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:l'?""t‘! The huge cavern echoes with the sound of clashing steel, for although this is the 20th century, cne combatant wields an ancient
_,,.H samurai sword, the other a broadsword. The duel is deadly earnest, ending only when the loser is decapitated. For the victor, however,
it is only one more conquest in a drama he has been living for 450 years.
w A unique breed of men fated to duel down the ages to a distant time called the Gathering will battle for the Frize—
power beyond imagination. The distant time is now. The place, New York.
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A Fistful of Dollars

The release of yet another joy-
stick is not likely to set the world
on fire but Mastertronic's Mag-
num exhibits a new approach to
an old theme The name Mag-
nurmn is derived from Dirty Harry
Eastwood's favourite weapon
and the design reflects this with
a pistol-grip styling. Internally,
the stick uses microswitches
which guarantes ahigh degree of
responsiveness and long life.

I must admit that I was im-
pressed with the Magnum when
I recently tried it out on some of
Mastartronic's new gamss.

Ona of these forthcoming
games fromm Mastertronic con-
tinues the Clint Eastwood motif
and is rapidly becoming known
as the ‘game with no name’. Tts
working title is No Surrender
and it concerns a robot wander-
ing through a 3D hi-tech land-
scape blocked by obstacles and
patrolled by enermy droids. Scat-
tered around the screens are
various objects which will open
up the maze and allow you to
finish the game.

One novel feature is the
transition from day to night and
if you don't find a torch in tims
you'll have to tuck your robot
away somewhere safe while the
action continues in total dark-
nass!

Also scheduled for release is a
Darts simulation in which you
tackle a range of opponents
based on Championship players.

g
a

Mastertronic refuse to identify
which players they have used to
avoid any legal actlon over the

pot-bellied, beer-swilling carica- |

tures they are using.

Extra interest will be gener-
ated by further comic relief of
animated pub scenes in the

launch of these games but the
Magnum joystick is available for
£1250.

It's also rumoured that the
success of Vidso Olympics has
taken Mastertronic by surprise.
It recelved no prerelease
publicity and yet shot to the
Number One glot. Could it be that
the company thought it would be

savaged by the computer preas?
If s0, they would hawve been right!
House Gauls

The year is BOBC and Gaul is
under Roman occupation, but
one anmuvﬂlagamrealstmtlm
invasion despite the legionaires’
afforts. The secret of the Gauls'
success 18 a potion conjoursd up
by a druid.

If you have already guessed
that I'm talking about the ad-
wventures of Asterix then you'll be
delighted to hear that Melbourne
House hawve immortalised him in
gilicon with the release of
Asterix and the Magic Cauldron.

Sat. in the vicinity of Totorum,
Amquarium and Compendium,
this 3D action adventure intro-
duces all of Asterix's friends:
Obelix, QGetafix and Dogmatix

humour of the original books by
and Uderzo.

The Magic Cauldron is the one
in which the super potion is
mixed and pieces of it have been
scathered across the countryside.
In the quest to find it, the player
will hawe to have all the slkills of
an adventurer and the quick
reflexas of a Fist IT player.

Also due for release is an
arcads game called Bazooka Bill
Eill is a one-man army Rambo

NEWSNEWSNEWS

style who must fend off an all-out
assault across 100 action
BCTEENS.

The game was written by
neweomers Arcade Machine Ttd
and they have chosen Melbourne
House to market their product.
Alfred Milgrom, Melbourne's
publisher, is delighted with their
cholee and excitedly predicts
that Bill will be a chart topper
from its release through to
Christmas. Perhaps in his ex-
citement he has fordotten the
release of Fist IT which they also
expect to be a massive hit.

OEN FOREST




News Showroom

The Hinth FCH Showr mas the wenue
For =1l the computer fanatics up zuand

cdomn the country to see what's new

in this hi-tech wWorld. Amongst all of
the jargon one phrase rang oyt loud
znd cleayr, so this wear's bussphrase
iz 'desk-top publishing'. Basically
this iz the iUse of a software package
which is like a2 super-wordprocessor
dewrized to desiogn page lavoubts, How
professional finishes are within the
grasp of anvone who wmants to
Ft*t_:--:'l.uce. a computer fanzine To mark
Ehi=s newr era we've decided to do all
aof our news this month wJUsing
Ariclasoft's Hewsroom Snd s fuall
review of this can be found on page

The Show itself was a great success
and the mood was one of d¥narlsmn
and hopefulness, a great contrast to
ast year's impression of depression
and disappointmnent. A

Atari put on their boxing gloves
to prowe that the ST is & machine
Hith a werv big future Spanning the
laroge area betireen the business and
leisure =ections of the Show like a
Collossus, the impression Wwas one of
strength even though the enphasis
was heawvily on business aprplications.

Similarly, Conmodore em?hamsed
their attenpt to re-estakblish
thewnszelwves 1n the business field by
forsalking the Main Hall totally in
favour of the gquiet seclusion of
Olvmpis 2. The result of this was that
few trisitors to the Show hiad a
chance to see the new B4C, unless
they causht = glimpse of the odd
machire lur!—nn-ir on one of the stands
in the Main Hall.

The result was that Anstrad's new
machines mware the show stealers.

COMPUTER GAMER OCTOBER 1986

Broken Dreams
Every wear it bzoowmes obwious tha
FCW stands for Frowiszes Can Wailf.
Despite the good intentions of the
software houses 1t i=s becoming rare
that their msjor new Progran 1s
ready in time. Hot that the majorits
af wrizitors seem Lo noticse, o Care,
once thevw enter the mwonderland of
the Olvwpia complasc

The nanes abowe the stands wna
change from vwear to wear but th
hall is alwavs fully booked and
faithful comns in drowves Lo see wha
Bargains they can fiod For sone it
means a cornucoris of games, utilities
and hardmare for others., a desperate
search. !

This wear, Enterprise were gone
despite their high profile 1n the
rewvious vesr, Gone, boo, was the
aroe MSX pavwillion Wl‘uci‘x_ started
speculation as to whern, if ewver. the
waLmnted MSHE machines wrill 5.?;5931"-
in guantity 1o this countri. ere
was plenty of MSXE software around
but there wers the manufacturersy

Where was Comnodore? Hiding in
the business section in Ulvonplia =2
which shoms mhere their lovalties 1
thesa davs. Leawing the IMain Hall to
Anstirad's dual lawnch of the PCISIE
and the Spectrum Flus 2, Commnodore
Jguietly pushed the boat out oo the
B4 in their self-imposed secluUsion.
_Bw far the sasiest softwares
picKings Wwere for pmstrad, Spectrun
znd CEd omners with the Eeah
following behind, On Swunday the
uUsunl free for all brolke out as e
conpany dumped their remaining
stocks at bargain prices. Ucean's
styurdy looking stand was in danger
of collapse wnder the press of a tidal
wawe of eager bargain hunters.
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Soft Soap
Surprise wisitors to the show were |
TJaclk Mooley (Arnold Feters) and Eddie
Crundy (Trewor Harrison) from The
grchers, the long ruoning Soip ol
Radio 4. The dua, acconpanied by an
Hubridae sheep, were inwited to help
launch the new adwenture from Letwrel
g and Mosaic. It will follow the same
Ztwle as their Adrian HMole gane
Mbich many Lompnodore oWners
received in_an introductory of fer
with their CE4. ;

Mosaic are also plannolng to launch
The Groming Fains of adrian Mole
Z4d there fras news of IHacsen's Flans
o produce a gamne ased on the :
highly successiul East Enders series.

The Big Name Game

More and more companies are realising
that bia names sell aamas and the latest
recruits are Doean Who will Follow Mizmi
Uice with a game based around the science
fantasy mouvie, Hiahlander.

Other companies Plaving the namea gans
srre The Edae (Shao—Lin's Road) Elite
(Space Harrier and L—.-n:u:ot-t.ﬂ—lilr.h:h’) nd Us
Gold dGauntlati.
~ Al=o on shol was & gane called :
Dauntiess by Ram Jam under the Electric
fireams banner. Rumowrs of troubla
befueen US Gold and Electric Dreams uetre
dizmissed by Gremln's lan Steawart who
= laimed ‘t:.h.a{:. hi=_team of programmars (8] gTa]
are workine on Gauntlet didr't feel
threatened at all. The outcome of the
Hizcus=ions' appears to be that Ram Jam's
game Wil now be called Dandy, the
ariainal mame aiven to Gauntlet. :
robably the E‘PEIE?E_EIt. Big name gams will
be Startrek from rikiz=h ‘Fa'lev:njm's Bewond
foam. Their stand, shaped like the
Erterprize's bridas, sttracted crowds of
Trekkizs who spent mnors tima wakching
wideos of the TU series than actually
lookina at the same, good though it maw

=

Firanha, who have added The Trap Door
o their cataloaus atbracted attention by
Foving live piranha fish in a tank onb their
=tand but mMore WISCIOUS LEme theirr puns
based around this fishy theme. Terr:y
Mogar. whosae u:ampan:a_ﬁas producad tha
T programme of The Trap Door, did not
appear at the show but I'm sure that his
fan would appreciate this picture of him
With Firanha's Mandy Kewho che's the ane

; the one in the middlal.




The Spectrum Plus Glue

True to his word, Alan Sugar's new
Spectrum sports a 'alued on' Cassette

| deck. This —ould mean an end to the
misload blues which moszt Spectrum owners
suffer from time to time. y .

In appearance the new machine is not
unlike the CFC Amstrads, with a more
professional looking kevboard than its
earlier incarnations.

howah it is based on the 128, the
paectrum 125 + 2 has much more to of fer
with & built in MO inkerface and tuo

ﬂnyStiCk ports. Perhaps this will prove to

e a turning point for the rather Tl
ldéiéapp-:unt.mg sales fiaures for the original

Of Mice And Thingi's

Mice infFested the Show, not the Ffurry kind

| but the small plastic variety, and, if
their number= are anything £o 2o b, thzy
Will scon rule the world and then what wil

| wioid aive the man who has everything? A mo

| uze house of courss! These are furry
little covers which protect wour mouse

[ from dust and add a certain fesl-appaal
The covers even hawve a little mouse face

[ on them. Ridiculous but fun,

Ancther odd little add-on is Owverbase's
| Thingi. This handy little device is a s:h_f- on
an arm which sticks to a velcro panal on
top of wour monitor or TU set. Just the
thina to hold vour latest copy of Gamer
while wou twpe in a listina

COMPUTER GAMER OCTOBER 1986
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Son of 64

The Commodore E4C was unveiled of Ficially
for fhe first time at_the Show and it wil)
replace the current CE4 computear.

in appearance the B4C looks like a cut-—
down wersion of the CI28 but it = actually
a redesigrned 04, Albhoush this means
direct compatibility with the current
machirke, 1t also means that it doss not

have the aduvantagse of the aduvanced BASIC
t

0

of the Cl2e. 1

__Whether the new Geos operating svs=
will everntually form part of the packaze,
anly Commodotre carmr sayv,. but its
aduantages can be shared by existing
owrpers of Ced=. Geos is an advanced HIMP
system (windows, icons, mouse, pull-dowun
mernus) making many of the B4 routines
tasks more easily accessible.

1]

in

Sof twhere?

H‘Ith-:a_r.a-?h many new products were
unfinished at the time, m_anﬁ companies had
demos r_.lg- and_ running. OF these, ane of
the most striking was Falace Softuware's
antiriad which they hopes will outsell their
Cauldron 1 and 1. Durell's new gamss will
also be worth watching.

Activizion were showing Hacker 11,
Howard the Duck and International Karate
but they were also plugaing their
forthcoming nauahty Infocom aduenture,
the Leather Godesses of Fhobos.

At last, after two wears Digital
Intearation have completed TT Faces and
their stand was araced by 2 beautiful
Suzuki owned by ace rider Faul Lewis who
uas takima om all-comers at a lap or tuwo
of the gamea.

This wear's Show Wwas a areakb
sycoess and I only wish 1 had space
ko mention ewervihing that I sasr
Hexct wear promises to be as exciting
as avar so be there! ;




At some time or other most

people get the urge to write a

newspaper, newsletter or fan-

zine, However, most budding

editors never see their work in

print because they hawve nsither

the necessary resources nor the

aditorial knowladge.

The Newsroom, with its two

disks and 86 page instruction
‘book, gives you enough of both to

get those presses rolling. Al-

though Newsroom is also avail-
able for Apple and IBM formats,
the review copy is written for the

0B84 so this is the version I'll be

concentrating on.

The program was originally
written by an American soft-
ware house called Springboard
which is better known for its
gducational software, This ex-
plains the execellent booklet that
not only provides step-by-step
instructions on how to use the
program but also provides a
tutorial on how to run a news-
paper, covering everything from
the stories you should get (and
how to get them) to the staff you
will need.

Digital versions of your staff
appear on Newsrcom's main
screen representing the Banner,
Fhoto Lab, Copy Desk, Layout,
Press and Wire Service depart-
ments. Selecting one of these
characters allows you to start
work on your paper's launch
issue.

The first task is to name your
paper and design its banner
heading. This usually contains
the title, isgue number and date
aswell as some graphies to liven
it up. The graphics may either be
gelected from the clip-art disk
gupplied with Newsroom or
something you've drawn jyour-
self the program’s
graphics toolkit that provides
gtandard box, circle, line and fill
commands. Obwviously you can
combine the two, to produce
some impreasive results.

A full list of the supplied clip-
art graphics is included in the
booklet and you can choose from
a selection of aliens, bears,
beasta, birds, bugs, cats, cattle,
dinos, dogs, frogs, kids, maps and

men. Then on side two of the
graphics disk youll find more
men, womén, penguins, rabbits,
rodents, pigs, scary monstars,
gporte, trees, vehicles, workers
plug a selection of undefinable
otgectamcludjnga.manstandmg
on a soap box, the Statue of
Liberty and a skull and cross-
bones. The same graphics can be
used, combined and altered in
the Photo Lab, using the toolkit
to provide illustrations for the
rest of the paper. Once you've
created your banmer and any
pletures you need and hawve saved
them onto disk, you can begin

By selecting the Copy Desk you
can now add words to your
paper. These can be written in
two sizes (logically called small
and large) in serif and sans-serif
styles. In addition, the large
letters can be written in the
English typeface which is ideal
for headings.

Before entering the text it's a
good idsa to position your pic-
tures where you want them on
the panel (or part of a page) so
that the text automatically
wraps around the picture to
produce a professional looking
finish. Again the results are
saved to disk as you continue
work on the text for the next
panel.

Then it's on to Layout who
decide how many panels there
will be on a page and where they
will go. An A4 sheet will have
room for eight panels but only
six if it's the front page, since the
space for two panels will be
taken by the banner. Bimilarly, &
foolscap sheet has room for 10
panels or elght with a banner.

Finally, it's time to print the
firgt issue. Unfortunately, since
it's a graphics printout, you will
need a dot matrix printer and a
1ot of time because it takes ages
to print. This means it 15 only
realistic to use Newsroom to
print a master copy which can
then be photocopied Alterma-
tivaly, you can use the “wire
gervice” option to send it by
modem to your high-tech readers.

