than the VS, with 52 colours
allowed on the screen at one time
{(that's twice what an Amstrad
oan offer), and sprites making
the games very arcade like, but I
found the choice of games a little
old and out dated, except Mario
Brothers, which is classic and
worth buying the systemn for,
Sega also had a similar
machine to Nintendo's on show.
The console took the ordinary

The Sega home entertainment system with

Broderbund's Choplifter




eassette shaped cartridge and a
flat credit card cartridge, the
larger cartridges can store up to
1,024 kilobytes of program, the
games didn't reflect this but
ginee it's early days yet for the
machine I suppose Do pPro-
grammer has had the tims to
program that much: Hang On, in
my view, one of the better arcade
games of last year, was on show
for the mmachine, it was wvery
good, if a little easier than the
original. Sega were also pro-
moting to death) their sports
games for this machine (tennis,
football, soccer, baseball and
golf), 1 still think it's better to
play the game for real. Sega also
had a new computer called the AL
(Artificial Intellidence) “the
first computer to come with Pro-
log as standardl”

Bome British software houses
also looked like they were
becoming quite big in the States.
Firebird were showing quite a
few titles, among them were all
the big Ocean hite and the really
big hits of some other British
houses, Frankie Goes to Holly-
wood seemed Lo be quite popular,
as did The Pawn on the St and the
Amiga The Pawn was also on
show inside the CES Software

Who's that idiot with the

Showease, the British software is
breaking through! Star Glider, &
rip off of the Btar Wars games,
was being shown on the 8T, but
was very unfinished and quite
unplayable Firebird also had the
loudest stand at CES, for some
strange reason they thought it
would attract more attention to
themselves. I think it put more
people off.

Mastertronic had a very big
walk through arcade with pretty
holograms on the walls, the
software on show was all the
Commodore stuff they had The
Last V8 went down well, as did
its price of $0.00. Mastertronic
had their Master Of Magic
adventure show in the Software
showecase under the heading
“Exceptional produst value that
appeals to all walks of 1ife”, quite
apt.

Up on the twenty third floor of

26

TR .-

the hotel, Commodore had their
guite, minus Amigas, and were
showing off the new Commaodore
640, a cut down 128 with a dead
kayboard. Being shown was the
new Lucasfilm title “Habitat”,
which is a graphic “Mud” type
game in which the player inter-
acts with other cartoon like
players, not necessarily in the
Baume room, country or planet as
the first. The garme allows you to
talk to other players (through
volce bubbles) and pick ohjects
up, drop them, and go

down on the beach. If more
people over here had modams, it
would be a mega hit, as it i5, it's a
milestons.

Clive Sinclair was there too,
but only to see the show. Ams-
trad were showing off their word
processing machine which is
beirg marketed by Sears in
Amsrica.

e : ___{
Wi
ey P 5;):-’:{:' .1’25 j{
R

M*dﬁﬁmmlymfandnﬂmmﬂ
Amigas in America.

The much heralded Nintendo machine — complete with robot
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ENTEggg:hSTEY LT STHATEGY%I?&I&T%ESDF%&F&EE
SPECIALIST
S 0 MAIL ORDER ONLY
AMSTRAD (CASSETTE COMHQDORE 64 (CASSETTE
ALL £1.99 EACH INC P&P. FIOtTER PiLoT 9% ACROUET | Ct aﬁ
B/BEN STRIKES AGAIN (SP48) ROAD RACERS SPITEIRE 20 ' ARRIER 850 CAUSADE INEUROPE* 1130
(SP48) ALADDINS CAVE (SP48 & AMST) 3-D DESER RAT 830 Fio STRIKE EAGLE ' 1130
COMBAT ZONE (SP48) DISC OF DEATH (SP48) CET DEXTER i eiadons 4 550
GALAXIANS (SP48) THE MASTER (SP48) BATTLE OF BRITAIN 850 TIGERSINTHESNOW 850
INVADERS (SP48) EYE OF BAIN (SP48) GROUND ToBAUKC " 830 FoloTRADNG GO a0
ZERO (SP48) DIMENS-DISTRUCT (SP48) EARTH - N AR 850
DEFENCE (SP48) VOODOO RAGE (AM 464/6128). AMSTRAD (DISKS) EEE%"%H i o8
WOKD (BBC/ELECTRON) GREAT WALL TOMAHAWK s e
95 COMMODORE 64 (DISKS
l{jBABNCéELECTHON] BEAR BOVVER (COM 64) — e TR SILENT SEAVICE ims
i Wl SPvFine 4 coss QLRI o 142
DECISION IN THE i
FOR YOUR AMSTRAD THE FOLLOWING TITLES | | FoniniarHcASSETTE) 5 PRERKeLES " 132
DISC:— “GREEN BERET” — "V" — ‘MOVIE'— ‘BAT SPITFIRE 40 550 ACE 1095
: EALKLANDSE '82 g50 TIGERS IN THE SNOW 11.85
MIAN WATEALDO 850 o S TRADING O 11ss
AUSTERLITZ B8.50 s
RAMNHEM ¥ LAW OF THE WEST 11.85
ALL AT £10.15 EACH INC P&P DESERT raTs 250 WERIENARY ns
THEATRE EUROPE 8.50 £34.95
KONAMI-MSX-KNIGHTMARE. £12.99 I SWORDS AND SORCERY 850 - . pLEASE PHOME FOR AVAILABILITY
& o : ATARI BOOXL/XE (DISK ONLY e gﬁggﬁggfr& o
KONAMI-MSX-BILLIARDS/POOL, £19.99 E.Eé'sﬁﬁﬁg :!F ;CuEg DEEE'.EHT }E:gé i e, - PR
SEND CHEQUE AND POS PAYABLE TO: E?LS?TEIT&HEL.”G g 1295 P GRIMAT AND MICRD CLEARLY"
FACULTY ENTERPRISES LTD KERREDY ARPROACH Ta9s SORRY UK GROES Gy
29 HUTLAND COUHT KNIGHTS OFHFHSENS)EI.';;EHT ;gg CHEL;TE'—%E%'-LSE;?‘E’::EE%?E TO
CLARENCE ROAD, PONDERS END, ARCHON I B s R T T
ENFIELD‘ MIDDLEsEx ENa 4BII| 70 HOLLICKWOOD AVENUE, LONDON,
01-805-8054 - 01-368-

A COMPUTER MODERATED PLAY BY MAIL GAME

5 B Are you sick of wandering about the wilderness aimlessly, getting no satisfaction from

EL simple hit or miss battles, Then promote yourself to COMMANDER and come and
explore the planet VORCON. After a long trip from a distant solar system you and your 40
troops start out on a conquest of the Vorcons, their mineral wealth and riches. Build your

army up both in men and weapons to achieve the exalted status of a nuclear superpower. At

which point you can launch a nuclear offensive at the most staunch resistance you may

encounter, but be careful, you won't have it all your own way, there are 15 other Commanders

and they all have similar ideas. Are you man enough for the job, then recruiting takes place
continuously for all Europe at:-

59 JUNIPER, BIRCH HILL, BRACKNELL, BERKS. RG12 42G.
The cost, £1.00 per turn, but £1.50 pays for the introductory package and your
first three turns.

SUPER VORCON WARS

SEND FOR DETAILS




In the following pages you'll
find all you need to join our club,
details of the Gamer ratings
gystern and how to apply for
your awards, how to send in and
reply to the Club Contacts and
the first batch of Contacts.

If you're not already a member
then join today. All you have to
do 1is fill in the joining form and
send it as well as a stamped

addressed envelope to:
Gamers Club,

No. 1 Golden Square,

London W1R 3AB.

In return we will send you
| your membership card as well as
| a FREE Gamer sticker. Jolning

also entitles you to use gur FREE
contact service and take part in
the Gamer ratings scheme and
we've more exciting club events
in the pipeline.
- - - Join the thousands that have
joined our club.
To send in a contact, fill in the
| contact application form, and
send it in with a short letter
detailing the sort of response
| that you want, and a largish (ie.

AB or above) stamped addressed
envelope, send the whole lot

Here at last is the all new improved
| Gamer reader’s club

Mr---------iﬂ

e — ua,tmnnaiﬂ \
| u 4o is fi11 1M the io:tt;‘:’;‘;:: of
a1l Y““‘ hav u

gerest)
ur PATHAC g \' Contact Coupon. Send to:
| ntify ¥ [
| (to help us i ) Computer Gamer Contacts, 1 Golden Square, London
| ‘and send it ¥o | WI1R 3AB.
| |
1 § lab
. peader's C -
| computer JmIm ations Limited

|
!
|
| Bection No:.............Member No:
|
1 Golden square
w

| "
134&5 ; Name:...........

|
ndence
aclose any other currsﬁz‘;pncaunn. Afdveas .-
Do not & OﬂLY 1."01-1

— |
in the envﬂlope . =

__________ . i | Poat - Code,: . ;.- ... . Age . AL L SRl

A . ST T PR T TR N L (il )
| poNE NUMBER- -’ T e

!. s ®
| PO 1 L e R LGT'IU“ R
| "_;m“g 0 DISCS. EREST: ARCADE .

| LHEE IHT ''''''' R L et 1Y : l_ |I
[ MAIN G ENTURE .- i S
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|

....... B ------J:
| BIHUL-QTIOHE.I"Y-] ..... SRS Ll ]
|I oTHER (SPECI i‘)ﬂ Erag

| Wi AT TYPEOF BO

Kﬂ ‘DO ‘l.l.'lDiJ RIEDT 5 ¢ - 02800
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marked ‘Computer Gamer Con-
tacts'. Any applications sent in
for any of these services without
an SAR unfortunataly cannot be

accepted.

To reply to a comtact, you
write whatever jyou want to
write, pop it in an envelope along
with an 8AF if you are expecting
a reply. Mark the correct contact
number on the back of the en-
velope, and send it to ‘Computer
Gamer Replies’.

The Rating
System

When you receive your member-
ship cards you may notioe that
there is a section marked ‘Inter-
galactic Ratings’ This is an
award scheme whare, by doing
various things, you get an ap-
propriate award These will be
much sought after, and difficult
to obtain We calculate that only
& small percentage of the club
mambers will be able to complate
all five awards, however, we will
be very pleasad (and surprised)
if you all get, them. So their value
18 high by rarity alons.

The awards are graded, the low
ratings should be easier to gdet,
whilst the top rating is more
difficult. In order to get all five
you need to exhibit many quali-
tles — from programming to
gama playing ability. They are:
Epsilon

Fill in the special form and in-
clude it with three application
forms from Computer Gamer
from friends or other persons
wishing to join the elub, and you
will be rewarded with an Epsilon
Rating for recruitment ability.
These forms must be real forms
from the magazine and not just
photocopies.

Delta

You get this for loyalty to the
club. Bvery month in the main
magazine will be printed a dated
gymbol on the corner of one of
the club pages. Cut out and col-
lect six consecutive dated sym-
‘bols and send thermn to us. We will
then send you the loyalty award.

Since we assume that everybody
is incredibly loyal, this should be
quite easy!
Gamma

A Gamma (gamer!) rating is
awarded if you get a hi-score
published in the @, This
is glightly harder than Epsilon/
Delta and requires great game
playing slkill, but is by no means
ags hard as some of you may
think The games we feature
change every month — as do the
soorers. Special hi-scores or
techniques or ways of cheating
to get high scorers also count.
These will be featured in the
hints page or parhaps club pages
of Computer Gamer.

Beta

This is getting quite hard now. A
Beta rating is awarded if you get
& hint/tip/help published in
Computer Gamer. In the hints
section, players guide, or in the
adwventure section — or as before
wherever I decide to put it in
herel This shows extreme prow-
ea8s in researching games.

jou could even start in the

anmstsrgamu'isthspirmaclso%

achievement.

All forms should be sent mar-
ked ‘Computer Gamer Ratings'
and ghould include a stamped
addressed envelope for the
return of your award (a sort of
sticker to stick on your card).

These are the forms that you
must uwse to apply for your

Alpha Rating

MambDar NUIMDET: .. coccrseserissnss s

................... Tel: |

Attach 3 genuine membership application forms.

Contacts
Section One

Computer Clubs and associated
groups and interested people.
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No. 119

64 Programs Club

No. 113A

Section Two

Hints, tips, help offered, help
wanted

Robert Troughton
No. 113B

Section 3

Penpals or Computer Contacts
— perhaps your lonely Jupiter
Ace neads some company?

Michael Kurjakowski
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Age: 18
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Alfred Bezzina
Malta
Age: 20
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Bean O’Kane
Londonderry
Age: 17
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Richard Nicholas
Cornwall

Age: 18
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Title: Arcade Creator

Computer: Ce4
Argus Press Software

Supplier:

Price: #£14.95

Have you ever fancied writing
your own game? Like me you
probably lack the ability to
program successfully. The only
alternative is to use a game
creator.

These are basically a collection
of prewritten routines which
you can mix together to produce
your own games. Some software
houses resort to this method to
produce clone follow-ups to their
more successful games. In fact,
assemnblage techniques are the
basis of a lot of games. A pro
grammer produces many a
usaful subroutine when writing
a game and these are saved on a
disk or microdirve for inclusion
in other games latar on.

A little bit of thought will
make you realise the similar re-
quirements of quite different
games. Score  calculations,
character movement and pseudo
sprite generation are essentially
the same routines with just a few
small differences. Why reinvent
the wheel every time you set out
on a project?

Arcade Creator for the Spect-
rum represents Argus Press
Software's thoughts on this sub-
ject. The utility is packaged on
three sides of a twin cassetta
package accompanied by a book-
let. explaining their use. The
fourth side has a ready made
game which demonstrates the
type of game which may be made.

The Creator can be used for
two types of game: platform and
‘chase and shoot’. For those
unfarniliar with these terms let
me explain that platform games

ol)

involve jumping from surface to
surface on various action
screens, avoiding moving haz-
ards and collecting ‘treasure'.
Chase and shoot games are
sirnple shoot 'em ups in which a
variety of ‘aliens’ have to be
blasted before they get you

The package has a lot of var-
iations but is limited in scope.
The generators for sound and
graphics are good enough but
the restrictions start with
character movements. More of
these criticisms later, first let's
look at the units.

The first program designs the
building blocks of the game,
Sound effects, sprite pabterns,
user defined graphics (UDG's)
and their related screen designs.

The UDG designer gives a grid
representing a character which
is eight pixels equare. As you fill
in the individual pixel squares
on the grid an actual size
character to the right of the grid
mirrors what is happening so
you can watch as the character
‘grows’. Below this single
graphic is a block in which
several of the same characters
are printed side by side for
border character designs.

Onee your design is eompleted,
you can save it in the full set
digplayed on the screen and then
use some of the other key facil
ities to produce various different
orientations. The character can
be rotated 90 degrees at a time
through a full 360 degdrees or
mirror and reversed irmages can
be produced.

When your full character set

Write games without programming!
That’s the claim of the Arcade Creator.
Jane Goin investigates

has been designed you may save
them to tape and verify that the
recording is correct before
moving on touse one of the other
design options. Up to 84 different
characters can be designed for
each game you make.

The sound effect generator 15
the best feature of this package
and allows the productions of
alght differnt effects. These can
fall into two different categories:
bleep and whita noise. Bleeps are
semi musical affects, laser blasts
and the like. White noise is suit-
able for explosions and may be
linked to border flashing for
extra impact effects.

Each sound has five elements:
start and end frequenciss with a
frecquency jump step value, the
length of each round, and the
number of repeats of each effect.

A range of 20 animated sprites
can be designed with the Sprite
option. Each sprite has four
animation cells so that means a
full set will require the making of
80 characters on a 16 pixel
square grid! Quite a lot of work
involved here when you consider
that animated sprites must be
worked individually and then
checked for good movement.

The final stage is to create the
background scene from the
UDG's which you made earlier.
Up to 40 screens are posaible but
you must bear in mid that the
more complex your plan, the
fewer soreens can be stored in
Memory.

Obwiously there is a lot of pre-
planing involved in producing a
game. If you suddenly find that

you haven't considered all the
phagses of your game fully
enough you can save what you
have done so far and make any
changes later,

Fach of the abowve sections are
saved seperately to tape so the
next step is to put them all
together and design the move-
ments and sound effect syn-
chronisation inthe game. This is
done using the second program
on the tape.

Your first task is to name your
game, This can be done in one
row of 16 double sized letters or
two rows of eight quadruple
gized letters. Next your name is
entered and flnally number of
screens in the game is entered.

The program then moves onto
the scoring systermn. Up to nine
lives can be allocated to your
game. You can then stipulate the
score which must be reached to
obtain entry to the next screen
level and you must also stipulate
your bonus score. The word
‘bonus. can be changed to suit
the style of your game. For
example, it may represent the
character’s enargy level or be a
time limit for completing the
screen in which case the word
‘Enaergy’ or 'Time’ could be sub-
gtitutad for ‘Bonus’. You can also
opt for the loss of a players life
when the bonus rmuns out or not
depending on how your whims
move youL

Gameplay type is next selacted
which is either platform or
chase and shoot This decision
affects the number and type of
sprites which will be offered for
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selection in the next section of
the Creator. Characters, aliens,
missiles, explosions and all the
other elements of the game are
selected for each level The speed
and nature of movement is also
stipulated

In the middle of your screen
Plans you may find that you have
mun out of memory space in
which case you ean shorten the
game to Its current length
simply by pressing a key.

The final step is to add your
sound effects into the correct
section of the six section sound
library. The first section is the
sound heard at the beginning of
each level and this is followed by
the sound of coll a treas-
ure, losing a life, viewing the
high score table and firing a
missile. The final section is the
sound of an alien being dis-
integrated. This sound is selcted
from one of three fixed options:
an explosion, & whine or a

Now 18 the time to put it all
together onto your master tape,
Your first job is to choose your
title tune from the three on offer,
Initially this will be pot luck
because you don't hear the tune
unit] the full game is loaded and
their names are not particularly
descriptive: Ditty, Classical and
Modern.

Next the Basic loader 18 saved
at the of your master
tape under a name which has up
to ten characters. If you want a
loading screen to be displayed,
now 18 the time to load it. Thare
s no facility for designing the
loading screen in this package,
nor are there any hints on how
this can be done.

Finally, the game code 15 saved
and the information from the
last section is added to malke the
master tape complete. Only now
can you sea if it all works.

The overall impression that

2L

I'm left with is that this package
was planned to give a reasonable
amount of flexibility and then
created in a series of modules.
The mere fact that you can't keep
checking the progress of your
game until you have put it all
together would put me off using
this creator. There are other
more flexible versions on the
market,

The order in which things are
done in the manual is not the
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best way. I found it better to set
up the Iloading tape before
specifying the gameplay so that
this could be saved directly onto
the end of the loader.

All games creators must have
limitations because of the mem-
ory requirernents of the control
gystems but this means that
greater thought must go into the
planning. Some of the features of
this utility made me wish I
hadn't started There is no way to

BREAK FOR
MAIN MENU
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check if all of your screens will
fit into the final version so a lot
of time can be wasted designing
screens which may not ultim-
ately be used

With a little more development
and thought this eould hawe been
an excellent little package. As it
stands it is less than satisfactory
though eonstant use would allow
you to overcome its worst facets
and the finished results aren't
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POM UPDATE

up the latest in
Play By Mail gaming

concetrate on the better games.
that is not to say that I will not
point out the poor aspects of
gven the very best games; so if
you have any complaints to
make about a particular gams,
Jjust let me know and [ will take it
up with the games company and
publish their replies. If you find

immediate!

it 18 not worth playing and there
are plenty of alternatives to
choose from.

This month's feature game is
Vorcon Wars and, needlass to
say, this is yet another star of the
FEM world Most ocomputer

games currently

in this country are
American imports and it 18 not
difficult to see why. Designing a
FEM game, writing the program
and marketing it are very time
consuming occupations  and
there is no guarantss of suscess.
It is therefore very tempting to
buy the UK rights to a game that
hase been proven in the U8A over
a long period even if the
amoount of royalties that you
will have to pay can be fairly
high. Vorcon Wars 18 an excep-
tion to the rule; the brainchild of
John Nicholson it is a British
game that is also awvailable in
America and Australia. This in
itself speaks wolumes for the
games and the fact tht it has been
running for over three years, an
age in PEM terms, indicates that
it has obviously got a lot going

for it.
Most postal games have an

.a-l&msm.m‘mlepmmtham
but here again Vorcon departs
from the norm in that it is

with conquest on your mind. You
gtart with a base, 40 men and the
industrial and

support to be able to comence
with your bid for global domin-
ation. The rest is up to you; it will
be fairly eagy at first to take over
adjacent territory but as the
game develops tactical skill
becomes very important as you
clear mine fialds, reclaim lands
and gear up your war machine
while at the same tima

you
Vorcon Wars; it will cost you
#1.80 for a rulebook and the first
three rounds. Each subsaquent
round will cost £1 and you can
opt to play in a 7 or 14 day turn
around game. Mike Nicholson is
a brilliant games designer and a
consclentious master but
he cultivates an image of being
the invisible man of PEM; so do
not expect to have much face to
face or telephone contact with
him, but if you would like to play
in a high class computer mod-
erated FBM wardame at a
reasonable price then you would
be wise to try Voreon Wars,
News this month of PBM

ampton where about 80 players
convened for a weekend of
dispussion and gamesplay and
whare vast quantities of ale were
consmed and the local curry
house enjoyed a boom in trada.
The highlight of the weekend

was a cricket matoh between a -

PBM gelect eleven and the team
from the local hostelry. Despite

APRIL Bﬁ’ﬁ_ﬁlmeﬁ

Altogether, thin was a ;?EIT

oyable event and I was pleas-
gmm players from about
twenty games including Sat-
urnalia, Crasimoff's World,
Vorcon Wars, World of Venge
ance, Explorera of Oorion, It's a
Crime and Tribes of Crane, and
put some faces to some of the
TIATNES,

The next major PBM mest will
be at Gamesday at the
Horticultural Hall in London on

vention will be hald in February
1887, again in London. We hope
o make a lot of improvemsnts
over 1886 and some hot news is
that there is a possibility of a

axpansion would involve. If the
gponsorghip deal in conchuded it
would be possible to move to a
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son Bun, which at 80p & round is
one of the mnsh&Op

&t Pheonix Games and is always
happy to talk for hours on any-
thing to do with PBM; so why not
give him a ring.

Many Gamer readers are now
playing It's a Crime and Satur-
nalia and I ghall be

regularly. If you have not yet had
atry at the game why not. give it
& go now? It 18 a game whare you
control a gang in prohibition era
New York and where you can
unleash

CREATURZEZER Y
COVEENsgelRTE ~N

:Edmmﬂm
new rulebook has now been

readers took advantage
special offer. It might not be a
within the game. If anyone is
mtmmjgm send me a
meesage with your roundshest;
my character’s name is Adam
Lambsbraath. The latest news
from the game If of an omninent,
attack on the town of Zorak by
the forees of The Summoner and
of the return of the knights of the
red roge to the island of

aver been put off the game hy it's
slow movement rates will be
pleased to learn that it is now a
lot to move about. This
has resulted in & lot of action in
m]mmmsofmonm the

being an attack by
followers of A'nis, the nature
goddess, and T'Gellen, god of
Light, or a temple of FNor, god of

ADVENTURE

darkness in the swamps to the
east of the town of Cas. Much

deal of plunder taken, No doubt
the FNorians will not take this
lying down and I await
developments.

If you would like to represent
Computer Gamer in a PEM games
and play fres, this is your
opportunity. We are looking for a
player to review Capitol, a
science fiction game from KJC.
All you would have to do is to
make regular reports of your
progress and your views of the
game. If you are interested just
drop me a line at the Gamer
office and let me hawve your idea
of a game that could not be
played by post. The player with
thanmnn.ammgmpwmﬂ
be elected to the Gamer playtest
team.

Next month I will belooking at
Orion’s Finger and you will have
a chance to playtest Kings of
Steel from Sloth Enterprises.
Phoenix Games, Stoneleigh,
Holly Lane, Upper Ellwood, Nr
Coleford, Gloucester, GL16 71LZ.
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Jane Naylor presents her
selection of this month’s

games books.

t

Title: The Penguin BBC B

Authors: Spencer Bateson and Ian
Thomas

Price: &£8.98

Publisher: Penguin

Wea've covered quite a few books
for the Besb over the last few
months, but this is one of the
bettar ones around s0 We
thought it wold still be worth
inclhuding.

Although it is presented as a
programmer’s compendiam, it is
mainly a collection of game pro-
grams and as there are thirty-
two all told, plus a sprinkling of
educational programs and util-
ities, it reperesants pretty good
value for money.

The programs in this eool-
lection are far better docu-
mented than in most and are
therefore actually quite useful to
people trying to learn Basic.
Each game is preceded by quite a
long introduction that sets the
seane and gives operating in-
structions. This is followed by a
proper documentation section
that lists the variables used in
the program and gives a break-
down by section of the various
moules, showing how they work.
Finally comea the listing in nice
clear print which has not been
reduced to an almost unreadable
gize (as in s0 many listings
books).

The selection, as always, 18
hardly original, featuring old
stalwarts such as Golf, Battle-
ghips, Jet Fightsr and so on
however there are a few new
ones, such as one about a
threatened little penguin and

o<k
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SPENCER BATESON and (A THOMAS

another that involves a comp
licated trip round the squares in
a pyramid.

I like the author's tone as they
guide you round moon Cratars,
up and down ladders, and across
busy main roads: their cyniecal
sense of humour is refreshing
and injects some originality into
a book that is already well above
average. Even jaded Beeb gamers
might find this worth having.

x‘fm
ANp

I Title: QL Gamesmaster
Authors: Kay Ewbanl, Mike Smith &
B.M. Gee
Price: A7.98
Publisher: Collins

This is a wary serious book from
Colling, aimed at the QL user who
wants to get heavily into games
design and advanced pro-
gramming. The authors declare
that they are using the seven
programs listed as wehicles for
teaching readers the art of
writing large programs. They
aim to go through the stages of
program design and implem-
entation, pointing out problems
and pitfalls and offering tips and
solutions.

This is probably great news to
the average QL user — who
would not have bought such a
sophisticated machine just to
key in 20-line word quizzes. Bach
program 18 used to illustrate a
fundamental aspect of games
design, such as animation, and
this is wvery thoroughly ex-
plained with several diagrams
and the listing broken down into
readable (and keyable) chunks.

As well as animations, other
points covered are: sound effects,

graphics, using random num-
bers and Boolean logic. It should
be absorbing reading for ambit-
ious QL programmers, who will
probably be inspired to go back
to their bedrooms and spend
maybe even some of these
summer evenings wrestling
with the unresistable challenge
of the unbeatable game.

The seven programs are: The
Sorcerer’'s Apprenntice, Ant Hill,
Leap Frong, Frogling, Snake,
Tadpole (a lot of frogs in this
book) and Snakes and Ladders.
There is also a useful short
chapter at the end on really
polishing up your program and
becoming a Master Programmer.

This is a thorough book that
covers a lot of useful subjects and
will be welcomed by avid QL
programmers. The programs are
all listed in second time in full at
the end of each chapter, so you
get seven good games into the
bargain. Well recommended,
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STORM

Mastertronic is the first company to accept the

challenge to prﬂdm a Gauntlet ﬂtyle £ame. caballah Agravain Storm Chest
Tony Hetherington braves the Storm.

Software houses hawve often
looked to the seaside arcades for
inspiration when designing a
new game. Indeed, the first
games were all versions of coin-
op classic such as Space
Invaders and Asteroids. Now the
arcades have issued a new
challenge in what has to be tha
best gams this Summar,
Gauntlet. The games stunning
graphics and four player action
(although there is now a smaller
two player version) surely are
beyond the capabilities of the
home micros.

Mastertronic are the first into
the arena with an Amstrad game
called Storm that only costs
£1.99.

The game fatures 1 or 2 player
actlon as our herces battle
through 99 rooms of monsters
and treasure. Their mission is to
rescue Storm's wife Corrine who
has been captured by the evil
Una Cum and is being held in
Cum's underground lair,

Storm, although a fghter
seaks help in his quest from his
old friend Agravin Undead a
wizard. After much discussion
they decide that Agravin should
go alone in a one player game as
he has more akill in the ways of
magic. Naturally in a two player
games (how it should be played)
Btorm tags along.

Although Storm starts stron-
ger than Agravin with 500 more
health points, restorative pot-
ions, enake broaches (three of
and fallure in the quest since
only he can use the scrolls and
armilets scattered throughout
the dungeorn.

These are powerful items since
they destroy any of Cum's
minions that are currently on
the screen (and probably at-
tacking you)' Unfortunately they
don't wipe out the forces of evil
totally as scon more will start
streaming from the generators
that lurk, with two or three per
gereern. To clear the room you
have to destroy the generators.
This isn't too difficult but you
will have to flght your way
through to them. As in Gauntlet
you may just want to fight your
way through to an exit or any
goodies lying around.

Thess include parcels of food
to replenish some of your lost
health points, restorative pot-
fons, enake brooches (three of

which are to meach
Corinne) and a mask. The mask
is said to possess great magical
and mystical qualities with the
biggest mystery being how to use
it! It's worth experimenting
with it as it may be the key to the
whole game.

The graphics of the room
aren't startling and show a plan
view of each roorm. This is a little
confusing to begin with as part
of the walls and doors can be
almost obscured by the floor-
boards you are looking through.
However perserverence pays off
and you'll probably have a clear
idea of where you're going as you
master the keyboard controls
that allow your hero to turn
right/left move and fire. Unfor-
tunately the keys aren't the ones
that I would have chosen and I
spent much of my first (short)
game spinning around in a circle
while minions happily took
chunks out of me.

The game ends when both
characters have run out of steam
(health points actually) al-
though' you do plenty of
warnings as the total sinks to
critical levels. However sinece
this message appears in the
same place as supplementary
room degcriptions (that jyou
haven't the time to read) I
usually miss these warnings.

It's pleasing to see that Gaun-
tlet style tactics worked in the
two player game. Such as “ac-
cidently” stealing all the food, or
charging through a room leav-
ing your companion to fight
your battles.

Storm is the first attempt to do
a computer version of a Gauntlst
style game. Although the graph-
ice are limited the game does
have the right feel about it par-
tioularly as a two player game.
The keyboard controls are a little
strange but practise will pay off
in the end However for £1.99

what morse could you ask for?
FLANET RATINGS
Originality -
Graphics (L 1 g
Use of machine L 11 ]
Value for money o
STAR RATING

. O
Bright. Star
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The Talisman

Welcome to another Herole
Warrior Adventurel All you need
to play is paper and pencil and a
gix sided dice. Make your dec-
isions and follow the numbered
paragraphs as directed. Combat
is mesolved as follows. Each
character has two main
statistics — a strength rating
and some life points represented
in the text as SR/LP. Whan you
get into a fight, roll the die and
add the total to your SR. Now do
the same for opponent. Whoever
has the lower total loses that
particular round and subtracts
two from their LP total. Combat
continues until one person’s LP
total reaches zero at which point
that character dies. You start
with an initial SR/LP of 8/20.

It would be unfair to call
Tapper Pennywise a thief. Batter
just to say that he is light-
fingered! Anyway, our Halfling
(some people call them Hobbits)
hero is currently languishing in
a damp cell somewhere having
been caught with his fingers in
the till when the gaoler an-
nounces & visitor.

The stranger claims that he is
a messenger from the King.
There ig a problem he says. Not
only has the evil Baron Bludgeon
stolen the legendary Silver Tal-
isman of Remag, our country's
most prized relic, but he has also
had the audacity to put it on
public display. Nabturally, the
King wants it back and as you
are the only suitable person
currently in custody. He won-
dered if you would be interested
in recovering it for him. Offers of
fame and glory don't intersest you
but you are tempted by a Royal
Pardon and a guarantesd pen-
sion for life if you succeed so you
accept the challenge.

As a thief you have several
abilities, that you have acquired
over the years. Thesa are in lock
picking, removing traps and
picking pockets. How you spent
your youth is entirely up to you
You hawve 12 points to assign to
these three attributes in
whatever manner you sea fit
with the understanding that no
value can be greater than 6 or
less than 1. for example, you may
decide to assign § points to
opening locks, 5 to removing
traps and 2 to pleking pocketa.
the higher the numberths
greater your skill in that
particular fisld When you are
asked to test a particular talemnt,
roll a die and if the number that
you roll is less than or equal to
your skill level, you have
succeeded in your task. Further
details will be given in the text.
For example, using the figures
quoted above, you decide to tTy
picking someone's  pocket
Rolling the die, it comes up with
a 3 so that you fail in your task
and must face the consequences.

- )
(3.0

Onee you have selected your ini-
tial values, they remain constant
for the rest of the game although
you can of course change them
when you play again

After many weeks travelling,
you arrive in the Baron's home
town and find lodgings in the
local tavern whilst you take the
opportunity to reconnoitre the
gurroundings. Go to 5.

1. The castle grounds are quite
dalightful. In front of you are
lots of berry bearing bushes.
¥ou can pick the fruits if you
want. The castle itself lies to
the sast.

Togo E— 22
TogoW —48

2 You are in the NW corner of
tha market. A large crowd has
gathered around one of the
gtalls. An old man is pro-

protect you from snake bites.
It's a snip at only 5 crowns. If
you want to buy soms, make
the necessary deduction from
your gold total.
TogoS8—28

TogoE—T7

3 You hand over the snake in
the sack The old man is
delighted and gives you a
magic flute ag a reward "I
hope it proves useful to you”
%L&Hsyﬂua&yt:ulsaw.t}om

4 You successfully complete
your action and are free to

Go to 40

5 You are in the tavern. Having
examined the Talisman in the
castle and the surrounding
areas, you have come to the
conclusion that thse only
weak spot in the castle's
defenices in through a win-
dow near the top of the tower
and you must now find some
way of getting through it
Your only possessions at this
stage are your thieves tools, a
short sword and three gold
crowns. Go to 28,

8 You remove the glass case
and lower it gently to the
ground You are just about to
snatch your prize when some
sixth sense warns you to be
careful. The Talisman is on a
pressure plate. Do you have a
bag of sand?