Like all ‘creator’ programs,

whether they be garmes creators,
adventure writers or graphics

utilities, Newsrcom has its
limitasions.
Due to the size of text used you

can only expect to get around
400 words per A4 gheet (in
Gamer this is nearer 700) and
these are in a limited choice of
sizes and typefaces.

The graphics that are provided
are fing aa cartoon characters
but can only be used in the set
size, which is a shame because
the better ones ssem to De the
smallest. This algo restricts your
choices of the combination pie-
tures that you can create.
However, since the print speed
restricts Wewsrrom to produc-
tion of an original suitabla for
photocopying, you may prefer to
inclhude boxes in which you can
stick in photographs or screen-
ghots before copying.

Although ite numerous icons
make Newsroom easy to use, itis

since everything has to be
created separately then saved to
disk for later use.

If you're prepared to acceph
the limitations and plan your
paper well in advance (as in-
structed by Newsroom's booklet)
then you should find it extrermsly
useful. The price is a little high
for most ons-man publishers but
for a group it's a very good in-
wvestment.

The Hewsdesk
From Ariclasoft
l.,-:-mxa.mizlf:-r-e Ed In
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Without music, graphics
and sound the Board
Game has become the
most popular in the
world.

Now it has them.

“Over 3,000 questions of no vital importance.”

Available now on
/" Spectrum 48/128K Commodore 64/128K L9 W soh Meres
ﬁ BEC ‘P Amstrad CPC
Cassette and Disk and all local stockists

- 1
HORN ABBOTT TRIVIAL PURSUIT js s Trade Mark owned and licensed by Horn Abbot International Ltd,

e o i Published by Domark Limited, 204 Worple Road, London SWI08PN. Tel: 01-947 5624 DOMARK
‘Trivial Pursuit was prograsmmed by Oxfard Digital Enterprises.




- d = . 2 A4 h ) Ly | R W TE L ERR T T Tl e EERL R N - G

AU=H T \
/A AN & 1§l “@

ALWAYS AHEADOI
om First Division

Fiants and opted to 47N " : Footballer of the Year
overs. Cl16+4 MSX Spectrum 481

£6.95 £7.95

Amstrad, BBC/Electron
Atari CBM 64/128

new

City. o
Coopegd §
fior 12 mojis
njury, bris

m : after not
expert Pierre q n | . ontract.
has i :
s treated ot o threatens
: of making, 1t JO0
. o o - =% ;. chances o1 P  the WOT
' ; i g b «Ci b ] Squad for remarkable scori
§ : : which has made tf
| : : : : Y ders,  MOTERD: ecd born player the clubs
S A . Il be BEE R in puld i prolific scorer in their §
' Uni reluctant YgPOEVith him, 55 quscle yesterday 0 war league history.
“Nited Jopke . i
Menacing -'llfd the more
¥
|
A
]
i
o
k
J“.
i
X

Available November i o il g e



/\ff:' | wi ALY _ T

\D OF THEIR TIME
Future Knight Trailblazer

# i R re il \
3 . ST it
Available Nevember .




e P ol N W A MRS SR

Infogrames produce games with
a definite French flavour and the
ideas contained in them are like
a breath of fresh air.

The Inheritance tells the
strange tale of Peter Stone, a
down-at-heel bum living in a
dilapidated tenement block in
New Hawven. Peter is in debt to
Just about everyone in the build-
ing and just wante to lie on his
bed and fade away.

A sudden kmock at the door
mnakes him snap out of his dejec-
ted state and, even though he

thinks it will be yet another.

demand for money from his
neighbours, he answers the
door, Instead of the angry face of
a creditor he finds that the vis-
itor 15 the bearer of glad tidings.

It appears that he is to inherit
a fortune from his aunt’s will but
their are strings attached. Along
with a gift of $300 and a plane
ticket to Las Vegas, he is given a
note. He must go to Vegas and
ermulate his aunt's good fortune
in thd Thirties. In one night in
Vegas she won a million and he
st do the same if the inherit-
ance is to be his.

Grabbing a flight bag, you
st help him pack for his
journey. To find objects in the
graphic representation of his
TOOTT, ¥OU TNOVe & cursor about

Infogrames

and press the fire button to open
doors and drawers. In the same
way you select iterns which then
appear in the case at the right of
the screen.

Onece the bag is filled Peter
must run for the door without
meating any of the neighbours, If
he should bump into someone on
the way out they will dermand the
return of an item stolen at some
time in the past. If this is in your
bag they will be placated if you
hand it over, If you haven't got it
then you must go back and get it
immediately. You can ftry
threatening your accuser with a
kmife, axe or gun but this is liable
to end in & trip to jail.

An eventual escape from the
block will reveal a code which
allows entry to phase two of the
game at the airport.

You have arrived with only a
few minutes to spare before your
flight takes off for Vegas. On the
way in, you appear to hawve lost
something wital to your journey
and you have to get it back and
find your departure gate before
it's too lata.

In the final stage of the game
you hawve to earn a million dol-
lars overnight by fair means or
foul in the caginos and clip joints
of the neon city.

Apart from the usual array of

onearmed bandits, rowlette
wheels and crap games, there
are several illicit ways of earn-
ing money by extortion, theft
and Russian roulette. It is soon
made clear to you that you've
only got enough cash to legit-
imataly sarn money on the frudt
machines and this is a slow way
to a million dollars so it's a trip
down the back streets for eagy

money.

By far the most risky but pot-
entially way to amass
a fortune is to gamble with your
life at Russian roulette. As you
select the gun with the cursor, it
appears in full graphic detail

your
if your huck's in or a wooden
overcoat if it's not.

In another office you can steal
ornaments, if you're careful, and
sell them to earn a few hundred
extra dollars,

When you eventually earn
enough to try your huck at the
gaming tables, you have to resist
the tamptation to throw it all
away on a few rash bets or your
fortune and the inheritance will
slip through your fingers.

A brutal analysis of this game
iz that it culminates in nothing
more than a collection of casino
games strung together by a thin
storyline. In fact it is the
storyline which makes the gamsa.
Once you reach the final stages
with just a few dollars in your
pocket the urge to amass your
fortune is quite strong and this
adds the bite which o
casino games lack After coming
80 far you must succeed or all
your efforts will have been in
vain.

I am sure that anyone who
buys this set of games will find
that the cost is cutweighed by

alemnent of the Vegas games will
keep you coming back for more.
FLANET RATINGS .

Originali sgse
Graphics -
Use of Machine Ll
Value for Money L 117
STAR BATING :
Nova
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L'affaire Vera Cruz is a murder
case set in Francs, so donning
rry Clouseau trencheoat I set off
to the computer research centre
at 8t Etienne.

At the start. of the affair T was
allowed to examine a photo-
graph of the dead woman's room.
Sprawled across the floor was
the body of the Cruz woman but
whywould such a beautiful dame
want to commit suicide? Besides
which, why shoot jyourself
through the heart?

-Semething was wrong. This
had all the hallmarks of a mur-
der, Using computer enhance-
ment to examine the details of
the room, I searched for a clue to
the murderer's identity. Clues
wers thin but two cigarette butts
in the ashtray let me know that
ghe hadn't been alone when she
died.

Taking the bull by the horns, I
gtarted to search data bank after
data bank to plece together the
Vera Cruz Affair.

With Vera Cruz, Infogrames
hawve talken another fairly simple
idea and turned it into a fascin-
ating game. The first, part allows
you to move a4 CUrsor squArs
around the scene of the crime
and, if the area holds anything of
plgnificance, a small window
opens up showing more detail
with a verbal description.

When you think you've ex-
hausted all the possible options,
the second part of the program
loads and the investigation
starts.

All you know so far must be
entered intc the computer’s
memory 80 that it can judge if
your eventual accusation is an
inspired guess or the result of
detailed investigation.

If arcade games are the penny
dreadfuls of modern society then
this is the Sherlock Holmes or

Christie nowel. Much of
the time 153 spemt in head
scratching and going over the
datails again and again looking
for the next clue.

To start with, all you know is
that the victim was a woman of
eagy virtue and the scraps .of
information gleaned from the
first picture. From now on you
hawve to use your computer to
link through the police system
called the Diamond INetworl
Each lead can reveal new names
or new details which event
forms a framework of the world
of Vera Cruz.

Title:
Computer:
Supplier:

Price:

L'affaire Vera Cruz
Amstrad

Infogrames

£9.95 (cass) £14.95 (disk)

5--ihrt'llru¢h

LAFENILLE Madine
barn 1.2.56 in WRLENCE (28)
Enh at I Balay Street n

“I'm & childhood friend of

befare
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Through the network suspects
can be interrogated and alibis
checked. If a suspect has pre-
vious convictions, the detaila can
be examined and it soon becomes
clear that Vera lived in the shady
underworld of drug dealers and
jewel thisves.

The screen display is simple
but effective and shows a com-
putar VDU beside a printer. Each
interaction must be preceded by
the correct code for the police
department where you think the
raelevant information is stored. If
a record exists, the suspect's
pieture is displayed on the
gereen while their details are
printed out. If you can't remern-
ber a name the computer will
help. Just type in a close
approximation of the name and
it will respond with the details.
The record can then be printed
out (if you have a printer ) or you
can resort to the old-fashioned
notebook and pen.

I think Infogrames have hit on
a rich wvein of entertainment
worth investigating. Although
there are some similarities to
the Fourth Protocol in style,
gvery inwvestigation of this
nature differs from one another
in the same way as every adven-
ture gams. In a similar way this
will not be everyons's cup of tea,
but I for onewill be continuing to
pearch for the solution to the
crime.

David Grosgsweller of Info-
grames intends to hawve addi-
tlonal versions ready for C64,
Spectrum and MEX computers in
the shops early this month, so
owners of other machines will be
ahble to join in the fun.

Some of the software eman-
ating from France in the past
has been rather disappointing
but these two releases show that
there is a great, store of inventive
software building up on the
Continent which could provide a
fresh approach to computer
games. It is all there waiting for
someons with the gall to tran-
slate it.

PLANET RATINGS

Originality [ 1 1] ]
Graphics [ 1]
Use of Maching (175 ] ]
Value for Money [ 111
STAR RATING : : [
Nova

L




Open the fridge door and immerse yourself in the latest

Heroic Warrior Adventure.

Welcome, Warrior! All you need
to play is paper and pencil and a
six sided die, although you can
use the list of random numbers
provided if you want to. Make
your decisions and follow the
numbered paragraphs as direc-
ted. Combat is resclved as
follows: each character is rep-
resented by two valuss, a
Strength Rating and a number of
Life Pointa shown in the text as
8R/LF. When you enter battls,
roll a die and add it to your SH.
Now do the same for your oppo-
nent. Whoever has the LOWER
total loses that particular round
and subtracts 2 from their LP
total. This continuss until one
party's LP total reaches zero and
that person i8 assumed to be
dead. You start with an SR/LP of
8/20.

After a meeting of the Great

Couneil it 18 decided to send out

ernigsaries far and wide in
search of the Orb of Haphana. It
falls to your lot to visit the Palace
of the S8now Witch but first you
must reach the Icy Wastes, that
ara of frozen desolation that she
has chosen to make her empire.
This is one of the hardest ad-
ventures ever to appear in
Gamer and you will need to keep
your wits about yow Certain
decisions will need to be made
that cannot be written into the
text for fear of giving the plot
away. I have tried to give clues
wherever possible but be aware
that you will have to do things
that are not written dowrn. Think
about what someone would
actually do in a given situation
and try to be honest. There are
some traps to catch out cheats
but, if you are the sort ofiperson
who cheats at Patience then, no
doubt, you will cheat at this as
well. Enough of the waffle. Good
Tuck. Goto 46.

1. What type of spell do you wish
to cast?

Fireball — 37

Other — 43

2. Do you have the hammer and
apikes?
Yes—9
no — 27

3. The path meanders through
the forest. You've just come to a
sharp bend when a wolf leaps out
of the undergrowth and attacks
you, doing 2 LPs of damage. It
has an 8R/LP of 7/8. Do you win
the battle?

Yos — 38

No—B8

4. You are on the west edgde of the
river, Faths lead in the other
three directions.

TogoN —26
TogoS—T7
TogoW—11

5. The path climbs straight up to
what you thought was a cave, but
when you get there, you find that
the entrance 18 blocked by a age
boulder. You try pushing it away
but to no avail. The only way that
you will ghift it is with a lever of
some sort. The boulder is quite
abrasive and if you want to use it
for sharpening your sword or
whatever, make a note of it.

If you have a lever — 44
Ifnot — 28

6. You can now hear the roar of

the approaching waterfall. Did

you carve a landing bay for
17

yourselfy
Yee— 14
No—39

7. This 18 a narrow strip of land
with the ravine to the west and
the river to the east. Paths also
lead north and south.

TogoN —4

Togo8— 18

TogoW—41

8. You push the boat out and it
quickly reaches the centre of the
river. The current is so strong
that you hawve no control over the
boat as you get whisked away to
the south.

QGoto 57

9. By dodging most of his blows,
you wait your moment before
driving a spike into his solitary
eye, 80 putting him literally into
a blind rage. You did, however,
suffer 6 LPs of damage. You are
now able to explore the cave.
Goto 40

10. The path ends at a huat, long
gince deserted Apart from a few
bent nails and a broken stool,
you find a hammer and some
gpikes lying under the bench,
apparently forgotten by the
previous occupant.

Goto B8

11. You are north of the ravine
with paths leading east and
north.

TogoN — 48
TogoE—4

12. This is the narrowest part of
the ravine and you can get quite
good views of the Ioy Wastes. As
far as the ayes can sea, thare are
no potential landing sites, Away
to the south, the river falls over a
huge waterfall before disappear-
ing from view. The path ends
abruptly here and the only way
back is to the north. If you want
to, you can try throwing some-
thing to far shore in an attempt
to make some sort of landing

ared.
To throw something — 31
TogoN —7

13. You are at the edge of the pine
forest. Paths lsad north and east.
TogoN—3

Togo E— 81

14, Have you got your grappling
iron prepared (le already
swinging)?

Yes —42

No— 29

15. You are on the edge of the
forest. A ravine runs all the way
around stopping all immediate
movement. There is a rickety old
rope bridge leading to the east.
To use the bridge — 47

To try something alss — 58

The lcy

16, If you don't have the grap-
pling iron, stop trying to cheat
andgoto . Ifyoudo haveit, goto
48,

17, You will need to malke your

own bridga. Fortunataly, thera is

a suitable tree that, if felled
1y, would fall across the

rayine to the north. Do you hawve

an axe?

yes — BO

Ho — 32

18. There 18 no way across the
ravine here.
Goto 7

19. There is a small boat tied to
the end of the jetty. You can
launch the boat, leave it, or take
it with you. Paths lead north,
south and west.

To go N — B2
To go 8 — 4
To go W — 28

To launch the boat — 57

20. If you have the hunting knife,
you remove and wear the skin
Add & 4? your LP total.

If not, goto 54
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21. The path continues until it
opens out inte a small clearing.
Two goblins are cooking a rabbit
over a smokey fire. You must
fight them each in turn. They
have 8R/LPs of 6/8 and 7/8. Do

win?
Yea — 36
No—E8

228, With rmch slipping and slid-
ing, you make a ladder up to the
top of the cliff by driving in a few
gpikas, climbing up a step and
ramoving the bottom spike. The
cold takes its toll, though Roll
one die and subtract that mum-
ber of LPs. If you makes it to the
top, you can take a well earned
regt, knowing that your adwven-
ture is just beginning.

25. Tou hack away at the tree
and to your relief it falls just
where you wanted it to, bridging
the ravine to the north. You take
the opportunity to fell another
tree and make yourself a largs
gstave, suitable for use as a lever.
TogoN —11

To go W — 60

24. You made it to the opposite
ghore. All you need to do now is
to climb the ice cliff in front of
you. Do you still have the ham-
mer and spikes or were you
greedy Iin the cyclops treasurse
E;w If you have the spikes, goto

If not, goto 33,

258. It 13 about time that you
thought about getting ashore on
the other side as the boat con-
tinues to hurtle south. If you
want to prepare any action or
spell, make a note of it

Goto 8

dd

26. You arrive at a small jetty.
Before you can explore further,
you are challenged by two
guards with 8R/1Ps of 8/5 and 7/
7. Fight them both in turn. If you
win, goto 19. If not, goto 58.

27. You don't have any other
means of attacking him. Lose 4

LFs as the cyclops gets in a
couple of heavy blows. You st
now fight him with your sword.
Goto B1

26. You are on the mountain
path. Impassable mountains lie
to the north and the road south
leads down to the ravine. East is
towards the river bank whilst
the western path leads up a steep
mountain to what appears to be
a cave entrance.

TogoE—11
TogoE— 26
TogoW—5

£9. You have left: things too late.
With the fast current, by the time
that you have got the grappling
iron ewinging, your boat is past
the landing site.

Goto 39

30. Daylight floods into the cave
revealing the huge bulk of a
cyclops gnawing away on a bone.
He drops it and picks up a huge
club for aweapon. Do youwish to
attack it:

Normally — 58

Magically — 43

Some other way — 2

31. What do you want to throw?
Grappling iron — 16
8pell — 1
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32 You are unable to bridge the
ravine. There 18 no way now that
you will be able to reach the Ioy
Wastes in time. Your quest is
ended.

33, Wealthy you may be, but it is
not going to be much use to you
as you fresze slowly to your
death.

35. The jetty is smashed but your
boat is safe. You are now free to
enter the cave if you want to.

To go in — 30

To go down the hill — 28

36. You eat the remains of the
rabbit and find a hunting knife,
guitable for skinning animals.
The path leads north and west.
Togo W — 60

TogoW— 13

27, If you have not found a copy
of the spell, stop cheating and
goto 12, If you do have a copy,
goto 59,

&8. The wolf skin would provide
useful protection against the
bitter weather. Do you have a
suitable implement for remov-
ing it?

Yes — R0

No — 54

9. The boat follows the main
path of the current and your
hopes are momentarily raised as
you swerve round some rocks

but it 18 to no avail as you go
tumbling over the falls to your
doorm.

34. The bridge iz now wvery
rickety and just as you reach the
west side of the ravine, collapses
under you. You manage to haul
yourself to safety but the bridge
has now disappeared hundreds
of feet below you and you will
have to find some alternative
method of getting back

Goto 17




N

40, The contents of the cave seem
to consist mostly of human
bones. Amongst the equipment
discarded by the cyclops are a
scroll case containing a fireball
spell, a daggder, a mace, a grap-
pling iron, two helmets, a huge
opal, an exquisite jade statue and
a small coffer of gold pieces, You
have room to carry two
extra items apart from what you
are already carrying but if there
is anything in particular that
you want, you can drop some-
thing that you are already
carrying. Make a note of what
you pick up and then leave the
cave,

Goto 28

41. Is the rope bridge still stand-
ing?

Yes — 34
No— 18

42. The iron has just enough
momentiim to reach the ice wall.
Throw one die. Is the result a 67
Yes — 49

No—56

43. Whers did you get the magic
from? Certainly not in this game
80 stop cheating! You are sen-
tenced to play all the black hole
related gamies from the past
twenty issuesl

44 If you don't have the stave,
goto 8. If you do hawve it, you
succeed in removing the boulder
which rolls straight down the
hill into the jetty. Did you move
the boat?
Yes — 35
No—83

456. The path leads south and sast
here

To go 8 — 13
Togo E— B0

46, The temperature has been
dropping for some time as you
approach your destination Fin-
ally, you reach the summit of a
large hill and can see the Icy
Wastes spreading out into the
distance on the other side of the
river Barduin A path leads down
the hill to the east into a pine
forest,

Goto 13

4%. The bridge bears your weight
— just — and you arrive on the
eastern side of the ravine.

Goto 7

48. Unfortunately, the iron falls
a couple of fest short, lands in
the river and snags on some-
thing. No matter how hard you
pull, you cannot get it free and
must leave it behind.

Goto 12

48, Despite its barbed ends, the
hook fails to get a grip in the ice 4

50. Did you sharpen it?
Yes — 23
No — 32

51. He has an SR/LP of 10/16.
you win, goto 40, If not, goto B8,

52. A small clearing has been

river to form an alternative
launching site for the boat. An
old blunt axe lies embedded in a
tree stump, presumably used by
the person who cleared the area.

Paths lead north and south.
TogoN — 10
TogoE— 26

To launch boat — 8

83. Although you have gained
access to the cave, your quest is
ended as your one means of
transport across the river has
just been erushad by the boulder.
You will not be able to find an
alternative Toute to the Igy
Wastes in time.

B4. The carcass will have been
removed by forest scavengers by
the time you return.

Goto 45

58. If the bridge 1= still standing,
use it. Goto 47, If not, goto 17,

56. The hook grips and your
arms are almost jerked out of

movermnsnt is arrested. Slowly,
you haul yourself to the shore.
CGoto 24

5% The boat speeds up and is
now travelling south at a tre-
mendous rate,

Goto 25

B58. Your task has ended in fail-
ure. At lsast you died malding a
valiant attempt to stop the flow
of corruption into the land.

Random Numbers.

If you don't have any dice
with you then use these
random numbers to decide
your fate. Start anywhere in
the list and cross one off
whenever you are instructed
to roll a die.
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89. You fire the spell at the base
of the ice wall and enough ice
melts to form a small slippery

bay.
Goto 12

80. You are at a 3way junction
on the fringes of the forest.
Togo8—21

TogoE—18

TogoW—3
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Beyond the Forbidden Forest
ce4

US Gold/Cosmi

£14.99 (disk)

Computer:
Supplier:
Price:

not Walter Gabriel), TS Gold
hawve got just the game for you
Billed as an OmniDimension 4D
game, you must first show your
prowess in the proving grounds
of the forest before being allowed
to continue your quest: to seek
out and destroy the demogorgon.
The reason for all the multi-
dimensional adjectives is that
you can move in and out of the
screer, ATTOWS as you go,
and the game also features the
of time.

Forbidden Forest was one of
the first games that I ever played
on the C64 and first impressions
are that it looks quite similar to
the sequel. The same chunky
graphica are there and the
gameplay in the two versions is
superficially similar, A quick
game of BTFF soon shows that

nearer to your final confront-
ation. The main problem, as
always, i8 that the monsters
fight back and you tend to die a
somewhat gruesome death. Not
only that, but on your resur-
rection, 50% of your hard-earned
golden arrows disappear.

the whereabouts
of your arrow’s final destination
is a two-part operation Firstly,
you must select the required

elevation by mlnmgm ﬁngar
pressed on

be.nﬂonelmar a:ldeoft.hs acmen

longer see this band when night
falls. To actually release an
armwwumovsthae,joystickm

direction and

required
relaaaethﬁﬁrem.un.

To complicate matters even
further, you can move in and out

main problem is adjusting the
elevation, which takes a lot of
practice, by which time you have
probably been devoursd.

The monsters are a fairly
mixed bunch with the one
mnmnmmmmsymﬁ;mﬂ

but one life. The first part of the
game cycles around four main
creatures and you must collect at
least four golden arrows before
progressing to part two (your
total of arrows gets doublad
upon entering the castls).

First off is a glant scorpion
with a deadly sting and a nasty
habit of leaping on you when you
are least aware. This is followed
by a worm who is likely to
swallow 3you whole before
spitting out. your bow and arrow.
Tha huge dragonfly is the easieat

of the four beasta to destroy as it
only requires one shot whilst the

the game. Your first task here ia
to destroy a bat from the many
flying arcund your head. Natur-
ally, this one is a bit special and
is orange coloured Not only do
you lose an arrow for each shot,

into the firing line is a multi-
headed hydra, each head belch-
ing out fire. To succeed here, you
must knock out all the heads in

Title:
Computer:

Supplier:

?

Let's not mess arcund here, Put
down this copy of Gamer and
rush to your local computer
ghop and BUY A COPY OF THIS
GAME! We hawve struck the
mother lode and reached arcade
heaven! Why all the exciternent?
Well, Beeb owners who are also
regular readers of Gamer (that
is: all the lively ones) will recall
reading of the C84 smash hit
TUridium What we have here, in
its own quiet little way, is the
BBC conversion.

The game, for all those living
on another planet, involves the
penstration of a massive space-
ship by a small fighter, pausing
on the madeap mission only to
destroy gun and fuel emplace-
mmtsunthaslﬂp‘smt%a;em

fast), furious and a lot of fun;
compulsive too. This version has
stunning music, amazing

000000000 Z

turn. To add to your fun, though,
the heads continue to function
perfectly even when hit until the
last one is

All that remains now is the
final battle with the demogor-
gon. A terrible monster rising
from a deep hit. To Ikill it, you
need to put an arrow in the cne

ultanecusly avoiding the plasma
bolts that issus forth from its

characters are very chunky

may not appeal to everybody but
the 3D effects work well My
main grumble is that I feel it is
just a bit too difficult in the first
part and this will put people off. T
wonder how Robin Hood would
have coped. GR.H,

PLANET RATING

Originality
Graphics

Use of Machine
Valuse for Mongy

STAR RATTNG
Red Giant

Psycastria
BBC Model B
Audiogenic

gpeed of the game 18 phenomenal
and the a wonder to
behold. In ghort, BUY THIS! This
game has the Gamer guarantee
of quality and fans of fast-

sees
SESss
(1l )]
sSssss

3t

Originality
Graphics

Use of Machins
Value for Money

STAR RATING

Nova
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Impossible Mission
Amstrad
US Gold (Epyx)

Who Dares Wins IT
BBC Model B
Alligata

£9.95 (disc)

Commando-style games are
upon us! First, we were treated to
Commando, now we have the
Alligata, conwversion and still to
come is Green Beret: A poor re-
viewer could get a Rambo com-
plex from all this. All of these
derive from the arcade classic
Commando and follow much the
same plotline: a single soldler
must advance up the screen,
shooting enermy soldiers, avoid-
ing hullets, skirting obstacles
and eormpleting a mission
On that basis this game is
fairly standard and only has
more detailed play, continual fire
mode and variety of landscape to
raeT%I;unend it over Commando,
gameplay i8 easy to get
into and the standard movement.
pattarns of the enemy soldiers do
mean that movemeant up the field
of battle can be quite easy; pro-
vided you don't try to go too far
too fast. However, the graphios
arg poor and spoil the effect of
the game — we're back in Manic
Miner country {although scrat-
chy graphics never hurt that

game!) and I much prefer the
chunky Commeando fgures.
Anyone who has seen the Am-
strad version of this game will
find that this ig almost identical

full marks to Alligata, though,
for the Beeb conversion!

One very nice touch is revealed
at the end of the mission — you
have done so well that now you
hawe to return to the start. . . the
hard way! Playable and compul-
sive, this should do well but if
you can only afford one lone-
goldier-against-the-world gams,
than I would advise you to have a
look at this and Commando in
action before parting with the
cash. D.R

PLAWET RATINGS
Originality ass
Graphics sse
Use of Machine L] ]
Value for Money L 1 ]
STAR RATING

O
EBright Star
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REVIEWS

This i5 the long awaited (by
some) conversion of the smash
hit Commodore game of a couple
of years ago. The game is basic-
ally a ladders and ramps game
with some problem solving and a
few ‘Simon’ fype puzzles.

The world is under threat of
nuclear destrmiction from the evil
Dr Elvin Atombender. Your job
(surprise, surprise) is to wend
your weary way through all his
guard robots and unscrambile his
secret codes to stop the launch of
the missiles that are going to
destroy the worlds.

The mad doctor's underground
complex is composed of 32
rooms connected by lifta and
passages. BEach room has differ-
ent levels and some lifts in it will
transport you from level to laval,
The room 1s also full of human
seeking robots that are out to kill
you, and some furniture for you
to search to find the codes and
circuits. There is also usually a
computer terminal in each
room. With certain codes there is
the option to reset the lifis in a
room or to immobilize all the
robots in a room.

When you have collected some
circuits you can try to complete
them by fitting pairse of them

Title:

together using your ‘pocket
computar’, an icon driven devics
that allows you to flip, rotate,
move, ete. these pieces.

The gZame feabures good
animation with the well known
‘somersault’ that the main
charactar does. The conversion
to the Amstrad loses very little
that the game originally had,
and if anything the graphics
look slightly improved.

The game itself, however,
shows its age somewhat and
comparad to the quality of games
that are a bit more recent the
tedium of the gameplay shows.

A reasonable garme if you were
impressed by the Commodore
game, but definitely a game that
is going to sell on the back of
the rage memory of its prede-
cessor rather than on its own

merits. M.E.
FLAWET RATINGS

Originality esd
Graphics saw
Use of Machine [ ] ]
Value for Money [ 1}
S8TAR RATING O
White Dwrarf

Danger Mouse in Maling

Whoopee

Computer:
Supplier:
Price:

OGreenback has yst anocther
schems to gain him World dom-
ination. This one involves
making whoopee cushions and
placing them on the chairs in the
United Nations. Danger Mouse
nas been brought back from his
holiday in order to counter this
latest threat. Betting off for
Chicage (the windy city), he
must drive round, find and
destroy the gas factories before
evantually making his way to
the cushion factory where he
st burst as many as he can.

Spectrum
Creative Sparks
&1.99

The soreen is split into two
with a 3D view of his surround-
ings at the top and a plan view at
the bottom. DM must drive
around looking for factories and
stores. These are situated at dead
ends in the road system and a
quick press of the flre button
takes DM into another screen.

Factories consist of mini plat-
form games. Stores are a series of
doors, each of which teleports
you to another oneg. Should you
work out the correct route to the
exit, you are rewarded with an

€
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nt‘cl‘:(

object. These ara useful for when
you are driving round. At certain
points in the road there
are blogkages in the forms of
troll tolls and other hazards, You
need a specific object to get past
each obstacle. The final confron-
tation inwvolves you bouncing
round the cushions trying to pop
therm.

The game is a mish-mash of
several ideas and doean't work
vary well Controlling the car
when you are driving is awk-
Wwiard The graphics range from

Title:
Computer:
Supplier:
Price:

poor to bad Like the subject
m.t.t-er this game is a load of hot
G.RH.