Yes— 14
No—34

7 You are in the NE corner of
the markst square.
Togo8—41
TogoBE—23
TogoW—2

8 You hide in the shadows until
dark and then mowve to undar
the window that you have
chosen to be your point of
entry. do you have a rope?
Yeos — 43
No—10

9 If you have any gold, hand it
all over and go to 29. If you
have no gold, go to 44.

10 You will have to leave the
castle, Goto 1

11 Have you got something to
put. the snake in?
Yas — 45
No—E1l

12 The path leads out of town
towards the castle
TogoN — 23
To go 5 — 47

13 You are in a boat yard There
is a coil of rope here. A path
leads north to the beach.
Togo N — 33
Togo8—48

14 You carefully judge how
much sand is the equivalent
weight as the Talisman and
put the sand on the plate at
the same time as your rermnove
the Talisman Roll ona die. Is
the result a 5 or a 67
Yos — 34
No—18

15 You get the snake in the bag
but as you are struggling with
it, your concentration slips
and you feel its fangs sink
into your flesh.

Goto Bl

16 Your luck seems to ba in for
not only is the Talisman
there but also treasures
beyond your wildest dreams.
You are going to be a very
rich thief in your retirement.
Unfortunately, your luck has
just changed as there 158 Nno
way of getting here without
cheating There is honour
amongst thieves you know.
You are sentenced to read
lesser magazines for the rest
of your days as this is conduct
unbecoming of a Gamer

17 The mugger has an 8R/LP of
7/6. do you win?
Yes — 209
No—24

18 You judge the sand exactly
right and are left with the
Talisman in his hot sweaty
little hand You wonder
whether to run off with it to
lands a new but somehow,
after all your adventures, you
decide that it might be wiser
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to return it to its rightful
owner and settle down to a
quiet, honest life for a bit.

19 Where did you obtain your
antidote?
The market — 38
The castle — 65

going that way for a while
will you?) As you breathe in
the morning air, you are
alarmed to hear a rattling
noise in front of you. Looking
dowr, you see a medium sized
snake, coiled and looking as if
it 18 ready to strike. do you
Attack it — B3

Walk past it — 38
Try to pick itup — 11

s —

31 You erawl over the window
ledge and into the room.
There are two guards here
and you rmust fight them each
in turn. They both have SR/
LPs of 8/8 although you gain
surprise and inflict two hits
on the first guard reducing
him to 8/4. Do you win?

Yas — 35
No — 24

32 The door opens Into the
Talisman roorm. The ohject of
your quest lies under a glass
case in the cantre of the room.
From your previous observ-
ations, you know that it is
trapped as well as locked,
first. test your trap removing
skills. Do you succesad.

Yos — 46

No—43

33 You are on the beach. If you
have a sack, you can pick up
some sand if you want. Go to
13

&4 You make a desperate lunge
for the Talisman but it 18 to no
avail. Alarms all over the
place are set off and you are
quickly surrounded by
guards. You ponder on how
annoying it 1s to fail at the
last hurdle as you are dragged
off to the dungeons.

35 You search the guards but
they don't have any helpful
keys or similiar. A staircase
leads up or you can climb
back down your rope.

To goup 21

To go down — 22

20 You are just sneaking out a
big fat wallet when the victim
feels a movemnent and raises a
hue and cry. You try to run
for it but the townsfolk trip
You up and sit on you until
the militia arrive. You reflect
that the Baron's ganls cannot
be any worse than the one
that you had just left and
hope that you will be out in a
few years time.

21 The staire end at a locked
door. Test your lock picking
skills. Do you open the door?
Yes— 32

No — B2

e You are outside the castle
Tobreak in — 8
TogoW—1

23 You are at a crossroads
To go N— 49
TogoB— 12
Togo E— B4
TogoW—7

24 Yourtagk has ended in failure
although you reckon that
death is probably no worse
than rotting in a dark cell
somewhere for the rest of
your life.

25 You are in the main street.
The town stretches away to
the east. To the west is the
way home (80 you won't be

26 You are in the SW corner of

the market square.
TogoN —2
TogoE—41
To go W — 40

27 The poison quickly courses
through your veins and you
writhe in agony as you die a
horrible death.

28 You are in the gensral store.
Goods are available at the
following prices. Rope 10.
Candles — 4. Sacks — 10.
spades — 1B. Lamps — 8, If
you have enough gold, you
can buy anything you want.
Make a note of it and deduct
the gold from your total. Go to
40,

29 The path leads north and
aouth.
TogoN 13
TogoS— 83

50 The man explains that he is
the local snake charmer and
is currently in disgrace as he
lost his snake and terrorised
the town. He says that he
would be most grateful if you
could return it to him. As a
word of warning, he says tht
the berries in the Castle
grounds make an excellent
antidote should you get
bitten Go to 23.
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38 The snake attermnpts to bit you
as you walk past it. Go to 37.

37 Roll one die. Is the result a 67
Yes — 61
No—4

39 The path leads north to the
town and east to the castle.
TogoN — 12
Togo E— 48

40 ¥You are in the main street
which leads east and west. A
general store lies to the south
TogoE— 28
Togo W — 28
Togo8 —28

41 You are in the SE corner of
the markst. The crowds here
are thickest and is seems to
be an ideal place for picking
pockets. You can do this as
often as you want by rolling
against your skill level (see
instructions). If you succeed,
roll one die and add that
number to your gold total. If
you fial at any stage, go to 20

TogoN —7
To go W — 26
42 Your * clumsiness has

managed to set off the trap
and a series of poison needles
thud into your body. There 18
one last chance for you
though. There is still somea of
the snake antidote in jyour
veins which might help. Roll
three dice and subtract the
total from your life points. If
you are still alive, go to 48,



Life Points. 12345678910111213 1415
16 17 18 19 20
- - - - -
Thieving Abilities
Random Numbers.
43 Do you have the magic fhute? 2 - k 1t »
223 you don't have any dice
‘égs 1%0 PICklng poc Ets with you then use these
- E random numbers to decide
: 44 The mugger does not like your fate. Start anywhere in
i being deprived of his spoils so REITIOVII’IQ traps the list and cross one off
i he decides to beat you up. Go £ ;hnna:?izmmimumd
i Opening locks i
| 46 Now try your lock picking T i 4 i |
.; E{Ln.l.’ls zaga.m1 do you succeed? i v | & 1 1 ]
a5 — - - 3 e
No— 52 Objects Carried g e e
] & =y .
47 The road bends to the east e 1 i + 1 j_'
here as the path leads up to i SR R R S
the castle grounds. A Togue . = e = o
leaps out rom benind a tree | 1 i@VES tOOIs reip s 1 E S RAET
and demands your money or - s e = =
your life. Before you can - 1 E & 5 ]
answer, he attacks you 7 & "
anyway. He has an SR/LP of Short Sword i I e
8/6. do you defeat him? o it e ety A S ]
Yas — 39 o . . .
No—24 = 1 A g |
= ‘ 3 :
48 You are at the entrance to the GOI d C rowns 4 w t 3 ; j
castle grounds. A little old dhi & B S e
lady in a booth demands your - 3 2 & 4 &
entrance fee of 3 crowns, you 3 2 ‘ il
can only enter if you pay. L R =T
TogoE—1 { - & = e
o i et e
i al o i
: 30 You are in a dark alley when 4. Gl 1 e
i you are set upon by a mugger o o & e }
I who demands all your gold e = 1 £ < A
li { N.B. This character or one of e 3 o 4
i his gang will appear every o > i - & =t
g time that you come this way. = & - 5 3 2
i || Do you pay him — 9 - .: ._: ',, ._.1 __ﬂ
Do you ﬂght him— 1% L tdd ot —t ot ot
| = [ = Ir ¥ :
| 50 You play the flute and the (= Wb L g
it || rope climbs into the air as in 2 & 6 1 o y
| the Indian rope trick until i | - 1 ]
: stops just under the window. e Vil
To goup — 31 1 =t - e
TogoW—1 i i = 4
" o Al - "
51 The snake bitas you. Do you 1 2z - [ o
hawve an antidota? - E 4 &
Yes lQ 5 -_ _.'.h ]
g -6 9.5 ‘4
"' o L] =3 =
652 You are just teasing open the i W3
last tumbler when your hand & 6 3 i |
slips and yo set off a silent 4 & - - €
alarm. Guards quickly rush 3 - - = =
into the room and overpower 3 . & & E
you. The Baron is going to be ¢ | 4 G
vary interested to meet you i ¥ e <
& o 3 4 - Z
63 The snake has an SR/LP of T sp e i i
only 2/2 so you will kill it o b b - -
easily enough. It will how- pC e E e ] T e =
ever strike at you before you 4 = -3 = & ~3
inflict the death blow. Go to i o ] Z =150
wid A TR R N |
B4 The path leads to a small v B AP Nk R ek -
house. The occupant rushes A B 4 C g |
out and says “Hawve you got Sy T
my snake?” You answer 2 - i
Yos —3 1 2 4 il 4 5
No — 30 L g 4 £ [ |
55 You swallow the berries just b e | =
in time but the poison still L = 4 -y a 4
leaves you feeling weak. Roll L= = = -
one die and subtract the B ) 4 e s 1
result from your life points. - i =
gotod it i < & ] [ =]
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your adventures

With more and more games
coming onto the market feat-
uring spell casting of one sort or
another, I want to take a look at
magio and various ways of using
it in an adventrus or role
playing game, Titles such as The

Gordon Hamlett helps you add magic to

only one or two to start with
Thase will be fairly low powered
gpells and the apprentice must
make do with these until he is

another useful way of stopping a
mage omni-
potent — limit the supply of
reagdents. of the bast gystems

guch and such a spell for some
time now and it only needs one

ADVENTURE

book. So, in order a spell
in Ultima IV, you must buy or
find the mix them in

in order to
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Qake up the

(Challenge

4 In the summer of 1986 the crew of VIRGIN

; ATLANTIC CHALLENGER once again

attempt to win the coveted BLUE RIBAND

title for Britain by crossing the ATLANTIC
OCEAN in the record time of 3 days and
10 hours.

Virgin Games brings you the VIRGIN
ATLANTIC CHALLENGE GAME. This arcade
game is a fun simulation of RICHARD

BRANSON'S part in this exciting and
' dangerous event. You must guide Richard
at BREAK-NECK SPEED from one piece
of equipment to another to keep the
boat ON-COURSE and in good time and
take vital MONEY-MAKING (or breaking)
decisions that are telexed to him from
all parts of the VIRGIN EMPIRE.

SPECTRUM 48/128 AMSTRAD CPC 464/664/6128 COMMODORE 64/128

. £795 £8905 .£895

Available from all good Software Retailers or directly from Virgin with the tear-off slip below

l—.—.—._.—-—-._.——--n—l—c—i-—c—I—l—c—l—.—l——-t—-l— §— i —  — —— —

Please rush me my copy of the Virgin Atlantic Challenge Game!

NAME

ADDRESS

[] Spectrum 48/128 £7.95 [ Amstrad CPC 464/664/6128 £8.95 [] Commadore 64/128 £8.95
Tick appropniate box

Please make cheques and postal orders to VIRGIN GAMES LTD and post to the address below. Please do not post cash.
VIRGIN GAMES MAIL ORDER, 2/4 Vemon Yard, Portobello Road, London W11 2DX.
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Title:
Computer:
Supplier:
Price:

Qor is the first new adwventure
from the above company written
on the GAC it is a fine example of
how a programmer can take a
really good idea and spoil it
because of alack of pre-game-
testing.

Qor is the name of a planet
where years ago rich space pir-
ates, and the elite of the other
worlds decided to live, eventually
the pirates came to the con-
clusion that they should have
the planst for themselves, this
resulted in all of the so-called
‘ruling classes’ being turfed out
of Qor, which caused no end of
problems for said individuals.

Well it just so happens that
one of these estiles, with the
dubious name of ‘Zaucy’, decides
to return to QOR with the inten-
tion of reeking revenge on the
inhabitants, you adopt the role of
<Jo 8team, who just happens to be
a Special Agent for S8U.C. (Sup-
reme Universes Command), by
gaining Zaucus confidence your
plan is to turn Zaucu's spaceship
heading for Qor, a brief explor-
atlon arcound the ship is nec-
essary but remember to conceal
an item that you are carrying or
youwill be shot at dawn.

The graphicse are excellent and

Qor

Amstrad CPC 8128
Maltdale Software Ltd
£4.99 (cass) £9.99 (disk)

instantly drawn, well deflned
whila aboard the ship and then
of a more softer appearance on
the acutal planet.

Text descriptions however
leave a lot to be desired I could
not get used to the strange use of
the English language, I feel Steve
Baker, the writer, must be a fan
of Jimmy Young what with its
references to ‘Mo’ for moment
and ‘Tho', get my meaning, an
atternpt at humour falls short,
one little gem that made me gasp
wag, on entering the Galley loc-
ation, I was rewarded with “Why
do they call this a Galley, I can't
see and Gals" I ask you!

Getting back to first
statement if the writer had taken
just a bit more time witht he
testing, this could have been an
excellent first attempt however
even the excellent graphics will
not, help this game become a hit.

A ghame really because [ think
it wiould have been very good

PLANET RATINGS

Atmosphere [ L] ]
Difficulty L X 1]
Graphics Sesss

Value for money L1 1]
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Title:
Computer:

ADVENTURE REVIEWS

The Incredible Hulk
C64, Spectrum, C16, BBC,

Electron, Atari
Americana
£2.99

Supplier:
Price:

Bruce Banner was a thin
bespectacled nuclear physicist
working on a government res-
sarch project until one day his
asgistant (really an enemy
agent) detonated the new
gamma bomb while Banner was
in range. Unbelievably Bannar
didn’t die instead he became the
Incredible Hulk hero of
Marvel cornies.

The Hulk retains the bespec-
tacled appearance of Banner
unless he becomeas really angry
when he mutates into the Hulk.
While the Hulk, Banner is per-
hapas the strongest mortal to
walk the earth. His green skin
can withstand great extremss in
temperature as well as hits
without puncture or pain.

The Hulk (the game) was first
released by it's author Boott
Adams about two years ago as
the first of the 12 Quastprobe
adventures in which our hero
must meet the strange Chief
Examiner.

As soon as [ loaded in the game
the memcries came flooding
back I remember how long it
took to get out of the first loc-
ation so I'm glad to see that the
golution is now included in the
instructions as an example of
the hints book that you can uy.

The important thing to re-
member when playing this or

7% inva swall
Natter eneray
Some Sbhwious
g9 pulsates’
ne gas
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bETv el f

Fills room & permeates wy skin®

any ‘other Questprobe game is
the powers and abilities of your
character as well as those you
meet.

In the Hulk you will meet the
friendly Dr Strange a master of
magic, & particularly nasty robot
called Ultron, a malevolent
entity known as Nightmare and
the Chief Examiner himsslf,

The adventure itself is a mix
ture of two word text commands
and superb graphics some of
which are shown here. My fav-
ourite being the transformation
from Bruce Bannmer to the Inc-
redible Hulk.

The game is difficult but all the
problems do hawve logical ans-
wers although they may take
hours to solve.

I still think that the The Hulk
iz the best of the Questprobe
games probably because the
Hulk has simple powers in that
he's tough and strong and any-
thing he hits — stays hit. Now
the game has been included in
the Americana range it is axcap-

tional value for money. T.H.
PLANET RATINGS

Storyline sese
Atmosphere sew
Difficuliy L L L
Value for money (T ] 1))




The Beer Hunter
Amstrad

Global Software
£7.95

Adventures come in all manner
of scenarios, whether it's finding
treasures in under caves,
ssarching some alien plant for
objects or prevent the destruc-
tion of Earth or looking for a
good old pint down at the local.
In the Beer hunter it is the latter
that we are indeed looking for.
At firat T thought I was suffer-
ing from an ‘Hangover' when, on
lpading 1 was greetad by the
cpening text screen, written in
two colours on a salmon pink
background, it gave a sort of 3D
affsct, you know, the type where
you need to wear those little red
and green lensed glasses, except
there were no glasses with this
gams, so I went a bit bog-eyed
trying to read the printing, I am
glad to say the main text in the
game is normal white on blus.
0K so what about the adven-
ture itself, well your quest begins
in the outside public loo, on the

t Mot 2

wall 15 some obscene graffiti and
a ‘horrible emell wafts towards
you' going North finds you out-
gide the good old ‘Hung Ferret'
notable drinking hole of the local
Yar Yar Robyns and Horray
Henrys, waking a drunk will
raveal a lot and then it's off for a
quick hug with the barmaid
before starting your search in
earneat. Before your quest is over
you will have travelled the
length and breadth of London,
vigited some devious drinking
establishments and, if unlucky,
been cast into a rather dingy cell.

The author's first attempt at
writing an adventure is reason-
abls, written with tongue frmly
in cheek he succeeds in taking a
hefty swipe at the ‘establish-
ment’ full of innmendos (a car
park full of XR3's ete), the game
jogs along quite merrily. I think
he captured one typical char-
acters attitude when, on

R RE=
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Title:
Computer:
Supplier:
Price:

Quabbalall is best described as a
pseudo 3D serolling
game with problem solving
slamants with a bit of ladders
and ramps thrown in

Quabbalah is the ancient Heb-
rew estoteric doctrine for an
acolyte wishing union with his
godhead. The Quabbalistic
gystarn i8 based on the Sepher
Yetzira — the tree of life. To
attain the unification with the
godhead you must pass through
the ten spheres of
enlightenment.

Basically what all this drivel
refers to 18 a ten screen game
whare you must pick up objects
in each area whilst avolding the
baddies sent by the Qliphopth
(the anti-tree-of-life).

The graphics are of a reason-
ably good quality despite the
nature of this isometric pro-
jections type of 3D display. this
makes everything look a bit
gtrange as there is no perspec-
tive in the graphics at all.

46

Amstrad
Amsoft
#£8.95

Your little man can move
through four directions and
jump. The 3D effect is very good
and moving behind other objects
and behind walls is handled very
well, there is even a swimming
pool that you can jump into —
leaving no trace above the
gsurface of the water — and then
jump out agadin.

Whether you like this kind of
game or not is up to you — you
either love 'em or hate 'em. There
are however, better gamas of this
style. MLR.

PLANET RATINGS

Originality [ I 1)
Graphics L 11 1)
Use of machine [ 1 1]
Value for money L 1

entering the Barbican, I found
If in the “Whiz-Bang Com-
puter Show™ calling at the bar, I
found it was full of loud people,
who were all trying to get served,
by along haired youth, wearing a
white jacket and trying as hard
as possible to be as slow as
possible’ a type I'm sure we have
all met. bafors.
The test deseriptions tend to be
a bit over the top and the odd
spelling mistake doesn't help,
graphics are instantly drawn
and quite pleasant to look at,
overall then, the adventure is

i

well written, problems are not
difficult and, if you like nonsenss
games, quite good fun.

My only complaint is that the
game should have been tested
better before it was released and,
in these days of good budget
adventures, is about £3-84 too
much.

FLANET RATINGS

Originality [ 1]
Graphics see
Atmosphers L 1]

Value for money
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YoU are beside &
fuined temple at the
villape end.

The rotiing door
hafgs On bBY & single
hinge .

YOU Cah @0 NOrth,
easl and west.

WUhatl now?

The Terrors of Trantoss

Computer:
Supplier:
Price:

As wizards go, Trantoss was a
real meanie, The villagers were
go fed up with the way that he
ruled them, that they stole his
maoce — his source of power and
Proke it into several pisces. Now,
many years later, strange rum-
curs and happenings are strik-
ing fear into the hearts of the
villagers once again People are
disappearing together with their
treasure and it is said that
Trantoss isn't dead and that his
minions are trying to reass-
emble the mace. Lobo and Scarne
are two brothers whose parents
have vanished and they decide to
investigate. The villagers are
more than willing to glve
whatever help they can as the
two would be heroes attemnpt to
find and destroy the mace onoce
and for all. If they can recover
the treasure as well, so much the
better.

You control both brothers in
tha game and can swap between
them at will. One is large and
strong, the other lithe and agile
and you must remember this in
order that you can get the right
brother to perform the approp-
riate task Lobo and Scarne can
be separated from one another
{they normally travel together)
and this will be necessary if you
are to succeed in your Jquest.
Which brother is currently
under control is displayed
in the central part of a very
attractive screen. On the left is a
vertical format illustration of
your location whilst the box on

Spectrum
Ramjam/Ariolasoft
&£7.95

the right is for your comands
and thelir responses.

The game starts with you in
the village and you must equip
the brothers before playing a
stranger to lead you through the
hidden paths of the forest. He
leaves you a staff inscribed with
strange runes. You can attempt
to decipher these straight away
although there are a lot of
strange words to mislead youw
Fear not though for there is a
translation elswhere In the
game. The problems are fairly
straightforward and the vocab-
ulary is reasonable ie. mno
obscure words although one
glight eccentricity is that the
program checks for the first five
letters of a word instead of the
more usual four and this caused
me all sorts of problems until I
realised what was going on.

Trantoss is a bright colourful
game with a logical storyline
and is well worth investigating.
My only real quibble isthat it.isa
bit too linear in structure so that
problems have to be solved in a
particular order. This is bad
news if you get stuck in a partic-
ular place as you can't go and try
something else whilst you

pondear, G.H.
PLANET RATINGS

Originality (I
Atmosphere [ 111
Difficulty e
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Title:
Computer:
Supplier:
Price:

The beautiful Esmerelda has
been captured by the evil Car-
dinal (boo, hiss) and is being
held to ransom somewhere in
the outskirts of Paris. The ona
ayed hunch backed bellringer of
Notre Dame, Quasimodo, who is
in love with Esmerelda, decides
to try and rescue her from the
cardinal's alutches. First though,
he must escape from Notre Dame
cathedral, make his way through
the sewers of Paris before find-
ing and challenging the cardinal
and making off with the girl. Can
he do it? Of course he can,
especially with you playing
Quasimodo,

The ga.me looks very similar in
gtyle to Ocean's previous
adventure, Never Ending Story.
There is a large background
illustration which iz
superimposed with piotures of
up to six objects that Quasimods
can carry as well ag drawings of
the major characters. Graphic-
ally, the game is superb and the
illustrations will be its major
selling point. As an adventure
though, the game is decidaly
limited.

Location and object descrip-
tions, although fairly short are
well done and quite amusing.
You start off Chez Quasimodo, a
semi-detached howvel with all the
charm of a sewage farm. As you

Hunchback the Adventure
ce4

Ocean

£9.95

wander round, you soon find a
variety of books with titles such
as Zen and the art of guillotine
maintenance, 101 ways too cook
frogs legsanc]bel] ringing for the

is extreme-
13.-' l_tnut.j.ng though. The game
only understands 38 verbs and
as 10 of these are directions and
others are synonyms such as get
and take, you will see what I
mean Standard adventurers
words such as “examine” are not
supported at all. There i8 also a
distinet lack of things to do, es-
pecially at the start. There are
several guards standing around,
intent on attacking youw If you
fight back, combat can continua
for many rounds until one of you
dies and I go fed up of typing
“attack guard” twenty times
before moving one to find yet
another guard.

If you are a newcomer to the
noble art of adventuring, then
Hunchback might be just what
you are looking for but for any-
one with a bit of experience, I feel
that this game may well prove to

be abig disappointment. G.H.
FLANET RATINGS

Originality (I T
Atmosphere Ll L
Difficulty a8
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Title:
Computer:
Supplier:
Price:

FPhantasie is the latest in TS
Gold's All American Adventures
series and is a superb role
playing adventure in which you
control a whole party of adven-
turers.

Nominally your quest is to find
and destroy the evil sorcerer
Nikademus and his Elack
Knights but realistically you'll
be too busy just staying alive to
try such grand adventures.

You begin the game in the
twon of Pelnor where you can
recruit and equip your party.
These can be gleaned from the
usual stock of humans, elves and
dwarves as well as the more
exotic breed of adventurers to be
found in minotaurs, lizardmen,
goblins and trolls and even ores,
pixies and ogres.

Each character as the tradit-
lonal set of random character-
istics that decide the strength,
durability, abilitles and pro-
fagsior. The standard races can
follow the professions of fight-
ers, monks, priests, rangers,
thieves and wizards whereas the
monsters are restrictad to either
fighter or thief.

Onee hawve assembled your
party it's off into the wilderness.
Here the screen display is
gimilar to that of the Ultima
games as the party (together)
move along the roads or across
the deserts, mountains, grass-
lands and forests that link the
towns, inns (where you can rest
and recuperate) and dungeons.

Inevitably you will come

Phantasie
C64 (disk)
US Gold (88I)
&£14.95

across trouble in one ghape or
form. Usually several of a part-
icularly nasty shape just as your
party settles down to sleep.

Combat is a direct one on one
affair between monsters and
party members with sach char-
acter deciding his tactics
between each combat round
These can be to either, lunge,
thrust or attack (resulting in
different amoungs of damage
and chances of hitting), cast a
spell, parry (fend off anything
that comes your way) or run
away. If you survive the conflict
then you'll gain some valuable
experience points and maybe
Bomne treasure,

The game is entirely control-
led by joystick and is except-
ionally easy to follow while still
being a challenging game.
Learning how best to use each
character is your first problem
as well as juggling the wizrds
magic points and learnt spells to
produce the best support for the
party. Then onee you've got, some
experience and some treasure
you can return to a town and
train the character for a higher
level that brings more hit points
and spell abilities that will allow
Yyou to survivie a little longer,

FLANET RATINGS

Storyline  ddd
Atmosphere [ L1 L]
Difficulty (111}
Value for money [T 1)

7
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DON’'T MISS OUT! “
Now that you have read this issue of
il Computer Gamer and you know how

interesting and invaluable it is, wouldn't it be
Hh i . 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
i you will be assured of receiving every issue
through your letter box each month without
the worry involved in rushing to your local
newsagent before all your friends have nabb-
ed the available copies.
8imply 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

g Infonet Ltd.,

Times House,
179 The Marlowes,
Hemel Hempstead,
Herts. HP1 1BB.

e iy 0

F-------‘----'----------------------------------------.--'

Please commence my subscription with the
very next issue.

Subscription Rates
(tick [0 as appropriate)

£16.60 for 12 issues UK O
£21.50 for 12 issués overseas surface post [
£28.00 for 12 issues USA surface post O
£57.00 for 12 issues airmail a

I am enclosing my (delete as necessry)
cheque /Postal Order / International Money
Order for &. ;

(made payable bo ASP Ltd) ;

5 |

Debit my Access[] Ba,r-claycardD
?

Ry YRR ERER L]

Please Use Block Capitals and include post
code

MAME (M MOBIMABE) . . . .ivse ceta s insbs s amanibe sis s 6x Haah p Rifiaal (e
ADDBRBEE. . ..o oo

l COMPUTER GAMER AUGUST 1988




' REVIEWS OF THRUST ALREADY PUBLISHED
Izapl &4: 'The most enjoyable game we've played for ages.. "
v — A ZZAPI SIZZLER. BBC

Computer & Video Games:"Thrust is a simple but tolally MICRO
a,ﬁ/ addictive game .. " — A C+VG HITI
~Now available for the BBC Micro and Electron
Commodore-64 version of Thrust (published by Firebird Software) shot immediately
" foNa1 inthe software charts and was greeted with rave reviews throughout the computer
“M Equally addictive and just as enjoyable, the BBC Micro and Electron versions of the game are sef fo emulate
performance.
Thrust is simple, fun-to-play, yet totally realistic and intensely challenging. Your mission Is to visit 24 planets in furn
: the Klystron Pods and, if possible, destroying each planet's reactor system. Your spaceship and the pods,
- which are heavier than the spaceship, move authentically subject to the laws of gravity, Inertia and momentum —
indeed the game's author, Jeremy Smith holds a Firs-Class Honours degree in Physics! Careful planning of your
mnnluvlu'laiamn;lul In order to prevent the pods swinging out of control and dragging your
destruction.
To add io the challenge, the planets have different gravity rates and, as you progress through the
game, some have “reverse gravify” or “invisible landscapes”. They are delended by automatic
limpet guns strategically placed fo protect the pods and fuel tanks — the only source of replenishment
for your limited fuel supply. The smooth screen-scrolling, which is exemplary, and the realistic action
gives the player a fascinating feeling of floating through space.

PRICE: £7.95 (cassette), £41.95 (BBC disc)

ITION COMPETITION COMPETITION COMPETITION

It you complete the mission by collecting the pods from all 24 planets, you can enfer our competition. The prizes include the beautiful
frophy (pictured on the right), £250 cash, and 3 copies of the captivating book “The New Atias of the Universe” by Patrick Moaore,
Closing date: 31st January, 1987.

OUR GUARANTEE
SUPERIOR oo coe. Regent House s
Sk!nner Lane, _ iL-dug-und packing is
wn“ Leeds LS7 1AX. 13  Fauity camaties ond
Telephone: 0532 459453, ANSWERING SERVICE FOR ORDERS ety o
Limited
WE PAY TOP ROYALTIES FOR HIGH QUALITY SOFTWARE




b ‘Inamulti modem game you canshare B
' with players hundreds |
dials up

| being

| It's also being put on the Com- apparently very difficult to get thorough overhaul and is now
puserve network in the United through — there's only 16 lines working very well, with some
States, with a projected launch — it Tuns in the small hours of 500 regular players.

| date of July 4th, so it's getting  the morning, and the university In the gamse, players get a

| pretiy wide excposure. authorities are, 1 understand, mpunofwhat.reauumsm

| Simon Dally, managing direc- somewhat hostile. have, what plansts they control
tor of Multi User Entertain- Meanwhile, Micronet is also andwhat-ahlp&%l:vamw
ments, the company which he launching a multi user inter- then input their — move
#-~med with Richard Bartle and active gamse. Called Shades, it to x, build so many ships etc.

i Fcy Trubshaw, the two pedple sounds similar in many ways to all the players have given

Omce
who wrote MUD, told me that, MUD, although, of course, their orders, the computer

MUD on BT's computers had better. It's set in a similar body and sends out

been delayed by ‘Murphy’'s Law’ fantasy type environment, but gituation report. This is very
— it was originally scheduled for more than that I can't say as I much a gimplified deseription —
launch last November — it was  hawen't seen it. the game is in fact incredibly
now up and running well Ap- Micronet also has another complicated
parently some 600 to 850 people  multi user game running — As Peter Probert says, “We've
have opened accounts with MUD  Starnet. Starnet, which was even got people who have set
and Simon says, aroundB60to 70  originally written by Mike themselves up as insurance

£
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Britain This was originally
being developed for British Tele-
com, but Lewvel & has been con-

£o it by themsalwves if they wish.

‘“We have decided that the
hardware we would want to use
is well within our means," Pete
Austin told me. But he also said
“it iz possible that we may be
running Avalon with BT — we
will be discussing that with
them next weel"”

some bulletin board people,
bacause they're used to working
the odd hours that the players
Avalon will be set in the
countryside-arcund Level 9's top
secret. West Country base, not a
million miles from Waston-
super-Mare. Glastonbury is just
around the corner, and so is
Cadbury, one of the supposed
gites for Arthur's Camelot.

forming chivalrous deeds. But
beware — there may be wizards

about!
One company rumoured to be
working on a multi-user game
Bcrolls, which

was

produced a wvery challenging
adventure called The Pawn. Un-
fortunatsly, this isn't so, ac-
cording to the company’s Anita
Sinclair — “but we do have the
intention of working on a multi

the smaller ones as well. Therse
are a lot of people said to be

One problem with games like
this is that you have to have a
modam, and you have to be able
to afford the phone bills — which
can oome as rather a nasty
shock But before those of you
who don't have a modem or a
bottomless bank - account don't
despair, try contacting Mike
8ingleton: he's writing a multi
user gams with a difference —
you do need a computer, it has to
be Spectrum with a microdrive,
bm;rcudon‘tmed.a:md&m

It's called Dark Sceptre and for
£14.956 you will get a Flay By
Mail pack In it is a microdrive
cassette with, on one side, a
straight adventure game and on
the other some control pro-

tha world you inhabit, which will
include magic and monsters, as
well as other players. Your
presant situation is recorded on

S800030a op B

Are you ready for this 7

STARNET is a computer—moderated
space travel, trade & war game for
up to 500 simul taneous players. ..

fortnight. Each
episode will cost £1.50 — but
Mike says “you're getting a
pretty full data cartridgde for that,
50 we certainly think it's going to
be worth it".

Dark Sceptre 18 going to be
launched in the middle of July —
we'll keep you posted with more
information.
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® Does your micro chat to 70,000 people across the UK?

® Can your micro interview pop stars, hackers and doyennes
of the computer industry? 1

® (Can your micro provide the answer to your technical and
software problems?

® Could your micro send and receive telex’s worldwide?

® Does your micro do your shopping for you—and have it
delivered to your door?

® s your micro an answering machine, delivering your
private mail whenever you log-on?

Pujam"mum“muﬁmmd

Ly
i

Fm——————————

To: Micronet 800, 8 Herbal Hill, London EC1

L) w I Please send me a brochure on Micronet 800 l
I Name_____ e trit I
wo:—- : Address_ :
Micronet 800 I | ki Telephone No b : I
8 Herbal Hill, London ECIR 5E] : |
Telephone: 01-278 3143 Age_ Micro_____
L C6.8.86
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The Commodore specific Database — Compunet

A lot has been written and said about
modems over the past couple of
years, but what actually are they and
what use are they to the average
manic gamer? Mike Roberts fills his
pockets with 10p bits and goes
searching for an un-vandalised

phone.

The prineipal behind a modam is
very simple. Computer signals
go out of a computer formatted
as changes in voltage level. All a
modem does 18 to change them
into bleeping noises so they can
£o down a phone. So why is there
such a variation in prices? Well,
like anything else there are lots
of extras onto this basic system
that you really do need and lots
that you don't.

It is likely that the cheaper
kind of modems that you may
comeg across, whilst being just
usable, are not really suitable for
any prolonged use. The general
rule is to get a direct connect
modem that can handle 1200/75
and 300/300 baud protocols and
some software that can access
bulletin boards and Prestel type
displays. Auto dial is useful, but
not necessary, though it doss cut
out a lot of the trouble. Some
modems will only support the

Prestel type of use, though it is
much better to get one of the
more flexible types.

Free Software!

The main use of & modem for the
ardent games player is free
software — yes, you can get
software absolutely free with
your modem. The main source is
through bulletin boards and
Prestel/telatext systems, for this
Yyou need a modem, and appro-
priate software. An application
like this is where the direct
connect modem really comes
into ita own. The direct connect
results in less information being
garbled, though you do have to
have a socket, which could be
expensive to fit. Acoustic coup-
lers are the other type, and
generally consist of a pair of
rubber cups that attach to the
phone. This is cheaper than a
direct connect if you have no

JAn acoustic coupler for connec
tion to a telephone handset

socket, though some corruption
can seep in which is impor-
tant if you are downloading
programs.

Downleading refers to the
gystermn of loading a program
through a computer from a
viewdata source. Some modem
packs contain software to do
this, notably the Commodore
system for Compunet, which has
a large amount of 8/W, and the
Demon modem for the BBC
which uses a single command to
extract software in a number of
different formats. If you are
interested in the free software,
then make sure that the soft-
ware that you get for your
modem can download the vari-
ous games and utilities that are
available.

Currently it is only the main
computers that are well suppor-
ted in this field: Commodore,
BBC, Spectrumn and the older

COMPUTER GAMER AUGUST 1986




types such as the Apple and the
TRS 80. This is because all of the
first bulletin boards were for
Pets, Apples and Tandys In
those days computing was very
easy because there were only
those three computers that were
priced at under £1000. The IBM
also has some software available
on the boards (though that's a
bit out of the scope of this piecel ).

Apart from the bulletin
boards, which are free, there are
the main viewdata services
Prestel and Compunet. As pre-
viouely explained, Compunet is
only available through a special
Commeodore modem and is cur-
rently only available for the C64,
though a BBC system has been
proposed Compunet works in a
similar, though improved, way
to the Micronet on the first
viewdata service in the world,
Prestel. This subservice on
Prestal, called Micronet, 15 like a
super-bulletin board with spec-
ial interest groups, softwars, and
magazine-like features and
news.

On both Compunet and
Micronet there are areas for up-
loading and downloading soft-
wars. Sorme you have to pay for,
from normal software houses,
usually at a reduced rate, but
there is a large amount of public
domain software at no cost. Up-
loading is the process where you
deposit one of your own pro-
grams on to the system. It is a
£ood idea to do this to keep a
good supply of public domain
goftware flowing.

Mud glorious Mud (and
other well-worn puns)
Another thing that you can do
with a modem is play the large
scale adventures and games.
Much has been said about one of
the most famous of them all —
{Read all about these in this
month's Multi-Modem Games
feature) The Compunet version

Modem manufacturers and suppliers

Minor Miracles

costs about £7 to join and £3 an
hour to play. The BT one will cost
&80 to join and £2 per hour to
play, though the BT version has
three times as many locations
and many more improvements
over the original.

Other systems have games,
such as Micronet that has a sort
of Play By Mail game using elsc-
tronic mail. Bulletin boards
sometimes have larger adven-
tures on them like the Belton
Board which has a good version
of Hitch Hiker's Guide, a (self-
confessed) boring maze, and a
smaller adventure on it As
bulletin boards are largely single
user, none of those types of
adventures are multi user,

Anocther avenue that can be
explored with a modem is play-
ing games on university com-
puters. However, universities
sometimes get a bit ratty about
this and ocutside users are re-
stricted. The Open University isa
good bet although once you've
played Lunar Lander 100 times
it geta a little bit boring.

Paying for it all

Tﬁm&m put off when thinking
about moderning ( if there is such
aword) is the phone bill. Well, at
cheap rate, up Prestel
costs about 40p an hour, A friend
of mine uses Prestel home bank-
ing with the Bank of Scotland
With this he can swop his money
around various accounts and
make money on the interest. He
reckons that the few pounds a
month he makes doing this pays
for all his Prestel time! He also
keeps a jam jar next to his
computer and every time he uses
it to dial up somewhere he puts a
few penbe in the jar so he dossn't
get surprised by extrao

phone bills at the end of the
month. Whish is one way of
doing it!

WEB2000 and W53000, high spec and reasonable valus

Interlelkt

Vurimmndm.,jwﬂmlﬂityhutmmﬁwit

Modem House

Voyager 7 and Voyager 11 these modems are available for
a wide range of machines in bundled packages

Commodore

Cheap no-frills modem that does the job for Prestel and
Comyumﬂumu-ithﬂmmtmmheﬂhip

Demon

very cheap with a high spec and good software support

mainly for the BBC

Watford

BEC specific modem, good value and reasonable driver software

Solidisk

BEC specific again, similar software to Demon

No frills — but it works. The Commodore 84 modem.

Demon — Not BT approved due to the massive costs

involved but one of the best cheap modems around.

| INVERLEKT

S\

pORTMAN

Interlekt, good gensral purpose modems

i e
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A through connector is useful, you can plug a phone
and a modem in at the same time

front pansl

The WS 2000, note the number of options on the
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Game :
Action Biker mmlnolnﬂh
All entries to our on-going hi- Action Biker .Mlﬂ Shaun Arney
1 score competition should be on Chuckie Bggd Spectrum  Ian Harrison 3031010
| the most recent form and only Chuckie Egg Electron 579800
| | one entry per person per form. Chuclrie Egg BBC Andrew Neck 2554960
{ I All entries should be witnessed Chuckie Egg Cce4 Luigi 3324790
' and forms must be fllled in Chuclkie Bgg IT Electron 8 Seal 1300000
| correctly. Knight Lore Spectrum A Parkinson 28%
| In the comments section you Hyper SBports Spectrum David Templar 1962400
gan include any points that you Hyper Sports ce4 Bulloch 142084
woule like to make about the Pole Position Atari Anderson 1368850
game, how you did it, a hint Pole Position Spectrum Denis Bicherom 83800
perhaps. The best hints will go Pole Position ced Jason Peterson 149870
into our main hints section. Pole Position BBC David Brown 123380
All entries, as usual, to: Elite BBC D Codrington
Elite Electron Craig Burbridge 1100476
Computer Gamer Elite C84 Jason Kennedy 428987318
Hi-Scores Elite Spectrum Gavin Sneddon B1000
Argus Specialist Publications Bruce Lee mtrm Sam Bwift 8000000
1 Golden Sguare Bruce Lee Keith Nicholson 1185880
London W1R SAB Dropzone Atari Stephen Lakey 1140230
Spy Hunter Spectrum Cooper BRT6008
Good luck. Spy Hunter 484828

F----------------------q
Send to: Hi Score, Computer Gamer, 1 Golden 8q, London W1R CBELTOND . oboocs oo ssanns sk osoasdnnagssssehunstsssennasnssisssnn h
l ZAB
BT .. oeseeissmnnssasossonsnsnnsasiassssavonennasnannasnansissras
10010 [ o] - N s e s S PR PR TR
I 11701011 - TR Co e OE RIS R CEECRERR SR
RIETOREE oo s Tage s g e mpie s Ve m e b L
l COTIIMETIES: & . uvvsonsssinenasis fuasnssnanposmesbsnsannnianysssarsaierins
BHETIBA L\t vt v A s i 4 et dnnd s s S r e e e e g s em dE
l TRlADNOTI ... .cvesserrunnecmmmssssissamannansnnrressssssansasrissssssan
b < R L
A.ge oo R A S Ll s L S T R A.UGUB'I'
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Faur Quesf

K& Hithere! This is the game I've always wanted to write,
a really fast, testing arcade game. I love it and I can’t
stop piaying.
I hape you get the same feeling of
exhilaration as I get every time

 lplay. 99

N CBM64/128 Alligata Software Lid., 1 Orange Street, Sheffield S14DW. Tel: (0742) 755796 CBM64/128




| e s B i e el T E— T L T S

| ) =R A R TN T i S PR ST B i T Gk e o 1 A
1 B e S R R L N R T B~ R AR T R T SRR
! - AT Bl e e i e e — ——

l' ——— R T o B o s N —SE— i

i S R AT — - BT A~ N —

!i TR S e WS N T T A T PR R e e AR U (N
| R = PRSI E 1 =P R TR T SIS e S Moy TR
!! T R T = B MR A PP e il
| | B < R - eE— i —SE—— ———

i | S el e = i ——— e ————— —

! | ——— e T el E—cein =il L S ——— o —

11 B - T B ——— g e A R T R S P
| e —— - = S e =1 e —— =y, MR S R

P l“

&

¢

¢

¢

T

(Madhine p i\l e p X Ml

FLIFES pE=TIMER ==,

¢ (dE)

Nodes of Yessod
Amstrad

Odin

£9.95

Title:
Computer:
Supplier:
Price:

td

keys that lock the monolith up,
and to find these you have to ...
Bto. ete.

The graphics are rather good

Nodes of Yesssod 18 a game that
came out some time ago for the
and achieved some

and hawve been specially redone
for the Amstrad and have excep-
tionally good detail as the four

guccess as it carried on in the colour mode has been used
tradition set by some of the The sound is worthy of note as
earlier Ulitmate liks well as some highly apt music
Underwurlde. The delay in  playsaway inthe background as
getting the Amstrad version of you play.

the game is well worth it as this On the whole I think that
wersion of the game doesn't have  ardent fams of this type of gamse

that ‘hang on Il just get my
Spectrum emulator program
running, will notice the
difference’ kind of look about it.

As hinted earlier, Nodes of
Yessod is one of those ‘caverns’

type of games where your char-

actar runs about, falling off

leddes most of the time and FPLANET RATINGS

occasi being able to jump

back up step by step, to where  Originality ase

you first fell from. QGraphics sese
Nodes of Yessod is set on the  Use of machine (Yr:r)

moon with you having to find a  Value for money L I I

huge monolith burisd under-

ground ( does this sound familiar  STAR RATING

to fans of Arthur C Clarks. . .).to O

get this you have to find some  Bright Star
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Title:
Computer:
Supplier:
Price:

td

There must be some limit to the
number of ‘problem solving’
games that the world can take —
even good ones like Equinox. In
Equinox you become a little
rocket assisted spherical robot,
Jjetting around an underground
compeax unstable nue-
lear reactors. To do this certain
objects must be collected and
used in a certain order. That, is
basically the essence of the

Eame,

In Equinox the graphics are
up to the good standard that
Amstrad owners are starting to
come to expect, with good use of
colour shading, flicker-fres
smooth animation of all the
graphics. The controls of your
little robot are simple and the
responsa is good. Other than that
there 1an' a great deal that you

Equinox
Amstrad/Spectrum
Mikro Gen

&£7.95

can say about the game as the
whole scheme of things revolves
around the problem solving as-
pect of the game, and I can't
really tell you about them all —
but they are good.
Aga.mmr,hagameoft.hismipe
you can either take it or leave it
— with this game though I'd
probably take it! MR

PLANET RATINGS

Originality [ 1)
Graphics BEH0
Usa of machine ey
Valus for money e
STAR RATING O
Bright Star

Floyd the Droid

C64

Ariolasoft (Radarsoft)

£9.98

i

Floyd the Droid is the first game
from Dutch software house
Radarsoft, to be imported into
the UK by Ariolasoft. The aim of
the game is to guide Floyd
around the sewer systems of
several major cities clearing
them of blockages and vermin
Luckily Floyd is a Probot and is
specifically designed for the job.
His energy cells have (what
should be ) encugh ensrgy to get
you around the sewer, his weld-
ing torch will soon fix any leaks
and his laser should be enough
to clear any blockage or kill any-
thing that you might find down

there,

Unfortunately it isn't quite as
eagy as it sams. The problem lies
in the vermin that lurk in the
sewers. The bats are fairly easy
to despateh but you also have to
deal with cunning rats and al-
ligators as well as an armed
escaped prisoner and malfunct-
loning probota that are now out
to get you

The screen display shows a 3D
scrolling view of the sewer you
are in a8 you trundle about your
work. When you meet. a blockage
or a critter then the display
changes to a 2D side on view
where you must deal with the
problem. If it's a blockage or a
leak then Floyd will autornatic-
ally deal with it. Bats are also

COMPUTER GAMER AUGUST 1986

quite simple as a quick blast with
your laser will fry them nicely.
Rats and Alligators are a little
trickier since both hawve to be
squashed by jumping on them
Mistims the jump and they may
£t away or worse still bite you
costing you some of your val-
uable energy.

Should you manage to clear
the sewer then it's on to the next
one with a healthy score and an
energy top up.

You can add dramatically to
your score by playing the game
in automatic mode where Floyd
deals with any vermin he finds
by following predsfined proced-
ures. Thess procedures can be
defined and altered by you at
anytime during the game and
consist of twelve steps that can
be constructed from moves for-
ward, jumps, diagonal jumps,
turns and firing of the laser. This
may sound complicated but it
isn't as with a little trial and
error and frequent use of the test

you see Floyd
£ through his paces you'll ba
able to sit back and let Floyd get
on with it

Down the sewer an automatic
Floyd will follow the correct
procedure. If he gets in right
you'll get a bonus but if he gets it
wrong than the critter will
escape and you'll probably lose
some ensrdy in the process,

Floyd the Droid fetures superb
graphics and animation partio-
ularly of Floyd himself as he
rattles around the sewer.

An original game that’s fun to
play — what more could you
want?

FLANET RATINGS

Originality
Graphics

Use of machine
Value for money
STAR RATING

Rad Giant




Title:
Computer:

Supplier:
Price:

mplotufthegmnsisthat.
‘Star-Wars SDI reactor on the

g

What disappointed me the
most is that the graphics of the
game are very jerky and slow
and that only one attacking
android 18 active at any one time,
80 even if you walk into a room
full of them, they will come at
you singly. And you can only
ghoot at them when they are

moving.
The graphice are very
colourful as use the

they
Amstrad's 16 colour mods, but
whereas some games Can use
anti-aliasing to get around this

Meltdown

Amstrad 6128 only
Alligata

&£11.95

and make the edges look less
drastic. This is not dome in
Meltdown, so it makss all the
graphics look a bit too chunky.

The sub-games are hard with-
out baing testing, better game-
play in these would have been
much appreciated As they stand
they are fairly boring.

The software spech is very
good and the inflection is madsa
to make it sound like a Dalek,
which fits in with the
game Unfortunately this is the
only good part of the game. As
the levels get more difficult the
game improves slightly, but
nothing enough to merit further
comment. Though I haven't seen
the last stage where you have to
re-program the computer using
a new built in language. This
section has a lot of promise, but
going by the rest of the gams, I
am not going to hold my breath
going for it.

The game's idea had a lot of
potential but, alas, this unfor-
tunately has not been realisad.
Perhaps next time. . .

PLANET RATINGS

Originality (1 1]
Graphics [ 1]
Use of machine ..
Valus for money [ 2]
STAR RATING G
White Dwarf

Title:
Computer:

Supplier:
Price:

$L

This is the third version of the

then followed it up with a
players guide and reviews of
‘both the Amstrad and Amstrad
disc versions (this was a Special
Edition with added features)
now, at last, here is the C84
version.

When CRL convert a gamse they
also adapt to include any addit-
ional features that the host
machine will allow. C64 Tau Ceti

The game is still set in the year
2056 on the planet Tau Cetl ITL.
You mission is to pilot your one
man Galeorp Skimmer betwean
the planet's 30 cities, find and
retrieve the peicea of the reactor
rdds spread throughout the
gities substations, then return to
the central reactor in the capital
Centralis and power down the
reactor. This will close down the
planstary defences that are now
trying to destroy you and allow
the recolonisation of the planst.

The screen display has been
redesigned so that it's easier to

navigate batween the buildings
meithardthglmbyﬂm'esorby
infra red vision when it's dark.

T

- FORUARD

TIkEITTIOI t
TRACKED I

TAU CET 1
EEENA omoios:ia
DOCHED

Now there are also warning
lights to tell you when you are
being tracked or attacked by the
planets dafences but the real dif-
ferences appear when you dock
with a building as the pro-
grammers have usad the extra
memory to add graphic interiors
for the buildings as well as an
incredibly useful addition to the
map function In the original
game typing MAP produced a
rm:t-anmpshawmgt-hﬁj‘mhpmﬂ
connections between the
Nawwucanﬂzﬂmﬂ.nmm in-
formation on any city simply be
entering it's name including an
estimation of the strength of it's
defences and the positions of the
jump pads.

with the right buifld-
ing at the right time is essential
if you are to win the game as you
find the reactor rods in the sub-
stations, repairs in the supply
centres and more missiles in the
military supply centres.

This is an excellent conver-
sion of a superb game using the
064 capabilities to improve the
original game. I wonder if CRL
are planning an Amiga version?
T.H.

PLANET RATINGS
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STAR RATING
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HBuperinr Boflws

Title:
Computer:
Supplier:
Price:

.

?

This is the full priced BBC
version of the budget Commo-
dore game that shot to nurmber
one in the charts a few months
ago. The reason for pricing itas a
full priced game is simple — the
game is easily good enough. In
fact, if the game hadn't appearsd
at &2 previously, BBC owners
would have thought this game is
excellent value, rather than feel-
ing hard done by.

The game itself is a large var-
iation on the original Lunar
Lander theme that was a game
on mainframes long before Pong
was aver thought of by Nolan
Bushnel.

In Thrust however theare is
somewhat more to it than that.
Controls are rotate laft and right,
shields/pick up/tractor beam,
and thrust The aim of esach
screen is to pick up a pod with
your tractor beam and fly off the
planet's surface with it. However
ther are limpet gun emplace-
ments that shoot at you, fule to
eollect, and a reactor to shoot at

mre Presmnks

b i

By -TO BN

Thrust

EBC

Superior Software
£7.95

for bonus points.

Each level provides a new
challenge with a different cavern
and arrangement of obstacles.
Some are very difficult to nawvi-
gate as the pod has inertia and
can be very awkward to handle.

Buperior Software have come
up with a winner here, the fin-
ished-appearance of the game
make me wonder whether it was
written for the BBC first and
converted later. There is a com-
petition for the first people to
reach the end of 24 and 72

screens respectively (the top

prize is £2001),
Buperior are soon to be mov-
ing into other formats — lets

hope thay don't forsake the good.
old Beeb.

FLANET RATINGS

Originality (1711
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Use of machine (1 1] ]
Value for moneay s
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Title:
Computer:

Supplier:
Price:

’d

Onee again US Gold come up with
the goods for the poor under-
priveleged BBC owner. Raid Over
Moscow 18 a conversion of the
controversial ‘lets bash the
Ruskies' game that had lots of
people that were nothing to do
with computer games whining
about it. Becauss of this the name
was changed so simply ‘Raid'.
Now the fuss had died down it
has reverted to its original (and
much more apt) name.

The basic plot 18 that Russian
missiles get launched at Amer-
ican eities. You are in an orbiting
8DI satellite and have a number
of attack craft at your disposal.

Raid Over Moscow

In the first stage-you must pilot
your craft through the door to
the satellite and down to the
surface of the planet. Then there
is & Zaxxonesque section where
you fly towards the Russian
missile base.

At this point you have to des-
troy five installations shooting
misgiles at you. After a number
of these installations get zapped
you are transported to the
KEremlin where wou must
generally shoot it up with your
MOTtar.

Then you go onto the section
where you must shoot up the
guard robots with your frisbees
(well they look like frisbees to
mal ). Then the game is won and
the Commie hordes are repelled

COMPUTER GAMER AUGUST 1986
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Title:
Computer:
Supplier:
Price:

*
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Aftar a fifleen battle, the
Jaglan Group has been wiped
out apart from one small pockat
of registance on the planst
Tantalus where a mighty systam
of caves and defence gystems has
bean put together. As battles are
now fought by mutants rather
than humans, it i5 decided to
send a team of four spike
punkoids under your cormnmand
to Tantalus in order to seek out
and kill the devaint. In order to
achieve your goal, you must first
find and open thirty two deadly
doors by shooting the lock act-
fvatora.

Tantalus is a huge game with
over 1,000 brightly coloured and
highly detailed screens. The
main feature of the game is that
you have six different weapons
gystems at your disposal rang-
ing from bouncing bombs to
pensetrator fire. You can even
make yourself invisible for a
while. These systems all re-
charge at different rates.
Naturally, with all these weap-
ons at your disposal, you might
axpect a fair bit of enemy

resistance and you would not be
wrong, there are forty eight
assorted types of aliens to be
blasted. There are many other
hazards to be avoided as well,
such as pits full of acid, lasers,
gpikes, force fields and huge
mechanical pincers. You start
the game by whizzing round
with your jetpacks on but these
are removed when you walk
through an airlool

Tantalus falls fairly and
squarely into the mainstream of
arcade adventures, there is
nothing particularly original
about. it but if you enjoy this type
of game, Tantalus is bigger and
brighter than most. Personally,
I've seen it all before and I don't
think that there is much here to
make it stand out when I am
compiling a list of my mp;m

arcade adventures.

PLANET RATINGS

Originality & @
Graphics Ll L]
Use of machine oess
Value for money s
ETAR RATING O
Bright Star

The game losea little of its
presence of the BBC and is cer-
tainly better than the con-

varsion onto some other
machines that I have seen this
on. The game is good, though
showing its age slightly as the
game came out on the Commo-

dore some years ago. M.R.
FLANET RATINGS
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Title:
Computer:

Supplier:
Price;

PY

This is a conversion of the weall
known CapCom game from a
year or so ago. The game is
basically a left right jump game
with evil meanies to shoot at and
zombies attacking you from
every side. The setting a grave-
yard then across the water to a
wood and so forth, all horror or
mystical settings.

On the way treasures and dif-
ferent kinds of weapons can be
collected for extra points and fire
power,

The gameplay is identical to
the Coin-Op wversion and the
graphics are comparable, which
iIs very good considering the
power of the original machine’'s
hardware.

The sound is atmospherie and
very well implemsanted. The only

Ghosts and Goblins

C64 /Spectrum/Amstrad
Elite
£7.98

place where the game isg lacking
is its simplicity of gameplay. In
an arcade where the average
length of a game is only a couple
of minutes, most people will only
play it a limited number of times.
Ease of use and the ability for a
player to pick up a game quickly
are more important than any
real long lasting apeal, and I
think that Ghosts and Goblins is
one of those games, and thus
suffers on conversion to a home
computer where it is likely to be
played hundreds of times. M.R.

PLANET RATINGS
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Computer:
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Price:
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Jack is bored with all the wimps
in his town so he sets off to cause
as much havoe as possible.

As Jack you must try and be as
naughty as possible, whenever
and wherever you can. Your ef:
forts are rewarded by an
increase in the naughtyometar
gauge digplayed on the bottom of
the screen which also deter
mines your final rating in the
game which begins at goody
goody and can only get better.

You begin the game in your
bedroom but you aren't going to
stay there long. 8o armed with
your trusty pea shooter you head
for the shops,

Here you bring a trall of dis-
aster — plates are smashed, false
teeth are glued together and all
the computars are blown up in
the micro shop. To cause such
havoe you will have to collect

Jack the Nipper
Spectrum/Amstrad/MSX
Gremlin Graphics
£B.95

objects such as a pot of glue or a
battery and then use them in the
right placn while aveiding the
grown up's If they catch you too
often then one of your six lives
will soon have a sore behind,
Lose all six and you're grounded
until next, time.

The game is very similar in
appearance and play to Grem-
lin's great store detective game
Grumphey Supersleuth and is

just as original and enjoyable to

play.

A great game in which you can
be as naughty as you always
wantad to be but, it certainly isn't
childsplay.

FLANET RATINGS
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STAR RATING

Red Giant

Title:

Computer: ce4

Supplier:
Price:

P

I first saw OGreen Beret in its
original arcade wversion and
marvelled at the graphics. Then I
saw it on the Spectrum and
thought it to be a good con-
version. Unfortunataly, the C84
version does not come up to my
expectations. Having said that,
the gameplay i1s as good as 1
would hope for, the plot baing
gimilar to Rambo.

As a Green Beret you have
been set the task of rescuing
captives from an enemy Strat-
egic Defence Installation. The
prisoners are heavily guarded
and initlally you are only armed
with a knife,

The soldier starts off at the
Bridge wher he must climb up
and down avoiding the bullets
and bayonet attacks of the
enamy. The graphics display the
scrolling locations in an attrac-
tive 2D way but I feel that the
animation of the characters
could be better exacuted.

Ifthe Green Beret
stabs a commandant he is re-
warded with a flame thrower,
rocket launcher or grendae.
Each can only be fired a limited
number of times and is best kept
until the end of a stage when the
enmy launch an all out attack on
him,

Thee are four scenarios to

Green Beret

Imagine/Konami
&9.95

work through. Apart from the
Bridge there is the Missile Basas,
the Harbour and finally the
Prison Camp. Each location in
volves a different strategy and
oocasionally your weapon must
be usad to destroy barriers so
always try to hold fire as much
as possible.

Firing a weapon necessitates
the use of the keyboard spacebar,
I found this to be a nuisance.
Burely it should have been pos-
sible to combine pressing the fire
button with a joystick movement
to give the sama affect.

Although the game action
lacks great variation, the action
is fast and furious which easily
makses up for this. You hawve
three lives but these can dis-
appear very quickly. Fach time
you are killed any weapons you
are carrying are taken away
from you

I enjoyed playing this very
much In many ways it compares

favourably with the Konami
arcade original, J.G.
PLANET RATINGS
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Title:
Computer:

Supplier:
Price:

?

At long last, we see the release of
a8 game that seemed to be be
devilled by problems. First thers
was Systam 3 getting themselves
banned from the PCW Show for
using erotic dancers on their
gtand and then there was the
gudden change of title when it
was pointed out to them exactly
what a harlot (the word used in
the original title) actually
maant.

Twister is the worst form of
demonic apparition, found deep
in the blackest parts of Hades
itself, in order to overcome the
fear and evil power of Twister,
BOMEBON: Must gather up various
mystical symbols before seeking
the ultimate confrontation
Twistar of course knows that you
are comi and sends vast
numbers of evil demonic spawn
to attempt to thwart you

The first part of the game sees
you leaping frorm platform to
platform as they move towards
you, shooting demons and col-
lecting card symbols — hearts,
clubs, diamonds and spades. You
only have a limited number of
bullets although there are extra

Mother of Charlotte
Spectrum

System 3 Software
&7.95

gupplies to be ocollected. You
should also avoild contact with
thae demons as this reduces your
power, shown on a bar in the
bottom right hand corner. The
naxt dimension is set in a tunnal
with hordes of dogs and giants
after your blood, be careful for
you ean suddenly invert and find
yourself on the ceiling Complet-
ing each dimension gives you
another part of the psychic bolt.
When the final confrontation
comes, you have only one shot
with which to destroy Charlotte.
The game is controlled with a
simple left, right, jump and
with objects being collected
automatically on contact with
them Most of the graphical
effort has been put into the
demons and these are quite well
done but on the whole, the game

is nothing more than
average, G.H.
PLANET RATINGS
Originality (X1}
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Title:
Computer:

Supplier:
Price:
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Hercules is the pick of the recent
releases from Alpha Omega (the
budget, software arm of CRL).

The game is an infuriating
platform game based on the
twelve labours of Hercules,

You play the great man him-
self battling with the labours
that have been translated into
B0Teens.

This ia no ordinary platform
game. Think that and you're in
for a few nasty shocks. The first
one is that you cant hang
around to plan your next lsap
with precision accuracy as the
platform you're standing on is
likely to burst into flames| Salve
that one and then you have to
deal with platforms that dis-
appear when you stand on them,
ones you can't see but suddenly
break your fall ropes that
shorten just as you try and grab
them as well as killer birds, ugly
critters and fireballal

The object of the game is quite
simple and that it to reach a door
which leads you onto the next
screen in that particular labour,
Finish that and you're on to the
next and so on until you com-
plete the labour, Then there are
only another 11 labours to go.

The labours appear randomly
which means that you can fail at
all of them at the same time

Hercules
Cs4

Alpha Omega
£1.99

rather than getting stuck on just
ona.

The scoring is a little harsh as
you don't get a single point until
you complete a screen but since
sO0mMe screens are easier than
others you'll go back for more
and more.

My favourite screen 18 one
with only one small platform, a
short rope and a lot of empty
space. Stand around too long and
you get fried The only thing you
can do is take a leap into oblivion
and hope something soft breaks
your fall.

Herocules was originally re-
leaged as a full riced game by
Interdisec but it was one that got
away as it's sales didn't do justice
to the quality and sheer addict-
tvenesa of the game. Let's hope it
does a ot better with it's relaunch
at a price that makes it except-
ional value for monay. T.H.
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Rupert and the Ice Palace

Computer:

Supplier:
Price:

?

Jenny Frost is just as mischigv-
ious as her better known brother
Jack. Whilst Rupert Bear's
friends, Algy, Bingo, Edward
Trunk and Badger Bill were vis-
iting Jack in the Ice Castle, she
froze them solid The only way
for Rupert to rescue his friends
is to give them an ice pill which
will thaw them out and allow
them to return to their homes in
Nutwood Before he can reach
them though, he must negotiate
the assorted traps that Jenny
has left for him.

The game is a gimple platform
variant. Rupert starta at the bot-
tom of the screen and must leap
from ledge to ledge as he tries to
reach his friend at the top. He
must avoid falling icicles, assor-
ted toys and snowmen throwing
snowballs. Any collision and
Rupert loses one of his Initial
supply of ice pills. When he loses
them all, he too is frozen and the

Cce4
Bug-Byte
£2.95

game is over. One nice feature is
the patches of ice. Whan Rupert
stepe onto one of these, he slides
all the way along it where there
is inevitably a toy waiting for
him. As the game p

there are items of clothing for
Rupert to find as he searches for
his friends. Control of the

is a simple left, right, jump and
duck.

The most attractive feature of
this game is ita graphics. Rupart
is large and instantly recognis-
able as well as being nicely
animated This is a simple little
game, good value for its buddet
price and one that should appeal
to youngar players.
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Computer:

Supplier:
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It is 1991. five years ago there
was a nuclear test int he Nevada
desert. that seamed to go without,
a hitch Now you, as Professor
Fusion, must investigate the
exact site of the test and the
strange selsmic readings det-
ectad in the mﬁon

Just as youre thinking that
the on your gieger
counter are high you fall down,
down, down into a cavern deep
below the desert. There you find
an under world full of mutants
who have missiles ready to fire
on the world as revenge for what
we did to them five years ago.
You must warn the world, but
first you must escape from this
subterranean nightmare.

The game itself is a platform
game of the style pioneered by
Manic Miner but with a few
important additions.

The underworld is constructed
from rooms and caverns each
connected by a series of steps,
runways and platforms and
populated by an ugly looking

$ ERVETHLSE
HE EXIC VAT OF

Subterranean Nightmare
Spectrum

Americana

£2.99

collection of nasties. However,
although all mutants should be
approached with caution they
don't all kill you Indeed if you
Jjump on the backs of some they
May evern carry you to a safer
part of the screen then again
they might not and cost you one
of your precious lives.

The object of the game is ob-
viously to get out of the cavern
but. you'll do a lot better if you
also collect the crystals that lie
around Taking them has a
dramatic effect as walls dis
appear leading you to more
deadly rooms.

Subterransan Nightmare is
undoubtedly dated but still
worth every penny of it's bu::l.gﬁt.
price tag. T.H.
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Rollovers, bumpers and flippers
are the concern of that dedicated
band of people who spend their
lives at the pinball table. Not any
more. With Macadam Bumper
the table comas to yow

Not only do you have a table to
play on but you can design your
own and save it for later use. The
package is simple to use and
gives a good rendition of the real
thing, is somewhat ghostly.

The supplied table has two sets
of flippers set high and low on
the board The keys can be redaf-
ined so that flippers are at either
side of your computer (as they
would be on a real table). Two
other can be selected to
nudge the table. If the ball gets
wedgded you can free it with a
keypreass.

By far the most interesting
part of this game is the desinger
section. There are two basic
modes, modify and redesign.

In modify mode an existing
table can be altered in any way to
make the game more playable.
Extra points can be awarded for
hitting targets, targets can be

Macadam Bumper
MSX

PSS

£8.95

added or removed, the slope and
tilt sensitivity of the table can be
altered, in fact you have almost
total control over all of the ele
ments which the real game
exhibits.

Redesigning the table clears
the screen and working from the
black background the World in
your oyster. Any shape can be
created within the frame using
special marker and fill controls.
then the hazards can be addsd
and before long you have g table
to play, tailor-made to your own
requirements. After a little bit of
fine tuning the game is saved
onto tape and added to the col-
lection.

I must confess that I've seen
bettar pinball games for the MEX
but not with a construction set

built in. J.G.
FLANET RATINGS
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Phantom Combat

Computer:

Supplier:
Price:

$0d

Two player games with two
computers have the potential to
be the most exciting and
interesting games ever
produced. Unfortunately, the
attempts up to now have been a
bit disappointing. Again
unfortunately, Double Phantom
falls into this category.

The game itself is an accurate
simulation of an P4 Phantom.
Which is rather unfortunate as
this makes it mind boggingly
boring to play, and why ACE —
which isn't p@m}lmmr‘ly acurate
is O Elmtmg to play’

The game is in fDLL‘[‘ eolour line

b

EBCs
Doctorsoft
£9.95 (cass) £11.98 (disk)

graphice with no scenery or
much in the say of surface detail.
Analog joysticke are the only
sort supported, which is a bit
awkward as you spend all your
time trying to remain in level
flight rather than concentrating
on the game.

As well as two training modes
there is a formation flying
section and a combat mode. For
Fhantorn Combat jyou play
against the computer, but in
double Fhantom your BBC is
linked to that of an associate and
he is your enermy. This section of
the game could have a lot of
potential, but unfortunately the
game doesn't stand up to it.

This game suffers
immeasurably from the malady

Title:
Computer:

Supplier:
Price:

that affecte most flight
simulators — the persuance of
realism detracts from the game.
To be accurate and playable you
need a really big computer — and
a BBC or even two BBCs can't do
it

Even though fans of the boring
type of flight simulators (and
there are one or two) will revel
in this game, whilst, the rest of
use will wait for Cascade to do

something like this. M.E
FLANET RATINGS
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It§ easy to
complain about

advertisements.
But which ones?

Every week millions of advertisements
appear in print, on posters or in the cinema.

Most of them comply with the rules
contained in the British Code of Advertising

Practice.

But some of them break the rules and
warrant your complaints.

If you're not sure about which ones they
are, however, drop us a line and we'll send you
an abridged copy of the Advertising Code.

Then, if an advertisement bothers
you, you'll be justified in bothering us.

The Advertising Standards Authority.

If an advertisement is wrong, we're here to put it right.
ASA Ltd, Dept 2 Brook House, Torrington Place, London WCLE 7THN

S ——— o
This space is donated in the interests of high standards of advertising.

DOUBLE
PHANTOM?