PLANET RATINGS
Originality
Graphics

Use of Machine
Value for Money

STAR RATING

White Dwarf

Kai Temple
Spectrum
Firebird

Every so oftan, you coms across a
game that is so bad that it defies
description. Such a game is Kai
Temple. The tample i set high in
the Tibetan mountains and your
one aim is to escape. Guarding
the tample are Ninjas that must
be kicked to death and Divas that
must be eliminated by throwing
a dagger at them. There are also
flying swords to be avoided So
what is so0 bad about that you
may ask? OK, the plot isn't ex-
actly original, but it isn't that
bad. Read on, dear reader, read
Ol

The first part of the game
takes place in & room consisting
of three unconnected platforms
which you can jump up and
down onto, and an exit sign that
has no relevance whatsosver.

The guards have to be destroyed

gtart the game the clock starts
ticking down from 1000.

Killing the first Ninja presents
a glight problem as you lose 900

unite of time for no obvious

reason, putting you under corn-

siderable time pressure to kill off

the next waves of two and three
guards. Just when you think

that you have got the knack of

timing your kicks properly, the
whole room suddenly and ines-

plicably turns upside down and

you find yourself in mortal
combat suspended from the
ceiling. Just as suddenly, the
room switches to normal again.

The bit that really had me
howling with laughter, though,
was when you throw a dagger. T

don’t think that I hawve ever come

across a s].c_:rwer bit of animation.

within a time limit and as you

To give you some idea of how
quickly the knife speeds through
the air, you can throw it, drop
down a platform, run across and
jump up again and wait for the
knife to

pass

through your own chest. Should
you succeed in eliminating all
the guards, the only way that jou
can progress onto the next level
is by leaping onto a see-saw with
sufficient, force to hurl a huge
boulder into the air so that it
gtrikes a bell. Should you think
that this seems a reasonable
thing to do, let me point out that
the bell is on exactly the samsa
level as you start from and a
simple couple of steps sidewaya
would seem to be slightly easier
although, unfortunately, not

730U T!

allowed in the game.

Eai Temple is a masterpiece of
bad games design and has sghot
straight into my personal top
ten of the worst games ever.
Even at a budget price, you
should expect reasonable value
for money and this doesn't
deserve to be given away free
with Cornflakes.

FLANET RATINGS

Use of Machine

Originality L ]
Graphics as
Valuge for Monay :

STAR RATING

Black Hole

Title:
Computer:
Supplier:
Price:

For a game this cheap I was
surprised at its complexity and
quality—not surprising really as
this game has been previously
raleased under the Creative
Sparks label at full price.

The game ( surprise, surprisel )
pute you in charge of a sub-
marine during the last war (I
asgume) in the Mediterransan
Sea. Your job is to seek out and
destroy all the enemy convoys
using this sea routa.

The game presents you with a
bewlildering array of instru-
ments and a long set of instrus-
tions But the instructions are
excellent and well illustrated
with a diagram of the main
screen showing you what all the
instruments do. 8o with only a
guick scan of these you are able
to et out in pursuit of the
ENEAMY.

There are three main modes of
operation. Map mode, where you
can see an asrial map of the Med,
with the main coastal features
outlined and your position along
with that of the enemy convoys.
Set your course, spead, and depth
and wait until you get closer and
can use your sonar. This realist-
ically depicte the position of
ghips near to you You can alsc
use the hydrophone to get a
better fix on them.

When you are close enough
you can climb up to periscope
depth and get a 3D-ish picture of

Submarine Commander
Atari

Sparklers

£1.98

just what is happening above.
This is fairly realistic except for
the torpedo launching which
just shows some black lines ap-
pearing rather than a satisfy-
ing bubble trail streaking out
from the front of your sub.

However, the torpedoes hit-
ting the ship and the ship going
down is most impressive.

All throughout the game
gsound is used to maximum effect
with plenty of warning sirens,
morge code, and whizs-bangs to
get anyone's teeth on edge.

The game is easy to get the
hang of, though is going to be
murder to master completely, It
isn't as complex as Silent Ser-
vice, though the improvement
probably isnt worth the price
difference. I'm sticking with this
one— it's a game that [ am going
to try and beat — despite the
massively long loading time.

Exeellant — no Atari ownsr

ghould be without a copy. M.ER.
FLANET RATINGS

Originality 1)
Graphics saee
Use of Machine LI T ]
Value for Money 07
STAR RATING :
Red Glant

COMPUTER GAMER OCTOEER 1986




Title:
Computer:
Supplier;
Price:

This game originally came over
from the Statea a couple of years
back on the Atari (6502 based)
and thus made its weary way
onto the Commodore 84 (also
6602-ish) in a short length of
timme. Transferance of the game
onto the Amstrad and Spectrum
{or should I say Amstrad and
Amstrad — the paradoxes could
| go-en forever — which are also
Z80 based) has taken MUCH
longer. But, on with the plot,

This game was to be the first in
& series (and it was) of games
based on the reasonably new
Fractal Mathematics sgystem
| (which it wasn't). Fractal
mathematics is an ineredibly
simple, yet amazingly cornplex
way of mapping out functions
| uging fractional dimensions. So

instead of using 2D to represent
S0 you use 578D (or some
such ). The upshot of this is that
you can draw pretty pictures of
| any sort of surface (and nice
| pictures of trees — but we won't
| go into that here) that you can
examine in any detail.

The best definition of a Fractal
surface is ‘a surface that doesn't
get less complex the more you
magnify it'. I don't know why I'm
telling you all of this as Frac-
talus doesn't use Fractals at all,
Oh, it was going to. But all that
processing on an Atari 800 —
you've got to be kidding. So the
game designers came up with a

Title:
Gomputer:

Suppliex:
Price:

o Shilmore Castle, set deap
amongst, the Scottish highlands,
is about to be sold off to Eugene
Porteullis the third (junior), an
American multi-millionaire who
intends to ship the castle brick
by brick over the Atlantic. The
castle's resident spook, Sir
Humphrey, 18 not overjoyed at
. the prospect of a sudden and
permanent change of climate
and decides to scare off the pro-

e custorner. Unfortunate-
ly, it seems that only inwvisible
ghosts scare people nowadays so
Sir Humphrey engages tha help

Rescue on Fractalus
Amstrad

Activision (Lucasfilm)
&£8.95

fudge to produce a display that
locks Fractalish to the uniniti-
ated, but is no such thing Why
I'm telling you this I don't know
— it's not relevant to the game as
that's excellent, but somebody’s
got to educate you

In the game you fly your space
ship over a 3D surface that looks
like a collection of slag heaps. On
these slag heaps are crashed
compatriots of yours along with
some nasty aliens, The idea is to
detect. where your guys are, pick
them up, destroy their craft and
ascape. All this without being
destragyed by the alien gun tur-
rets or letting the aliens in.

Apart from that, that's the
gama. IWice graphics, and play-
able too —there's just not a great
deal to deseribe once you mar-
velled at the high speed math-
ematics (where there aren't
any) and been amazed at the
good graphiecs (plenty of that).

A vary good conversion, but a
bit of an old game. M.D.RE

PLANET RATINGS

Originality SO
Graphics 111}
Use of Machine L 111
Value for Money [ 1)
STAR RATING :
Rad Giant

of Olli and Lissa to render him
into the necessary state.

You play the part of Ol
Lissa's role is restricted to giving
you abig kiss when you complete
part of your task In order to
become invisible, Sir Humphrey
shows you a picture of an item
that neads to be put in the caul-
dron and off you go to retrieve it
There are eight items in all to
collect including a magic lamp
and a large diamond. Each task
must. be completad within a very
strict time limit. Fail to return
the object in time and the game
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ends. Asyouleap about in typical
platform game style, contact
with one of the other inhabitants
reduces your energy supply,
which in turn reduces the time
element so that in order to suc-
ceed you cannot afford a mistake

in either jumping or timing. *
The best part of this game is

undcoubtedly the graphics. The
characters are cute and nicely

animated and the castle back-
drops excellent. The gameplay

would have been improved con-

siderably if there had been one
large time limit rather than
glght, little ones. You may also

get fed up travelling over the
same areas over and over again
but if you enjoy platform games,

this one's not bad for two
quid. G.R.H.
FLANET RATINGS

Originality [ 1 1]
Graphica asee
Use of Machine es
Value for Money L] L
STAR RATING
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Ghostbusters came out for the
major systems about 18 months
ago, and for the Atari (on disk)
about elght months ago, so why
have Activision left it until now
to release the game? Yet another
of the world's great unsolved
mystaries.

The game follows the plot of
the original Commodore version.
The only difference being slight-
ly cruder graphice and no
spesch. The speech I can very
happily leave out, but I am a bit
disappointed at the graphics.

iH QOO0 16

The problem is mainly cne of
colour choice — with 1238 to
choose from, you'd have thought
they eould have done better,
Likewise the sound isn't really

2
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up to scrateh. The Atari has four
volces that can produce some
excellent musie when pushed —
I didn't expect BID chip stan-
dards, but at least match the
quality of the rest of the Atari
market.

The game is based on the film
of the same name and has you
dashing around New York trying
to stop the paranormal attack of
Zuul. To do thig you follow some

very mundane tactics and strat-
egles and get bored very quickly.
The game has a coded continu-

ation facility based on your.

ndirie and a bank account num-
bar, tut why youd want to
continue the game is completely
beyond me.

In the first flush of youth, and

of the film behind it, this game
did very well. A year or two later
with some truly excellent games
to compete with, I think that this
is sat to be a flop, especially at
Activision's extortionately high
prices. There are only a few
companies left solely trading at
these kinds of prices — a lesson
to be learnt?

FLANET RATINGS

Originality
Graphics

Use of Machine
Value for Money

As plots go, this one 18 one of the
simplest. You are driving your
jeep into enemy territory. End
Finito. Ho blurb on the cassette
inlay giving details of the
impossible mission to save the
world that you have veluntesred
for, improbable though that
mission is, but which gives
regviewers something to write
about in their cpening para-
graph. Just you are driving your
Jeep into enemy territory.

The garme, though, 15 not quite
as straightforward To start
with, you are under attack That
is probably why they are des-
cribed as the enemy, but I
digress. Little green bombs float
in front of you or bounees towards
you but you soon get the hang of
destroying thoss with your two
machine guns — one forward
and one backward firing. Tt is the
falling yellow bombs that are the
problem for unless you shoot
them before they explods, two
very fast, very vicious fireballs
hurtle towards you. Then there
are all the craters in the road
Falling down one of these also
regults in the loss of ene of your
five lives. The solution is simpls,
though You jump over them.
You didn't think that they would
gand you deep into enemy terri-
tory in just any old jeep, did you?

Timing your jumps is crucial,
as is judging the speed at, which
you take them, for you can

accelerate and decelerate as well
To give you some leeway, you can
malkes minor adjustments to your
gpeed in mid air but somehow it
never gsems to be quite enough
The problems come when you
are 80 busy bouncing up and
down trying to shoot the bombs
that you get the jumnps all wrong
for obstacles and vice versa. As
you progress in the gams, so
there are also platforms, ramps
and tunnels to be negotiated
Graphically, the game is
nothing to shout about and in
gameplay it looks like a cross
between Loco and Bumping
Buggies, tut it is very addictive
and you always want to have just
one more go. One nice touch is
that if you seore over 50,000 you
can start your next game from
where you died in the pravious
one, thus allowing you to explore
more of the system. A simple,
frustrating, fun game at a nica

price. G.RH.
PLANET RATINGS
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STAR RATING :
Red Giant

STAR RATING

with all the exciternent, and hype

Title:
Computer:
Supplier:

Title:
Computer:
Supplier:
Price:

Miami Vice i8 a pop video inter-
rupted by the exploits of tough
gang-busting cops Crockett and
Tubbs. The steamy world of long,
hot Florida nights 18 also the
setting for the search for Mr.J in
Ocean’'s new game.

Mr J is the gangster who is
masterminding a million dollar
contraband scam and Crockett
and Tubbs have to make their
tust before Thuraday morning.
The game joins the duo
at midnight on the previous
Sunday and you must help them
to make all of the contacts which
will lead to the apprehension of
the gang leader.

The city strests are a danger-
cus place for our heroes who
must search the clubs and clip
joints for clues. The Miami low-
life who hold the keys to the
soluticn of the erime, work to a

Miami Vice
Ce4

Ocean
£8.85

timetable and contacts have
provided two possible schedules
of mestings which Crockett and
his sidekick must tap into if Mr<J
istohe stopped. It's vital that you
tap into these meetings because
the schadule enly tells what will
happen throughout the first day.
Interrogating the criminals will
give leads to bigger and better
meetings on following days,
culminating in the final con-

frontation on Thursday.
Following the timetable in-
wolves racing through the

streets avoiding collision with
the good citizens while trying to
find the wenue for the next

- meeting. The thing I disliked

about this phase of the game is
that any ceollision means you
restart your search from the Clty
Hall. This gets a bit boring when
you're trying to build up a strest
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map which is essential if you're
going to succeed.

Car control isn't sasy and col-
lizions occur with great sase.
Since crashing in on the meet-
ings requires agplit second
tirning, a string of collisions can
mean missing vital clues at each
stage of the game.

When Crockett and Tubbe ar-
rive at the venue for a mest, one
of them can leave the car and
search the club for clues. If the
time is right a crook may still be
on the premises and his appre-
hension can lead to fierce gun
battles. Not all of the petty hoods
that you overpower will reveal
the lead which you need but
eventually a pattern is revealad.

To apprehend the crecks you
must arrive on the scene of the
meeting within eight minuites of
its start. In game time sach
mimute 1s only a second of real
time so your team will often
arrive in time to see the crim-
inals taking off in their car, This
leads to hairy chases around the
roads with Crockett and Tubbs
firing out of their speeding car's
windows.

Initially, the game is extreme-
Ly frustrating and it takes time to

Title:
Computer:
Supplier:
Price:

discover the layout of the city.
After several unsuccessfial at-
tempts at the game you can get
very bored with failure and this
game is only for those with a
high reserve of staying power.
At first. T was all sef to slate the
game for its high frustration
rate but when you start to have a
few surcessfil encountsrs the
Jig-saw starts to take shape and
you've just got to have one more
try. This does not fully compen-
sate for the repetitious nature of
the game — chase search, chase
search. A few more elemsnts
would make this a lot more ex-
citing but it's not such a bad little
game, though I feel it will rely
more heavily on the TV pro-
gramme's charisma for mass
appeal than on the gameplay

itgelf. E.D.
PLANET RATINGS
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Desmond'’s Dungeon
Atari

Sparklers

&£1.99

This is an extremely simpls
ladders and ramps game from
Thorn-EMI in their budget
‘Sparklers’ range. The play area
i5s one sereen high but a few
screens wide and scrolls gide
Ways as you move around The
ides of the game 1= to get the bags
of gold that are scattered around
the screen and return them one
by one to the treasure chest at
the top of the screen.