YES! This IS the program demonstrated on BBC TV's "Micro Live”. The
Worlds first micro multi-user combat flight simulation is now available
direct from DOCTQR SOFT via our "HOT LINE® FIRST CLASS MAIL
ORDER service
DOUBLE PHANTOM is basically a TWO computer version of the highly
acclaimed PHANTOM COMBAT simulation. At least one BBC must have
adisc system. A hardware link (included) then links the machines which
become separate aircraft sharing the same airspace, each VISIBLE and
VULMNERABLE to the other!
DOUBLE PHANTOM has all the usual PHANTOM features including the
fastest and smoothest 3D colour graphics around (15fps). RAF Phantom
pilot Paul Courtnage's verdict: "Marvellous . quite the best micro flight
simulation I've ever seen ... Totally captivating!”
Phone: Mail Order Hot line 0903 776000 with VISA/ACCESS. Mail:
PO BOX 86, East Preston, West Sussex BN18 2TX. Most orders
despatched SAME DAY, FIRST CLASS, POST FREE.

DOUBLE PHANTOM (inc link) BBC disc 19.95
LINK separately BBC cable 9.95
PHANTOM COMBAT BBC disc 1295
PHANTOM COMBAT Electron & BBC cass 995
T47 BBC Bonly disc 9.95
747 BBC Bonly cass 8095
74T Electron cass 7.95
T47 Commodore 64 cass 12.95
747 Commodore 64 disc 14.95
a7 Commodore B4(USA farmat) disc 14.95

(Overseas orders, equiv currency, add air mail at cost)
JOYSTICKS optional with all programs
BBC means all machines from 32k up
* SPECIFY DFS when ordering discs
£2 discount on multiple order

DOCTOR SOFT - THE FLIGHT SIMULATION
SPECIALIST

Whoisthe
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LEAPER
Amazing all action arcade animation and
sonics. Gribblies, 6 levels, 3 tunes, and

even the last VW. The game you've been
waiting for...C16, C64, Atari.

L

I',Ecnu:_'
|ii[_‘|3(||!.|!.l'|E

HOODOO
vOODOO

Bloopalgrop Curse
and become a

. Superheroooo.

Powerful sounds and
amazing scrolling
graphics. C64.

JEEP
COMMAND

territory under
ferocious fire. Drive
that jeep, Fire those
guns, Jump the
ramps. It's fast,
furious and addictive.

C64, C16.

'SBUGETTI

Trainee-traffic cop
Louigi is on the
loose. He still thinks
he's sur le contignon.
It's megapile-up time
unless you take
control. Spectrum.

pace, one player or
two, and then
thunder down the
wicket to try and beat
the ‘Merry Hackers!
Fully animated action.
BBC/Electron.

Fight your way across | | Escape through CRICKET —
; the alien world of unchartered enemy JUNCTION Set the field, the OLLO
i Krellis IX, defeat the

‘First Mission’ and
‘The Final Assault on
Ollo! Ace action,
stunning graphics
and sonics straight
from the arcades.
Ce4.

Argus Press Software Group, Victoria House, Leicester Place, London WC2H 7NB. 01 -439 0666.
For mail-order and ‘Byte-me’ T-shirts (small, med, large: £3).
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BBU ELECRON

/MOON

10 REM ** THE MOONSTONE OF ARKRA ** An adventure game
20 REM ** An ADVENTURE FOR ELECTRON & | for Electron and BBC Moonstone of Arkra, which,
BRBRC COMPUTERS ** computers along with nine other treasures,
Lé} 1 * % ,J. e S Al was stolen by the evil Balrog.
O REM BY S.W. LUCAS This game occupies most of the  Your task is to find and recovar
40 MODE6:VDU19,0,4,0,0,0:PRINTTAB(8, 2 | memory of the Acorn Electron.  the treasures, You should give
Y e b [ 5 [ i s Sy b i + 1y | Makesurethe PAGE hasbeenset  the computer instrcutions in the
) P“L'. Mt.fo'ld rﬁ,f],,l 2 U.E r':".r:k EL.I lel.("l ok I},fy 2'_11\: to &EO0 before loading the form of one or two world sen
Lucas”:YA$="1 can't go that way!":Y5= game. If you are using a disc  tences such as GET ROPE, EAT

NI
of Arkra

by Steve W. Lucas

0.K.":YBS="Don't be ridiculous" based BBC micro, you can either  FOOD or THROW BOOE. If the
EQ P 'L LI -, P s 1 : d domﬂo&dt,hﬁga.maoruae MODE computer doesn't understand
>0 PRINT EOE. May "YeRER L'H,: tiny ki | oinstead of MODE 6. your instructions, you should try

ngdom of Arkrahas been without 1ts famou For many years the villages of  rephrasing the command

s moonstone."'"Your task is to recover G | Arkra have mourned the lossof NOTE: commands MUST be

i i ' § m
he moonstone and the other treasures s their most prizes possession. the  given in CAPITAL letters!
tolen by the Balrog." the bottamof a sheer rock face.,walking

60 SA=0:5B=0:8C=0:5D=0:5E=0:5F=0:5G=0 | along a narrow footpath between two high
:SH=0:51=0:5J=0:5K=0:5L=0:5M=0:5N=0:SP=0 mountai_ns_*at the tOI] of a small grassy

:50=0:5R=0:55=0:5T=0:50=0:5V=0:5W=0:35X=0 hill. A narrow track leads west.

:5Y=0:5Z=0 160 DATAwalking through a neat garden.
70 DIMS%(80,3),G5$(35),B%(35),N$(30).,N| ,in a beautiful garden full of shrubs an

$(30),v$(4),A(30): RESTORELOO: FORX=1TOHU: | dflowers.,by a garden gate. The path to

FURY:GT@i-RLAD&%(XfY]=NHXT=NHKF Q$=STKIN | the north leads into open countryside.,o

G3(150,"") utside a small hut. A sign on the door r
80 PRINT'''SPC4"Press the <Space Rar* | eads 'LEAVE TREASURES INSIDE'

to start™:*FX15,0 170 DATAon the edge of marshland. A no
90 REPEAT:UNTIL GET=32 tice reads'Do not go West!'.,,by a large
100 pDATAO,0,2,0,0,0,3,1,0,6,0,2,0,9,5, |wooden gate.,on the shores of a small Ia

,0,0,6,4,3,11,7,5,0,0,0,6,0,0,9,0,4,0,1 | ke. There is an island in the middle., by

0,8,0,0,0,9,6,0,0,0,0,0,0,0,0,0,14,0,0,0 the potting shed. Several small bean
LB 0, 0,16, 14,050 5,[& 0,18,19,0,0 | ants are growing here.
L ; 180 DATAinside a small wooden hut. A f
110 pDATAO,Z20,17,0,19,28,21,0,0,0,0,20, | ire burns in a grate in the centre.,outs
0,23,0,0,22,0,0,0,0,27,20,0,26,0,0,0,0,2] ide a dark and gloomy castle. I can see
5,0,0,24,0,0,29,20,0,0,0,0,0,27,0,0,34,3 | no way in.,on a woodland footpath.
g2 T.0,32:30,0,36,33,31,0,0,0,32 190 DATAon a landing stage. A few boat
120 DATA30,0,0,0,0,41,36,0,32,0,0,35,0| 5 are moored here.,at the entrance t
.0,38,0,0,0,0,37,0,0,40,0,0,0,41,39,35,0] 0 a disused graveyard. A rusty chain is
.42,40,0,0,0,41,0,0,44,0,0,0,45,43,0,0,4 | padlocked around the gates.,standing a

) =
=

=) =
—

6,44,42,0,0,45,0,52,48,0,44,0,0,47 t the side of a freshly dug grave.
130 paATAQ,0,50,0,0,55,51,49,0,54,0,50, 200 DATAon a lawn with a tall hedge on
ey, 53,0,0,0,5%4,52,0,58,0,53,580,0,0,7, 5 three sides.,in a small guadrangle f

1,0,0,0,0,0,58,0,54,0,59,57,0,0,0,58,0,0

6,61,0,59,0,62,60,0,0,0,61,0,0,0,0,0,67,
65,0,0,0,66,64,60,0,0,65,64,72,0,0,0,0,6 '
9,0,0,0,0,68,0,0,0,0

140 DATAO0,0,0,0,67,0,73,0,73,76,74,72,
74,77,74,73,0,78,79,0,73,76,77,76,74,717,
B8, 76,75,0,0,77,0,0,0,75,0,0,0,0

150 DATAstanding in a narrow gully at
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ull of tcombstones.,by a large metal gate

210 DATAcutside a small chapel. The do
or is shutat the moment. A small lever p
rotrudes from the wall., inside an ornat
e chapel. The door has closed behind m
el.,standing next to the altar.

220 DATAoutside the graveyard. A path
leads south and down from here.,in t
he living room. The woodcutter is asle
ep in the chair.,in the kitchen. The sin
k is full of dirty pots.

230 DATAoutside a dark cavern. An enor
mous rock engraved with strange runes bl
ocks the way into the cavern.,in a narr
ow courtyard full of old bones.,ocutside
the woodcutter's cottage.,in a narrow pa
ssage lit by an eerie glow

240 DATAstanding in the entrance to th
e Caverns of Tral.,in a wide east/west p
assage. A smaller passage leads south a
nd down from here.,in an enormous cavern

filled with grotesque faces.

250 DATAstanding in the central cavern

A large green crystal hangs from above

sending rays of light dancing down the
passages.,on a narrow rope bridge acros
s a deep chasm.

260 DATAiIin a small
tunnel high above
t. A metalring hangs from the roof near
to the tunnel.,in a gloomy cavern. A
rope hangs down into a cave below.

270 DATAin the room of many mirrors.,a
t the end of a passage leading into the
mountain.,in a narrow east/west passage

cavern. There is a
my head leading eas

lit by daylight.,in a narrow east wes
t passage. A rope bridge lies to the n
orth.

2B0 DATAat the side of the bottomless
pit. A drawbridge lies on the far sid
e.,in the dwarf's cavern. It's full of

small furniture.,at the end of a narr
ow passage.

290 DATAin an east/west passage 1it by
torches on the walls above my head.,on
an old wooden drawbridge.,in the crater
of a long extinct volcano.,in a small p

assage.

300 DATAin the branches of a giant bea
nstalk. A wide passage leads east from h
ere.,at the entrance to a gloaomy passage
++in the hall of the evil Balrog.,on a s
teep footpath across a rocky terrai
n.

310 DATAat the top of the crater. A pa
th leads east and down the mountainside
.,on a path winding down the mountainsid
e.There is a cave opening in the cliff

face high above my head. The ground he
reis very fertile.

066

320 DATAiIn the evil Balrog's nest. Th
ree giant Balrog eggs lie here.,In the B
alrog's Lair. The stench from the sout
hern tunnel is toc great.,standing at th
e foot of the Tower of Darkness. The
entrance is blocked by a force field.

330 DATAon a bracken covered hillside.
by the West Gate of Jariz. Two evil

hobgoblins stand guard.,in a field of r
ipening corn.,on a large strip of concre
te at the footof the west gate.

340 DATAin an amphitheatre. A giant FEl
exes his muscles in the far corner., ins
ide the bronze statue. A lizard with two

heads peers down on me.,on the banks of
a wide and fast flowing river. An enorm
ous bronze statue stands here.

350 DATAcn the banks of the river. It
looks safeenough to cross here.,in a fie
1d of grazing cows.,in a farmyard. A dog

lies asleep in the shade of the old bar
n.,on the banks of a shallow river. A si
gn reads 'Danger Quicksand'

360 DATAoutside the old barn.,inside t
he cold barn. A rickety ladder leads up

into the hayloft.,in the hayloft. A cat
lies asleep in the hay.

370 DATAoutside the farmhouse. It is 1
ocked and I can see no way in. To the we
st lies the forest.,in a dark and gloo
my forest,in a dark and gloomy forest.,
t the end of a narrow valley.

380 DATAin a dark and gloomy forest.,i
n a dark and glcomy forest.,in a small ¢
learing. The path to the north leads
into open countryside.,at the far end of

the valley. A metal grate is set into
the ground.

390 DATAiIin a small hole under the grou
nd.,a tiny little beanstalk,ll, BEANSTALK
«an oilcan,12,0ILCAN,a small key,1l,KEY,a

vacuum cleaner, 26,VACUUM,a silver vase,
25,VASE,a pair of rubber gloves, 26,GLOVE
S

400 DATAa magic wand,23,WAND,a bottle
of gin,25,GIN,a book of magic spells, 28,
BOOK,a gleaming sword,2?,SWORD,"",24,"",a

pile of leaves, 24,LEAVES,a menacing vam
pire, 33,VAMPIRE,a golden crucifix,22,CRU
CIFIX

410 DATAa giant slug,35,8LUG,a jar of

salt, 38,SALT,a **GOLD NUGGET**,56,GOLD,A
**BAR OF SILVER**,71,SILVER, the **MOONS

TONE OF ARKRA**,80,MOONSTONE,a **LARGE D
IAMOND**,63, DIAMOND,a giant,62,GIANT

420 DATAa flame thrower, 55, FLAMETHROWE
R,a crowbar,63,CROWBAR,a row of three bu
ttons, 64, BUTTONS,a small dog, 54,D0G,an a
ngry farmer,72,FARMER,"",72,"",a **PEARIL

NECKLACE**, 43, PEARL,a **RUBY**, 39, RUBY,
a **PLATINUM BAR**,57,PLATINUM

430 RESTORE390:READQS: FORX=1T030: READG
$(X),B%(X),NS$(X):N%(X)=X:NEXT:58=0:P%=7:
CLS

440 REPEAT:PROCgame:UNTIL S5%>9

450 CLS:PRINTTAB(9,6):"W e 1 1 D on
e"'''"You have found all the treasures
and have solved this adventure"

460 END
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470 DEFPROCscore:5%=0:IFB%(13)=12THENS
2=5%+1

480 IFB%(15)=12THENS%=5%+1

490 IFB%(17)=12THENS%=5%+1

500 IFB%(18)=12THENS%=S%+1

510 IFB3%(19)=12THENS%=S%+1

520 IFB%(20)=12THENS%=S%+1

530 IFB%(21)=12THENS%=S%+1

540 IFB%(28)=12THENS%=S%+1

550 IFB%(29)=12THENS%=5%+1

560 IFB%(30)=12THENS%=S%+1

570 ENDPROC

580 DEFPROCgame

590 PROCscore

600 RESTORE150:FORX=1TOP%:READQS :NEXT:
PRINT'"I am :-"'QS$

610 IFP¥=20ANDSS=0THENPRINT"A howling
wolf blocks my way"ELSEIFP3=36ANDST=1THE
NPRINT"A rope hangs down from the hook."

620 IFP%=44ANDSX=0THENPRINT"A ghost bl
ocks my way to the South."ELSEIFP$=69AND
SZ=0THENPRINT"An old tramp blocks my way
| n

630 a$="":IFS%(P%,0)>0THENaS="North"

640 IFS%(P%,1)>0ANDLEN(aS)>0THENaS=a$
+", South"ELSEIFS%(F%,1)>0THENaS="South"

650 IFS%(P%,2)>0ANDLEN(a$)>0THENaS=as
+",East"ELSEIFS%(P%,2)>0THENaS="East"

660 IFS%(P%,3)>0ANDLEN(a$)>0THENaS=a$
+",West"ELSEIFS%(P%,3)>0THENaS="West"

670 IFP%=7O0RP%=210RP2%=290RP%=640R(P%=6
9ANDSH=1 ) THENaS=as$+",In"

680 IFP%=120RP3%=63THENa$="Out"ELSEIFP%
=220RP%=25THENa$=as$+",0ut" ELSEIFP%=70TH
ENa§="Up,Out"ELSEIFP$=80THENaS$="uUp"

690 IFP%=54ANDSL=1 THENa$=a$+",Up"ELSE
IFP%E=370RP%=490RP%=79THENaS$=a$+", Down"EL
SE IFP%=71THENaS$="Down"

700 IFLEN(a$)<1THENaS$="Nowhere obvious
"

710 PRINT'"I can go :-"'a$':E=0:FORT&=
1TO30:P=0:1FB% (T%)=PETHENP=1

720 IFP=1THEN740

730 NEXT:GOTO760

740 IFE=0THENPRINT"I can see :-"

750 PRINTGS(T%):E=1:G0T0730

760 Z2$="":PRINT'"What shall I do now "
J:INPUTZS : BS=LEFIS(25,2) :C8=LEFTS(Z5,3):
DS=LEFT$ (45, 3):VDU7:CL5: IFCS="0QUT" ORDS=
"GO O"THENPROCout ELSEIFCS="PFRA"THENPROC
pray

770 IFCS$="IN"ORDS="GO I"THENPROCin ELS
E IF(B5="N"ORD$="GO N")ANDS%(P%,0)>0THEN
P%=S%(P%,0) ELSEIF(BS$="N"ORDS$S="GO N")THE
NPRINTYAS

780 IF(B$="S"ORDS="GO S")ANDS%(P%,1)>0
THENP$=5%(P%,1) ELSEIF(BS$="S"QRDS5="GO S"
JTHENPRINTYAS

790 IF(B$S="E"ORDS5="GO E")ANDS%(P%,2)>0
THENP$=S%(P%,2) ELSEIF(BS="E"ORDS$S="GO E"
JTHENPRINTYAS

800 IF(BS="W"ORDS$="GO W")ANDS%(P%,3)>0
THENP%=S%(P%,3) ELSEIF(BS="W"ORDS="GO W"
JTHENPRINTYAS

8l0 IFC$="SCO"THENPRINT"You have score
Essi-" out of 10" ELSEIFCS="GET"ORCS="
TAK"ORC$="GRA"THENPROCget

820 IFCS="I"QRCS="INV"THENPROCinvent E
LSEIFCS="DRO"ORCS="LEA"ORCS="PUT"THENPRO
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Cleave ELSEIFC$="WEA"THENPROCwear ELSEIF
C$="PUL" THENPROCpull

830 IFCS="WAV"THENPROCwave ELSEIFC3="R
EA"THENPROCread ELSEIFC$="SAY" ORCS="TAL
"ORCS$="REP"THENPROCtalk ELSEIFCS$="PAD"TH
ENPROCpaddle

840 IFC$="ATT"ORCS="KIL"ORCS="STA"THEN
PROCkill ELSEIFC$="SEA"THENPROCsearch EL
SEIFC$="THR"THENPROCthrow ELSEIFCS$="CLI"
THENPROCclimb ELSEIFCS$="PLA"THENPROCplan
=

850 IFC$="UP"ORD$="GO U"THENPROCup ELS
E IFC$="DRI"THENPROCdArink ELSEIFCS$="GIV"
THENPROCgive ELSEIFCS$="USE"ORCS5="PRI "THE
NPROCuse ELSEIFCS$="SWI"THENPROCswim ELSE
IFC$="UNL"THENPROCunlo

860 IMCS="OIL"THENPROCcil ELSEIFCS5="FI
L"THENPROCfill ELSEIFCS$="POU"THENPROCpou
r ELSEIFCS="DOW"THENPROCdow ELSEIFCS$="PR
E"THENPROCpress ELSEIFCS$="HEL"THENPRINT"
I haven't a cluel”

870 ENDPROC

880 DEFPROCout:IFP%=12THENPRINTYS$:P%=7
:ENDPROC ELSEIF(P%=22ANDSA=0)THENPRINT"T
he door's locked!":ENDPROC ELSEIFP%=22TH
ENF%=21:PRINTYS : ENDPROC

890 IFP%=25THENP%=29:PRINTYS:ENDPROC E
LSEIFP%=63THENP%=64: PRINTYS : ENDPROC ELSE
IFP$=70THENP%=6%9: PRINTYS : ENDPROC ELSEPRI
NT"Don't be absurdl":ENDPROC .

200 DEFPROCpray:PRINTYS$:FORX=1T0O2:FORY
=255TO1S5TEP-10: SOUNDL1,-15,Y, 1 :NEXT :NEXT:
IFP%<220RP%>23THENPRINT"That made me fee
1 better!": ENDPROC

910 IFSA=0THENPRINT"The door opened!":
SA=1: ENDPROC

920 PRINT"The door closed!":0$(22)=0%(
22)+"The door has closed behind mel!":
SA=0:ENDPROC

930 DEFPROCin:IFP%$=7THENP%=12:PRINTYS:
ENDPROC ELSEIFP%=21ANDSB=0THENPRINT"The
door's locked":ENDPROC

940 IFP3=21THENP%=22;:PRINTYS:ENDPROC E
LSEIFP%=29THENP%=25:PRINTYS : ENDPROC ELSE
IF (P$=64ANDSC=0 ) THENPRINT"The way in is
closed! ":ENDPROC ELSEIFP%=64THENP%=63:PR
INTYS$ : ENDPROC

950 IFP%=69ANDSH=1THENP%=70:PRINTYS:EN
DPROC ELSEIFP$=69THENFPRINT"He won't let
me!" :ENDPROC ELSEPRINT"Don't be sillyl":
ENDPROC

960 DEFPROCget:PROCcheck:IFL%<1THENEND
PROC

970 E3¥=0:FORX=1T030:IFB%(X)=P%ANDN% (R)
=X THENE%=1

980 NEXT:IFE%=0THENENDPROC ELSEIF(R=13
ANDSI=0)OR(R=15ANDSJ=0)0OR (R=21ANDSN=0)0
RR=26 THENPRINTYES : ENDPROC

990 IFR=12THENPRINT"I can't carry them

6GY)



alll":ENDPROC

1000 E$=0:FORX=1T04:IFVS(X)=""THENVS (X)
=GS$(N%(R)) :E%=1:X=6

1010 MNEXT:IFE$=0THENPRINT"I'm sO soOrry
my hands are fulll":ENDPROC

1020 B%(N%(R))=0:A(R)=1:ENDPROC

1030 DEFPRDCChECk:L$="":XX=INSTR{Z$," 2
) :R=0:L%=0:L$=RIGHTS(2$, (LEN(Z$)-XX))
1040 IFLEN(LS$)<2THENENDPROC

1050 FDRK=1T030:IFLEFT${N$(X],LEN{L$})=
LSTHENL%=1:R=X

1060 NEXT:ENDPRCC

1070 DEFPROCinvent

1080 e=0:PRINT'"I am carrying :-":FORX=
1TO4 : IFVS(X) <> ""THENPRINTVS (X) :e=1

1090 NEXT:IFe=0 THENPRINT"Nothing at al
11" :ENDPROC

1100 IFA(6)=2 THENPRINT"I'm wearing the
gloves"

1110 IFA(S5)=2 THENPRINT"The wvase is ful
1 of pure water!l"

1120 ENDPROC

1130 DEFPROCleave

1140 PROCcheck:IFL%<1l THENPRINT"I don't
have one!l" :ENDPROC

1150 E%=0:FORX=1T04:IFVS(X)=G$(N%(R)) T
HENVS(X)="":E%=1

1160 NEXT:IFE%=0THENPRINT"I'm not carry
ing ";L$:ENDPROC

1170 B2(N%(R))=P%:A(R)=0

1180 IFR=25ANDP%=7 2THENPRINT"He smiles
at me and says, 'I've searchedall day fo
r him. Here is a gift which will be us
eful in your quest!":G$(27)="a sling":B%
(26)=0:B%(25)=0:N$(27)="SLING"

1190 ENDPROC

1200 DEFPROCwear:PROCChECk:IFR<>6THENPR
INT"Don't be sillyl":ENDPROC

1210 IFA(6)=0THENPRINT"I don't have the
m" : ENDPROC ELSE IF A(6)=2THENPRINT"I'm a
lready wearing them." :ENDEROC

1220 A(6)=2:PRINTYS: ENDPROC

1230 DEFPHUCpull:PROCCheck:IFP%<>21 OR
LEFTS(LS,3) <>"LEV" THENPRINTYBS$: ENDPROC
1240 IFA(6)<>2 THEN ES="A wviolent surge
of electrical current flows through m
y body! I am dead!":PROClose

1250 PRINT"The door opens!":5B=1:ENDPRO
-

L260
s the
1270
1280
1290 RUN

1300 DEFPROCwave:PROCcheck:IFR<> 7THENPR
INTYBS : EHDPROC

1310 1FA(7)=0THENPRINT"I don't have it!
".ENDPROC ELSEIFP%<>42 OR 5%(42,1)>0 THE
N PRINT"Nothing happens!" :ENDPROC

1320 PRINT"The drawbridge comes downl":
5%(42,1)=46: ENDPROC

70

DEFPROClose:CLS:PRINTES'''''.! "Pres
<gpace Bar> for another game."
*FX15,0

REPEAT:UNTIL GET=32

1330 DEFPROCread:IFA(9)=0THENPRINT"I ha
ve nothing to read!":ENDPROC

1340 PRINT"Most of the book is written
in a strangelanguage, but one sentence r
eads :-— ‘repeat the runes SDFDA'":A(
0)=1:ENDPROC

1350 DEFPROCtalk:INPUT"What do you want
to say ",Z3

1360 IFP%<>27THENPRINTYS:"
ensl" : ENDPROC

1370 IFZS$<>"SDFDA"THENPRINT"nothing hap
pens!" :ENDPROC

1380 IFA(0)=0THENPRINT"It didn't work!"
: ENDPROC

13920 A(D)=0:5%(27,1)=31:PRINT"The caver
n opens”: ENDFROC

1400 DEFPROCpaddle:IFP3$=65THENP%=68:PRI
NTYS : ENDPROC ELSEIFP$=68THENP%=65:PRINTY
$ :ENDPROC

1410 IFP%=100RP%=64ORP%=1ETHENPRINT"The
water's too deep!l":ENDPROC ELSEPRINTYBS
: ENDPROC

1420 DEFPROCkill:PROCcheck:IFR=130RR=15
ORR=210RR=250RR=26THENFRINT"That would b
e suicide!" :ENDPROC

1430 IFLEFT$(LS,3)<>"WOL" ORP% <> 20 THEN
PRINTYBS : ENDPROC

1440 IFA(10)=0THENES$="The wolf attacks
me firstl!l":PROClose

1450 PRINT"The wolf dies!":5%(20,3)=24:
55=1: ENDPROC

1460 DEFPROCSearCh:IFP%<>24THENPRIHT"I
can't see anything speciall”:ENDPROC
1470 IFSF=0THENSF=1:PRINT"I see somethi
ng!":G$(11)="a long rope with a hook att
ached":N$(11)="ROPE" : ENDPROC ELSEPRINT"I
see nothing!":ENDPROC

1480 DEFPROCthrow:PROCcheck:IFR<>»11THEN
PRINT"I see no point in thatl":ENDPROC
1490 IFA(11l)=0THENPRINT"I don't have it
1" : ENDPROC

1500 IFP%<>36 THENPRINT"The hook doesn'
t catch onto anything.":ENDPROC

1510 IFSG=0THENSG=1:PRINT"The rope catc
hes onto somethingl":8T=1

1520 FORX=1TO4:IFVS(X)=GS(11)THENVS$(X)=
1530 NEXT:ENDPROC

1540 DEFPROCclimb:PROCcheck: IFP%=54ANDS
L=1 THENPRINTYS:P%=49:ENDPROC

1550 IFR<>11THENPRINT"I can only climb
a ropel":ENDPRQC

1560 IFP$<360RP$%>37THENPRINT"Not herel"
: ENDPROC ELSE IFSG<>1THENPRINT"I can't d
o that Just yet!l" :ENDPROC

1570 IFP%=36 THENP%=37: PRINTYS : ENDPROC
1580 P%$=36:PRINTYS$ : ENDPROC

1590 DEFPROCup:lFP%=?DTHENP%=7l:PRINTY$
: ENDPROC

1600 IFP%=BOTHENP%=79:PRINTY$:ENDPRDC E
LSEIF{P%=36ANDSG=O]THENPRINT"NGt yvetl":E
NDPROC

1610 IFP%=36THENP%=37:PRINTYS :ENDPROC
1620 IFP%=54ANDSL=1THENP%=49:PRINTY$:EN
DPROC

1630 PRINT"I can't do that herel":ENDPR
(8]

1640 DEFPROCArink: PROCcheck: IFR<>8THENP
RINT"Don't be sillyl" :ENDPROC

nothing happ
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1650 IFA(B)=0 THENPRINT"I don't have an
y 1" : ENDPROC

1660 PRINT"I drink the gin and, in a dr
unken stupor,fall and break my neck!":FR
OClose

1670 DEFPROCgive:PROCcheck:IFR<>8THENPR
INT"I'm not giving ";L$;" away!l" :ENDPROC
1680 IFA(8)=0THENPRINT"I don't have any
1" :ENDPROC

1690 IFP%<>69THENPRINT"There's nobody h
ere who would like it!":ENDPROC

1700 A(8)=0:FORX=1TO4:IFV$(X)=GS(8)THEN
VH(X)=""

1710 NEXT:PRINT"The tramp thanks me and
walks away!l":82=1

1720 SwW=1:SH=1:ENDPROC

1730 DEFPROCUSE:PROCCheck:lFR=4ANDA(4}=
OTHENPRINT"I don't have it!":ENDPROC
1740 IFR=4ANDP%<>44THENPRINT"Nothing ha
ppens ! " : ENDPROC

1750 IFR=4THENPRINT"The ghost disappear
sinto the bag!":5%(44,1)=48:8X=1:ENDPRCC
1760 IFR=14ANDA(14)=0THENPRINT"I don't
have itl":ENDPROC

1770 IFR=14ANDP%<>33THENPRINT"There's n
ot much point!":ENDPROC

1780 IFR=14THENPRINT"The vampire flees
for his life and leaves something b
ehind.":5I=1:G5(13)="a **JADE RING**":N3
(13)="JADE" : ENDPROC

1790 IFR=16ANDA(16 )=0THENPRINT"I don't
have it!l":ENDPROC

1800 IFR=16ANDP%<>35THENPRINT"There's n
ot much point!":ENDPROC

1810 IFR=16THENPRINT"The slug shrivels
to nothing and leaves something on the g
round.”":G58(15)="a **SILK PURSE**":NS(15)
="SILK" :8J=1:ENDPROC

1820 IFR=22ANDA(22)=0THENPRINT"I don't
have it!":ENDPROC

1830 IFR=22 AND (P%=35 ORP%=72 ORP%=62
ORP%=44 ORP%=33) THEN E$="It explodes an
d covers me in flames.":PROClose

1840 IFR=22ANDP%<>59THENPRINT"There's n
ot much point!":ENDPROC

1850 IFR=22THENPRINT"The flames drive t
hem away!":5%(59,2)=61:ENDPROC

1860 IFR=23ANDA(23)=0THENPRINT"I don't
have it!":ENDPROC -

1870 IFR=23 AND P%<>79THENPRINT"There's
not much point!":ENDPROC

1880 IFR=23 AND SM=0 THENPRINT"The grat
e opens!":5M=1:ENDPROC

1890 IFR=27ANDA(27 )=0THENPRINT"I don't
have it!":ENDPROC

1900 IFR=27 ANDP%<>62 THENPRINT"The sli
ng is of little use herel":ENDPROC

1910 IFR=27AND SN=1 THENPRINT"I can't u
se 1t twicel" :ENDFROC

1920 IFR=27ANDSN=0THENSN=1:PRINT"That's
done the trick! The giant fades away a
nd leaves something behind.":G$(21)="an
**EMERALD**" :NS(21 J="EMERALD" : ENDFROC
19230 PRINT"I can't use ":L$:" herel":EN
DPROC

1940 DEFPROCswim:IFP%=10THENP%=15:ENDPR
OC ELSEIFP%=15THENP%=10:ENDPROC ELSEIFP%
=650RP3=68THENFRINT"The water's not deep
enough" : ENDPROC
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1950 IFP%=640RP%=8THENES$="1I drown!":PRO
Close ELSEPRINT"Don't be silly!":ENDPROC

1960 DEFFROCunlo:IFA(3)=0THENPRINT"I ha
ve no key!":ENDPROC ELSEIFSK=0ANDP%=16TH
ENPRINT"The lock's too rustyl":ENDPROC

1970 IFP%=16THENPRINTYS' "The chain come
s loosel":S%(1l6,1)=17:ENDPROC ELSEPRINT"
I see no keyholel" :ENDPROC

1980 DEFPROCo0il:IFP%<>16THENPRINT"I can
't" :ENDPROC ELSEIFA(2)=0THENPRINT"No oil
[" :ENDPROC ELSEPRINTYS:SK=1:ENDPROC

1990 DEFPROCplant:IFA(1l)=0THENPRINT"I c
an't!":ENDPROC ELSEIFP%<>54THENPRINT"The
ground's too hardl":ENDPROC

2000 FORX=1TO4:IFV$(X)=G$(1)THENVS(X)="
".:PRINTYS

2010 NEXT:G$(1)="A tiny little Lbeanstal
k murmuring water .water.water":B%(1)=54;:
NE(1)="":A(1)=2:ENDPROC

2020 DEFPROCfill:IFA(5)=0THENPRINT"Fill
what?" :ENDPROC ELSEIFP%=100RP%=150RP%=2
60RP%=640RP%=68THENPRINTYS:A(5)=2:ENDPRO
C ELSEPRINT"I can't!":ENDPROC

2030 DEFPROCpour:IFA(5) <>2THENPRINT"I c
an't" :ENDPROC ELSEFRINTYS:A(5)=1

2040 IFP%<>54ORA{1)<>2THENENDPROC

2050 IFSL=0 THENPRINT"The beanstalk spu
rts into growth.":G$(1)="An enormous bea
nstalk reaching into the clouds.":S5L=1:E
NDPROC

2060 DEFPROCdow:IFP%=37THENP%=36:ENDPRO
C ELSEIFP%=49THENP%=54:ENDPROC ELSEIFP%=
71 THENF%=70: ENDPROC ELSEIFP%=79ANDSM=0TH
ENPRINT"The grate's lockedl":ENDPROC
2070 IFP%=79THENP%=80:ENDPROC ELSEPRINT
"I can't" :ENDPROC

2080 DEFFROCpress:IFP%<>64THENPRINT "not
herel " :ENDPROC ELSEPRINT"A door Dpensl"
:5C=1:ENDPROC
>
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1
byﬁmwm villagers' crops so that they had  spend what few pennies they together and put through the
to buy food from the mysterious  have in the tavern, you decide portal within the castle, the
In the mists of time, long, long  traders,castforthbytheevilons, that it i8 time for you to maks Worlok would be destroyed
ago,therewasalandruledbythe  who would appear mystariously  your move. However, in the back of your
gvil WORLOK. This ereature was when such an occcurance hap- As you wander throughWierd mind, you are aware of what evil
known throughout the land pened Wood, you remember the serip- confronts you in the castle. Tales
simply as the ‘Evil One'. You, Gastav, have witnessed  ture you had read in the ancient are rife in the village of strange
Whilst the Worlok prospered  this torment for 14 years. You book This book told of how the creatures that inhabit the castle.
in his castle upon Gremlok Hill, decide to venture into Gremlok  six hidden scrolls of Imagin- Tales of flying skulls and strange
the inhabitants of Skornmaja Castle so that youcanbring this  ation were contained within the glowing orbs are common place.
suffred. Constantly, the Worlok  tyranny to anend Worlok's Castle and how, when 8o onto the task at hand Gastav!
would send storms to destroy the Late one night, asthevillagers  these scrolls were brought  Enterthe castle at your peril!
0 REM WORLOK (THE EVIL ONE] 126 DATA192.192.240.11.
(C1 1986 COMPUTER GAMER 192,152,192,.192,192,192,192
1 REM GAME DESIGMNED AND PROGRAMMED 127 DATA192.192.192.240.2" i
BY GARY WATPDN = e R A R G o i e ]
10 POKES3280.0:POKES3281.0:POKES3265 . PEE 128 DATAG63.215 .21 1.171 |
K(53265) AND239 192,255, 255170, E 85,58 !
20 POKES3272.28:POKES2.48:POKESS . 48:CLR 129 DATA171.171.95.92.188. i
30 POKES6334, PEEK (56334) AND254 2R 170 '.”-\ 85,255, 2 |
40 POKE1.PEEK(1)AND251 130 DATAL172.171.87,.85.234 i
S0 FORA=0TOS11:POKE12288+A.PEEK (5324B+J) 92.192,240,240,188.188.62. b
:NEXT 131 DATASS.95.171.171.215. 5
60 POKE1.PEEK(1)OR4:POKES6334.PEEK(562334 | 60,.30.16.24,16.24.8, |
1 OR1 1'_-12 DA"'M’H 7 |
70 FORA=122B8T012503:READB: POKEA.B:NEXT
72 FORA=12544T012551: READE : POKEA, B: NEXT
74 FORA=12672T012751 :READB : POKER . B: NEXT
76 FORA=12800T0131583:READE:POKEA.B:NEXT DATR198 . 88.
78 FORA=1260BTO12623: RLAPH;POKER.B.NEX* .bb.ll;.lij.l
100 DATA255.255, 253. #hals 3 DATA14.28.56..63
28.54.99.99_.127.99.99,,126.99.99,126.99 ,B5 255,85, 85
101 DATR9S 126,.62.99,96.96, "-‘:.‘?9 62,.12 | 136 DATABS.85.149.16 84,88,
4,102,99.99,99,102.124,.127.95.96.124 64,148, 84 84, 85,85 B
102 DATA9E .96, ::'.?_,::-!':_nr-,.%.m‘ 96.96.9 | 137 DATASS . .104 .84
6,.62,97,96.111.99.99 . 62,,599.9%,99.1 84,80, ,.....3, . .B4.84
103 DATA99,99 .m..:‘*-.:4.34.."-1..-.4.& 126 | 138 DATA10A i £§%.85.8
,127.12.12.12.12,28.120.,99.102.108 5,85.85,89.105. 8 .B4.84
104 DATAL20. 108,102,99, .96.96,96.96,96,9 | 139 DATA84.80.8B 13285 E F"'.I". 1
§.127..99,119.127.107.99.99,99.,99,115 6.85.85,84,.80.67. 13,54, , 220
105 DATA123,111.103.99.99, .62.99.99,99,9 | 140 DATAB4,84.104.96. 8% .85.84.80.64
9.99,62,.126.99,99.99,126.96.96. II.IJ .48,220,87.85.165. 1:..,... 11
106 DATA102,110.110.111.6] .99, 141 DATABS.B5.85.85.
6.108.102.99.,.62.9 126 0.165.101,.85,8%, .19
107 DATA24,24,24, G 93.99.9 142 DATAS.1.4
9,.99,62.,99.99.99 .99.99.99 LRI B
108 DATAL107.107 .54, 6-.54.9 143 DATAlG. %L I
9,99,.,99.54,28 Fgh ,;..:.213.55...30?.11’:‘,5:-.n"-_e=‘ as,,.192
109 DATAZ4.4B. JQ ¢ | 144 DATA124.R4,.148.104.100.85.85.21.....
9.59, : 7..62.99.3 149,149 .85, . ,... B4.84.80, <31, 127
110 DATAG2.96 .96 30.3.99, 6;. 145 DATAS7.205.222,198. 254.124.255, 255 .2
.96 .,96.108, .:A?.wn.?t. & 55,25% 192 192,243 243,255,255, 255.255
111 DATA3,: S )6,126,.99,99.62, 146 DATAZ204.204.204.204.2 (254254
126.3.7.14.28.56.112..62.99.99.62,99,.99 T e e L TG O (e By 63,243,243
112 DATAGZ 1,99.99.99,63, 147 DATA243.243.192.192.2 .“55.;:-.?-1. 204,
115 DATAG63. §.245.213.234.23 3.213 204,192,162, 225,255, 255 255,255, 254. .2'54 i
192,192.19 3 148 DATR252.248.224. “H 06.223.219. 1
117 DATAS. ] -H 17 19,195, 22%F. 30, 259, 1 léf 127127 12?
LB87.,234,234 2,213,234, 23 149 DRTAZES. 255.255.2EW.JU 255,255,235
118 DATA192. -n5_20?_1nt . 248, 254 ,; 355.J55.3_4.J46
195,243.179. 15 200 P"J](E"JEI’H PEEK (532701 0R16
210 POKES3282.14:POKES3283,7
230 PRINT”(CLR) (DOWN) (DOWN)Y [ YEL)
GARY WATSON PRESENTS"
:-'r'u PRINT {DOWN) (DOWNY (GRY1) |
= =N - i At
232 PRINT"™ e T TR T
~ ="
3,3, 233 PRINT" L =T e T L T
1?a DATAL rrapt i
_L—,q;_.f 234 PRINT™ el 2 4 ] [ |
124 DATA3. hel N
15,255,253 235 PRINT" (DOWN) (WHT) w P T
125 DATAS’ T,
92.192 236 PRINT" (DOWNY (DOWN) (DOWNY (GRN) AN IM
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AGINATI

237 PRI

VI COMPI

238 PRINT

ERVED"

239 PRINT
(WHT) F

240 POKES3265.PEEK (53265) OR16

300 A=1:B=15:C=13096

312 FORD=13184T013519 :READE : POKED .E : 3051

B320:NEXT

313 PRINT" (HOME) (I

(DOWN)Y (DOWN) ( DOWNI

N) (DOWN) {DOWN) (YEL)

SOON™

314 PRINT®

U TDOWNY ALL RI

JOWN) (DOWN {DOWN|

. WAIT

E
53

} (DOWNY (DOWN)Y |
N1 (DOWN) ( DOWN

315 PRINT" (BLK) WORLOK 11 GASTAV IN
WIERD woOD

316 FORN=55896T055930:READE: POKEN.E:NEXT
318 GOTO330

320 A=A+1:IFA=15STHENA=1:B=B-1:IFB=1THENB

H3.H

322 POKES3282,A:POKES32
=1 R

SE6ATOL3730

: RETURN

335 FORD=-13801T013870:READE: POKED . E : GOSU
B320:NE
336 PRI

XT

INT" (UP) DEK CURZON

iD=13871T013940: READE : POKED

AR ALAN UNDERWOO

335 FORD=13941T014010: READE : POKED . E: GOSU
B320 :NEXT
340 PRINT" (UP} JOAN RIVERS

PRINT" (UP) STEVE GROGAN

343 FORD=14081T014150:READE : POKED . E : GOSU
B320:NEXT

YUKKY CRAIG DON

345 FORD=14151T014220: READE : POKED .E,: (
B320:NEXT

346 PRINT" (UP) ZOOKIE (DONT A
8K}

347 FORD=14221T014290:READE : POKED . E : GOSU
B320:NEXT

348 PRINT"(UP) 1986 NEW ENGLAND PA
TRIOTS"

349 FORD=14291T014360:READE : POKED . E : 50
B320:NEXT

350 PRINT" (UP) MM AND DAD

S

351 FORD=14361T014430: READE : POKED .E:
B320:NEXT

352 PRINT"(UP) ANDY WHITELAW (WHO
8 HE) "

353 FORD=14431T014591 : READE : POKED . E : GOSU
B320:NEXT
400 DATA3.4.5 35 .7 il
3.4.5,7,3,4,5,7,3,4,5,7.3,4.5,
EEERENTH i e ey
150, ,,190,,,60,,.85,.,1.8%.64,
=01 DATA3,.170,192..85,..8%. ,.65,,.65.. 2.
e s T Ty
302 DATA,,170.,.,170...60,,.85%..1.85.64.1
.85,64,1,170,64, .85,,.85,,,65,,,65,,2
RUEEBATELI0, 128 ., . 0 usaures oonorsebinsd
R V0, . (172, .. 175, .60, . .20, 8%, . . B7
B CDATAL192, .171,,,85,,.20, .20, 20. .4

-

.65,,.20,,,.20,,,20,,.148...,, 0
6 DATA..... 20.,1,84,,21,84,1.86.84.21.
6.148,86.170,164,86,170,164,90,170
7 DATA164.90,170.164,106,170.164.106. 1
.164,106,170,164,106,.170,164,106,170
8 DATA164,106,.170.164,106,170.160.106 .
0.128,106,168,,106,128,,104...0
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"WORLOK

909 DATA...... 004 casw 149,85 .86 .150:170
,150,154,.170.166.154,170,166,154,170

510 DATA166,154.170.166.154.170,166.154.
170,166,154,170,166,154,170, 166,154,170
511 DATA166.154.170,166.134.170.166.154,
170,166,154,170,166,,,.,0

512 DATA,,.B80,,.B5,..85,80..86,.85.,90,16
5,80,106,170,84,106,170,84.106.170, 148
513 DATA106.170.148.106,170.164.106.170.
164.106.170,.164,106,170.164,106,170.164
514 DATA106.170.164,.10,170.164.2.170.164
..42,164,,10,164.,0

515 DATA42.170.168,37.85.88,37.85.88.41.
B85.104,.9,85,96,10,85,160,2,85,128,2

516 DATABS5.128.2.85.128.170.85.170.149.8
5.86.149,.85.86,165,85,90.41,85,104,10
517 DATABS,160.2,150.128.,17
+0e0

518 DATA...,...16...100.,,100. .100. .83,
85.84,.105,169,.164,105,169.164,22

519 DATA170.80.6.170.64.5.169.64.26,102.
144,26.154,.144.26.70.144,105.1.164.100
520 DATA.100.84. .84.,,....::+ 0

521 DATA.63,,.255,192,3,255,.240,15,2535.2
40,15, 255,252.59,255.252.42.255. 236,42
522 DATA255,188,59,255,188,.63,254, 240,15

.255,240,3,15.192.,,,12,240.,135.240.:15
SEC DT R TR & - i . D
524 DATA...... 3.255.240.15.174.188,15.23

4,252,63,251,255,63,255.255.,62,174, 175
525 DATA63.190.239.63.190.175.62.174.239
.63,255,255,62,235,191,63,255,255,62

526 DATA186.239,63,255.255.62,234,239.63
.255, 255,.14,238,188,15, 255,252, 3,235

527 DATAZz40...,., P P - S e B -
.170,160,2,170,160,10,170.168,10,170

528 DATA232.10.170.232,10.170.232.10.171
.232,2,175.160,2.170.160, ,170,128, ,42,0

v o2l 01,8095, 1,105, 5,105,643,
85,.21.84,,21,85.64,5.685.64..84,.2.168
$31 DATA.10,170.4.10,190,21.11.174,84.11
,234.64,10,.170.,42.174.128.174,190, 160
532 DATAL71.170.232,.42,170.160. .04
S ¢ sol e 40,,.170.,2,160,.10.160. .42
%33 DATA232..171,.250,,191,254.128,171.35
0,.42,232,,10,160:,2,160,,.1V0,..40.,,0
534 DATA....,..0

535 DATA.10.128..46...42,126..187.160..1
74,224,2.235,128.2,187,128,1,85,80,3.85
536 DATAl12.3,255,240..255.192,.85.64..8
5.64,,55,°.63,,,89,,.,48. . 0000000y 0
537 DATA.160..2.234,,2.187.128,10.238.22
4,2,187,160,2,235,128,.174.128,1,85.80
538 DATA3.85,112.2,255,240,.255.192, .83,
64,.85,64,.55,..63,,.29,..4,..9...:...0
539 DATA...O

600 PRINT" (CLR) (CYN} " :POKES3281.3

605 POKE631.78:POKE632.6%9:POKE633.87:POK
E634.13: POKE635.76: POKE636.111

510 POKE637.13:POKE638.82:POKEG3S.117:PO
KE&40.13: POKE198.10

READY .

5 GOSUB10010

6 POKEV+24.28:POKEV+22.PEEK(V+22)0R16

7 POKEZ+1,14:POKEZ+2,6:POKEV+37,13: POKEV

+38,7:POKEV+39,8: POKEV+28 ., 255

B FORN=43TO046 : POKEV+N, 0 :NEXT : FORN=8TO15:

READM: POKEV+N.M: NEXTN

9 POKES+4,216:POKES+5,217:POKES+6, 218:PD

KES+7,219:POKES. 213

10 GOSUB10000

12 POKEZ. O

20 PRINT" (CLR) (DOWN) (DOWN} {DOWN) {DOWN)
(YEL) PRESS JOYSTICK BUTTON TO FLAY"

25 PRINT" (DOWM) (DOWN) (DOWN) (GRY1) —
| = == == - — g

26 PRINT" =l = Tl T i i [
I-”

27 PRINT" =l Wl T o L el
-

28 PRINT" b DR ol - T T L T I

[t W

30 PRINT" (DOWN) ( DOWH) (CYMNY we ™ |

TR R e R R L
40 PRINT" (DOWN) (DOWN) (DOWN) {GRN)

BY GARY WATSON"

50 GOSUB10002

60 IF(PEEK(J)}AND16)=0THEN1000

65 GOTO60

1000 GOSUBL0000

1010 GOSUB10020

1022 POKEV+21.39:POKEV.PX:POKEV+1,.PY
1023 POKEV+23,249

1024 GOSUB10050

1025 GOSUB10002

1027 *GOSUB10060

1028 GOSUB10052

1029 IFPX>16SANDPY¥<171ANDPY=128THEN1031
1030 GOTO1027

1031 GOSUB10126

1040 GOSUB10000

1041 POKEV+21,231:POKEV+16,PEEK(V+161+64
:POKEV+23,121:60SUB10110

1042 GOSUB10050

1043 GOSUB10002

1044 GOSUB10060

1045 GOSUB10052

1046 IFPX>165ANDPX<171ANDPY=126THEN1055
1047 IFPX>165ANDPX< 171ANDPY=16BTHEN10S0
1048 IFPX>24ANDPX<31ANDPY >145ANDPY<152TH
EN1060

1049 GOTO1044

1050 GOSUB10120

1051 GOSUB10000:GOTO1022

1055 GOSUB10126

1056 GOTOZ100

1060 GOSUB10122

1070 GOSUB10000

1071 POKEV+21.83:POKEV+16,PEEK (V+16)+64:
POKEV+23,81:60SUB10100

1073 GOSUB10135

1074 GOSUB10002

1075 GOSUB10130

1076 FORN=1TO15:M=M+3

1078 POKEV+2.L:POKEV+3.M:G0OSUB10060

1079 IFPX>24ANDPX< 31ANDPY >145ANDPY< 152TH
EN109S

1080 IFPX>46ANDPX<S9ANDFY »145ANDPY<152TH
EN1090

1081 IFPEEK(V+30)=3THEN&61000

1082 NEXTN

1083 POKEV+2.0:POKEV+3,0:60T01075

1090 GOSUB10124

1091 GOTO1040

1095 GOSUB10122

1100 GOSUB10000

1101 POKEV+21,151:POKEV+23,17:G05UB10050
1102 GOSUB10110

1103 GOSUB10002

1104 GOSUB10052

1105 GOSUB10060

1106 IFPX>46ANDPX<S59ANDPY >145ANDPY< 152TH
EN1110

1107 IFPX>165ANDPX<171ANDPY=168THEN111S
1108 GOTO1104

1110 GOSUB10124

1111 GOTO1070

1115 GOSUB10120

1120 GOSUB10000

1121 POKEV+21.103:POKEV+23,.97:POKEV+16.P
EEK (V+16) +64 : GOSUB10050

1122 GOSUB10110

1123 GOSUB10002

1124 GOSUB10052

1125 GOSUB10060

1126 IFPX>16SANDPX< 171ANDPY=126THEN1130
1127 IFPX>24ANDPX<31ANDPY »14SANDPY< 152TH
EN1135

1128 GOTO1124

1130 GOSUB10126

1131 GOTO1100

1135 GOSUB10122

1140 GOSUB10000

1141 POKEV+21.55:POKEV+23,4%:G0SUB10050
1142 GOSUB10110

1143 GOSUB10002

1144 GOSUB10052

1145 GOSUB10060

1146 [FPX>165ANDPY<171ANDPY=126THENL1155
1147 IFPX>46ANDPX<59ANDPY »145ANDPY< 152TH
EN1150

1148 GOTC1144

1150 GOSUB10124

1151 GOTD1120
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1155 GOSUB10126

1180 GOSUB10000

1181 POKEV+21,163:POKEV+23,33

1182 GOSUB10110

1183 B=168:A~0:POKES+1.223: POKEV+40, 4

1184 GOSUBIDOO02

1185 FORN=140T0184S5STEPZ2:PFOKEV+2.B :POKEV +

3.N: IFPEEK (V+30) =3THEN6 1000

1186 GOSUBLO0G60

1187 GOTO10140

1188 NEXT:POKEV+21,161

1189 A=1:GOSUB100Q60

1190 GOTO10140

1191 GOTO1189

1192 GGSUB10120

11593 GOTO1140

1195 GOSUB10126

2000 GOSUB10000

2001 POKEV+21.151

2002 GOSUB10110

2003 GOSUB100S0

2004 GOSUB10002

2005 GOSUBl0O0S2

2006 GOSUB10060

2007 IFPX>165ANDPX<171ANDPY=168THENZ010

2008 IFPX>46ANDPX<S9ANDPY »>145ANDPY< 152TH

EN2015

2009 GOTOZ005

2010 GOSUB10120

2011 GOTOl180

2015 GOSUB10124

2020 GOSUB10000

2021 POKEU+21.5?:?OKEV‘23_8?:PDKEV+2§.4:

POKEV+40,10: POKEV+41, 14
2022 POKES+1.224:POKES+2,220:POKEV+2.69;

V+3,157: POKEV+4.135: POKEV+45, 169

2u*3 POKEV+16 . PEEK(V+16) +64: IFFS=1THEN20

32

2024 GOSUB10002

2025 GOSUB10060

2027 IFPX >24ANDPX<31ANDPY >145ANDPY< 152TH

ENZ2040

28 [FPX>

THENZ2031

2029 IFPEEK (V+30)=3THEN61000

2030 GOTO2025

2031 F5=1:FORN=1TOQ206 ; POKEV+41 .

2032 POKEV+21,85:605UB10002

2033 GOSUB10060

2034 IFPX>24ANDPX<31ANDPY »145ANDPY< 152TH

ENZD40

2035 IFPX»46ANDPX<S9ANDPY »>145ANDPY<152TH

:POKEV+23.17:POKEV+29.0

140ANDPX- 149ANDPY >144ANDPY< 155

N:NEXT

2036 FU“0911>
2040 OEHS]J 22

2041 GOTO2000

2045 GGSUH1C124

2050 GOSUB10000

y POKEV+21 .67 :POKEV+23.6
KEV+2.100:POKEV+3,175
2052 POKEV+16.F

5+POKEV+40. 15
:POKES+1, 222
KiV+16)464: IFES=1THEN20

2053 GOsSUB10002

2054 GOSUBL0060

2055 IFPEEK(V+30)=3THENGOSUBLO160

2056 [FPX:>24ANDPX< 31ANDPY >145ANDPY< 152TH
EN2060

2057 GOTOZ2054

2060 GOSUB10122

2061 GOTDZ2020

2065 POKEV+21,65:G0SUB10N02

2066 GOSUB10060

2067 1FPX>24ANDPX<31ANDPY >145ANDPY< 152TH
ENZ060

2068 GOTO2066

2100 GOSUB10000

2101 POKEV+21.183:POKEV+23.49:G0OSUB10110
2102 GOSUB10050

2103 GOSUBLO002

2104 GOSUB10060

2105 GOSUB10052

2106 IFPX »*46ANDPX<S9ANDPY »145ANDPY< 15 2TH
ENZ2115

2107 IFPX>16SANDPX< 1
2108 IF SANDPX«
2109 GOTO2104

2110 Gf 10120
2111 GOTO1040

71ANDPY=168THENZ2110
171ANDPY=126THEN2120
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2115 GOSUB10124

2116 GOTO2600

2120 GOSUB10126

2130 GOSUB10000

2131 POKEV+21.231:POKEV+16.PEEK(V+16) +64
: POKEV+429 ., 0: POKEV+23.97:G0OSUR10110
;05UB100S0
SUB10002

134 GOSUBL10060
GOSUBLO052
-K 165ANDFPX
2137 IFPX>24ANDPX-
EN2 1HD

2138 IFPX:165ANDPX
2139 GOTDZ2134

2140 GOSUB10120
2141 GOTO21 rJC‘

2145 GOSUBL1U126
2146 GOTOZE%D

2150 GOSUB10122
2160 GOS
2161 POKEV+21.87.POKEV+16. PEEKI(V+16) +64;
POKEV+23,87 :POKEV+4, 125

2162 POKEV+5,169:POKES+1.221:POKES+2.220
.PDKFV+4;.14:PQKEU+2Q.4;GGEUB]H110

2163 IFE4=1THENZ2181

2164 GOSUB10002

2165 N=200:E=138

2166 [FE<PYTHENE=E+1

2167 [FE»PYTHENE=E-1

2168 POKEV+2,.N:POKEV+3,E+10

2169 IFPX=N-12THEN61000Q

2170 POKEV+40,N

2171 N=N-1:G05UB10060

2172 !FPXblHHﬂNDPXi14EHNDPY>2411NDPY{152
THEN2180

2173 ]FFK546hNDPX€EQANDFY>14EANDFY{1521H
EN2190

2175 GOTOZ2166

2180 E4=1:FORL=1T0206: POKEV+41,L:NEXT
2181 POKEV+21,B85:G0SUB10002

2182 GOSUB10060

2183 fFPK>45hNDFK'§9AN3?¥>1451NDPY<152TH
ENZ2190

2184 IFPX>24ANDPX< 31ANDPY »145ANDPY< 152TH
ENZ2155

2185 GOTOZ182

2190 GOSUB10124

2191 GOTOD2130

2195 GOSUB10122

2200 GOSUB10000

2201 POKEV+21.19:POKEV+40.15:POKEV+2.200
:PGKEU+3,;?5:PGKES*l.EEE:FUKEV+23.]?
2202 IFF4=1THEN2222:G0SUB10110

2203 GOSUB10002

2204 GOSUB10060

2214 GOSUB10060

2215 IFPEEK(V+30)=3THEN101B0

2216 IFPX>46ANDPX<S9ANDPY >145ANDPY< 152TH
EN2220

2217 GOTOZ2214

2220 GOSUB10124

2221 GOTQZ2160

2222 POKEV+21.17:60SUB10002

2223 IFPX>45AND?K<59&NDPY:145ANDPY<152TH
ENZ2220

2224 GOSUB10060

2225 GOTD2223

2230 GOSUB1000Q

2231 POKEV+21,183:POKEV+23.49:GOSUB10110
2232 GOSUBR100O50

2233 GOSUB10002

2234 GOSUB10052

2235 GOSUBLlO06D

2236 ]FPXﬁléSANDPx<1?1ANDFY-128THEN2245
2237 IFPX>165ANDPX< 17 1ANDPY=168THEN2240
2238 IFPX >46 ANDFX< 59ANDPY »145ANDPY< 152TH
EN2250

2239 PRINT" (HOME)
2240 GOSUB10120
2241 GOTOD2130
2245 GOSUB10126
2246 GOTOZHLU
2250 GOSUB10124
2260 GOSUB1000O
2261 POKEV+21.87:POKEV+23,83:POKEV+40.5:
POKEV+41, 10: POKES+1, 224 : POKES+2, 225

2262 POKEV+2.102:POKEV+3.169%9:POKEV+16 .PE

S BRI B

171ANDFY=168THENZ 140
ILANDPY »145ANDPY< 152TH

17 LANDPY=128THENZ214

SUO [140 23

1 GOTOZ2234




N
0O
&
O
=

EK(V+16)+64:GOSUBL10110

2263 GOSUB1000D2

2265 L=INT(RND({1)*3+1)

2266 IFL=1THENM=-158

2267 IFL=2THENM=174

2268 [FL=3THENM=191

2270 FORN=130T0O220STEP3: POKEV+4 N:POKEV+
5.M

2271 GOSUB10060

2272 IFPEEK(V+30)=50RPEEK (V+30)=3THEN610
oo

2273 1FPX »24ANDPX< 31ANDPY >145ANDPY< 152TH
EN2280

2274 1FPY »46ANDPX<SSANDPY »145ANDPY< 152TH
EN2285

2275 NEXT

2276 GOTO2263

2280 GOSUB10122

2281 GOTO2230

2285 GOSUB10124

2290 GOSUB10000

2201 POKEV+21.69:POKEV+4.100:POKEV+5,175
:POKES+2,222: POKEV+40,15

2292 POKEV+16.PEEKI{V+16)+64: [FB3=1THEN23
oo

2293 GOSUR10002

2294 GOSUB10060

2295 IFPEEK (V+301=5THEN101%0

2296 IFPX>24ANDPX<31ANDPY »145ANDPY<152TH
EN2305

2297 GOT02294

2300 POKEV+21.65:G05UB10002

2301 IFPX>24ANDPX<31ANDPY >145ANDPY< 152TH
EN2305

2302 GOSUB10050

2303 GOTO2301

2305 GOSUB10122

2306 GOTO2260

2310 G0OSUB10000

2311 POKEV+21,215:FPOKEV+23.81:POKEV+16.P
EEK{V+16) +64:GOSUB10110

2312 GOSUBL100S50

2313 GOSUB10002

2314 GOSUB10052

2315 GOSUBL0O06D

2316 IFPX»16SANDPX<171ANDPY=168THEN2320
2317 IFPX »46ANDPX<SOANDPY >145ANDPY< 152TH
EN2325

2318 IFPX>24ANDPX< 31ANDPY >145ANDPY<152TH
EN2330

2319 GOTO2314

2320 GOSUBL10120

2321 GOTO02230

2325 GOSUB10124

2326 GOTO2520

2330 GOSUBl0122

2340 GOSUB100D0

2341 POKEV+21.31:POKEV+23.23:POKEV+29.6:
POKES+1, 220 :POKES+2, 220: POKES+3,222

2342 POKEV+2,104:POKEV+3,16%9;: POKEV+4,212
: POKEV+5, 169 : POKEV+40 ,5: POKEV+41.5

2343 POKEV+6.166 :POKEV+7.110: POKEV+42,15
:L=INT(RND(1)*2+1) : IFE2=1THEN2450

2344 GOSUB10110 #

2345 GOSUB10002

2346 GOSUB10060

2347 IFPX »46ANDPX<S9ANDPY >145ANDPY< 152TH
EN2360

2348 IFPX>107ANDPX< 123ANDPY >142ANDPY<153
THEN2370

2349 1FPX>216ANDPX<232ANDPY »142ANDPY<153
THEN2380 :

2350 GOTO2346

2360 GOSUBL10D240

2361 GOSUB10124

2362 GOTO2310

2370 K=40:GOSUB10250

2371 1FL=1THEN2500

2372 GOTDZ2400

2380 K=41:;GOSUR10250

2381 IFL=2THENZ2510

2400 FORN=166TOLl80:POKEV+7Y . N:NEXT

2401 GOSUB10060

2402 1FPEEK(V+30)=9THEN2430

2403 IFPX>46ANDPX<S59ANDPY >145ANDPY< 152TH
ENZ2360

2404 GOTO2401

2430 GOSUBLO170

2450 POKEV+21.23:G0SUB10002

2451 IFPX>46ANDFPX<S9ANDPY »145ANDPY< 152TH
ENZ360

2452 GOSUBL0060

2453 GOTO2451

2500 GOSUBlO0126

2501 GOSUBL0240

2502 GOTOl022

2510 GOSUB10126

2511 GOSUB10240

2512 GOTO1120

2520 GOSUB10000

2521 POKEV+21.83:POKEV+16 . PEEK(V+16) +64:
POKEV+23 .81 : POKEV+40.5

2522 BX=104:BY=170:POKEV+2.BX:POKEV+3 . BY
:POKE2041 , 223

2523 GOSUB10110

2524 GOSUB10002 ;

2526 L=INT(RND(1)*4+1)

2527 FORN=1TO10:G05UB10060

2528 IFL=1THENGOTOZ540

2529 IFL=2THENGOTOZ25453

2530 IFL=3THENGOTOZ550

2531 IFL=4THENGOTO2555

2532 IFPEEK(V+30)=3THEN&1000

2533 IFPX>Z4ANDPX< 31ANDFY »145ANDPY<152TH
EN2560

2534 IFPX »46ANDPX<S9ANDPY »145ANDPY< 152TH
EN2565

2036 POKEV+2,.BX:POKEV+3.BY

2537 NEXT

2538 GOTO2526

2540 IFBY=166THENZS526

2541 BY=BY-2:G0TO02532

2545 [FBY=190THENZ526

2546 BY=BY+2:G0T02532

2550 IFBX=100THENZSZ6

2551 BX=BX-2:G0T02532

2555 IFBX=240THENZ526

2556 BX=BEX+2:GOTOD2532

2560 GOSUB10122

2561 GOTO2310

2565 GOSUBl0124

2570 Z0SUB10000

2571 POKEV+21.67:POKEV+23.65:POKEV+16.PE
EK(V+16) +64 :FOKES+1, 222: POKEV+40, 15

2572 POKEV+2.100:POKEV+3.175:1FB2=1THEN2
580

2573 GOSUBLOO0Z2

2574 GOSUB10060

2575 IFPEEK (V+30)=3THEN2578

2576 IFPX >24ANDP X< 31 ANDPY >145ANDPY< 152TH
EN2590

2577 GOTOZ574

2578 GOSUB10200

2580 POKEV+21.65:G0SUB10002

2581 IFPX>24ANDPX< 31ANDPY >14SANDPY<152TH
ENZ590

2582 GOSUB10060

2583 GOTO2581

2590 GOSUB10122

2591 GOTO2520

2600 GOSUB10000

2601 POKEV+21.B83:POKEV+23.81:POKEV+40.15
:POKEV+41,0:POKEV+2, 160: POKEV+3,173

2602 POKES+1.222:POKEV+43,13:POKEV+16.FE
EK(V+16)+64:6G05UB10110

2603 IFCS=1THENZ2630

2604 GOSUBL0O002

2605 GOSUBL0O0&0 ;

2606 IFPEEK (V+30)=3THEN10210

2607 IFPX >24ANDPX< 31ANDPY »145ANDP X< 152TH
EN2620

2608 IFPX »46ANDPX<S9ANDPY >145ANDPX<152AN
DC5=1THEN2625

2609 GOTO2605

2620 GOSUBl10122

2621 POKEV+43.0:G0TQ2100

2625 IFB2=1ANDE2=1ANDB3=1ANDCS=1ANDF4=1A
NDES=1THENZ670

2630 POKEV+21,81:G0SUB10002

2631 IFPX>24ANDPX<31ANDPY >145ANDPX<152TH
EN2620

2632 GOSUB10060Q

2633 IFPX»46ANDFX<S9ANDPY »145ANDFX< 152AN
DCS=1THENZ2625

2636 GOTO2631

2670 FORR=13T0206 : POKEV+43,R:NEXT

2680 POKEV+21.0:PRINT" (CLR) (DOWN) (DOWN) (
DOWN ) (PUR) CONGRATULATIONS (YEL)YOU HA
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VE ONE"
2690 FORN=1TOQO300:NEXT:RUN
10000 POKES3265,PEEK(53265) AND239 : RETURN
10002 POKES3265.PEEK (53265)0R16 : RETURN
10010 A%="(RGHT) (RGHT) (RVS)NOPQ" : B$="'(RG
HT) (RGHT) (RVS) RSTU" : C$="( RGHT) (RGHT) (RVS
IVWXY™ : W=53248: J=56320:PX=168;:F=1
10011 PY=166:0Q0=226:R=227:E$="(RGHT) (RGHT
) (RGHT) (RGHT) ":5=2040:Z=53281 : RETURN
10020 PRINT"(CLR) (CYN) (DOWN) (DOWN) " ;A%:A
$:A5: A5 AP AS
10021 PRINT"":B%:B%.B%:B%:B%:0%
10022 PRINT"";C%:C$:C%;C$%:C§;:C$
10030 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (DOW
N) (DOWN) (DOWN) (DOWN) [(GRY1) I —~
Tt ey ey el ® (RYS) AT
10031 PRINT" L RN EINEIREN IR
I (RVS)ABC"
10032 PRINT™ (RGHT) FMa ™ by by oy ok
rr rr r (RVS)DEF (OFF )" (RVS) @"
10033 PRINT" (RGHT) (RGHT) ( RGHT) ~ml"wm H| | I
ALF B4R U410 40 (RVS) ABCRBC™
10034 PRINT" K@a g ™ bbbl i r—r r
“+{(RVS)DEFDEF (OFF 1% (RVS) @"
10035 PRINT"“ mt " M Hi 14l 1104041104104
I (RVS) ABCABCABC"
10036 PRINT"s ™y "y " rp pbebep =l 0 T rr =t
i+ (RVS) DEFDEFDEF"
10037 PRINT"“a"m™w HIAI I L1104 1041 14]
I (RVS) ABCABCABC"
10038 PRINT"s ™ "ip*

(RVS) GFDEFDEF"
10039 PRINT "™ wt"wl":E$;:E$;E$:E$;E$:E$: " (
RGHT) (RGHT) (RGHT) (RVS) ABCABC"
10040 PRINT"a ~s"

(RVS) GFDEF*

10041 PRINT"“wml":E$;E$:E$.E$;E$:E$:E$;ES
I
10042 PRINT"s" ":E$%:E$:ES%;E$:E$;E%:E$:E$"
(RGHT) (RGHT) (RGHT) (RVS)GF"
10043 PRINT"(RVS)HIJHI IJHIJHIIJHIHIIJHII
JHIJHIJHJHIIJHIJ"
10044 PRINT" (RVS) KLMKLLMKLMKLLMKMKLLMKLL
MKLMKIMKMKLLMKLM" : RETURN
10050 POKEV+2,122:POKEV+3,126:POKEV+4.21
2:POKEV+5,126: POKEV+40, 10: POKEV+41 ., 10
10051 POKES+1,226:POKES+2.227:RETURN
10052 PDKES'L.Q:PfMES+2,H:Q-Q‘l_H-R-]:IF
Q=22B8THENQ=226: IFR=225THENR=227
10053 RETURN
10060 D=15—(PEEK (.J)AND15)
10061 IFD=1THEN10070
10062 IFD=2THEN100B0
10063 IFD=4THEN10Q90
10064 IFD=BTHEN10100
10065 RETURN
10070 POKES. 213:1FPY=126THENRETURN
10071 PY=FY-2:GOSUB10110
10072 RETURN
10080 POKES.212:FPY~=-168THENRETURN
10081 PY=PY+2:G0SUB10110
10082 RETURN
10090 POKES, 215: IFPX=0THEN10095
10091 IFPX=24ANDF=1THENRETURN
10092 PX=PX-3:GOSUB10110
10093 RETURN
10095 F=1:PX=255:POKEV+16 .FPEEK(V+16)-1:G
0SUB10110
10096 RETURN
10100 POKES, 214:IFPX=255THEN10105
10101 IFPX=51ANDF=0THENRETURN
10102 PX=PX+3:G0SUB10110
10103 RETURN
10105 F=0:PX=0:POKEV+16,PEEK(V+16) +1
10106 RETURN
10110 POKEV.PX:POKEV+1,PY:RETURN
10120 F=1:POKES,212:PX=168:PY=130;: POKEV+
16,0 :RETURN
10122 F=1:POKES.214:PX=60:PY=148:POKEV+1
6.0: RETURN
10124 F=0:POKES.215:PX=18:PY=148:POKEV+1
6.1:RETURN
10126 F=1:POKES.213:PX=168:PY=166: POKEV +
16.0:RETURN
10130 L=INT(RND(1)#*100) :L=L+120:M=134:RE
TURN
10135 POKES+1,223:POKEV+40,10:RETURN
10140 IFPX>165ANDPX<171ANDPY=16BTHENGOTO
1192
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10141 IFPX>165ANDPX<171ANDPY=126THENGOTO

10142 IFA=0THEN1188

10143 IFA=1THEN1189

10160 PRINT" (HOME) (YEL) (DOWN) (DOWN) " : A%
10161 PRINTBS

10162 PRINTCS

10163 E5=1:POKEV+21,65: RETURN

10170 PRINT" (HOME) (DOWN) (DOWN) (RGHT) { RGH
T) (RED) ";E$:A$

10171 PRINT" (RGHT) (RGHT) " :E$:B%

10172 PRINT" (RGHT) (RGHT) " :E$:C%

10173 E2=1:RETURN

10180 PRINT" (HOME) (DOWN) (DOWN) ( RGHT) (RGH
T) (RGHT) (RGHT) (GRN) ";E$;:E%$:AS

10181 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) ":E$
;E$:B$

10182 PRINT" (RGHT) (RGHT) {RGHT) (RGHT) “:E%
;E$;:CH

10183 F4=1:G0T0D2222

10190 PRINT" (HOME) (DOWN) (DOWN) (BLLU) ( RGHT
) (RGHT) {RGHT) (RGHT) (RGHT) (RGHT) ";E$:E$:E
§:A8

10191 PRINT"(RGHT) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) " ;E$:E%;E$;B$

10192 PRINT" (RGHT)] (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) ":E$:E$:E$:C$

10193 B3=1:G0T02300

10200 PRINT" (HOME) (DOWN) (DOWN) (PUR) { RGHT
) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RG
HT)";E$:E%:E$:E$: A%

10201 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) {RGH
T} (RGHT) {RGHT) (RGHT) ":E$:E$;E%$;:E%$;:B$
10202 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) (RGHT) (RGHT) ";E$;:E%:E$:E3$:C$
10206 B2=1:RETURN

10210 PRINT" (HOME) (DOWN) (DOWN) (WHT) (RGHT
J TRGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RG
HT) (RGHT) (RGHT) " ;E$:E%$:E%:E$;E$:A$

10211 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) ";E$;E$:
E$:E$:E$:Bs

10212 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) ( RGHT) (RGHT) (RGHT) (RGHT) ":E%:E%:
E$:E5:E$:C%

10214 C5=1:G0T0D2630

10240 POKEV+29,0:RETURN

10250 FORN=5TO0213:POKEV+K, N:NEXT : RETURN
60000 DATA48,152,168,126,32,152.168,215
61000 POKEV+21.0:RUN

READY .
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by Andrew Clarke

Use a joystick in Port one to
control your jetpacking Aussie.
Controls are as normal but FIRE
changes from NORMAL speed to
power THRUST. You have
worksd you way to the brewery
of the evil Doctor Quench who
has taken your Sheila and locked
her away. Worst of all he has
deliberately drained the Auss-
land of Golden Throat Muscle
Replenisher!