The soreen is full of nasties
that move around in set patterns
that. make them eagy to avold
Though there is an aeroplane
that drops an almost intelligant
bomb that can get a bit hairy,

The bags must be collected one
by one and returned to the top of
the screen, this is easier said
than done, as If you want to jump
Yyou drop your gold and have to
retrisve it.

After this section you go onto
another screen where the plane
18 dropping bags of gold and you

hawve to catch them and throw
them up to some grabbers,

After this ssction you return to
the beginning and start over
again.

After playing this game, I can't
help thinkdng that it is a bit over
simple and that there could be a
lot more to it, but the game's
producers just haven't bothered.
Otherwise the graphics and
animation are up to standard
and it is a nice simple game, but
if you are expecting a game of
any quality — don’t bother, M.R.

PLANET RATINGS
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REVIEWS

Title:
Computer:
Bupplier:

Spiky Harold
Spectrum, C64
Firebird

£1.99

Harold is a hedgehog. As winter
comes, 80 he must prepare for
Dibernation by collecting food
which lies in the chambers
underneath  the hedgerows.
There are 57 different chambers
to explore with one item of food
or drink in each. (I wonder ifone
of the items is a tin of beans?)
Having collected his food, Harold
must then find his den for the
winter, As lan McCaskill has
forecasted a sharp frost, the
entire task must be completad
within 24 hours.

The most unusual feature of
this platform game s that you
gtart with an incredible 19 lives.
My initial reaction on seeing this
was to think that the program-
mers must have made the game
too diffieult, but it is not too bad.
The hardest part to get used to is
the height that Harold can leap
— huge distances compared to
other games — and so your.lives
soon diminish as you leap into
unsuspecting wasps, ghosts,
worms, snails and other nasty

inhabitants of the cawe system.
There is no set route for you to
take, you can explore at will as
you sesk out food and coins
which give you extra lives. Some
of the rooms contain glasses of
wine instead of food and the
effect of Harold drinking thess is
not surprisingly to make him
drunk — mnicely depicted by
reveraing the joystick controls.
Spiky Harold is a pleasant
enough game to play, although it
can hardly besaid to be addictive.

Still, if you enjoy plasform
games, this will give you a fair
0ld challenge for your money.
G.RH.
PLAWET RATINGS
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Title:

Supplier:

Monty is on the run from Scud-
more Prigon and heading for the
cross-channel ferry but his
journey 1s hazardous. Will he
reach the ferry in time?

If I didn't know this was a C16
game I'd have had a hard time
believing it. Superb animation,
lots of screens, it looks as good as.
the-6d.

Compared to the 84 version
there are lots of refinements
missing, but the Gremlin team
have written a Cl6 wversion
rather than attempting a sscond
rate conversion. There are
alements of the 64 game but
memory limitations mean that
these are often merely super-
ficial similiarities.

Monty's journey starte off in
the safe house which is a haven
from her pursusrs, or 50 he
thinks, Inside the house and
beyond there are all manner of
dangers. Strange, vicious creal-
ures inhabit the platforms in
each screen and Monty hasto get
past them to grab the gold coins.
The money is essential to pay for
his getaway and to keep him in a
manner to which he'd like to
become accustomed in his con-

A new Geoff Minter game guar-
antees the fastest action around
and Iridis Alpha is no exceptior.
The elaborate instructions are
soon forgotten as you battle to
survive over the inhospitable
landscapes of several planats.

The gameplay is very remin-
iscent of ‘Sheep In Space’ but the
screen is aplit laterally to give &
mirror image world on either
gide of the split. Thankfully you
only play one half of the screen
at a time and you flip from one
serean to the other at will. This
Flip Side feature probably ex-
plains why the droid you control
is called Gilby.

As in Sheep, you fly across the
screen blasting anything that

Monty on the Run
Computer: Cle
Gremlin Graphics

tinental paradise.

Most of the screens rely on
timing for success with the
creatures performing in pre-
dictable patterns but random
elements ensure that Monty
won't have an easy time of if.

Enter each sereen with cau-
tion because there's often danger
Turking just inside. Huge metal-
lic plungers are the main
problem because they behave in
a fairly random manner. Ths
only way to survive is to gather
up all of your courage and make
a dash for it.

Of all the platform games I've
seen on the C16, I'd say this was
the hest example so far and the
game deserves to be a magaive
Tit. E.D.

PLANET RATTIGS

Originality L 1]}
Graphics SeSSS
Use of Machine [ 11 11]]
Value for Monay (117 ]
STAR RATING —I:}
Nova

moves before it collides with
Gilby and saps some ensrgy.
Bach time Gilby successfully
gvaporates an alien the energdy
level is increased and this is
gxpressed by a colour change.
When Gilby turns white it must
land on the planstary core to
dump off the excess before an
overload occurs. This is similar
to the way the Sheep In Space
rmust land to refuel on grass.
Flying through a ring left
behind by a disintegrated alien
allows you to switeh to the other
half of the screen where jyou
must quickly flip your mind into
reverse polarity to contrel your
ghip in the mirrer world The
array of aliens is the same in the

alternative screen and both
screens rmust be completed if you
are going to reach the final con-
flict.

Extra lives and points can be
gained if you fill the core with
energy by surviving the bonus
sereer. Now, navigating a vert-
ically scrolling screen of ledges
while being pursued by eyeballs,
firing behaves as in Batalyx.
Each time you fire it follows the
Newtondan concept of equal and
opposite reactions. Failure won't
lose you a life but it dents your
ego when you rejoin the game.

From time to time you fly over
a gateway to the other plansts. If

kill rate is high enough an
indicator on the sereen shows
which planst you can reach. In
this way you can tackle several
plansts in succession and care-
fill use of Gilby allows you to
preselect your next destination.

When you feel too limp to con-
tinue, you don't have to load a
new game because the Pause
mode is a game in itself. MIF isa
Minter whim which ocourred to
him while skiing in France ( MIF
=Made In France). The game is
not referred to In the instrue-
tions and the rules have to be
learned so it provides an infer-
esting diversion.

Within the MIF is yet another
level, a demo called DNA, and
cormnpletion of all 200 levels in
the main game leads to yet
another display. You can't say
you don't get your moneys
worth with Mintar.

Let's go back to Iridis. The

WARP GATE

‘s setmay  Peiets BOBEDDDE

The thought of sunken treasure
has always stirred the imagin-
ation of men. Every so often, the
news breaks that divers hawve
discovered some old Spanish
galleon that contains wealth
beyond imagination and treas-
ure fever starts again But
throughout the centuries, leg-
ends and stories have persisted
of one sibe that, if discoversd, -
would kill the market in galleons
overnight. The site in question is
somewhat larger than a mere
ghip. It is a complete city! The
fabled city of Atlantis which was

plansts are called the Sheep
Planst (the starting point),
Brick Flanet, Om Flanst, Tech
Planet and the Mushroomn
Planst. Somswhere in there are
the camels and llamas which are
a prerequisite of a Llamasoft
game, but with 20 lewvels on each
planet it may be a while before
you find tham.

Success leads to the End of
Game Bonua sereen buf, it may be
a long time before anyone sees
this unless some bright spark
discovers the cheat mode. Even
Hobtek's Game Elller will prove
ugeless to you and the game is
protected against cartridge
copiers 8o yah boo sucks to all
the pirates out there.

Iridis Alpha i8 a derivative
game but it draws all of its
influences from Minter's fartile
and devious mind so he can be
forgiver. Those who thought
that Minter had burnt himself
out can think again, Iridis Alpha
is another Minter Dlockbuster.

J.G.
PLANET RATINGS
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supposed to have besn engulfed
by water many centuries ago.

You are a diver and think that

know the approximate loca-
tion of the city. You are now
making your last preparations
bafore setting off on what will
gurely be a death or glory dive.
With your oxygen tanks full and
your sub-aqua pistol loaded, you
slip silently off the edge of your
boat.

Pacific (why that title?) is an
arcade adventure of French ori-
gins which sees you exploring
the murky depths Any living
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creature is a potential threat and
must be shot or avolded as you
make yourway through the reefs
and plant life of the ocean. Asyou
deacand, you will find sextants
that will give you a map of your
current whereabouts and air
pumps that are vital for topping
up your oxygen supply. Mines
are deadly but can be shot.
Barrels of gunpowder are also
potentially lethal but you can
1usa them to blast through hori-
zontal rock barriers. Make sure
that you are well out of range
when they explods. Doors allow
access to subterranean tunnels
where you might be able to gain
access to extra lives and ammo.
Pacific is no more than an

Title:
Computer:
Supplier:
Price:

Saving the Barth from invasion

is one of the most popular
themas in computer games and
Parallax follows this tried and
tested scenario for its storyline.

The idea is to pilot your space
probe IBIS arcund an artificial
world which is split into five
Zoneg — Alpha, Beta, Gamma,
Delta and Epsilon. Each zonewill
reveal a letter of a code which
will help you to save the world by
destroying the master computer.

There are three distinet trav-
elling phases: flying and landing
the IBIS, walking acroas the city
and searching the hangars
which you eventually find.

In the air you are assailed by
all manner of alien ships which
will try to wreck your ship as
you search for the hangars
which contain the slave com-
puters which you need to crack
to get the code. When you find a
hangar, you must lower your
undercarriage and land on the
nearest flat area. Bometimes you
will have to leave your ship and
walk a fair way under enemy fire

1o search all the hangars in the -

area.

Inside the hangars you find
three types of computer, The
main one is the Central Intel-
ligence Unit, or Big One. One of
these computers holds the key to
entry to the next level and

average game Certainly, the
graphies are excellent — bright
and colourful — but the game-
play seems somewhat lacking.

Serolling between would hawve
helped but the whole thing feels
like Babre Wulf in slow motion
and without the exciting
bits. GRH.
FLAWET RATINGS

Originality s
Graphios sees
Use of Machine v
Vahue for Monesy L1l

STAR RATING

Bright Star

requires a code obtained from
the other ecomputers on the
current level. If you don't have
the code then the location of this
machine is noted until you have
the necessary information.

The other Big Ones can only be
accessed if you have the relevant
data. card obtained from the
sclentista who patrol the hangar
buildings. Only two data cards
can be carried at a time so a lot of
to-ing and fro-ing 18 needed to
find the computer which mat-
ches the card code Fach suc-
cessfully accessed computer will
reveal a letber of the code for the
main machine,

The first scientist you meet
will be Mdnapped and must be
with you when you access the
main computer, Any other sci-
entists can be dealt with as you
sea fit.

When you get each letter of the

you are rewarded with
money which can be drawn from
the second type of computer —
the Computer Bank The money
obtained can then be used to uy
supplies from the Computer
Shop, the third machine.

Supplies are essential to the
mission. Oxygen has to be taken
with you when you leave the
IBIS, ammunition is needed to
stun scientists or disable
guardian robots inside the
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hangars. Drugs are also supplied
because the kidnapped scientist
will not help you to crack the
main computer if he's not drug-
ged first.

All of the supplies for extra-
vehicular activities are drawn
from the IBIS computer in units
and you must ensure that you
havre encugh oxygen and ammao
to sueceed in your next foray into
the outeide world

When you crack all five main
computers on each level you can
disable the master computer on
Epsilon level and escape in the
taleporter.

The game i8 played in plan

Title:
Computer:
Supplier:
Price:

Anyone out there remember a
superb arcade classic called

dJoust? One of a whole series of

Atari smashes, it involved the
eareful control of a warrior on
the back of a bird who had to

joust opponents in the air, ete.

Leap forward to last year and
the Atarisoft range of home
cormnputer conversions of their
arcads classics — Pole Position,
Robotron and Pacman appearsd
for the Beeb but Atarisoft pulled
out of the market before Joust
could be released.

A year later, extra coding to
tidy up the title screen and now
Aardvark (home of the legend-
ary Orlando, programmer of
Zalaga and Frakl amongst
others) has released the game,
Sadly, they are being very quiet
about it, which is a shame as this
i8 superhl

The game has the look and feel
of an arcade game (or rather
arcade games as they were a
couple of years back) and the
programming is without fault —
even more amazing is the fact
that this was the first game
tackled by the programmer!

As well as the basic gameplay
no doubt recalled by everyone
who spent illicit hours hunched
over machines in the arcadss,
there are very nice touches that
are unusual on home mmicro
conversions: a two player game
that allows them to play the
computer and then, at random,

Joust
BBC Model B
Aardvark

£9.95 (tape)

view and the graphies are very
good. The codecracking ele
menta lift the game from being
Just a crude shoot-em-up and the
strategy element malkes this a
challenge worth accepting. B.D.

PLANET RATINGS

Originality L 1 1]
Graphics L 11 ] ]
Use of Machine a88
Value for Money L1 L 1]

STAR RATING

Nova

have to turn on each other for
extra points!

What is most impressive to me
about this game is that as well ag
a parfect singlae player game with
all the desired playability and
commisivensss, this is also a
great crowd game, gained from
an enthusiastic audience.

If you can track down a copy,
this should be snapped up at
once. Deserves to be top of the

software charts| D.R
FLANET RATINGS

Originality LT T
Graphics sese
[Use of Machine [ 11 X ]
Value for Money (11 ] ]]
STAR RATING ‘ : }
Hova
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- PBM UPDATE

If multi-player games excite your imagination but you
can’t afford a modem, PBM could fit the bill.
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I am going to alter the normal
format of Update this month, In
addition to a full review of the
superb Starglobe, I am taking a
brief lock at some of the games
that I have not mentioned before.
Sorme are run professionally and
others are moderated on a part-
time basis but each is worth
considaration if you are looking
for a new game to play.

On the subject of amateur

games, I have heard some dis-
turbing mnews about a few
gmaller companies who have
taken money from players and
then not processed their turns, If
you have been a victlm of this
and hawe not been able to obtain
g refund, please let me know. If 1
get enough evidence, I ghould be
able to bring some pressure to
bear.

It is nice to able to report on &

Kings of Steel 15 a 14 player
fantasy wargame run by Sloth
Enterprises. It has monthly
deadlines and is played over a
year, Whoever is ahead at that
time is declared the winner and
heralded as a PBM superstar.
There is shortly to be a fascin-
ating new development in this
game that will be of particular
interest to Gamer readers. It is
under wraps at the moment but

|
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Musket. @" Mules

game of which I am hearing
nothing but good news
Explorers of Oriom is a tribal
game, a combination of role
playing and war gaming. The GM
obviously hoped that players
would concentrate on the more
thoughtful side of the game and
many have, but as wusual the
warmongers are starting to hold
gway. At £1.25 a round (&5 for
the starter pack) you can have a
lot of fun mnning your clan of
assorted humans, elves, dwarves
etc. Further details can be
obtained from Orion Games.

it will be annonced in PEM Up-
date next month

Turning to sclence fAction
games, one that seems to be well
run at & good value price is Star
Empires and it boasts the
clearest rule book that I have
seern. As usual with space games,
it is computer moderated and in
this one you control a home
planet and the aim is to expand
by using trade, warfare and
alliance. Thers are about 80
players in each game so there is
ample scope for intrigue. The
starter costs &%3.60 and
includes the first four rounds.
Later rounds are £1 but this can
be reduced if you establish credit
in multiples of £10. If you would
like to know more you should
contact Geoff Squibb who will be -
pleased to halp you

Any game that is run by a
company called Maim Games
and where the GM describes
himself as “Mr Honest 1988"

must be worth a look I do not
know a lot about Vesuwian
except what I have gleaned from
the rule book but it looks as
though it might have a lot in
common with Crasimoff's World,
a game where you control a
group of adventurers in a world
of fantasy and magic. If the GM's
boast that he processes every
round on the day of receipt is
true it muat be worthwhile and
the fact that he has been able to
find a use for a Sinclair QL com-
puter makes him almost unique!
As a special offer to Gamer
readers, the startup pack is re-
duced to £3 and includes three
rounds. Ensuing rounds are
£1.20 and agaln there are dis-
counts for large cradits.