You immediately strap on
your backpack and go in search
of (in order of importance) a). a

drop of the Honey Coloured
Throat Charmer and b). your
darling Sheila.

Immediately you realise what
a place of horrors you are in
Girders are alectrified and so is a
giant scoreboard. There are also
mean alien ships and robots that
il wiith a touch. Luckily youcan
stand five shocks before you
croak off. And I almost forgot to
mention that strangs gravity
{forces are at work pulling you in
different. directions, but mostly
to your doom.

How it works
1-4 Rad in data
5-12 Set up screen and
gams, Gosub titles
14 Gosub ditty
14 Check lives
Set up Leavel 1
sprites
50 Lower the ‘Amber
Nectar’
52 Zero collision
registers
{ prevents false
readings )
Joystick routine.
Pretty neat one
that uses
ON..GOSUB
instead of a
chunlk of time
consuming
IF..THENs.
Checks limits of
Aussie
70-72 Move aliens
74 Head collision
register. Gosub
routine at 200 to
check what
AUSSIE has hit
76 If all aliens are
dead then Level 2
78 Check for hit with
girders, score-
board
POEEInNX Y
values, make
baddies flash,
decrease borus,
continue main
loop
Check sprite to
sprite collisions

54-58

60-66

200-218

220-286 Here if Aussie
hits lager or alien

R50-274 Game Over.
Another Go?

ok
9

Level 1 graphics
Titles, display
nams

Sound routines
Print, score, lives,

300-330
380-396

400480
500-512

B520-638
B60-554

BB0-562
600-820

630-838
sprite to bayond
the 265th X pos-
{tion and back
again when needs
be

Print score, lives
1000-1001

fune

Check lives

Bet up sprites and
variables

Gosub lines 800-
620 for joystick
MOvements
Sprite collisions
check

Sprite to

1005
1006-1026
1088-1034

1036
1038

collisions check
POKE in sprite X,
Y positions, cont
loop at 10R6

Set, up droids
Move baddies
Check sprite to
sprite collisions
t0 see what hit
what

Win routins. Here

1060-1064

1200-1218
1820-1234
1240-1244

1250-1264

1300-1344
1350-1364
Soores, lives and
add bonus
B0000-20010 Data for ditty
30000-30188 Sprite date
{REMmed)

s
Ce==~
= >

<

You are contemplating quit-
ting when an ‘ace drop of
Fosters' is lowered into view.
Now you see your first goal.
Once consumed the amber
nectar gives you the power to
destroy the saucers. Kill all four
alien ships to reach Level Two.

Level Two

There's Sheila, and streuth! what
a darling possum she is! Jetpac
through the girders and robots
to reach her Careful, precise
control is needed Once you

44T, Q:NEXT:NEXT

& FL=5:3C=0:5P=5

15 IFFL=0THENZ250

SW=0:BO=5000

embrace, Dr Quench is beaten
and Fosters onee more runs like
golden water.

On both screens a bonus ticks
away. This is not displayed so as

not to slow up the game. Level 1
is 6,000 points and Level 2 is
10,000

You can cheat if you want to
check that Level 2 works when
you have typed Aussie in. On
Level 1 press RUN/STOP then
SHIFT and CLR/HOME. Then
type 'Z=4:CONT' and press
RETURN.

0 REM tiitk#i!AUSBIE BY LA EER R AR R AR L
wxxxwwww ANDREW. CLARKE (C) 1985%**

1 PRINT" (CLR) (YEL) " : POKE53280, D: GOSUB490

2 FORW=1TO10:READB:NEXT

3 FORS=230T0248:FORT=0TO62: READQ : POKES™ 6

4 FORT=0TO62:POKE249%9*644T, 0:NEXT
s PRINT" (CLR) (YEL) " :POKES3280,0:G0SUB430

8 GOSUB350:G05UB380 : GOSUB4S0

10 POKEV+21,0:G0SUB400:GOSUB300

12 GOSUB490:FORK=1T0Q1000:NEXT

14 GOSUB430:G0SUB490:5P=5:G0OSUB500

16 V=53248:POKEV+21,0:B5=234:D5=244:2=0:

18 POKEZ2040,BS:POKE2047,247 :POKEV+44.0
20 POKE2041,240:POKE2042.240:POKEV+45.0

22
24
26

POKE2043, 240 : POKE2044, 240
POKE2045 , 244 : POKE2046 , 244
X1=50:Y1=230:¥2=160:¥3=60

48 GOSUB400

: POKEHF , T

53 GOSUB400

0,532.534,536

76 1FZ=4THEN1000
BS00:GOTOL4

45,D5: POKE2046,D5

6,X%2

BA GOTOS4

28 X2=100:X3=200:B=5:X4=210:X5=90
29 POKEV+37,15:POKEV+38,10

30 POKEV+46.1:POKEV+23,0:POKEV+29,0
32 POKEV+2,200:POKEV+4,100

34 POKEV+7.140:POKEV+9,90

36 POKEV+10.X4:POKEV+11,229

38 POKEV+12,X5:POKEV+13, 229

40 POKEV+14,150:POKEV+15,0

42 POKEV,X1:POKEV+1,Y1:POKEV+3,.Y2
44 POKEV+5,Y3:POKEV+6,X2:POKEV+8,X3
46 POKEV+28,255:POKEV+21, 255

50 POKEWA,19:FORT=0TO60STEP.5:POKEV+15.T
52 NEXT:GOSUB490:POKEV+30,0:POKEV+31.0

54 JS=255-PEEK(56321) : IFJS=16THENJS=11
56 ONJSGOSUB520.522,98.524,526,528,98,53

58 [FJS=0THENGOSUBSSO

60 IFY1>138ANDY1<230THENY1=Y1+2

62 IFY1<138ANDY1>60THENY1=Y1-2

64 IFX1>150ANDX1<210THENX1=X1+2

66 IFX1<150ANDX1>100THENX1=X1-2

70 YZ-YZ-B:YB-Y3+B:xz-x2+B:X3—x3—E:x4-x4
—B:X5=X5+B:GOSUB560

72 IFY2>1600RY2<60THENE=-B

74 CO=PEEK (V+30) : IF (COAND1) =1THEN200

78 IF (PEEK (V+31) AND1) =1THENGOSUB430 : GOSU
80 POKEV.X1:POKEV+1.Y1:POKEV+3,KY2:FPOKEZ0
82 POKEV+5,Y3:POKEV+6,X2:POKEV+8,X3:POKE
2040,BS:POKEV+10, X4:POKEV+12, X3

84 FORT=V+40TOV+43:POKET, X2 :NEXT: POKEV+4

86 BO=B0O-10:1FBO<OTHENBO=0
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‘r

98 RETURN

199 REM*#**»==x+ COLLISION CHECK

200 IFSW=0AND( (COAND129)=129) THENSW=1:P0O
KEV+21,127 :GOSUB400 : GOSUB440 : GOTO76

202 IFSW=0AND( (COAND1)=1) THENGOSUB450 :6G0
SUBS00:GOTOL14

204 IFSW=1AND( (COAND1)
206 GOTO76

210 IF((COAND3)=3) THENWS=2041:SC=5C+1000
:G0TO220

212 IF((COANDS5)=5) THENWS=2042:5C=5C+1000
:GOTO220

214 IF((COANDS)=9) THENWS=2043:SC=5C+1000
:GOTD220

216' IF((COAND17)=17) THENWS=2044 :SC=5C+10
00:G0TD220

218 POKEV+30,.0:G0TO76

220 Z=Z+1:K=240;G0SUB400

222 POKEWS . K:K=K+1:[FK=250THENGOSUB490:P
OKEV+30,0:G03UBS500 : GOSUB400 : GOTO76

224 IFK=244THENK=249

226 FORT=1TOS50:G0SUB410:NEXT:G0T0222

249 REM**wwwx%= GAMF OVER BIT

250 POKEV+21,0:G0SUB450:PRINT" (CLR) "

232 PRINT" (DOWN) (DOWN) (DOWN) (DOWN) (RGHT)
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) (RGHT) (RGHT) (RGHT) (WHT) ALL LIVES
LosT!

254 FORT=1TO10

256 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (DOWN)
(DOWN) (DOWN) (DOWN) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R
GHT) (RGHT) (WHT) GAME OVER"

258 FORS=1TQ200:NEXTS

260 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (DOWN)
(DOWN) (DOWN) (DOWN) (RGHT) (RGHT) (RGHT) (RGH
T1{RGHT}£RGHTJEHGHT)(RGHTJ{RGHT]tRGHT}{R
GHT) (RGHT)

262 FORS=1TO200:NEXTS,T

264 -PRINT" (CLR) (DOWN) (DOWN) (DOWN) (DOWN) (
DOWN) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT
) (RGHT) (RGHT) (RGHT) (RGHT) (YEL) SCORE : (WHT
1":8C

266 PRINT" (DOWN) (DOWN) (RGHT) (RGHT) {RGHT)
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) ( RGH
T) (LGRN)PRESS (LRED)FIRE (LGRN)TO GO AGA
IN"

268 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)
[RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (LBLU)OR (
LRED) 'Q' (LBLU) TO QUIT"

270 GETA$:IFPEEK (56321)=239THENCLR:RESTO
RE:PRINT" (CLR) " : RUNS

272 IFA%< >"Q"THENZ270

274 5YS64738

299 REM*®xxxwx% [JFYF], 1 GRAPHICS ?

300 PS=1504:LF=54272:FORT=0TO8

302 POKEPS+T,91:POKEPS+T+LF, 7 :G05UB410
304 POKEPS+T-40,111:POKEPS+T-40+LF. 10
306 POKEPS+T+40.119:POKEPS+T+40+LF, 10
308 NEXT:FORT=25T039:G0OSUB410

310 POKEPS+T.91:POKEPS+T+LF,?7

312 POKEPS+T-40,111:POKEPS+T-40+LF.10
314 POKEPS+T+40.119:POKEPS+T+40+LF. 10
316 NEXT:PS=1609:K=20

318 FORT=PSTO19995TEP40: GOSUB415

320 POKET,118;:POKET+14,117:K=K+1

322 POKET+LF, 14:POKET+14+LF, 14 :NEXT

324 FORT=PSTOQ1623:G05UB415

326 POKET.121:POKET+360, 120:K=K+1

328 POKET+LF, 14:POKET+360+LF, 14 :NEXT

330 GOSUBS00:RETURN

350 V=53248:POKEV+21, 15:POKEV+33,14

351 FORT=VTOV+16 :POKET, 0: NEXT

332 POKEV, 100:POKEV+2,140: POKEV+4,194:P0
KEV+6 , 250 : POKEV+42, 2

354 POKEV+39, 2:POKEV+40, 2: POKEV+41, 2

356 POKEV+28,15:POKEV+23, 15: POKEV+29, 15
338 POKEV+37.3:POKEV+38,1

360 POKEZ2040, 236 :POKE2041, 237 : POKEZ2042, 2
38:POKE2043, 239 : GOSUB400

362 FORT=0TO200:G0SUB410

364 POKEV+1,T:POKEV+3,T:POKEV+S,T+2

366 NEXT

368 FORT=0TO206 :GOSUB410

370 POKEV+7,T

372 NEXT:POKEV+233,0:RETURN

380 C1=PEEK(V+39) :C2=PEEK (V+40)

382 C3-PEEK(V+41) : C4=PEEK (V+37)

384 CS=-PEEK(V+38)

386 FORT=0TO40: POKEV+38,T:POKEV+37,T+5
388 GOSUB410:FORD=1TO100:NEXT:NEXT

390 POKEV+39,Cl1:POKEV+40,C2

=1)THENZ10
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392
394
396
399
400
402
404
406
410
415
430
432
RE -
434
436
438
440
442
450
432
454
456
458
470
RN
490
N
499

POKEV+41,C3: POKEV+37,C4
POKEV+38.C5

RETURN

REM***xw*%% NOISE BITS

VO=54296 : AT=54277"; SU=54278

WA=54276 : HF=54273: LF=54272

POKERAT, 32 : POKESU, 255 : POKEVO, 15
POKEWA , 23 : POKEHF+14,5 : RETURN
POKEHF , T: RETURN

POKEHF , K : RETURN

POKEHF+14,0:POKEAT. 32 ; POKESU, 255
POKELF+3,9:POKEWA , 65 : POKEVO, 15 : RESTO

READA : IFA=—1THENRETURN

POKEHF . A: FORB=1TO150 : NEXT

GOTO434
FORT=30TOB80: POKEHF , T : NEXT : GOSUB490
GOSUB400 : RETURN
POKEV+1,Y1:G0SUB400: POKEHF+14, 10
FORT=Y1TO255
POKEV+1.T:POKEHF, T :POKEV+39,T
FORK=1TO20:NEXT : NEXT: POKEV+21,0
GOSUB490:FL=FL~1:POKEV+39, 2: RETURN
POKEWA , 23:POKEHF+14, 5 : POKEHF , SD : RETU

FORC=54272T054296 : POKEC. 0:NEXT : RETUR

REM**#*%xx* SCOORE AND JOYSTICK BITS
FOR LEVEL 1

500 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (DOWN)

(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOW

N) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) ' ;

502 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)

(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH

T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R

GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)

(RGHT) (RGHT) (LGRN) LEVEL : (WHT)1"

504 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT)

(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH

T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R

GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)

(RGHT) (RGHT) (RGHT) (LRED) LIVES : (WHT). (LE

FT) ";FL

506 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT)

(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH

T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R

GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)

(RGHT) (RGHT) (RGHT) (LGRN)SCORE : (WHT) (LE

FT)":8C

508 IFSP=STHENPRINT" (HOME) (DOWN) (DOWN) (D

OWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN)

(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (RGH

T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R

GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)

(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) {RGHT) (RGH

T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) NO

RMAL" : RETURN

510 IFSP=10THENPRINT" (HOME) (DOWN) (DOWN) (

DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWM) (DOWN

) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (RG

HT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (

RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT

) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RG

HT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) T

HRUST" : RETURN

512 RETURN

520 IFY1>50THENY1=Y1-SP:B5=234:RETURN:RE

M UP

521 RETURN

522 IFY1<Z30THENYl=Y1+SP:BS=235:RETURN:R

EM DOWN

323 RETURN

524 IFX1>50THENX1=X1-SP:BS5=233:RETURN:RE

M LEFT

525 RETURN

526 IFX1>SOARNDY1>50THENX1=X1-SP:Y1=Y1-SP

:B8=233:RETURN:REM L/U

527 RETURN

528 IFX1>50ANDY1<230THENX1=X1-SP:Y1l=Y1+S

P:B5=233:RETURN:REM L/D

529 RETURN

530 IFX1<210THENX1=X1+SP:BS=231:RETURN:R

EM R

531 RETURN

532 IFX1<Z210ANDY1>»60THENX1=X1+5P:¥1=Y1-5

P:RETURN:REM R/U

533 RETURN

534 IFX1<210ANDY1<230THENX1=X14SP:Y1=Y1+

SP:RETURN:REM R/D

535 RETURN

536 [FSP=10THENSFP=5:G0SUBS08 : RETURN

538 IFSP=STHENSP=10:G0SUBS10: RETURN

AUSSIE is written entirely in
BASIC and is quite a good demo of
how sprites and sound can be
used on the 64. I think it helps
quell the talk that 64 BASIC is
too hard to learn or do anything
with. Nineteen sprite pictures
are used in all

The most interesting routine
is the one at 54-68 and 1028
1034, These correspond (thro-
ugh GOSUES ) to routines at 520-
538 and 600-520 respectively.

What happens is that the
joystick is PEEKed in such a way
that the movements give valuss
of 0 to 11. The Fire button is
actually 16 but this is changed to
11 to make it easier. Then an
ON..GOSUB line is used which, if
the command is valid, GOSUBs
the program to linea in 520-638
or 600-620 (for Level 2) where
the actlon for that cormmmand is
carried out. The advantage of
this is that it eliminated a whole
block of IF.THEN instructions
that the computer has to wade
through to find the right onse.
This costs speed and speed in
BASIC is limnited.

To be honest it could be more
economical with lines 800 to 620
being unnecessary, but differ-
ences between level 1 and 2
neede this. Besides I developed
the technigque during the writing
of AUSSIE so it would have
meant a complete rewrite, which
isn't necessary.

To discover values for joystick
moves use the following pro-
gram:
10 J8=255-PEEK (B6321)IF
J5=16THEN J8=11
20 PRINT “[ home]";JS: GOTO 10
Change the 56321 to 56320 for
Port Two

Good Iuck AUSSIES!

i,
Qe
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540 RETURN
550 1FBS=233THENBS=232:RETURN
552 IFB5=231THENES=230:RETURN

554 RETURN

560 DS=DS+1:5SD=DS-240:G05UB470: IFDS=247T
HENDS=244

562 RETURN

599 REM*#***wxx*x SCORE AND JOYSTICK BITS

FOR LEVEL 2

600 I1FY1>60THENY1=Y1-5P:B5=234:RETURN:RE
M UP-

601 RETURN

602 1FY1<228THENY1=Y1+5P:BS5=235:RETURN:R
EM DOWN

603 RETURN

604 X1=X1-SP:BS=233:RETURN:REM LEFT

605 RETURN

606 IFY1>60THENX1=X1-SP:¥1=Y¥1-SP:BS=233:
RETURN:REM L/sU

607 RETURN

608 IFY1<228THENX1=X1-SP:Y1=Y1+5P:B5=233
:RETURN : REM L/D

609 RETURN

610 X1=X1+5P:BS=231:RETURN:REM R

611 RETURN

612 IFY1>60THENX1=X1+SP:Y1=Y1-5P:RETURN:
REM R/U

613 RETURN

614 IFY1<22BTHENX1=X1+5P:¥1=Y1+5P:RETURN
:REM R/D

615 RETURN :

616 IFSP=10THENSP=5:GOSUB&40 : RETURN

618 IFSP=S5THENSP=10:G0SUB642: RETURN

620 RETURN

630 IFMSE=0ANDX1>255THENX1=X1-255: POKEV+
16, (PEEK(V+16) +1) : POKEV, X1 :MS5B=1 : RETURN
632 IFMSBE=1ANDX1<OTHENX1=X1+255:POKEV+16
, (PEEK (V+16)—1) : POKEV, X1 :MSB=0: RETURN
634 IFMSB=0ANDX1<24THENX1=24:RETURN

636 IFMSB=1ANDX1>66THENX1=66: RETURN

638 RETURN :

640 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (DOWN)
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOW
N) (DOWN) (DOWN) (DOWN) (DOWN) (RGHT) (RGHT) (R
GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)
{RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R
GHT) NORMAL" : RETURN

642 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (D:OWN)
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOW
N) (DOWN) (DOWN) (DOWN) (DOWN) (RGHT) (RGHT) (R
GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R
GHT) THRYUST" : RETURN

644 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (DOWN)
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (RGH
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R
GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT)
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) (RGHT) (LBLU) LIVES: (WHT) ";FL; " (LE
FT) " :RETURN

999 REM****swkwsx LEVEL 2

1000 GOSUB1350:PRINT"(CLR) " :POKEV+21,0:G
0SUB1300: GOSUB400

1002 GOSUB450 :FORK=1TO1000:NEXT

1004 GOSUB430:G0SUB490: REM***NEXT LIFE
1005 IFFL=OTHEN230

1006 V=53248:POKEV+21,0:5P=5:B5=234:D5=2
45 :B0O=10000

1008 POKE2040.BS:POKE2047, 248

1016 X1=38:Y1-228:M5B=0

1018 POKEV+30,0:POKEV+31,0

1019 POKEV+37,15:POKEV+38,10

1020 POKEV+46,1:POKEV+23,0:POKEV+29,0
1022 GOSUB1200:G0SUB640 : GOSUBG644 : GOSUB40
0

1024 POKEV,X1:POKEV+1.Y1:POKEV+21, 255
1026 GOSUB1220:G0SUB360

1028 JS5=255-PEEK(56321) : IFJS=16THENJS=11
1030 ONJSGOSUB&00,602,98,604,.606,608,98,
610,612,614 ,616

1032 I[FJS=0THENGOSUBSS30

1034 IFJS< »0THENGOSUBG30

1036 CO=PEEK (V+30) :GOTO1240

1038 IF(PEEK (V+31)AND1) =1THENGOSUB450 : GO
SUBG44 :GOTO1004

1060 POKEV,X1:POKEV+1,Y1:POKE2040,BS
1062 BO=BO-10: IFBO< OTHENBO=0

1064 GOTOL026

1099 REM=*+*=*x** SFET UP BADDIES

1200 X2=158:X3=20:X4=92:¥5=56:X6=158

1202 POKEV+16,B:0Q=5

1204 POKEV+3,228:POKEV+5, 186

1206 POKEV+7,146:POKEV+9,106

1208 POKEV+11.66:POKEV+13,146

1210 POKEV+15,66:POKEV+14, 255

1212 POKEV+2,X2:POKEV+4.X6:POKEV+8, X2
1214 POKEV+6,X3:POKEV+10, X4 : POKEV+12Z, X3
1216 DS=245:FORT=2041T0O2046 : POKET,DS:NEX
T:POKEZ2047, 248

1218 FORT=V+40TOV+45:POKET, 0: NEXT : POKEV+
46, 2: RETURN

1219 REM***»»&* MOVE BADDIES

1220 X2=-X2+0:X6=X6-0: X3=X3-Q

1222 XS=X5+Q:X4=X4-0

1224 IFX3<O0THENX3=X3+235353:POKEV+16, (PEEK(
V+16)-8)

1226 IFX3>255THENX3=X3-255:POKEV+16. (PEE
K{V+16) +8)

1228 IFX2>1980RX2<-118THENQ=-Q

1230 POKEV+2.X2:POKEV+4, X6 :POKEV+8, X2
1232 POKEV+6,X3:POKEV+10,X4:POKEV+12 X3
1234 FORT=2041TO2046 : POKET . DS: NEXT: RETUR

N

1240 IF(COAND129)=129THEN1250

1242 IF(COAND1)=1THENGOSUB450:G05UB644:G
0TOl004

1244 GOTO1038

1250 POKEV+21.129:POKEV, 240:POKEV+16.0:P
OKEV+1,66

1251 GOSUB490:G0OSUB400:GOSUB430: GOSUB450
1252 FORT=1TOl0

1254 PRINT" (HOME) (DOWN) (RGHT) (RGHT) (RGHT
) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RG
HT) CONGRATULATIONS! ! *

1256 FORS=1TO200:NEXTS

1258 PRINT" (HOME) (DOWN) (RGHT) (RGHT) (RGHT
) {RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RG
HT) i

1260 FORS=1TOZ00:NEXTS:NEXTT :SC=5C+BO
1262 W1=FL*10:5C=5C+W1:PRINT"(CLR) " :POKE
v+21.0

1264 GOTO264

1299 REM**%%k*% [ FYF]. 2 GRAPHICS

1300 LF=54272:D5=1024:G0SUB400

1302 DS=DS+200:FORT=0T039:G05UB410

1304 POKEDS+T.B86:POKEDS+T+LF.7

1306 POKEDS+T-40,111:POKEDS+T-40+LF, 10
1308 POKEDS+T+40,119:POKEDS+T+40+LF .10
1310 NEXT:IFDS< >1824THEN1302

1312 DS=1024

1314 DS=DS+200:FORT=7TO12:G0SUB410

1316 POKEDS+T,32:POKEDS+T-40, 32

1318 POKEDS+T+40,32:NEXT

1320 DS=DS+200:FORT=16T021:GOSUB410

1322 POKEDS+T, 32:POKEDS+T-40.32

1324 POKEDS+T+40,32:NEXT

1326 DS=DS+200:FORT=3T07:G0SUB410

1328 POKEDS+T, 32:POKEDS+T-40,32

1330 POKEDS+T+40,32:NEXT

1332 FORT=31T035:G0SUB410

1334 POKEDS+T.32:POKEDS+T-40, 32

1336 POKEDS+T+40,32:NEXT

1338 DS=D5+200

1340 FORT=16TO20:POKEDS+T, 32:G05UB410
1342 POKEDS+T-40,32:POKEDS+T+40,32:NEXT
1344 GOSUB490:RETURN

1350 GOSUB490:PRINT" (CLR) ":POKEV+21.0
1352 W=SC:SC=SC+BO

1354 PRINT" (WHT) (DOWN) (DOWN) (DOWN) (DOWN)
(DOWN) (DOWN) (DOWN) (RGHT) (RGHT) (RGHT) (RGH
T) (RGHT) (RGHT) (RGHT) (RGHT) LEVEL 2"

1356 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT
) (RGHT) (RGHT) (RGHT) (RGHT) (LGRN) LIVES: (LR
ED)";FL

1358 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT
) (RGHT) (RGHT) (RGHT) (RGHT) (LGRN) SCORE: (LR
ED)":W

1360 PRINT" (DOWN) (RGHT) (RGHT) (RGHT) (RGHT
) (RGHT) (RGHT) (RGHT) (RGHT) (LGRN) BONUS: (LR
ED) " :BO

1362 PRINT" (DOWN) {RGHT) (RGHT) (RGHT) (RGHT
) (RGHT) (RGHT) (RGHT) (RGHT) (LGRN) TOTAL: (LR
ED) ";5C

1364 FORT=1TO2000:NEXT:RETURN

20000 REM***SONGr*s® k& a®

20010 DATA6.6.0,7.9.11.9.9.0.-1

30000 REM*****AUSSIE RIGHT 1

30001 DATAO0.0.0.0.84.0.0

30002 DATAS8,0,0,104,0,0,124

30003 DATAO.21.48.0,25.168,0

30004 DATA25,184,0,25,184,16,25

30005 DATA127.240.25.85,.80,21.168
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30006
30007
30008
30009
30010
30011
30012
30013
30014
30015
30016
30017
30018
30019
30020
30021
30022
30023
30024
30025
30026
30027
30028
30029
30030
30031
30032
30033
30034
30035
30036
30037
30038
30039
30040
30041
30042
30043
30044
30045
30046
30047
30048
30049
30050
30051
30052
30053
30054
30055
30056
30057
30058
30059
30060
30061
30062
30063
30064
30065
30066
30067
30068
30069
30070
30071
30072
30073
30074
30075
30076
30077
30078
30079
3poeo
30081
30082
30083
30084
30085
30086
30087
30088
30089
300580
30091
30092
30093
300594
300935
30096
30097

DATAOD.4,.168,0,21,84.0
DATAO,168,0,0.168,0,0
DATA160.0.0,.128.0.0,64
DATAO,0.64.0,0,80.0
REM*#****AUUSS RIGHT 2
DATAC0.0,0,0,84,0,0
DATAB8.0.0.104,0,0,124
DATAO,21,.48,0,25,168.0
DATAZ25,.184.0,25,184,16,25
DATA127,240,25,85,80,21.168
DATAO.4,168,0,21,84,0
DATAO,168,0,0,160,0,2
DATAR128.0,.22,128.0.16,0
DATAC.0.0,0,0,0,0
REM**#x*plISS LEFT 1
DATAO0,.0.0,0,.84,0.0
DATA148,0,.0,164,.0.0, 244
DATARO,.0,49.80.0,169,144
DATAOQ,185,144,16,185,144,63
DATA249.144.21.85,144.0.169
DATABO,0.168,64,0,85,80
DATAOQ,.168.0,0.168.0.0
DATA40.0.0.8,0,0,4
DATAO,0.4,0,0,20.0
REM**==*AlSS LEFT 2
DATAOQ.0,0,0.84,0.0
DATA148,0,.0,164,0.0, 244
DATA0.0.49,.80,0,169,144
DATAO, 185, 144,16,185,144,63
DATAZ249,144,21,85,144,0,169
DATAS0,0, 168,64,0,85,80
DATAO.168.0,0,40.0.0
DATA10,0,0,10,.80,0,0
DATAl6.0.0,0.0.0,0
mwﬁntkhuss up
DATAOC.0.0.0.84.0.0
DATAB4.0.0,84,0,0,220
DATAO,0.116.0.1.85.0
DATA13.101.192,77,169,196, 253
DATA101.252,85.85.84.0,84
DATAC.0,152,0,0,84,0
DATAO,168,0,0,168.0.0
DATA168,0.0,136.0,0,68
DATAO,0,68,0,1,69.0
REM*****AUSS DOWN
DATAOQ.0,0.0,.84,0.0
DATA100,0,0,168,0.0,252
DATAOQ,0,116,0.3,171,0
DATA3,171,0,67,171.4, 255
DATA171,252,85,169,84,0, 168
DATAOD.0,168,0,0.84,0
DATAO,.168,0,0,168,0,0
DATA168,.0.0,136,0,0,68
DATRO,0,68,0,1,69,0

REM***AUSS NAME #l**#+ .