Another special offer this
month is on Conguest, where
you can obtain the startup pack
for only £1.50 instead of the
usual £3. Some games have a feel
about them which suggests they
have been well thought out and
are likely to be efficiently run,
Condquest is one of thase. The rila
book is well produced and there
are a large number of fact sheets
to help you discover the hidden
depths of the game. In style the
game is similar to Tribes of
Crane but there are several
unique aspects that indicate that
this is not just another clons of &
well established game. Rounds
ara %1 each and are long and
informative. All in all, a good
tribal game with a promising
future,

Lastly in this overview of the
games, I must mention a new
one called Muskets and Mules,
which I believe to be the most
expensive game  currently
available in the TE 1 would
stress that this is not necessarily
a criticism as the maxim ‘you
only get what you pay for' 18 as
true in PBM as anywhere else.
Despite it's odd sounding nams,
it is a vary serious game, It is the
first of what I see &8 a new
generation of computer mod-
erated wargames and each game
is for three players only. Set
during the Naplosonic Wars, you
control the firgt French Empire,
the Austrian Empire or the
Russian FEmpire and the King-
dorn of Prussia. The cost is £7 for
a gtartup and £6 for each round.
Af these prices you can expect an
exceptional game but only time
will tell. My adwvice to anyone
interested in this game is to
write to Historical Engineering
first to obtain full details,

Bome of the games that T have
mentioned are amateur and
others professional. You should
be able to work out which is
which but remember that ama-
teur in PBM terms does not mean
that you can expect an inferior
game. On the contrary, many
part timers have produced
excellent games and several of
the big names have started this
way. In addition amateur games
tend to be wvery friendly and
involve more personal contact
with the GMg. One disadvantage
is that the average life expect-
ancy of an amateur gams is less
than 2 years btut during that
time you can get much enjoy-
ment.
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One game that could not be
termed amateur in any semse of
theword 18 this month's featured
garti&; ﬂtargluhe This 18 wery
much the thinking man's {or
woman's) FBEM game and is one
which I would unressrvedly
recommend to anyone who is
prepared to put time, effort and
intelligence into their gaming. It
is an entirely computer modsar-
ated space game with featurss
that make it unique. For those
who are interested in these
things, it is run using a 258K
8irtus 1 computer with 10MB
Winchester digk drive and floppy
backup facilities. Printouts are
produced on a C-itoh dot matrix
printer, Additionial material is
produced on a BBC B with a
Wordwise processing chip and
twin Teac floppy disks driving
an Clivetti PR430 printer.

Enough of the techmnical
details; what is the game about?
Well it depends who you listen to.
Een and Carol Mulholland who
run Time Patterns designed the
game to be about colonisation
ﬁ seientific development but,

many a company before
them, they hawve found that a

large proportion of players are
more interestad in conquest and
warfare (or 'knocking the hell
ot of sach othar', as it is more
commonly termed). Starglobe i
unlike other space games be
cause it sticks to scientific rules.
You must be aware of sclentific
prineiples such as relativity and
the absolute speed of light. Con-
sequently much more thought
has to be given to attacks
because you must know where
anyone 15 at a particular time, it
may take you years to get to that
position by which time they will
be long gone.

I have spoken to a number of
Starglobe players and all agree
that the way you play the game
depends on which garme you find
yourself in as each is different.
Starglobe Ona has been running
for over 200 rounds and is full of
experienced star captains, One
alliance has so far proved sup-
erior and dominates the game
while many of the other players
choose to be space pirates. In
Btarglobe Two a number of large
fleets have developed but no one
is close tw achieving overall
domination Again many players

ADVENTURE
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are pirates. Game Three is dom-
inated by four main alliances
and has a totally different
flavour to the first two with
moTe players being intarested in
empire building and where dip-
lomagy is much more important.
Time Pattarns’ policy is to start a
new game about onee a year so
that new players can startup
without too much of a dis
advantage compared with their
more established contem-
poraries. Though it is possible to
join an earlier game, most new
players will be entered into
Game Four which is starting this
month, so if you would like to
Jjoin in the game, this i the ideal
time

One problem with the sarlier
Starglobe games was caused by
players taking more than one
position in the game and gaining
an initial advantage on which
they capitalised This will not be
allowed in Starglobe Four and
anyone caught trying to run a
second position under an ass-
umed name may well find that
ona of their spaceshipa develops
terminal space rust.

Another nowvel ides in this
game i8 that there is no rile
book. You will get plenty of basic
information and in each round
you are entitled to a printed
module describing  various
aspects of the game in detail
There are over 100 of these with
more arriving all the time. All
are well written and informative
and often with a touch of wry
humour,

Overall, Starglobe is a wall rumn,
brilliantly programmed science
fiction game that will suit the
more serious player. There is
plenty of interaction batween
the players and the GMs ars
always listening to their views
as the game ia developed. There
are regular news sheets and a
dedicated fanzine, At £2 for a
startup and launch and £1.90 a
round it is, in my opinion
extramely good value. It 15 also a
game that might particularly
suit Gamer readsrs as the pos-
session of a home computer can
be a positive assst for record
keeping and for calculations
involving light speed, missile
projections ete. Anyone who
wishes to play a sclence fiction
type FEM game could make no
better choice,

News this month of a near
disaster for Mitregames and an
embarrassment for EJC. Players
of Mitre's Midgard and Global
Bupremacy will know that dus
to a hard disk corruption both
games failed Tnlike Mike Sin-
gleton's great Starlord disaster
of '84 they have enough inform-
ation tobe able to bring the game
back but once again it shows the
importance of keeping backup
copies, a basic requirement, I
would have thought, for any
computar moderated game.
EKJC's problem lay in their soft-
Ware, some enterprising players
found a bug in the It's a Crime
programme which could stop
the overnight print run. While
the American designers make
alterations, one of the E.JC GMs
has been working all night
superviging the printer, an
unenviable tagk

Finally, the Gamer review
team, the latest recruit of which
is Paul 8peak from Portsmouth
who will be playing Baturnalia,
have been looking at EJCa
Crasimoff's World, which, prior
to the launch of It's a Crime, was
tha largest game in the country.
After a period when it suffered a
decline it has been overhauled
and is improving, A fantasy role
playing game, it set the stan.
dards by which other similar
games are judged. If you would
like to review this game just drop
me a lina and tall me what you
would call your party of adven-
turers. The plagyer who comes up
with the most amusing name
will be elected to the team The
answer, to last mmonth's test
question was that it was Imagine
who produced the computer
game of Arcadia.

Next month I will be high-
lighting Lands of the Crimson
Sun and I hope to bring you news
of the S8econd British PBM Con
vention and of sormething special
for Gamer readers.
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Banish the bombs and defeat the
droids in this fusion of white hot
action and cold strategy.

Title:

Supplier:
Price:

Deactivators
Computer: ce4
Ariolasoft
#£14.95

L
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Unless my eyes deceive me,
anarchists have been at work in
the buildings occupied by the
Deactivators. Everywhere there
are bombs — those round, black
things with fizzling fuses much
loved by cartoonists. Controlling
the deactivator droids, you have
to find all the bombs and kick
them out of the building before
they exploda.

The game has five buildings of
increasing complexity but all
work on the same principle. The
first building is the simplest to
describe, being a four by four
matrix of rooms. To clean up the
bombs you are given control of
threa drolds but each will only
patrol a given area of the build-
ing. This means that no two
droids appear in a room at the
same time.

Movement around the droid's
given rooms is via doorways,
holes in floora, up and down
poles or by matier transporters.
By these exits the droid can visit
each ToDIn a8 many times as

sary. For two of the droids
the route will hawve to be learned
quickly because of the robot
guides who are out to demat-
erialise tharm.

These enemies will pursus
your robot unless you can out-
pace or over-exert them. If you're
more than a room away they will®
freeze and await your next
appearance. If they pursue too
quickly and fall through several
floors in quick succession, the

effort will cause them to dis-
integrate.

In one of the rooms there i8 a
computer which confrols the
matter transfer units. One of the
units is inoperative and the only
way to free the droid on that
floor 15 by finding the circuit
board which is hidden elsewhers
in the building. Which brings us
to the next probleml

The circuit board to free the
droid is in & sector patrolled by
one of the other droids. Onee the
droid has found the board he can
throw it through a window into
the sector patrolled by the third
droid who has the computer in
his sectoT.

Problemn three: there aren't
any windows. The board con-
trolling the windows is in the
vicinity of the computer droid!
8o first the computer droid rmust
run the gauntlet against its
robot guard, find the board, place
it in the computer, catch the
circuit board from the second
droid, place it in the computer
and free the first droid! Con-
fused? Just try playing the game,
it's worse.

Let's not forget the bombs.
While your droids are chasing
around with circult boards in
their clammy claws the fuse to
the first bomb is fizzling away. If
you're too slow you won't be able
to throw it out of the exdit in time.
OK, grab the bomb first. Which
one? Which droid can reach the
exit? What am I doing here,

COMPUTER GAMER OCTOBER 1986




anyway?

By now you will have gathered
that this is a game of stratedy, so
let's try the scientific approach.
There are four icons on the
mem.t select a droid, throw an
object, move the current droid
and view the rooms. First use
view to see where the exit is.
Trace the path back to a droid
and then select and mowe the
droid in search of the firat bormb.
Wext take the bornb to the exit
and boot it out the door. Now
what happena? The second bomb
gtarts to flzzle. Don't panic. Find
the circuit board and open the
windows. Get the second bomb
and throw it to the droid with the
exit on its route. Two bombs
gone. Manoeuvre the second
board to the computer droid and
free the trapped droid, get the
bormb and kek it out. Job dons,

eagy! ;

It may seem logical and simple
in theory but in practice it's
flendishly difficult. Persistence
will get you to the second build-
ing and now you begin to under-
gtand the meaning of the word
‘complex’.

Firstly, there are more droids
to guide through ewven more
rooms. Some of the rooms are
shrouded in piteh black mystery
and others are protected by foree
flalds. All of these can be
overcome by finding the correct
circuit board for the computer
but these are not the only
problems.

The building is some sort of
regearch centre where the
scientists are messing about
with gravity. Some of the droids
run along the ceiling, others run
along the walls and the more
conventional ones run along the
floor. For each orientation the
controls are partially or totally
reversed. If you'll take my advice,
try fitting your television on a
turntable so that you can flip it
around and malke sense of all of
these rotations.

If you're very good the Staff
Nurse at the asylum may let you
try level five ... this game calls
for total commitment in every
sense of the word. By now the
cool, calm, scientific mind will
have disintegrated, in the face of
increasing complexities, to jib-
bering idiot mode. The
lenrel five has a matrix spanning
twelve rooms by four and should
be graded as masochistic maniac

Apart from the black rooms,
force fields, locked windows and
the like jou also hawve the
problem of overlapping patrol
areas. This has the advantage of

having two droids with which to
find the boards and bombs but
there i a disadvantage: you also
have two robot guards on your
tail.

Dodging droids! What have I
let myself in for? Apart from
pincer movements to be avolded,
there is also the problem of the
matter transfer unite. If a droid
18 mear your exit point it will try
travelling towards you through
the unit and if you're in mid-
tranafer, you're dead.

Sheould anyone succeed at this
lewal of mental acrobaties, all is
not over, You can go back to the
starting screen and select the
expert level which means that
the droids move faster and the
bombs go off ore readily. Ah
wvesg, I forgot. When a bomb is
thrown through a window it will
bounce around the room if the
receiving droid is not in position.
Too many bounces will cause the
bormb to explode.

One small concession is made
to player friendliness by giving a
free droid on completion of a
level. This droid can be brought
into play at any point in the
game to replace a deceased droid
in any room of the building.

The graphics are in pseudo 3D,
allowing movement into and out
of the acreen as well as the usual
left and right. Colour is not used
to great affect but this should not
be considered as a criticism,
after all a chess set iz usually a
fairly dull affair but the game
requires a lot of thought. Sim-
ilarly, the planning invelved in
playing this garmme reduces the
degirability of colour.

Although  Deactivators 18
released through the Arinlasoft
empire, it was programmed by
Tigress Marketing, a company
which has recently started to
show its teeth with great effect
through preducts like the Golf
Construction Set and now this.

Speed 1= of the essence if a high
score is to be achieved and this is
gauged on the efficiency with
which you deactivate the bombe.
I was totally absorbed by this
game, it's highly addictive and if
you're not carefiil it will suck you
in and spit you oul unceremon-
iously.

PLAWET RATINGS

Originality (1111 ]
Graphics L L L]
Use of Machine [ 11t )
Value for Money seney
STAR RATING
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Gordon Hamlett helps you to put
flesh on the bare bones of your

characters.

Warrior or magi? Nobleman or
peasant? Hawving decided on the
type of hero who 1s going to star
in your adventure (see last
month’'s GAMER), it is time to
develop your character. I am not
talking about the basic char-
acteristics that you would use to
monitor your hero’s progress —
strength, wisdom, dexterity or
whatever gystem you use bt
rather the little things that turn
him into a belisvable persomn.

what are his likes and dislikes?

Is he selfish or generous? Does
he have any special fears or
enemies? Is his satar sign
important? What are his hobbies
and has he picked up any special
skills when he was young such
a8 hunting or swimming? At
this point, you are likely to be
saying ‘but there is no place in a
game for details like this — they
belong in a book' I agree with
you to a certain extent g
jdeas can be worked In
with a bit of care. If you
remember in the filim Raiders of
the Lost Ark, Indiana Jones says
near the beginning that he is
scared stiff of snakes and, from
that point om, it is a racing
certainty that snakes are going
to feature heavily.

In T8 golds' Ultima IV, your
character is decided for you
according to choices thaf you
make with some tarot cards, If
this person then starts to behave
out of character, the rest of your
party start to desert you claim-
ing that you are not the sort of
person they thought you were.
The characteristics that the
game monitors are not axactly
gasy ones — honour, humility,
sacrifice ete. Admittedly, a lot of
them boil down to whether you
give a beggar your last gold plece
or kick the stick from undsr him,
but you get the idea.