DATAO,0,0,1,80,0,15
DATA244,0.58,173,0,42,169
DATAG64,47,251.64,45,91,64
DATA45,11,64,45,11,64,42
DATA171.64,.42,171,64,47.251
DATAG4,45,91,64,45,11,64
DATA45,11,64,45, 11, 64,45
DATA11,64,52,13.0,16,4
DATAO0.0,0,0,0,0,0

REM***AUUSS NAME 2
DATAOQ,.0.0.0,0,0,0
DATA0.0.0,0,0.0,0
DATAD,32.128,0,97,128,254
DATA97,131,254,97,131,170, 97
DATA131,128.97,.131,128,97.131
DATA248,97,131, 254,977,130, 254
DATA97.128,174,97,128,14,97
DATA128,14,85,131,254,85, 131
DATA248,42,130,160,0,0,0
REM***AUSS HNAME 3
DATAO0,0.0,.0,0,0,0
DATA0,0,0.0,0.0,0
DATAD.0.0,0.42,69,87
DATA170.69,87,149,79,127, 144
DATAD,.112,144,0,112,.169.0
DRTA112,170,64,112,106.54.112
DATA22.64,112.2,64.112.2
DATAG64,112,170,.69,87,169.5
DATAB7.84,15.2%%,0,0.0
REM***AUSS NAME 4
DATAC,0,0,0,0,0,0
DATA0,0,0,0,0,63,192
DATAO0.170,192,0,170,192.,0
DATA190,192.0,176,192,0,176
DATA0.0.191,0,0,171.,0
DATA0,171,0,0,191,0,0
DATA176,192,0.190.192,0,170
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30098
30099
30100
30101
30102
30103
30104
30105
30106
30107
30108
30109
30110
30111
30112
30113
30114
30115
30116
30117
30118
30119
30120
30121
30122
30123
30124
30125
30126
30127
30128
30129
30130
30131
30132
30133
30134
30135
30136
30137
30138
30139
30150
30151
30152
30153
30154
30155
30156
30157
30158
30159
30160
30161
30162
30163
30164
30165
30166
30167
30168
30169
30170
30171
30172
30173
30174
30175
30176
30177
30178
30179
30180
30181
30182
30183
30184
30185
30186
30187
30188
30189
30190
30191
30192
30193
30194
30195
30196
30197
30198
30199

DATA192,0,170,192,0,0,0
DATA0.0.0.0.0,0.0
REM***ALIEN SHIP 1
DATA0.0.0,0,0,0.0
DATAO,0,128,0,8,32,0
DATA32,8,0.128,.1,85.0
DATA?, 255,64, 31,255,208, 85
DATAS5,84,102,102,100,85,85
DATAB4, 31, 255, 208,7, 255,64
DATA1.85,0,0.0.0.0
DATA0,0,0,0.,0,0,0
DATAD.0,0.0.0,0.0
REM***ALIEN SHIP 2
DATA0.0,0.0.0,0.0
DATA0.0.0.0,0,32,0
DATA32,8,0.128,2,2.0
DATA1,85,0,5,85,64,21
DATA253,80,22,170,80,21,253
DATAB0,.21.85,80.1,85,0
DATAR0.0.0.0.0.0,0
DATAD.0,0.0,
DATAD,0.0,0,
REM* ** AL.IEN
DATAD.0.0.0
DATAO.0.0,0
DATAO.8.0.1
DATAO,136,0
5
5

mmncEcb
L R
oo
w

=

o
e « 8

DATABS .64,
DATAS4,.1.8
DATA0.0,0.0,
DATAD.0.0,0,
DATAR0.0.0,0,
REM***RALIEN SH

v A e e

COoO0OoON=DOOWMOO
(=N=N=0N-N"]
CoO0Od: NOD

=
M

» e ow o

4

DATAD, 13
DATA84,0,
DATARD,0.0
DATAQ,0,0
DATARO.0,0
DATAOD.0.0
REM* * * * DRO
DATAO,52,0,3,119.0,55
DATA119,64,119,119.0,55,119
DATA64.3,119,0.0,48.0
DATAO,48,0,.0,252,0.0
DATAB4,.0.0.84,0,0,252
DATAOD.0,84.0,0.84,0
DATARO,252,0,0,84,0,10
DATA170,128,36 ,68,96,145,17
DATA24,36,68,96,10,170,128
REM****DROID #2
DATAC,84,0,3,255.0.3
DATA71,0,3,71,0,3,71
DATAO,3,255,0.0,.116,0
DATAO,48,0,0,84.0.0
DATA252.0,0.84,0,0,.84
DATAO.0,252,0,0,84,0
DATAO,.84,.0,0,252,0,10
DATA170,128,36,68,96,145,17
DATAZ24,36.68,96,10,.170,128
REM****DROID #3
DATAO,52,0,3,119,0.7
DATA119,112,3,119,116,7,119
DATA112,3,119,0,0.48,0
DATAO,.48,0,0,84,0,0
DATAB4,0,0,252,0,.0,84
DATAO,0,84,0,0,252.0
DATAOD,84,0,0,84,0,10
DATAL170,128,.36,.68,96, 145,17
DATA24,36.68.96,10,170,128
REM* * * * FOSTERS
DATAD,40,0,2,150,128,41
DATABS,104,149,85,86,169,85
DATA106,150,150,150,149, 105,86
DATA189,85,126,191, 215, 254,47
DATARSS, 248,47, 255, 248,47, 255
DATA248,11,255,224,11,255,224
DATA11.255.224,11.255,.224.11
DATA255,224,11, 255, 224,11, 255
DATAZ224,11,255,224,10,170, 160
REM****SHEILA
DATAO0,0.0,0,.0.0.0
DATAO.0,0.168,0,.0,234
DATAO,0,234,0,0,250,128
DATAO.50,128.0,86,160.0
DATA116,160.0,244,32,15,212
DATAO,0,84,0,0,168,0
DATA1,85,0,1,85,0,5

DATABS ,.64,.5,85,64,0,204
DATAO.0,204,0,2,168.0

{
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U-B-WASS1-0-N-)

Ever wanted fame and fortune in one of Britain's
leading computer magazines?

Do you think that anything that you have
programmed is up to our standards?

We are looking for programs to publish for the
following machines: Commodore 64, VIC, C18, Plus/4,
Bpectrum, Oric/Atmos, Atari 400, B00XL, 800, BOOXL,
B86XE, BBC, Electron, 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 whers
a listing produced on a computer printer is absolutely
necessary. No handwritten or typed listings are
acceptable.

Any tape must be clearly marked with the program
name your name, the machine it is intended for, and
your address.

Documentation should run to our normal style with
a description and introduction to playing the game and
how the game works.

Documentation should be typed on one side of blank
A4 paper with double spacing between lines and a wide
margin.

We pay well for all listings published.

If you want to send us your program then fill in the
form. And send us the tape, documentation, coupon,
and an SAE if you want it returned, to the following
address:

Computer Gamer Program Submissions
1 Golden Sguare, London W1R 3AB

And write the name of your computer on the back of
your package.

Computer type:

Compber Wodelz . =i 5 TR R e

Program name:

ANAItional detadlas D e e L e e e e M e

0y YT al - el R SR et e S R A O




FQUINOX

“If you have an Amstrad and you
don’t have a copy of Equinox you must be
tark, Staring Mad !”

v (C +'VG)

Commodore/Spectrum/Amstrad £9.95

MIKRO-GEN
Unit 15 The Western Centre
Western Road

Bracknell
Berks.




by David Muir

Many computer adventures
econtain references to ‘Runes’ as
dﬂ-ea the classic Tolkien book,
“The Lord of the Rings’. But what
wm‘et.hemmas’?
were the written
la.nguage of the Icelandic and
peoples —
including the Vikings. They look
nothing like the letters of our
alphabet which are of Arabic
origin.
They were invented by the
Shaman — a sort of Druid — who

trees. One of the major uses of the
Runes was in tslling the future.
For this, the Runes were carved
omn blocks of wood and cast on a
cloth.
My program sirmilates a fortune-
telling method that might hawve
been used by a Shaman The 25
Runes are kept in a bag and 8
drawn out at random. These are
then ‘thrown' one at a time onto
the cloth Finally, information
onhuwitixmmretamhﬂunﬂis
this depends on the
Rune, the way it falls, position
and relation to other Runes.

Mt

2 characters maximum.

The most interesting part of
the program is the drawing of
the runes at different angles in
the plane of the paper. Data for

consiste of 4 parts — Move
;;]:a;..‘l;exl ,¥1: Dra.wralat.lvaxﬂ,
ove relative” mm.l]g
equivalent to a “Draw -relative’
command using an invisible inlk.
80 both commands can he
thought of as drawing lines.
These lines are manipulated
by the Defined Functions in line
B0 according to the angle the
tune is to be turned through.

move or draw.
A large number of arrays are
used as follows.—

ps(84,2) Runescanfallonab
by 5 grid. This array
gives the x, y co-
ordinates for each

degrees,
the scale, and ax/ay the data for
the realative

square and its

Rune upright,

importance sideways or down
re(7,3) Data to draw the (1,0,-1) for each of 9
edges of a rune (8 (&) Rune face up or down
lines) for each of 8
ro(24,6,3) Date to draw the
lines of each rune. Breakdown
(The number of lines
varies — so seven 30-70 subroutines
lines — the max- B80-120 print title, set up
imurm — has been 130-170 choose runes
used. For leas lines, 180-230 casting the runes
the data statements 240-320 interpreting the
are ended with zeros Mines
t{24,1) 01d Norse and 330-370 data for symbols,
English titles of title and bag picture
runes 380470 data for rune border
w(24.2) Meaningsof runes and rune drawings
upright, sideways or 480 data positions and
upside down importance
n(8) Which of 24 runes 490-860 data rune names and
selected for each of © meanings
runes B870-710 instructions
m(8) FPosition on gird/ 720-730 fill out arrays {(while

importance selected
for each of 8

instructions are
read)

10 'RUME CASTER
20 KEY 128,
t"+CHR$ (13)

"mode
: B0TO 80

30 CLSHZ:PRINT®2Z,"

)

40 WHILE INKEY#®<:

by
2itpaper O:pen l:cls:lis

David Muir

- "1 WEND

FRESS ANY KEY";CHR¥(7

SO WHILE INKEY#="":WEND: RETURN
FNax (m,an,e(1,0},e

&0 FOR j=0 TO 7:MOVER
(ia1)) yFNay(m,an,2{(j,0)
ax (myan,e(j,2)
eli,31),

s2(iy1)):DRAWR FN
20(3,3)) ,FNay({m,an,e(j,2),
1:NEXT:RETURN

70 ra=n{i):FOR 3j=0 TO &6:MOVER FNax (m,an,

cirn,j,0l

seirnsjal122
scirn,i,1)):DRAWR FNax

sFMNay (myan,c(rn,;j,0)
(myan,cirn,
elrn, 3,330,

Je2) qel

rn,dy,3¥) ,FNay(m,an,ctrn, j,2)
co:NEXT:RETURN
80 DEFINT A-R:DEFSTR T-Z:DEF FNax {(m,an,a
w,ay) =m*COS{an#*FI1/180) *ax-m*SIN(an*P1/18
0)#ay:DEF FNay(m,an,ax,ay)=m*SIN{(an*FI/1
BO) #ax+m*#COS (an*P1/180) *ay
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20 DIM e(7,3),c(24,56,3) ,m(B) ,d(B) ,n(B) ,p
(24,2) ,£(24,1) ,w(24,2) ,$(B):MODE O:INK O
y281 INK 1,21 INK 2,;18:INK 3,11:PEN 1:PAPE
R 0O:BORDER 24:CLS

100 RESTORE 330:FOR i=8 TO 14:FOR j=& TO

15:LOCATE ji,i:READ dO:PRINT CHR#(dO)j:N

EXT:NEXT:B05UB 40:CLS: GDSUR &70
110 BORDER 13:PAPER O:CLS:WINDOWH®1,2&,40
2 1,25: PAPER#1 ,3: PEN#1 ,1:CLS#1: WINDDWH®#2,2
E,40,24,25:PEN#2,2: PAPER#2,3: CLS#2: RESTO
RE 370 FOR i=24%9 TO 255:READ doO,di,d2,d3
,d4,d5,d6,d7:8YyMBOL i ,d0,d1,d2,d3,d4,d5,
db,d7:NEXT
20 LOCATE 30,13:RESTORE 340:FOR i=1 TO
15S:READ dO:FRINT CHR#(dO) 3 :NEXTzx="":y=
#:FOR i=1 TO 12:READ dO,dl:x=x+CHR¥(d1):
y=y+CHRE (dO) : NEXT
130 PRINT#1," CHOOSING THE";:CHR$(13);:;CH
RE(10) 3" RUNES" : g=0: hh=44: FOR h=4 TO

10 STEF 3:FOR i=28 TO 346 STEF 4:hh=hh+1
iFRINT®2," PRESS '"3;CHR#(hh);" ' '":PRINT
#2,"70 CHODSE RUME";CHR#$(7);:k=0:WHILE I
NEEY#< >" " : WEND
140 w=UPPER#$(INKEY#$):IF w>"Z" OR w<"A" T
HEN k=k+1+25%(k=24):60T0 140:ELSE IF w<>
CHR#(hh) THEN k=k+1+25%(k=24):60T0O 140
150 nig)=kich=0
140 IF g=0 THEN 170 ELSE FOR j=0 TO g-1:
ch=ch+{n{g)=n(i) ) :NEXT: IF eh<>0 THEN k=k
+1+25# (k=24) : GOTD 150
170 g=g+1:PAPER 3:LOCATE i,h:PRINT USING

"&" sy s INEXTINEXT: CLS#2: PRINTH#2,CHR¥(7) 3
" PREGES ANY KEY";CHR¥{(13);CHR$(10);" TO

CONTINUE" : GOSUEB 40
180 LOCATE#1,1,1:PRINT#1, CASTING
"3:PRINT#1," THE RUNES";:PRINT#1," o
NE BY ONE":h=1:hh=28:FOR i=0 TO B
190 h=h+3:hh=hh-4%{(h=13) : h=h+%# (h=13)
200 PRINTH2," PRESS ""j;CHR#{&5+i);""";
:PRINT#2,"TO0 CAST RUNE";CHR#(7):k=0:an
=0:WHILE INKEY$<>"":WEND
210 w=UFFPER# (INKEY#$): IF w>"Z" OR w<"A" T
HEN k=k+1+50% (k=4%): an=an+5+370% (an=340)
:G0TO 210:ELSE IF we*CHR¥{(&5+i) THEN k=k
+1+50% (k=4%) : an= an+r+~7u*{dn S60):6G0O0TO 2
1U ELSE CLS#2
220 IF k>24 THEN f(i)=—1:k=k—

230 m(i)=k:LOCATE hh,h:PRINT USING "&"3x
s:MOVE pimii) ,0) ,ptmi{i),1}):m=1:G05UB &0:
MOVE pim(i) ,O) ,pim{i) 1) im=1lsco=2-f{i):06
DsSUB 70:d{i)==1#{an>300 OR an<&0)+tan>12
O AND an<240) :NEXT
240 CLS5#1:PRINT#1," THE MEANINGS":GOSUB

S01CLE#]1
250 FOR i=0 TO B:CLS#1:MOVE 454,328:m=2:
an=0:co=2+f (i) : G0SURB &0:MOVE 456, 328:60S
UB ?0:LDEnTE#1,?,1:PRINT#1,UEING "&"gt(n
(i), ) 3 :LOCATE#1,9,3:PRINT#1 ,USING "&";t
(nfid,1)s
260 LOCATE#1,9,5:FRINT#1,"FACE":LOCATE#1
17,62 IF £(i)=0 THEN PRINT#1,"DOWN" ELSE
PRINT#®1, "UP"

270 LOCATE#1,1,10:PRINT#1,"IMPORTANCE":*
IF n{i)=0 THEN PRINT#1:FRINT#1,"MAXIMUM"
ELSE PRINT#1,p(m{i) ,2):PRINT#1," OUT OF
10"

280 PRINTH#1:PRINT#1,"RUNE "z:IF d{i)=1 T
HEM PRINT#1,"UPRIGHT ":FPRINT#1,"GOOD ";:
ELSE IF d(i)=0 THEN PRINT#1,"SIDEWAYS":P
RINT#1,"NORMAL ";:ELSE FRINT#1,"INVERTED
":PRINT#1,"BAD ";

290 PRINT#1,"MEANING" :PRINTH#1: PRINT#1 ,w
nii) ,1-d(i)) :PRINT#1:FRINT#1,"INTERPRET
WITH":k=0:FDOR 3j=0 TO 8:IF 3j<{>i THEN IF m
(id)=m(j) THEN k=k+1:PRINT#1,t(n{j),0)
300 NEXT:IF k=0 THEN PRINT#1,"NO OTHERS"
310 GOSUB SO:NEXT:CLS#1:CLSH2: PFRINT#1,"R
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ANSTRAD

E-RUN? {RY "3 sPRINT#1,"CAST AGAIN? (C
Y3 s PRINT#H1,"FINISH {F1"}
320 w=UPPER¥(INKEY#):IF w="R" THEN 250:E
LSE IF w="C" THEN CLS:60TO 110:ELSE IF w
="F" THEM END:ELSE 320
330 DATA 32,214,143,143,143,143,143,143,
215,32,214,212,32,32,32,32,32,32,212,215
.143,32,32,82, BE 78,4%,32,32,143,143,32,
32,32,32,32,32,32,32,143,143,32,567,45,83
,84,69, 32,.\-2 14.5-,213 21.5.,;2.,9.;.,4-'7,.-4,4-2
42 214 212,32,213,143,143%,143,143,143,14
3,212,332
340 DﬁTA 14,3,15,0,213,143,143,143,143,1
43,212,10,8,8,8,8,8,8,213,143,143,143,2
2,10,8,8,8,8,8,8,15,1,254,154,15,0,143,1
5,1,:14,0,255,15,0,14,3,143,15,1, 154,253,
io,8,8,8,8,8,8,15,0,214,143,143,143,215,
io,8,8,8,8,8,8,214,143,143,143,143,143,2
15,190,8,8,8,8,8
350 DATA B8,8,24,32,32,B4,72,69,32,32,10,
8,8,8,8,8,8,8,83,72,65,77,65,78,83,10,8,
8,8,8,8,8,E,32,80,7%,85,&87,72,32,10,8,8,
8,8,8,8,8,24,213,143,143,143,1435,143,212
10,86,8,8,8,8,8,213,143,143,143,212,14,0
360 DATA 15,14,1,3,252,32,208, 32,241 32,
8,8,8,8,8,8,10,10,250,32,210,32,249,32
370 DATA 3,3,3,6,12,24,240,224,192,192,1
F2,96,4B,28,15,7,224,240,24,12, é,;,u,g,?
,15,24,48,?&,1?2,192,192,3,118 5;,;55,2
55,252,118,3,192,110,43,255,255%,63,110,
92,129,129 ,46,255,255;66,129; 129
380 DATA -1&,-32,-8,8,0,0,0,48,0,0,8,8,0
10,32,0,0,0,8,-8,0,0,0,-48,0,0,-8,-8,0,0
e —32,0
20 DATA ©,0,-16,-8,32,0,-16,8,0,0,0,14,
0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,-146,-24,
0,48,0,-8,32,8,0,~14,-32,-8,8,-24,146,0,0
,0,0,0,0,0,0,0,0,0,0,0,-146,-24,0,48,0,0,
3L,—1é 0,0,0 —EL,-B D -15 ﬂTD,D,O.O,D,D,
0,0,0,0, 0 D
40u nnTﬁ —16,—24,0,48,0,-8,32,-16,0,0,-3
2,~156,8,-8, 1& 0, 0 0,0,0,0,0,0,0,0,0,0,0,
—1&,-24 0 48,0,0.16,—8,0,&.16,8,0.—1&,—1
6,-8,0,0,-16,8,8,-32,146,0,0,0,0,0,-16,-2
4,0,48,0,0,32,-12,0,0,-32,-12,0,0,32,-24
—24,0,16,0,0 0,0,0,0,0,0, 0
410 DATA -1&6,- ¢4 u 43 O, 24,32,-24,-24,0
216,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,-1
&,—24.32,48,—32,&,32,—48,—24,0,16,0,D,0,
0,0,0,0,0,0,0,0,0,0,0,0,0,0,-14,-24,0,48
1040,32,-12,0,0,-32,-12,8;,-24,146,0,0,0,0
+0,0,0,0,0,0,0,0,0
420 DATA -14,24,0,-48,32,0,0,48,-32,-16,
32,-8,0,-8,-32,B8:8,-24,16,0,0,0,0,0,0,0,
0,0,0,24,0,-48,-156,32,32,-8,-24,-24,156,0
+0,0,0,0,0,0,0,06,0,0,0,0,0,0,0,0,0,24,0,
-48,-8,0,14,0,0,0,0,0,0,0,0,0,0,0,0,0,0,
0,0,0,0,0,0,0
4320 DATA 0,24,0,-48,0,40,-16,-12,0,0,16,
-12,0,0,16,12,0,0,-14,12,-B,-40,14,0,0,0
20:0,146,8,-14,16,0,0,0,-80,0,0,-14,14,8,
-24,16,0,0,0,0,0,0,0,0,0,0,0,0,0,146,24,-
14,-16,0,0,-16,16,0,0,0,-48,0,0,146,156,0,
O,16,-16,-24,0,14,0,0,0,0,0
440 DATA 0,24,0,-48,-14,48,16,-16,0,0,16
y16,-24,-48,16,0,0,0,0,0,0,0,0,0,0,0,0,0
+—186,24,0,-32,0, ”!—~1l¢‘!“ ﬁ 0,=32,-24,0,
14,0,0,0,0,0,0,0,0,0,0,0,0, U y0,24,0,-48,
_1{:,32,1&!.1&.@,0,1&,—1&:,—24,—3:'1&.‘0,1)‘0
40,0,0,0,0,0,0,0,0,0
450 DnTﬁ -16,-24,0,48,0,0,32,-12,0,0,-32
-12,0,0,32,-12,0, O JE, 12,8,0,16,0,0,0
,0,0,—1&,—24,0,48,010,1&,—16,0.9,lﬁ.iﬁ.o
0,0,-48,-8,0,-16,0,0,0,0,0,0,0,0,0,-15,



-24,0,48,0,0,16,-16,0,0,145,146,0,0,0,-48,
-32,16,16,146,0,0,1&6,-14,-24,-14,156,0

450 DATA -B,-24,146,0,-16,8,0,40,0,0,24,-
a,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,-156,24
l329_24101‘;’!_321-2419!0! 1510!51‘}1_32!24|
0,0,32,24,0,0,0,0,0,0,0,0,-146,-24,32,32,
0,0,-16,16,0,0,-14,-16,0,0,32,-32,-8,0,-
14,0,0,0,0,0,0,0,0,0

470 DATA -14,-24,0,48,32,0,0,-48,-8,0,-1
&,0,24,16,-32,16,0,-16,32,16,0,0,0,0,0,0
II}IO

480 DATA 40,340,2,120,380,3,200,3450,4,28
0,360,3,360,360,2,40,280,3, 120,280,6,200
,280,8,280,280,5,360,280,3,40,200,4,120,
200,8,200,200,10,280,200,8,340,200,4,40,
120,3,120,120,6,200,120,8,280,120,56,3560,
120,3,40,40,2,120,40,3,200,40,4,280,40,3

FFORT,GREAT CHANGES -MAKE THE BEST OF T
HIS TIME,MISFORTUNE CANNOT BE A
VERTED,PROSPERITY AND COMFORT,CONFIDENCE
AND SECURITY,LOSS OF MONEY/ POSSESSIONS
., TIME TO FUSH FORWARD WITH AMBITIOUS
FLANS
S20 DATA LITTLE GODALS ACHIEVED
S30 DATA VITALITY AND STRENGTH AT LOWE
BB, SUCCESSFUL STRUGGLE TO OVERCOM
E DIFFICULTIES, WORRY ING PROBLE
MS,WORRIES MAY LEAD TO ILLNESS,FPROMOT
10N OR FAVOURABLE COMMUNICATION,A
LETTER / NEWS,BAD NEWS/FALL FROM FAVOUR
540 DATA DUTTINGS OR JOURNEYS F
AVOURED, TODOLS OR TRANSPORT USED TO
THE FORE,BEWARE ACCIDENT/BREAKDOWN,FULL
OF REALLY BRIGHT IDEAS GO0OD JUDGEMENT

y 360,40,2 -’
490 DATA WYRD,FATE,FEOH,CATTLE,UR,AUROCH
S, THORN ; THORN,0S ;MOUTH,RAD,RIDING,CEN,TO
RCH,GYFU,GIVING,WYN,JOY ,HAEGL ,HAIL ,NYD,N
EED, 1S, ICE,GER,SEASON,EOH, YEW,FEORTH, MUS
iCc,,,SIBEL,5UN,TIR,STAR,BEORC,BIRCH,EH ,H
ORSE , MAN , MAN , LAGU , WATER , ING , UNENOWN

S00 DATA ETHEL ,HOME ,DAEG, DAY

510 DATA GOOD FORTUNE COMES WITHOUT E

JUSEFUL IDEAS AND CLEAR THINKING,
MUDDLED THINKING AND DECISIONS
550 DATA TIME TO GIVE DRRECEIVE GIFTS/ I
NHERITANCE ,A SMALL GIFT,MISERLINESS OF P
OSSESSIONS OR EMOTIONS,JOY GOOD HEALTHAN
D VITALITY NOW,GUIET JOYS AND SMALL PL
EASURES,GRIEF AND SADNESS ,GREAT CHA
NGES WILL BE FORTUNATE
sS40 DATA SMALL CHANGES,UNEXPECTED AND BA
D CHANGES,MAJOR AMBITION IS REALIZED
570 DATA NEED TO FLAN AHEAD CAREFULLY,
SELF-NEGLECT THOUGHTLESSNESS ,A TOWER O
F STRENGTH TO THOSE AROUND You,
SELF-CONTROL ,EGOTISM OR LONEL INESS,R
EAPING ALL THEBENEFITS OF FPRIOR WORK/
PLANNING,REST AFTER LABOUR
580 DATA FOVERTY AND LEAN TIMES,GOOD
ADVICE FROM DTHERS
590 DATA ELDERLY PEOFPLE,PEDFLE ARE A B
URDEN,A GOOD TIME TO PURSUE HOBBIES,FLEA
SURE AND DISTRACTION,TOO MUCH SELF- IN
DULGENCE, TAKE WHAT IS YOURS OR OWED Y
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OU,HANDLE WITH CARE ,OVER-HASTY AC
TIONS WILL BEDISASTROUS
&S00 DATA YOU COME TO THEFORE AS A L
EADER,YOUR ACTIONS MNOW WILL BE SUCC
ESSFUL,SUCCESS IS ONLYTEMPORARY, IDEALISM
AND INTEGRITY ,A STEADFAST FRIEND,I
MMORALITY OR AFICKLE PERSON,A GOOD WOMAN
A WOMAN,A BAD WOMAN
410 DATA THE FLEASURE OFACHIEVEMENT ANDM
ASTERY,A TRIF OR OUTTING,WEARISOME
LABOUR,A GOOD MAN,A MAN,A BAD MAN,A
LEGAL MATTER OR RULES IN YOUR FAVOUR
sLAWS AND RULES TO THE FORE,DO NOT CUT
CORNERS ,SUDDENLY YDOUR WAY IS CLEAR T
oYou
&20 DATA YOU KNOW WHERE YOU ARE GOING,GOD
FORWARD CAUTIOUSLY STEFBY STEF,PLEA
SURABLE HOMELIFE OR NEWHOME ,HOME OR
HOMEL.IFE TO THE FORE,UNPLEAS
ANT JOURNEY OR MOVE,SUCCESSFUL (1]
NDERTAKINGS,GENERAL SMALL GODD LUCK
&30 DATA RUN OF MINDR BAD LUCE,YOUR AC
TIONS NOW WILL BE SUCCESSFUL,SUCCESS IS
ONLY TEMPORARY , IDEALISM AND INTEGRITY,A
STEADFAST FRIEND, IMMORALITY DR A EICKLE
FERSON,A GOOD WOMAN,A WOMAN,A BAD WOMAM ,
THE FLEASURE OF ACHIEVEMENT AND MASTERY
&40 DATA A TRIF OR OUTTING,WEARISOME LAB
OurR,A GOOD MAN,A MAN,A BAD MAN,A LEGAL M
ATTER DR RULES IN YOUR FAVOUR,LAWS AND R
ULES TD THE FORE,DO NOT CUT CORNERS,SUDD
ENLY YOUR WAY IS5 CLEAR TO YOU,YDU KNOW W
HERE YOU ARE GOING,G0 FORWARD CAUTIOUSLY
STEP BY STEP
630 DATA FLEASURABLE HOMELIFE OR NEW HOM
E,HOME OR HOMELIFE TO THE FORE,UNFLEASAN
T JOURNEY OR MOVE,SUCCESSFUL UNDERTAKING
5,6ENERAL SMALL GDOD LUCK ,RUN OF MINDR H
AD LUCK
&50 DATA -16,-32,-8,8,0,0,0,48,0,0,8,8,0

,0,32,0,0,G,B,—G,0,0,D,—48,D,G.—E,—B,O,m
1—32,0
470 MODE 1:CLS:PRINT " METHOD" : FRIMNT =

FRINT"RUNES WERE THE ANCIENT WAY OF DIVI
NATIONEMFLOYED BY THE GERMAN ICELANDIC A&
ND THESCANDINAVIAN FPEOPLES. USUALLY , THES
E RUMELETTERS WERE CARVED OM WOODEN BLOC
i:S e "
&80 PRINT™ THE NUMBER DOF RUNES USED V
ARIES, ANDTHE METHOD OF CASTING THE RUNE
5. MY OWNMETHOD USES 25 RUNES.":PRINT"
9 RUNES ARE FIRST CHOSEN FROM & BAG,A
ND THEN THEY ARE THROWN ONTO A& SHEET."
690 PRINT" ‘WYRD® IS THE MDST FOWERFU
L RUNE. ITINDICATES FORCES WHICH DICTATE
EVENTS. ": PRINT" UPRIGHT RUNES ARE FO
RTUNATE, UPSIDE-DOWN RUNMES ARE UNFORTUNA
TE, AND RUNES ONTHEIR SIDE ARE AVERABGE."
700 PRINT" FACE DOWN RUNES (PALE INK)
ARE OFTENHIDDEN INFLUENCES, FOR OUR GOO
D OF EVIL,OF WHICH WE ARE UMNAWARE.":PRIM

[ RUNES CENTRAL ON THE SHEET HAVE ™MD
REINFLUENCE THAM THOSE AT THE EDGE."
710 PRINT" RUNES CAN FALL ON TOF OF E

ACH OTHER.THEN THEIR MEANINGS ARE COMEIN
ED AND THEIMPORTANCE IS INCREASED.":PRIN
T (PRESS ANY KEY)"
720 RESTORE 480:FDR i=0 TO 24:READ pii,0
Pypli 1) ,pii2):NEXT:FOR i=0 TO 24:FOR j
=0 TO 1:READ % (i,3j):NEXT:NEXT:t(15,0)="E
OLH-"+CHR# (10) +STRING$ (5,8) +"SECG":1 t (15,
1)="EEL-"+CHR$ (10) +STRING$ (4, 8) +"GRASS"
730 FOR i=0 TO 24:FOR j=0 TO 2:READ w(i,
j)sNEXT: NEXT:RESTORE 3IB0:FOR i=0 TO 7:FO0
R 3=0 TO 3:READ e(i,j):NEXT:NEXT:FOR h=0
TO 24:FOR i=0 TO &4:FOR j=0 TO 3:READ c(
hail,d):NEXT:NEXT:NEXT: BOSUE S0:CLS:RETUR
N

COMPUTER GAMER AUGUST 1986




WA/OID THE MONSTER RUSH FOR

SUBSCRIPTION RATES

l%’;) . = . . 0’% ‘q&é ,éﬁ- \
B 6‘3 T AN SR d@ e £15.00 for 12 issues U.K. E
i RN S A o, £18.00 for 12 issues Overseas Surface Mail

Rl L e e > {%J,' 5 AN £61.20 for 12 issues Overseas Airmail =
.oi' ., ., . L m 'ﬁt-:r)‘- X \\ - 3
R SN T R DR R Send this form with your remittance to:
", %, b ,fg& 2 INFONET LTD., Times House, 179 The Marlowes,

*QQ:’(% i _’jéf'é ~ i Hemel Hempstead, Herts. HPI 1BB.

% NG -
.-,%% A
s A i
\\
~

R o e i s gt et e i




THE CAMPAIGN AGAINST WORLD POVERTY

ALL PROCEEDS TO WAR ON WANT

TITLES FOR ANY 48K SPECTRUM FOR ONLY £9.95!"

War on Want supports
long-term deve ent

— BUGEYES PEOIR oV

countries to provide self-

BEAU-JOLLY — PEDRO eUfficlency il

CDS — WINGED WARLORD production, better health -

FIREBIRD — MR FREEZE care and improved

LLAMASOFT —HEADBANGER'S HEAVEN education forthewor|d’s

MASTERTRONIC —WIZARD'SWARRIOR poor. f /t/

. 2 afl e . j

Please send me copy(s) of WOW games
| enclose a cheque/PO made out to WOW (trading)
] A

T R AR R A B P SCHE t
DRCIINBRBI 5 e vt s ims s s s b b s e ST T

RO (ioiaiiiinimnsi o nederss POBTCOOE & Lo i

Send form (with payments) to: WOW Games,

Room 62A, 1, London Bridge St, London SE1 9SG

or order by Access or Visa: Phone 01 403 2266
AND ASK FOR GAMES DEPARTMENT

QUICKSILVA — RUPERT & THE ICE CASTLE |

&

| Lo :
MELBOURNE HOUSE — HELLFIRE
OCEAN— HUNCHBACK I
PSION— HORACE & THE SPIDERS |
PSS — XAVIOR

STARDREAMS —CYBERTANKS |
VIRGIN — DR FRANKY & THE MONSTER |




Ever played Commando or Who Dares Wins II?
In a secluded area of woodland in darkest Kent,
like this are played out for real. Mike
Roberts went to have a look at what ‘The Great
Adventure Game’ is all about.

the puddles the main admin area
could ba seen — this consisted of
gomne tables and a very well
equipped ex-artny tent full of all
the necessary equipment. It was
there that I met the boss of this
branch of the game.

Nigel i8 an ex-army Inan
(a bit like tent I suppose),
and this kind of activity is just

(about ten I think) of rules of the
game.
The game is basically ‘capture




fires automatically, pull the
trigger and one fliss off, pull it
again and another goes, nothing
to cock or relaod The pellets
themsalves are about the size of
marbles and explode on contact
with their intended wvictim —
splattering him with red dye,
very mesasy, but it serves to show
who shot who.

'I‘heql.unkma.d.lngofumn:.lnﬂ
end with a note about firing
pelletas off and,
‘no g0 don't tie

somebody to a tree and start
taking potshots at them.|’ Shame
mall:f perhaps there could be a
small exception in the case of

our accounts department . .
cmt.tmnlea.t'nw

lpad and fire their new weapons
at the firing range on site — well
away from the main game area

I've already explained about
the gun, but there is lots of other
equipment. as well You get cam-
ouflage overalls that fit over
ordinary clothes, this halps you
to hide away in the
without sticking out like a sore
thumb. A wide balt that holds the
gun holster and a pouch that can
hold five tubes of eight pellets.
And a face visor, the face visor is

bet that this is the only game
you'll find where the referses are
armad!