So what sort of things can you
use to give your hero personal-
ity? They can be broadly sub-
divided into three categories;
gkills, feelings and possessions.
In general, all heroes tend to
have some sort of defsct or
weakness — no character ghould
be perfect so note that the
following lists will contain neg-
ative polnts as well as positive
ones. In a lot of cases, there is a
simple opposite that will serve
you quite well, e g. someons who
is an expert climber and some-
one who is afraid of heights.

ol)

Skills

Skills can be natural, learned or
gimply acquired. Ung pergon is a
natural athlete whilst the next
man is constantly tripping over
his own ghadow and no amount
of training will change things. A
young boy growing up in the
forest is likely to know a lot
about the ways of animals and
birds without any formal train-
ing. He is likely to have found a
hawk's nest and kept one asa pet
ut & nobleman’s son will have
been formally trained in faleon-
ry. Whole races possess certaln
gkills, e.g. dwarves are excellent
miners but they shun flowing
water and Dboats wherever
possible.

A lot of skills depend on being
in the right place at the right
time. If you have never met an
elf, the chances are that you will
be unable to speak Elvish
Townsfolk are unlikely to know
mmuch wooderaft and vice versa.
Hobbies are an excellent way of
learning a skill that is likely to
prove of interest to an adven-
turer: fishing, hunting, music,
gailing, public speaking or
whatever, Riding swimming
and climbing are the three most
practical sldlls Hkely to be of use.

Fee
Everybody has opinions on most
subjects as well as real or imag-
ined fears and prejudices. These
are very easy to work into the
thread of a story and can be
useful to explain apparently
irrational ‘behaviour. An
inexplicable urge to Kll every
goblin on earth is explained b;r
the fact that the person's
parents wera captured by gob-
lins many years ago. A kick on
the head by a mule may have laed
to a fear of riding so the party
must either leave that person
behind or go everywhers on foot.
People are greedy, nosey, selfish,
avaricious, ghittonous (and
that's only myselfl). The list of
sing is endless. The rich men
hate the poor men, the mer-
chants hate the barons, the
clerics hate the wizards and
everybody hates the peasants
People are scared stiff of the
smallegt things and would
rather charge blindly into an Ore
camp than camp next to a
gpider's web.

Possessions

Mogt famnilies have some sort of
heirloom that gets passed on
from generation to generation. It
may be a magie sword or shisld
or an armulet that is supposed to
ward off dragons. Whether they
work or not is another mattar
but it is not a bad thing to let
everyone have some special
object at the start of the game.
The item need not be enchanted
and should definitely not be too
powerful but should provide
gome slight service. Hxamples
are a tindsrbox that always gets
a fire going, a stone that always
points north or a hazel twig that
locatea the nearest water supply.

Putting it together

S0 how would you incorporate
some of these ideas in a game. All
you need to do is use a few
variables. Suppose the party was
heading through a forest and

you had a basic chance of being
attacked or getting lost. If the

leader was well versad in
wood lors, these chances would
be considerably reduced as he
would know how best to use the
trails, But the same person could
be & lability if he is still leading
as the party goes underground if
he is scared of the dark or what-
ever. 8o, if you have six terrain
types and player X is leading, the
chances of aftack might be
modified by — 5%, 0%, 0%, + 10%,

15%. If & character was scared
of giants, he simply would not
appear on the combat scresn
whenever there was a glant
present but would be deemed to
have hidden behind a nearby
rock or somsthing. The person
with a blood lust for goblins
would attack any size of goblin
party whengver they were in
range regardless of whether it
may have been more prudent to
Un aWay.

Strengths and weaknesses can
add considerable atmosphere to
your games and you can use
them to add extra problems to ba
solved by the player. How did the
dwarf cross the river is not the
start of a joke but maybe the
start of some lateral thinking —
he wailts until winter when the
river is frozen or finds a wizard
to freeze it for him. It makes a
change from the usual ‘how do I
get past the snake guarding the
chest’ type of problem.
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A Game of interstellar Expleration

Fly your starship threugh a 3- dlmensmnai glebe of 2000 stars

STARLIST /

ADRONG 10.07
Space Eagie

\

LINIMOR 4,84

Cost per turn is £1.90, Europe £2.40

\JODOH 11.95

colour stermeps USA and Australia £2.90
Star I s : i i
e i {MONDE 27 81
i DERTEBLE
E%ggg%iﬂ FLARENESS 10.62
JARMY Send £2 for starter pack
KOL and free launch to:
MOTROO  Main b
NIMOR Main ORARAH 12.67 Time Patterns
EH%)RJHCH ffzﬂain gf: 97 Devonshire Road
A ain Se tena 20 2PG
URMICLE  Main Seq. e g’é{"&; EETEB 0
WIRRUVE  Main Seq. F NEAT 12,70
-+ ZIB Main Seqg. A Un EiﬂERUPH.?S i
STBFShiDS visible OGHAGHOM? 12
(* apparently within range) !
Now - Starglobe 4
s

Wargaming on the Amsirad CPC464,
664 & 6128
Owen & Audrey Bishop

Explains the principles of wargaming and
heowr 1o design your own computer wargames,
without any knowledge of BASIC
programming. The book includes full listings
of three wargames, ready to type in and run
on your Amstrad. These games are a Pacific
Island skirmish frormn World War 2, a batile
from the English Civil War, and replay of the
famous Battle of Omdurman, complete with
playing Instructions. There is & section en
two-computer wargaming and a special
feature shows you how to play against a
distani computerised opponent down the
phone lines, using a modern!

PRODUCT CODE 170109

Amstrad Communications
Milnelnme:. Kay Ewbank
&S M Gee

Here's the book to help you turn your Amstrad
computer into 2 highly sophisticated
communications system. 1 will help you get
the best from your Amsirad CPC464, 664 or

6128 using the currently available

communications software and hardware [t
explains all about interfaces, moderms.
an-line systems and databases. and shows
o how to go about making that all impertant
first contact.

Nustrated,

234 x 156mm, ﬁ%
9ZppEAOs ek
085242801 X

PRODUCT CODE 170117

Adventure Programming on the
Amstrad CPC 4684 and 664~
Sieve Lucas

The book to teach you how to wiite your own
adventure programs, including developing the
plot, drawing the map, and translating the
ohjects in the game into DATA statements. High-
resalution graphics and sound are also
described, and listings for three typical
adventure games are also included

lustrated 234 » 156mm
224pp £7.95

0B5242 B5E |

FRODUCT CODE No. 170044

Awaliable through good book shops and specialist outlets or from ARGUS BOOKS LTD.
Wolsey Hodse, Welsey Road, Hemel Hempstead, Herts HP2 455 Telephone: 0442 41221
Flense adél 0% of the fetal cast crdered 1o St postage and packing {mrinmam S0}
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for the A
CPC 464 and 664~
Stephenson & Stephenson

The beak to show you how to put your Amstrad
computer to serfous use. More than 50 fully
tested subroutines in a wide variety of
areas—graphics, maths, music, data processing
ete. Major listings include a 3 graph function
plotter, an index compiler, and a music
sequencer—each being well worth the purchase
price of the book In its own right.

llustrated 234 % 156mm
224pp £7.95

085242 BSS 3

PRODUCT CODE No. 170038

Ayallable October

‘Working Graphics on the Amstrad
CPC 464 and 664

Jarnes Gee & Ewbanlk

Explains Amstrad graphics and how you can
use them, Covers sprites, animation, computer
asststed painting, two and three dimensional
graphics, and charts and graphs. A practical
book that gives enough infermation for you to

carvert the programs for your own purposes —or

use them as they stand. All listings ane faken
{rom working programs.

Tllustrated 234 = 158mm
192pp £7.95

085242874 X

PRODUCT CODE No. 170087

AREmg Boagg

APPLICATIONS

I'tlknu
A EP(.:H‘RA D

Applications for the Amstrad
CPC 464 and 664
Garry Marshall

The kool deseribes, demonstrates and
illustrates the full range of useful applications
for the Amsirad computers. From word
processors, databases and spreadshests to
problem selving: from “bolt-ons’ like cassette
and disc drives, printers, plotters, joystichs, light
pens and mice, to communications uses—
Prestel, Micronet 80, databases, private bulletin
boards and Telecom Gold

Iflustrated 234 % 156mm

128pp £7.95

OB5242 8537

FRODUCT CODE No. 170011

.Hvailab'le'lmnbﬁ

ing for the
mm'ﬁ‘ I.I.d E'I—
A_P Stephenson & D, . Stephenson

Clearly writien and readable introduction to
280 machine code on the Amstrad CPC 464 and
664, It explains binary and hexadecimal
arithmetic and contrasts the pros and cons of
machine code against BASIC. The book includes
a hex loading program, for those working
without an assembler, and the Amstrad
Assemnbler/THaassembler.

[ustrated 234 = 156mm
160pp £7.05

085242861 8

PRODUCT CODE No. 170060
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| TET100
| 9607800
;;;EBIBD All entries to cur ongoing hi-
seore competition should be on
100240 the most recent form and only
BE3830 one entry per person per form.
1880800 All entries should be witnessed
and forms must be fllled In
correctly.
83350 In the comments section you
. can include any points that you
would like to make about the
game, how you did it or a hint
perhaps. The best hints will go
into our main hints section
All entries, ag usual, to:
Computer Gamar
Hi-Scores
] Argus Specialist Publications
1 Golden Square
Londom W1R 3AB
Good luck.
rSend to: Hi Score, Computer Gamer, 1 Golden 5q, London W1k £y Ly T B R i o e e e R
GAB
I Seore ..... e e mim ey ek O RO v 10 L l
1P E Y (R R e s R T s R R A Al S
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Bigned . o ten i et ] e m etk o O R
Telephons.......
Witness
Lage ...........................................
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DON'T MISS OUT! _\
—
Now that you have read this issue of
Computer Gamer and you know how
interesting and invaluable it is, wouldn't it be

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

Well, you don’t have tol
If you order a subscription to Computer Gamer
you will be assured of receiving every issue
through your letter box each month without
the worry involved in rushing to your local
newsagent before all your friends have nabb-
ed the available copies.

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

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

= 179 The Marlowes,
Hemel Hempstead,
Herts. HP1 1BBE.

F------------------------------------------------------'

Please commence my subscription with the
very next issue.

Subscription Rates
(tick 0 as appropriate)

£18.60 for 12 issues UK |
£21.80 for 12 issues overseas surface post [J
£28.00 for 12 issues USA surface post O
£57.00 for 12 issues airmail O

I
"
]
]
1
]
[ |
I
]
)
]
¥
I
I

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

(made payable to ASP Ltd]
= BN
Debit my Access] Barclaycard O
?
P e TR T ol

Please Use Block Capitals and include post
code

e T 2T T R Y PR SR g1 1
o RSO DNP IR mel el T




Compatible with the
BBC B, B+, Master
and Master Compact
computers

~'°. @ GALAFORCE for the BBC Micro, Master Series, and Acorn Electron

o In the midst of the 25th century, the United Cosmological Federation declared war on the savage, belligerent aliens
inhabiting the Magellanic galaxy. Only the most experienced of the UCF. pilots were chosen to embark upon the perilous
‘ mission of conquering and overthrowing the hordes of Magellan, the Galaforce.
; Little is known of the inner zones of the galaxy, but on reaching the perimeter of Magellan all intruders are met with spectacular,
non-hostile warning displays. However, venturing further will incite the aliens’ wrath. Few and awestruck are the pilots who have \b\ :
returned from within — they have identified 10 types of fearsome alien: the most powerful being the scaly-skinned Calliston. . b :
In common with the warmongering galaxies of yesteryear, the Magellanic aliens appreciate the maxims of “safety in numbers”"and \.:_ %
“strategy before action” — they always fly in selected preconceived formations Surviving pilots have logged many such formations, {
and the pilots have given the formations laconic names: the Big Dipper, the U-lurn, the Staircase, Purple Rain, the Skivdump, the
Corkscrew, Barbed Wire. Only one pilot has ventured beyond the 8th 2one and survived — now retired from active serviceihe relates J
stories of a perplexing formation which he named the Snaker.
The UCF is now offering rewards to pilofs for supreme acts of bravery within the Magellanic galaxy. Fast reflexes, trigger-happiness and
a degree of calm cunning are required by all prospective pilofs.
The game feafures include: 8-directional movement of the player’s spaceship; fast and slow-speed bombs which home in when later
2ones are reached; keyboard and joystick control oplions; seltplay demo mode; high-score lables; and superb almospheric music.
PRICE: £9.95 (Cassette), £11.95 (BBC 5Y%:" disc), £14.95 (BBC Master Compact 32" disc).

PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES |
To encourage pilots fo venture forth further info Magellan, a substantial reward has been offered for the first pllofs to cross the outer 48 zones of the galaxy.

The successful competitors will be enterad for a prize draw, the winner recelving a radio-controlled aeroplane worth £300. Two runners-up will each recelve
a £10 consolation prize and a trophy. Closing date: 31st March, 1987.

- - ] QUR GUARANTEE
& 7 SUPERIOR ACORNSOFT ShcTmovhoss — v
ACORNS® Leeds LS7 1AX. [ * Fostoge ond pocking s toa.
Limited Telephone: 0532 459453, 5 u TH?EE-- e oFuulhvmmrdammubc




Title: HRebel Planet

Computer: C64, Spectru, Amstrad, BBC,
Electron, C16

Supplier: US Gold/Adventuresoft

Price: £8.95

1 waan't too wild about Seas of sorts of disastrous repercus-
Blood but Rebel Planet is bril- sionslateronand it gives an idea
liant. The problems come thick of the depth of thought which
and fast and the solution isoften  must be exercised.
under your nose but not very Evangeﬁingmmofthaﬁhip
obvious. can be a problem if you're new to
The scene is set as the mighty adventures and forget to ex-
Arcadian Empire tightens its  amine everything. You are told-
g:mpont.hagaimThﬁaem thaxmmwmmglimm
Earth organisation S8AROS has ‘which further
funded one last desperate mis- Blmmatthsmmmm
gion to strike at the heart of the  tons marked IH, OH, PS and 88.
Arcadians’ home planet and this  It's up to you to discover what
is your mission. At the heart of 'these abbreviations mean but
the Empire lies the queen youwon'tget far if youdon't.
computer, destroy this and the The gams is an eat as you go
Empire will crumble. adventure so anothsr primary
To reach Arcadion you must task is to find a food socurce.
first visit the outposts of Failure to do so will result in
and Halmurus. As the death if you don't find the
gtarts your trading ship is near-  solution early enough.
ing its first destination of . Disembarking {8 another
Tropos. problem. On the ship you find a
The graphice which accom- laser sword which seems like a

binary code. This is the combin-  emergencies only.

ation which allows access to the Apart from the expected load
computer and to find it youll and save facilities, there i8 also
have to make contact with the the ability to switch off the
rebel underground spy network, graphies, but these really add to
a hazardous task to saart.halaaat the game and appear msta-nt]y

Tamporal changes can be in- 80 for me it's a redundant fac

duced when time is against you  ility. Some of the other computar
To save you kicking around afew  wersions don't have any graphics

phmmmpa&sthstamewhﬂa

for the Halmurus
Pnauma—tube for example, the
‘wait' command can be suffixed

at all so there’s no need for
deliberation.