Now it was time to start,
joining the blue team with

mmmxgonhjaradiomﬂ
B...E.B,l,gamestammmdo
we do now? ‘Pair up, lsave one
pair here to dafend the base, and
the rest of us go out and find
themm' some bright spark

suggestad.

That sounded like a good move,
80 I joined up with someone and
we dashed off (keeping low of
course) in the (very) general
direction of -

our first contact with the enemy.
A red teamn member was directly
ahead of us hiding behind a bush.
My partner signalled me to move
out to the right flank. 1 squeezed
gﬂmyﬂmﬂmmhim (blaml!)

peered cautiously around
the tree that I was hiding behind
to see if I had got him, by way of
reply 1 heard blam, blam, blam,
blam, blam, blam, blam, blam, as
he emptied his whole magazine
into me and I was out of the game
for a while with hits on the
upper thigh (which hurt) head
(which didn't due to the visor),
neck (which hurt a lot), and
ghoulder (which felt like some-
body had just ripped it off). Now I

know what Dirty Harry's
victim's feel likel And I thought it
was such a gimple game.

wash off all the dye that's left and
clean your gun You also get a

*?*?* photographer'. somebody
yelled, and followed with a lost of

position, planty to hide behind,
mej,"dhamnnchamaufgettmg
it. Bo what does somebody sug:
geata.souramagy‘?*lﬂt,'aa.ll
rush them!' ‘yeah', yslls
em‘bod;rbutmlhaveafaw
worries about this particular
tactic, Like, just who or what is
supposed to be defending our
flag?

as a hard of elephanta, with your

roving reporter well to the rear
80 that any pellets have as good a

‘chance as possible to hit the

other seven people.

As we get suitably near to the
enemy base, everybody splits up
and acts a bit quister. I
gee a flash over to one side. It's
my jolly photographer again, I
wonder what he's taking pic-
tures of? 8o two of us rush down
this diteh and position curselves
right in front of them looking
something out of the first world
war, standing in our trenches.

It turns out that there's two of
them One takes cover at the end
of the trench and almost has me
cold, but there's a tree in the way.
The other combatant is directly
in front of us behind some

he is and he knows wheare I am,
who's going to crack first!

i
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ammo, to reload your gun, you
turn a knurled knob, withdraw
the magazine,which sits parallel
to tha barrel. You can then pour
a tube of eight pellets into the
gun, insert the magazine (along
with an accompanying creaking
noise of the spring that any
ensmy can hear for miles around

gtartad
towards me! (Though after-
wards he said that he didn't
know that it was me, absohute
rubbish, once again he very
nearly gets shot as both teams
decide to join forces against the
COMMOT. 8NETTy.

Meanwhile this bod that I'm
trying to get at 18 moving around
me. Wishing to avoid my photo-
grapher and any bullets that
may come my way I wandered
down to the end of the diteh. Just
in time to see my ensmy
stretched out on the ground
about 10 yards in front of me.
Though he was behind some
bushes and lying wvery flat. He
obwviously couldn't see me, should
I risk a shot and possibly glve
myself away or go for it.

The blood lust in me won out

Blam — got him, around
ghouldsr height, but I couldn’t
see a mark occasionally the
caj doesn't burst, is the
angle is too oblique it will just
bounce off. I thought that this
had happened so I fired anothar
ghot, aiming more to the left this
time, blam — ‘ouch, my buml'
came the reply, cbviously I'd got
him Turned out I'd also got him

remember what happensed last
time I tried that.

After two more kills to my
gredit, the whistle blew signal-
ling game over. The reds won
(again). It seems that whilst we
wiped out eight of their team of
nine and four of our team got to
what we though was their base,
the umpires had moved their
base. During all the confusion
one of their team had ambled
into our camp and nip back
with the flag. “I couldn't believe
it’, he later said, ‘no defender or

on the way back my
visor kept steaming up with the
worry, 1 thought that loads of
you would jump me any mimite’.
Obwviously none of us did!

The umpires are liable to
change the postions of the
camps at any time. Just to throw
you a bit. And during the day we
changed the area of forest that
we were playing in. If I had time
and space I would tell you about
all the other games we had But,
instead here is a quick resume of

incidents.

Fifteen feet from the enemy
camp after wiping out three of
their defenders, somebody got &
clear shot at me. So I sat down

she had a friend, who decided to
rush me after she saw that I was
reloading. Ever noticed that

92

under strese you tend to be all
fingers and thumbe? First I put
all the bullets down the barrel,
then I dropped them all on the
floor! Luckily I had the pressence
of mind to just pick up the
nearest to pellets, and to man-
ually hold the magazine in. Also
luckily she didn't notice that I
was re-armed — so0 I shot (she
noticed thatl).

Onee in the village I had got
into the middle of it and was
hiding behind a small building.

only to see my photographer in
the way. So I move to look out of
the other side. There I see &
defender almost sitting in the

After half an hours dsfending
later (without firing a shot) I
discoversed that my gun had
jammed as well. Luclkily I got it
gorted out for the final show-

that's why they elected to stay
and defend rather than go on the
attack! I wondared why it was a
bit quiet: Didn't half make the red
team sick when we told them
later though!

At the end of the day the score
was that we lost five, drew ons,
and won ons. but who cares
about scores, in this game playig

tut the Kent site is just starting
game days for the 16 to 18 age
group — ring for availability.
To find details of a site in your
area and game play dates ring
their central office on 840 7644
for the Kent site ring 01-860
49841, I'd also like to thank Nigel
Lacey and his sister Vicky
Adams for looking after us so
well, and the two manic umpires
Alan Grant and Clive Adams for
their calmness in the face of
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STRATEGY

Title:
Computer:

Supplier:
Price:

$O00

Playing Scrabble on a computer
is limited by the vocabularly the
machine has to draw upon and
the honssty of the players in-
volved I can't judge the honesty
but the wocabulary of this
version has 11,000 words to
draw upor.

This is the official version of
the gams, licensed by J.W. Spear
and Sons, and has one main
advantage over the original tile
gams, you can't lose the letters.

Berabble 18 a game of akill and
luck. The luck lies in the
selection of seven letters drawn
from the pool, the gkill is how
you combine the letters to make
up a high scoring world The
words are placed on a squared
board to gradually form a
‘erossword’ skeleton. Each nmew
word is laced so that it creates a
word in conjunction with one
already on the board

Each of the tiles has a different
valug and these combine with
the bonus squares on the board
to create a score. The player who
accumulates the highest score
wins the game.

This computer version covers
all the angles. There can be up to
four players either human or

Compuler Scrabble
MSEX

Leisure Genius
£9.95

computer, the screen can be set
for ecolour or monochrome sets,
cheats are challenged and the
individual players tiles can be
hidden or shown depending on
how you fell The computer
players can have a skill level set
from beginner to advanced leveal
80 you are never short of an
opponent.

Human players will occas
fonally come up with a word
which the computer doesn't
know. In such cases the word
will be challenged and this relies
on your honesty to tell the
computer if the word exists or
not.
As a Scrabble fanatic I was
rather dubious about a computer
version but this is so good that 1
must confess I prefarred it to the
board game. At least playing it
this way relsases you from
having to caleulate the

BCOTES. J.G.
FLANET RATINGS

Originality ssoe
Graphics sees
use of machine [T LT
Valua for money sees
BTAR RATING

e Xt

Title:
Computer:

Supplier:
Price:

A

Another wargamse set in the near
future and featuring a conflict
between the NATO Alliance and
the Warsaw Pact. There is the
poesibility of nuclear conflict
only in the two plager game. This
is due to memory restrictions,
the extra space in the one plyaer
game being for generating the
tactics of the opposition. You can
choose to play either side and
there are various factors that
can be changed according to the
dagrea of diffioulty required.

The dsiplay is the standard
wargame one of a hex grid mar-
ked with various terrain types,
units and cities. At the top of the
screen 15 an information box. At
tha right is a map of the whole
area — the hex grid is very much
an anlarged portion — and at the
bottom right hand side of the
goreen is a box giving unit in-
formation. The game is played
over a series of turns, either 6 or
12 depending on choice and vie-
tory is determined on a victory
point scale — points are awar-
ded for capturing towns eto.

Battlefield Germany is most

Battlefield Germany
Amstrad

Cybercom Enterprises
#£8.95/£13.95 tape/disk

definitely not a game tor the
beginner. The game features
terms that are well known to
experienced players but are
likely to totally confuse a
newocomer, This is not halped by
chuttered unclear instructions
(they should be expanded to at
least twice as long and put into a
more logical order) and game
controls. Ther is a lot in this
game and wargamers should ind
it a great challenge but if you are
thinking of buying your first
wargame, you would do better to
cut your teeth elsewhere.

At the present, the game can
only be obtained mail order, If
you are interested, you should
get in touch with Robert
MeMahon, OCybercom Enter-
prisas, 16 Egdon Drive, Merley,
Wimborne, Dorset BH21 1TY.

Originality (1)
Graphics sss
Use of machine .
Value for money (beginner) &
Value for money

(experienced) [ 1] ]
STAR RATING Q
White Dwarf (beginner)

Bright Star (experienced) O
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Title:
Computer:

Supplier:
Price:

L

The world is in the grip of the
dreaded lurgy or to be more pre-
cise, several dreaded lurgys. As
head of the World Health Organ-
isation and an eminent biologist
in your own right, you must
eradicate the warious wviruses
whilst limiting loss of life to a
minimum. This will involve re-
search and dabbling in genetic
engineering although if things
really get out of hand, you may be
forced to detonate a bomb which
although it is guaranteed to wipe
out the virus, will also wipe out
most of the surrcunding popul-
ation as well.

The game opens with a display
showing & map of the world with
a series of icons underneath. A
large black cross appears on the
map indicating the breakout of
the first epidemic. 8it and watch
the sereen for too long and you
will find that you are looking at
nothing btut black crogges, These
viruses breed fast. There are flve
icons at the bottom of the screen.
The first of these lets you bomb
an area although this is likely to
result in game over time if you do
it too quickly. Putting a sanitary
cordon around an area slows the
spread of the virus but makes the
inhabitants wunhappy. Terre
brulee (burnt earth) is a more
drastic form of sanitary cordon.
Analyse territory gives details of
an area which is useful for
knowing how a virus is likely to
spread and the final icon allows
you to take a sample of the vims
for laboratory analysis. After
selecting the icon, you can then
move a cursor round the map
onto the area of your interest.

One of your first tasks will be
to analyse a sample and try to
create an antl-virus which will
destory the original. Identifying
the wirmus gives you its amino
acid structure and lets you name
the wvirus. I would recommend
that you write down all the
appropriate details of the virus
at this stage. Then its off to the
aglectron microcope where you

Contamination

Amstrad

PSS (GRE Informatigue)
£9.95

must create your own molecule
from amino acids floating round
the screer. This is done by pick-
ing up a unit and dropping it on
the edge of the screen. It will
move slowly round the edge and
you can add other pieces to the
chain Each virus has its own
logical set of rules for creating
the anti virus depending on how
the infection is transmitted ag.
in blood or through the air. You
CAn Now treat a region with your
new anti virus although it is
probably better to escperiment
first in order to make sure that
your creation is effective. This
gives you some inidication of
how many amino acids are
wrongly positioned in your
masterpeice of genetic
anginearing turns out to be use-
less. When you are satisfied, you
can treat an area knowing that
you can use that particular anti
virus whenever you meet the
original — you don't have to
atart all over again,
Contamination is a highly
original game that will give you
plenty to think about. A dose of
*flu will never be the same again.

G.H.
Originality (110 1]
Graphics yass
Use of machine L 11 1]
Value for money [T 11

Star Rating
It
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Napoleon can hardly be said to
be one of Britain's favourite his-
torical figures although the fact
remains that he was a brilllant
general. Nowhere was this talent
displayed more than in the battle
of Austerlitz in 1805. Napolson
had been crowned Emperor of
France the previous year and
basically, all the other major
European powers decided to
gang up against him. The French
armies had occupied Vienna and
Napoleon wanted to consolidate
his positions be engaging the
Austro-Russian army in one
decisive battle. This took place at
Austerlitz and although the al-
liss had superior numbers, the
French were better trained and
disciplined and inflicted such a
crushing defeat on the allied
army that Austrians immediat-
aly sued for peace and the Tsar
went back to Russia.
Austerlitz is a one player war-
game which puts you in Napol-
eon's boots as you try to defeat
the Austro-Russian army before
the Prussians join the alliance.
There are three skill levels to
choose from — beginners, stan-
dard and advanced Victory is
achisved by reducing your
gnemy to less than six units or
20,000 men.

Two unusual features make
this game noteworthy. After

Austerlitz
Spectrum 128
Lothlorien
&£7.95

their initial positions have been
displayed, all enemy movernent
will be secret, this is designed to
recreate the confusion of battle
together with some sarly morn-
mist. Enemy units can be
discovered by scouting, moving
next to one of your untis or if one
of your commanders tells you
and this {llustrates the sscond
feature, that of intelligent
commandars. You have six corps
commanders and you give orders
to them, control all individual
units yourself or any combin-
ation of the two. Typical orders
might be to hold a position,
engage the anemy or move.
Controlling the game i8 very
straightforward helped consid-
erably by a well presented
instruction booklst. The graph-
ics are large and clear and it is
easy to work out what is going
on. Wargames have a reputation
for being horribly complex but
Austerlitz belies that theory be
being extremely well presented
whilst still giving a good chal-

1lenge to any budding gensral.
PLANET RATINGS

Originality [ 111
Graphics [ 11 ]
Use of machine [ 211
Value for money (1 1]
STAR RATING

Hed Giant
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Computer:
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If you thought that playing
wargames involved giving obs-
cure commands to unrecognis-
able armies, think again. Iwo
Jima, the latest title in PS8's
Wargames Series requires just
three keys to control everything.
Two of these scroll you back-
wards and forwards through a
series of menus and the third
enters your chosen comand. You
can't get much more user friend-
ly than that!

You command the forces of the
TS Marines as they try to cap-
ture the island of Iwo Jima from
the Japanese, simulating one of
the bloodiest battles in the
second World War — the Amer-
icans suffered 24,000 casulaties
and the Japanese 22,000, all in
the space of thirty six days. A
map of the entire island is dis-
played on the screen together
with a box in the top left hand
corner giving details of any
Japanese unit under attack. The
map displays various terrain
features and shows the pogition
of any enemy forces tht you have
located. All you have to do is
gliminate all the Japanese units
within a certain mumber of turns

(this varies according to the dif-
ficulty level selactad ).

Your first objective is to estab-
lish a beach-head on the island.
There are five potential sites
next to each other but you
ghould take great care not to
wander into any of the mine-
fields that are nearly. Youget the
chance to command each of your
units in turn with the four main
choices being land, move, attack
and pass. Re-inforcements will
arrive in turn three providing
that the sea is calm and this will
give you a total of twenty units
with which to accomplish your
task. Each unit has an aggres-
sion and defence factor which
determines how efficient a fight-
ing force they are. Movernent
fagtor shows how far they can
move each turn (although all
movement stopsd if they move
next to an enemy unit) and
range 18 an indication of how
many squares there can be from
an enemy unit before they can
attack it. The Japanese will not
surrender and are likely to
launch kamikaze attacks when
their units are very weak. Like-

support ships thus reducing the
amount of maval gunfire that

SEAS CALM TURN: 4
fIRUYAL GUNFIRE OMN THIS UNIT?

you can call on each furm. PLANET RATINGS

Two Jima i8 an ideal game for  Originality ey
novice wargamers to cut their Graphics L)
teeth on. The rules are clear and  Use of machine ass
the game is simplicity itself to Value for money [ 11 1)
control. Experienced games will
probably prefer something with STAR RATING
a bit more realism and complex- O
ity though, Bright Star
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 Arivdelole
In Russia, this is the Capitalist
game you win by losing, Wad-
dington’s Monopoly must be one
of the world's most popular
games, toy cupboards are in-
completa without it

The idea 18 to circle a board
wheeling and dealing like a Real
Estate Baron. A cost can be levied
on any opponent who lands on
any of the aquares which you
owr. Most of the squares can be
bought if they bear the name of a
London street, station or if it's
the electric or water company.
Hazards include Chance and
Commumity  Chast
which can be beneficial or
harmful to your financial status.

The idea is to bankrupt all of
your opponents by developing
your property before they
develop theirs. Opponents can be
human or computer and up to
six players can take part. The
computer also acts as banker.

To find out who owns what
and where or to gauge your
status inthe game, there is a
meanu of options. This menu alos
allows you to buy houses and
hotels to develop your propriy
or, if thngs take a turn for the

Computer Monopoly
MSX

Leisure Genius
£9.95

worse, o mortgage jyour
property.

The rules of the game are fixed
to those laid down by Wadding-
ton's. This makes for a long,
involved game but there is no
gsave game facility. For this
reason a shorter game can be
played by specifying a time limit.

The graphics of the original
board are too detailed to produce
on sorean so the screan 18 split in
two. the upper section shows the
board with the pieces in their
relative positions, while the
lower half shows a blow up for
the current player's position
with the following two squares
to the left.

A throw of the dice is accom-
panied by an excellent plece of
dice-rolling animation making
the game a sight for sore eyes.

Excellent valus. J.G.
FLANET RATINGS
Originality [ 11 1)
Graphics sees
Use of machine seEs

Value for money L 2] ] ]

STAR RATING

Nova
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A chilling vision of a Third World
War is presented in this contro-
versial wargame. Originally
releasad over a year ago for the
C84, the Spectrum version of
Theatre Burope has at long last
been relsased The “problems”
with this game occcurred when
the media got hold of the story
that whilst playing this gamse,
ona of your options was to
launch a nuclear strike on your
opponents. What everybody
missed in their ssarch for a story
was the fact that Theatre Furope
iz very much aginst using
nuclear weapons. Any one who
tries using them is likely to find
that there he is on the losing side
and if he launches all of his
misgiles, then everyonse ends up
on th eloging side.

Tha battlefield is fought right
across Europe although in prac-
tice, the movemsnt tends to be
from east to west. Whilst every-
thing has been kept as acourate
as possible, considerable juggl-
ing had to be done with the
numbers of troops on each side
in ordar to make the game play-
able for two players. (If the
current numbers were used, the
Warsaw pact has such a phen-
omenal numerical advantage as
to make the game not worth
playing). The game is played
over a series of days. Starting
with the Warsaw pact ths se-
quence of play is move, attack,
rebuild and air phase Then the
NATO forces get the chance to
reply.

The air phase gives you the
chance to gain control of the
airspace over the battlefield,
attack enemy air fields, attack
his suply network or make re-
connaisaance flighta as you try
to determine an enemy unit's
strength. Each turn, you also get
the chance to launch a special
attack using either chemical
weapons or a limited or all out
nuclear strike. Before you use
the nuclear option, you must
enter the correct authorisation

EW S

DAY O18

Theatre Europe
Spectrum

P55

£9.95

code which can be obtained by
phoning as given number, This
recorded message also gives
details of the likely results of
such an attack In other words,
you are made to think long and
hard before going ahead with
your striks. The best tactics for
NATO are a general strategic
withdrawal, Aighting only where
you have to.

Presentation of the game is
excellent with joystick and key-
board options and a highly
legible map to follow the action
on. There are three skill levels to
choose from and you can play
against the computer, another
player or just sit back and wtch
the computer play against itsalf.
As if that wasn't enough, you can
also choose to take part in astion
soreen in which you must ry to
dastroy enemy planes with your
guided missiles. Theatre Burope
is an excellent wargame that
will certainly make you think
and pray that it never happens
for real.

PLANET RATINGS

Originality LT
Graphics A
Use of machine L X ] T]
Value for money [ 1)

STAR RATING

Nova
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Square, London W1.

CLASSIFIED DEPT. (CG) A.S.P. Ltd,,

1 Golden

CLASSIFIED RATES — 40p private per word. Semi
display £9 per single column centimetre plus VAT
minimum 2.5 centimetres. Series rates on appli-
cation. Please note that all classified advertisements
under £20 must be prepaid. All cheques or postal
orders to be made payable to A.5.P. Ltd., (P.H.)

Telephone Duncan Neilson on 01-437-0699

WARNING NOTICE

Advertisements placed in this magazine are to be in strict compliance with our standard conditions (copies of which conditions are
available on request) and on the clear understanding that the advertiser warrants that his advertisement(s) does not infringe any copy-
right or condition of sale of any interested party in the advertised product.

Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any other claims brought against
them as a result of legal action arising from the publication of the advertisement.

Any breach of these terms or the said conditions may result in prosecution of the advertiser by the proprietors.

(ronsae W Forwme ] utwmes

MIDLAND COMPUTER
LIBRARY

JOKES

FREE

Britain's No: 1 Joke
Catalogue packed
with over 500 practical jokes Irom 5p
Stink bombs, Whoopee cushion, wob-
bly lager glass, laxative tea bags
smoke bombs, willie sugar, cigaretie
bangers, joke blood, sick, mess, soap
swoets, wel jokes, axploding jokes.
magic tricks, party fun kits, masks,
make-up, sea monkeys, girl sirip pens
adult party packs, saucy novelties.
naughty presents, posters, badgers,
the compleie Joke Shop by Posi
Send 12p stamp with your name and
address tor bumper colour catalogue
and Free Gift to;

MATCHRITE, THE FUNNY BUSINESS

(Dept C.G.) 167 WINCHESER ROAD,

BRISTOL B34 3NJ

NEW STOCK! Sinclair 16K ram
packs for ZXB1, £6 including VAT
& postage. Halsat, Unit 1, Burywalk,
Bedford MK41 7TBW

CLASSIFIED ADVERTISING
TERMS & CONDITIONS

Qwur terms fofr new advertisers (semi-
display and lineage) are strictly pro-forma
paymenis until satisfactory reference can
be taken up (esxcluding recognised
advertising agencies). Chaques and P.O.'s
should be crossed and made payable io
ARGUS SPECIALIST PUBLICATIONS
LTD. and san together with the advertise-
mant fo
‘The Classified Dept. L/H
MNo. 1 Golden Square,
London WIR 3AB.

There are no reimbursements for can
cellations, Advertisemants arriving too late
for a particular ssue will be inserted in the
lollowing issue wnless accompanied by

instructions to the contrary,

All advertising sales are subject 1o
Govarnment Regulations concerning
VAT. Advertisers are responsible for
complying with the various legal
requirements in force eg: The Trade
Description Act, sex discrimination act &
the business advertisernents (disclosure)

ardar 1977,
Full Terms & Conditions of Advertising
AVEIEDE O FEgUEEE

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 Now!
OR

BUY allthe latest software titles at
best possible prices. (New re-
leases available direct from U.S.)
Atari hardware and modems now
available at discount prices. For
further details send S.A.E. to:
CHARNWOOD GAMES
30a WARWICK AVENUE, QUORN,
LOUGHBOROUGH,
LEICESTERSHIRE.
TEL: 0509 412604

ATARI 400/600/800 XL
SOFTWARE
Wa have an all round selection of disks,
casseties and cartridges FOR HIRE. Apply
now and hire your first four games free
Around 1,000 different original titles. For
full details send large stamped addressed
envelope or lelephone ewenings Tpm -
10pm or weekends

LOW ATARI PRICES =

1050 DISC DRIVE £119.95 post free
130XEs + Recorder + Minar 2043 £156.80
post ree
130XEs 1050 DRIVE £225.00 post free
130XEs £122.90
Aniic and Analog n|alga.:-l\es available
BEST QUALITY DISCE
Unlabelled 50 / 5 5 £9.95 lor 1\'.' post free
£87.95 for 100 post free
00 /55E£13.95 for 10 post free
ATARI 520 STM 1 MEGABYTE DRIVE AND
MONOCHROME MONITOR

£689 80 POST FREE + |10 FREE DNSCS

Mamorex 3% discs 5 5 / 00 Boxes of 10
£2595
Unlabglled 3" Dises O D 7 55 £2295
HAPPY ENHANCEMENT FOR THE
1050 DRIVE £149.90 POST FREE
GAMES & SOFTWARE CLUB

Dept. CG, 35 TH Road, Till Close

Sunderiand SA3 4FD. Tel: 0TE3 285351

Joint Adventure Offers
LOVETOY - GODDESS
CBM 64/128 - only £3.00

From:

STARGATE, PO Box 1520 Dublin
¥Y0OU PAY AFTER DELIVERY!

| ATTENTION Commodore, Amstrad, Atari, BBC & MSX Users

A SUBSIDIARY OF PLATINUM GOLD

FREE CATALI
FREE HINTS AND TIPS.

OVER 6,000 satisfied members
EUROPEAN members welcome
LIFE MEMBERSHIP £B.

m OVER 7,000 different titles available for hire for the COMMODORE, SPECTRUM,
ELECTRON, BBC, AMSTRAD, ATARI, and MSX computers.
ARCADE, ADVENTURE, EDUCATIONAL and BUSINESS soltware too
HIRE PRICES from only 75p INC. P&P.
lD‘\a DISCOUNT off all purchase software
OGUES.

FAST RETURN OF POST SERVICE (if reserves are given)
ALL GAMES manufactured ORIGINALS with full documentation

Full computerised system keeps track of your order. We pride ourselves in baing the
mast professional Hire Library in the United Kingdom, with staff of 14 who knows what
the word service means. Backed by our own software company and programmers

— e e e — e —
MIDLAND COMPUTER LIBRARY

ARSI

28 College Street, Worcesler WR1 2LS. Tel: 0905 611072

l Piease rush me my catalogue, enclosing £1 to cover costs, refundable on jeining l

Marmie

l Address

e s s s s s i

|__soFTwARE |l DEALERS

ALPHASOFT

Software at 25% reductions.
Batman (A) £6.90 They Sold A Million
Cusazatron (5) £6.90 2 (All) £7.45
Goll Construction Spindizzy (AN) £7.50

Sel (C) £9.50 Biggles (All) ET.45
Kiral (5) 6.90 Cauldron |l [} £6.99
S-Spectrum  A-Amstrad C-CB4

ChequeP.0. 1o Alphasoft
115 Parsonage Ad, Withinglon,
Manchester M20 9W.
5.A.E. for Price List P & P incl.

INNOVATIONS
COMPUTING AND
VIDEO
9 Harmondsworth Road,
West Drayton,
Middlesex UB7 9JS
Tel: (0895) 420457
Inexpensive software

ELITE EDITOR. Redefine status, rating,
fuel, cargo, weapons, credils, galaxy,
apecial missions, even cloaking device
and E.C. M. Jammer. Alter every feature
for only £1.99.

ASTROCADE Collection. Six M/C
games of arcade and adventure. Your
Simclair (JULY) gave it 810 playability
and &0 Value for money. Mow less
than half price, only £1.89 + 40p P&P
PROGRAMS wanted, to expand our
popular range of budget software. We
will pay cash for your games. Sent to:-

D.D.5.

49 Beaumon] Road, Helesowen
West Midlands BE2 9HD

COMPUTER
GAMER
THE MAGAZINE
THATS BREAKING
NEW GROUND
PHONE FOR DETAILS
ON 01437 0626




AN EDITOR, ASSEMBLER, MONITORAND
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 files can be loaded/saved
d from tape and disc from
n the editor. Source files from
ar assemblers can be

d tokenised

THE ASSEMBLER

A full two-pass macro

assembler (co-resident with

the editor) which supports
input/output from tape and
disc, conditional assembly,
intelligent assembly of 3
subroutine libraries and
iriclusion of named files
from tape or disc,

Built in calculator with access to
symbol table after assembly

% Symbal table may be saved and
¥ ¥

loaded for cross reference and
selective assembly of subroutine
libraries. :

Z80 mnemonics can be freely
mexed with Phoenix, a high level
compiling language

" THE MONITOR

hq:’: all the usual features of
a relocatable front-panel
debuggeér plus:

* Disassembly to screen, printer,
tape or disc with CALL and JUMP
labels automatically generated

- -Disassembled files can be loaded
. Into the assembler, edited and
" re-assembled

* 4 slow running modes with a
trace facility that allows the path
of ‘@ 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 time. Options include
“down-count” andcontrol of slow
run modes,

THE ANALYSER

A completely new concept.in
program debugging. This unigue

. utility allows you to execute up to,

ten analyser programs that
scrutimse your machine code
program while it is running. When
a particular conditions found the
ﬁrogmm 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 up to the point
that a ‘write’ is'made to a
particular area of the screen. The
path can then be listed to find
where the error originated.

GENIUS, the definitive system
ramming, is
1ovation and
ty” range, brought to you with

¢ combined skills and resources of
"EAN and OASIS {producer of
Winte Lightning”). Other easy to use
wducts in this range will ine
rtended BASICs, Compi
HSIENErs, MUSIC Con
IOCESSOrS :
“are rey

o £14.95
AMSTRAD CPC 464/664/6128

£14.95; £19.95




Ricky 8teal is a perfectly normal
teenage superhero. Normal in
that he has a steel arm and an
extremely slick car. The car in
question 18 called “Nightwind"
and is in fact a Class A101 hyper
alloy combat vehicle fitted with
rapid firing double barrelled
energy bolts and uranium
thunderbombs that can be
dropped when Nightwind flies. A
perfactly normal teenage
superhero.

In this new Spectrum game
from Mikro-Gen you play Ricky
in a four part game as you battle
against the invading alien
hordes of the infamcus Dr
Vardos to stop him achieving his
ultimate goal to conguer the
Earth.

Bafore you can really start
blasting Dr Vardos's minions
into dust you have to get to
Nightwind which is at the end of
Z0NE 2Bero,

In the centre of the screen
display is a scrolling top view of
the part of the zone you are
currently in. Bslow this is an
alien scanner that shows the
pogition of the aliens in the
present zone. On the left are two
gauges showing current fusl and
bomb levels and on the right is
an alient counter and a bonus
score counter, This is added to
your soore when you complete a
zone but beware as if it becomes
negative you can forget about
that high score.

In zone zero Ricky has to wallk
through a barrage of alien heli-
copters, tanks, jeeps and zep-
pelins before he even geta to
Nightwind Luckily he can

defend himself with a portable
lasar which can cut down the
enermny in any of eight directions.

Unfortunately the slightest
touch from one of Dr Vardos's
minions will be fatal as will their
bullets or even the edgea of the
soreer. Any of these will cost you
one of your four lives that are
each represented by a heart.

It will take you several at-
tempta to get through this
screan, even in the easiest, aptly
named Easy Peasy level, but
eventually you'll find Nightwind
and head for zone one.

Zone One 18 a simple wipe out
everything that moves game in

O
90

which jyour twin energy bolt
lasers will get some heavy 158 as
you must cut your way through
more helicopters, missiles and
gun emplacements, since you
drive through this entire zone
you must ensure that you don't
drop one of your uranium thun-
derbombe by mistake or you'll
blow yourself up. You also have
to keep a careful track of your
fuel gauge as a life will be lost if
this runs out. You can refusl by
gimply colliding with fuel tanks
that float around the screern. Un-
fortunately I always manage to
shoot them as thay come on the
BCTrearn.

Join Ricky Steel in his first

adventure

In Zone Two Nightwind takes
to the skies and not only battles
with planes but must alao bomb
android submarines before you
can finish the zone. The problem
with the subs is that if they
submerge you can't get them, so
you have to turn back for
another run which may leave
you exposed to a missile attack
Maybe next time Ricky should
fix double barrellad energy bolts
to both the front and the back of
Nightwind

Finally in Zone Three Ricky is
back on foot again, this time
hunting down Dr Vardos him-
salf. However, there are still a
few androids around so Ricky
will have to be on his guard as he
gearches the rooms and arch-
ways. Find -nd destroy Dr
Vardos and the game is worn

Stainless Steel is just the first
of a series of Ricky BSteal
adventures planned by Mikro-
Gen and has a “Spy Hunter” sort

of feel to it. The action is fast and
furious and will drive you back
for more. The swapping from
foot to car ensures that each
zone poses a different challenge.

The graphics are good espec-
ially the screen scrolling which
is exceptionally smooth as is the
animation of the aliens, my fav-
ourite being the helicopters.

Once you have completed the
game at the easiest level then
¥you can up the stakes and fight
more and faster aliens at the
three higher levela.

Stainless Steel is available for

Spectrum  computers from
Mikro-Gen and costs £7.95.
Originality e
Graphics (117
Use of machine L1 1]
WValue for money i
STAR RATING 'Q'
Red Giant,
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ALL THESE
BLOCKBUSTERS
TOGETHER ON ONE

GIANT
COMPILATION
SPECTRUM £9.95
AMSTRAD £9.95

COMMODORE 64 £9.95

DISC £14.95
_ [COMMODORE and AMSTRAD]

" Stocked at Selected Branches of

! WH Smith, Boots,John Menzies

COWOIrth, 2ens, Laswys and Rumbelows




JOURREY BEYE
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Prepare ynursclf fora grand adventure: Ultima [V, E
sixteen times larger than Ultima 11, " is a milestone in
computer gaming Lord British has produced a game to
challenge, not only your physical and mental skills, but
the true fabric of your character.

The evil triad of Mondain, Minax, and the hellspawn
Exodus, have been vanquished and peace reigns
throughout the lands of Britannia. Evil yet abounds
but in isolated pockets and in the

hearts of men. A new age awaits

the .'nm'mg of one who can

conguer evil on all frontiers

through the mastery of both

magic and the use of force

Daemons, dragons, and

long-dead wizards still

plague the countryside

and must be

destroyed. The seeker

on the path of the

Avatar will face hostile

groups composed of
mixed %

survive such
encounters
only by
strategic use of
weapons and
terrain. Earthly
victories over

seemingl
impossible cjd::
lead to the final
conflict, where the
ultimate challenge —
the self — awaits....

+ HUNDREDS OF
INDIVIDUALLY
DESIGNED
DUNGEON
CHAMBERS

« MULTIPLE
RANGE
WEAPOMNS

* DOZENS OF
COMBAT
SCREENS

* UNIFIED MAGIC

SYSTEM

' ! OF UNMATCHED

shadow of dowbi the wlimsie RF strategy g g - SUBTLETY

e my anemiion like this one does: it 15 a ' e « FULL

# :g#:.:r:':‘lhﬂ o game this year, malee \ CONVERSATIONS

. - . y WITH
chalerge @t will sk ¢ maomies 10 oo 0 ’ 3

Bt the gl v advenrrs 220 6 [ ' HUNDREDS OF

| / CHARACTERS