Rebel Flanet is an excellent
adventure and further help and

pany all of the scenes are usefulweapon, butltriedtaking by a number of turns whichwill guidance can be gained by

amongst the best that I have itofftheshipwithmeonlytobe  automatically mark time while buying the original Fighting

seen in any gamse and a certain  blasted to pieces by the " gtill giving promptsaseachturn  Fantasy Gamebook by Hobin

amount of animation has been forces. I then tried leaving it  goesby. Waterfield ( Penguin Books).J.G.

used to give impact. Your shipis  behind but soon got killed in a Further time twisting can be

a merchant vessel called Caydia brawl with some unfriendly achieved by the advance and

and you have plenty of time to  Arcadians who accused me of - retard CT (Caydia Time) com- PLANET RATINGS

discover the hidden of nicking their parking space. mands. This is needed because

the roomswhich will helpyouin  Only by carefully re-reading the  your ship is pre-programmed to  Originality [ 1]

yOour quest. instructions did I discover the blaat off at a particular time, goif Graphics L1111}
As you approach Tropos you error of my ways. Really Iought  you miss your departure time Useof Machine . Base

are shadowed by an Arcadian to know better by now, never you'll be left behind and the Valus for Money SESSS

vessel and the onboard com- take anything for granted! misgion will fail. Retard CT can

puter asks if evasive action Your eventual aim in destroy-  only be used once in the gameso  STAR RATING

should be taken. If you get this  ing the computer will only be  care must be taken to save it as —}:}

question wrong it can have all  achieved if you know a nine digit. long as possible for use in dire  Nova

Title: Arcana

Computer: CB4

Eupplier

To; was the night that
Wmmmﬁm

Imown as Shedding-Moon Eve.

For tonight is the only night that
the Dark Clavicle — a book of the

have given you a supply of mag-

ridors, there are thirty

special

ical bolts with which you must rooms to be explored These are
you invariably protected by various

know is that the book is guarded  evil minions, such as ghosts, and
by seven mighty demons and  are likely to contain something
that you will need a talisman to  of use to you in the furtherancs

try and defend yourself All
Virgin/WNew Generation
get past each of them.
even further. The elves of Estar- youareina

Already,
ion are aware of the Do you go left or right. Tothalaft.
of the date and that is why they  are a couple of locked doors fol-
have asked you, Baludar, to lowed by an open one, but you
break into the castle Arcanaand  must fight off some flying mon-

of your quest. If a room is empty,
the chanceg are that you will
nead to do something else first
and return at a later stage. The
3D graphics work very well here
as you find that you can't walk

find the book and destroy it.

So it is that you find yourself
on tha castla ramparts with only
two and a half hours remaining
before the moon rises. The elves

sters. To the right is another through'tables and chairs in

door, apparently locksed, but order to escape from the beasts.

which yislds to a few blasts of The game looks in style like

your magical energy. However, one of Ultimate's Pendragon

yournust first run the gauntlet of  titles but it plays a lot batter. It ia

the archers shooting at youfrom  easler to explore and you don't

their turrets. hawe to tackle the problems in a
Onoe inside the castle, youfind  set order at the beginning of the

yourself in a corridor with junc-  game. All in all, a highly addict-

tions and rooms leading off. If MWellwnrkadmm

you turn a corner, the picture ture.

redraws itself so that you are

always in a left to right corridor.

This can prove a little confusing PLANET RATINGS

at first and some careful map-

ping i required The corridors Originality

are protected by glant waspsand  Graphies

some flying imps. The imps are  Use of Machine

(111
asss
Seee
ey

zing round your head and de— STAR RATING
pleting your energy on contact. {}
Apart from the maze of cor- Nova
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Title:
Computer:
Supplier:

Contact with EDWARD (Envir-
onmental Defence WARDen ) has
been lost after an unusually
massive solar flare. This is bad
news as EDWARD is the com-
puter on board the prototype
warship Arachnid and it has
been programmed to assume
that the ship is under attack if
contact 18 lost. Anything that
comes into range of the ship will
be destroyed and in 24 hours'
time, Arachnid's orbit takes it
gtraight past Venus. You must
teleport aboard Arachnid and try
and shut down all the decks in
turn as they are not under
EDWARD's control. They are,
however, heavily protected by
droids.

In order to shut down a declk,
you must first destroy all the
droids with a quick blast from
your plasma gun. They will fire
back but you may be able to duck
out of harm's way. Contact with
the droids ehould also be avoided
aa it rapidly reduces your enerdy.
This is unfortunate as there is no
scrolling between screens and
you frequently move off the end
of one screen and walk smack
into one of them. Dotted around
the deck are some terminals that
give you access to a map of your
current location (top and side
view). You can also try your

Droids
C64
Anglosoft

hand at refuslling and closing
the deck down, each of which
takes you into a mini game.
Refuelling involves dropping a
capsule through a serles of
gliding blocks, a sort of space
frogger. The graphics here are
small and not helped by some
poor scrolling. Closing down a
deck can only be done when all
the droids hawve been eliminated.
Now you must enter a five bit
oode. You get five attempts af
this and each time you are told
how many of the bits hawve been
set correctly. It is nothing more
than a Mastermind wariant.
Cloaa down the deck and you can
teleport onto the next one.
Droids is an average sort of
game, niot bad for a first releass
but & bit uninspiring. It is highly
reminiscent. of Impossible Mis-
gion but nowhere near as

good G.RH.
PLANET RATINGS
Originality 7]
Graphics [ ] ] ]
Use of Machine [ 1 1]
Value for Money sss
STAR RATING

O
Bright. Star
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REVIEWS

Doors of Doom

Computer:

Supplier:

Amstrad
Amsoft

By a quirk of fate, you (why is it
always you?) hawve been chosen
to represent your race to con-
front the Doors of Doom. These
have been used for millennia to
test the resourcefulness of
beings like you. Succead and your
race will continue to evolve, fail
and it will destray itaslf

All you hawve to do s to ass-
emble 24 pieces of three doors
and make good your escape. The
pieces tend to be heawvily pro-
tected by robota to make your
task just a little bit harder and
additional robots will aftempt to
sap your enargy supply, although
this can be supplemented by
collecting the many cups of tea
that just happen to be lying
around You have warious
Weapon ayaterns at your disposal
but, apart from your laser, these
must be found firgt. The weapons
allow you to paralysa robots,
constrmuct a defensive shield, fly
or teleport out of trouble The

problem is that the teleport mal- -

functions and you lose a weapon
every time you use it. Except for
your ever-ready, ever-blasting
lager.

Thea game's graphics are bright
and colourful although jour
hero looks as if he is walking
along the side of things rather
than on top. There is also a
comprehensive scenery designer
get included in the package so
you can constantly give yourself
greater or lesser challenges
when or if you complete the

original.

The packaging proudly and
modestly clalms that Doors of
Doom is more than just the best
game that you have ever bought
for your Amstrad I would ven-
ture to suggest that you would
have a good case under the
Trades Desoriptions Act, it is no
more than an average arcade

adventure. G.BH.
FLANET RATINGS

Originality [ 1 1)
Graphics aess
Use of Machine L1 ]
Value for Money ses
STAR RATING O
Bright Star
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Spectrum

8th Day Software
£4.95

Wednesaday at long last and the
long awaited sound of a Giro
dropping on a doormat is heard.
Your delight is short lived,
however, as you realise that a
combination of DHSS and GPO
has cocked things up and the
name on the front of the chaque
is not yours. A second glance at
the cheque to see if you can work
out who may have yours induces
an instant spell of gibbering for
the name on the front is none
other than that of our beloved
monarch! Resisting the temp-
tation to cross out her name and
insert yours and hope that the
Poat. Office won't question all the
extra zeros, you decide to go off
in search of your knighthood by
returning the offending piece of
paper to its rightful owner.
Your adventure starts with
you in the Post Office vying for
places in the gqueue with Prin-
cess DI walting for her family
allowance. Prince William soon
nicks your Giro although he will
come to your aid later on in the
game if you give him a present.
You quickly find giving
Andrew phone messages about
various girlfriends’ results
(whatever that might mean —
Sara’s was the only positive one
by the way). He in turn gets you
drunk on champers. From here,
the storyline goes rapidly

Title:
Computer:
Suppliex:
Price:

The Morons are a race of people
who, ATy, Iany years ago stole
the three pillars of time (past,
present, and future) and set off
for their home planst. The
Moron captain, subssguently
stole the pillars himself and hid
them somewhere on his ship.
The crew objected to this and
killed him although they neglec-
ted to ascertain where the pillars
were hidden. This had unfortu-
nate effects for their spaceship
was now on collision course
with Earth and thers was
nothing they could do about it
This is where you come in as you
teleport aboard, locate the
pillars and get off again. Well,
hopefully, that is how it will go.
Your main problem aboard
ship is the rather basic ong of
staying alive. The major hazards
come not so much from nasties
— although you rmust placate
two rather hungry wolvas — but
more from maintaining your life
gupport systems. Oxygen sup-
plies and batteries run down and
need to be replaced There are
nine spare of each that can be
used and the knack 1s to be in the
right. place at the right time. The
crew themselves promise to be

- ()
DO

downhill as you wander round
the Tower, Downing Street and
the Palace placating, amongst
others, the Quesen Mum with
flowers and Princess Margaret
with fags. The Archbishop of
Canterbury can be led astray
with a pair of Sun Naughty
Knickers.

The humour in HRH. 1s defin-
itely Spitting Image style and it
ig fair to say that if you enjoy the
portrayal of the Royals in tha TV
programme, then you will enjoy
the game. It is also fair to say
that this is not the sort of game
to ask your maiden aunt to buy
your for a present, especlally if
shs insists on watching you play
it! The game 1s full of references
bo EREE d LT am (tnhﬂ.t-ﬂ-

enough — I don't want my
chances of an OBE ruined — Ed).
8o, if you want to know what lies
under the asterigks, then send
your pennies to: 8th Day Soft-
ware, 18 Flaxhill, Moreton, Wir-
ral, Mersayside 146 YUH. G.R.H.

FLAWET RATINGS

Originality sess

Atmosphere sess

Difficulty T

Walue for Money [ 1 1]

STAR RATING ol
Bright Star

helpful wherever possible but as
they are the least intelligent race
anywhere in the universe, it is
doubtfill how useful this help
will actually be.

The presentation of this ad-
ventura is not bad with some
nice graphics, but it is quite
badly let down by the vocabulary.
The phrase to turn the torch on
is ‘on torel’, which hardly flows
off the mngue. If you type ‘push
red button', the computer replies
with ‘0K and you might be for-
given for thinking that you had
accomplished what you set out to
do. But not a bit of it. You need to
enter ‘press red button’ in order
to elicit a more usaful responssa.
But minor grumbles apart,
Morons is a jolly little romp

through space. GR.H.
Storyline (1]
Atmosphers sew
Difficulty 7
Value L 1 ]
8TAR RATING
O

Bright Star

Title:
Computer:
Supplier:

Set in the mystical Far East, you
play the part of a young Buddhist
monk attempting to reach the
enlightenad level of initiate. To
do thig, you mmust light some
innense undsr the statue of the
great goldem Buddha on the
island, although you are warned
that your task will not be an easy

OI1E.

The monk has four pockets in
which he can store items that he
has found Ttems can be fetched,

Golden Path
Amstrad
Amsoft

take forever. The backdrops are
very well drawn and you can get,
a description of your current
location if you so desire. Moving
off the edge of a screen takea you
on to the next, although a par-
ticular . screen will often hawve
several exits — look for small
paths leading off through the
mountains, Watceh also for your
monk making amall movemeants
up or down, as this could well
indicate the presence of a secret

gtored, used or thrown and path

working out exactly what each
itemn does forms the main part of
the game. As you wander around
you meet wvarious creatures.
Some will be friendly although
most will have to be fought. This
involves a mini martial arts
sirmilation in which you can
jurnp, duck, block and punch.

The authors of Golden Path
geemn to have taken a few ele-
ments from various game types
— adventurs, arcade adventurs
and kung-fu gamesa — thrown
them all together and missed!
The gameplay lacks any real sort
of cohesion and the fact that you
have to eit around waiting for

Some opponents need to be  thingstoloaddoesn'texactly add
destroyed with a special item tothe atmosphere. G.R.H.
rather than just straight combat.

You start with four lives and FPLANET RATINGS
your energy supply for each life
decreases as you suffer wounds  Originality (1]
in a battle. You must also watch  Graphics sess
your age. Youstartat 16 but can  Use of Machine (1 1]
age magically during the course  Value for Money L 1 1
of the garne and it is curtains for
you if you reach the age of 99. STAR RATING

Each screen is loaded separ- =)
ately from disk and it seems to  Bright Star

ou‘ve been
'a please.

invited to tunch.
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BARGAIN SOFTWARE AND ACCESSORIES-PLUSAS AN INTRODUCTORY OFFER

WVALUE OF £9.95 OR MORE AND FIECEIVE AN LCD WRISTWATCH FREE!
PJOFFER OPEN TO END OF OCTOBER 86.
WATCH SUPPLIED MAY DIFFER FROM THAT SHOWN DUE TO DEMAND.

SPECTRUM ARP OUR PRICE AMSTRAD RARPF OUR PRICE ACCESSORIES

Minder (Dk Trons) 7.85 295 Armerican Foolball {Amsoft) §9.95 225 SPECTRUM
Football Manager (Addictive) 795 3.95 Elita (Firebird) 14,95 786 Protek Switchable Joystick Interface Tuns .m',- Softwane
Heathrow A T.C. (Henson) 8.85 ?_ﬁ complate with free game. ... . BB
s ety Zapp (280 Assembler/Hawaon) 21.85 4.1 Spetrum 4BK Power Packs ..... e
Full ‘ECP ki ""’""?E‘f I'g:_g""':"'g Artit Linkword Franch/German 29.95 BO5  ZX B1 AAMPECKE 16K .. o.ooiitieiianinieiicainsin. .. 88
ARl Al Rl el e REPURR geuﬂ CapMes Strongman {Martech) g.gg :;: ZX 81 Eam packs EAE R Vil T 1:3;
uinow (Medro-Gan . . ZH 81 Pampacka 8K ... o e e e s s
Aty Mastertron|c 184 o eguchnéadws old) 9.95 T e e S el
Any Mastartronic 299 T8 Test Match (GRL 7.95 2,98
The lHustrator [Gilsali] 14.95 585 Husthar 4H-uhb|e éus 7‘9‘5 288
Pistail 2 (Activision) 9.95 A8 ke (Taskeel] i 399 COMMODORE
Jet Sat Willy {Saft Proyv) T.85 .95 B ﬁ?“ Ell::_)l:l .:IJ\ Gold) 8.95 399 Power buppl-\u with (Reparablpl Britesh mada high quality
Hightshade (Uitmate) g.g; ;ﬁ gl L = T . units d 26.95
Blood & Gults (Quicksliva) 8
Sorea af The Hings (CHL) a8 am e onic) 1.09 1.75
Geofl Capes Strongman (Martech) 9.95 T e L M) 199 yys BBC
Equixiox (Mikro-Gen) 9.95 4,99 A;-;'r‘l-'“}.ar:-r?flécgrspforlrnnlcal 190 175 Joystick Interface and free game e e e e T
Hunier Killer {Froiek) 9.95 280 horts (Bluenband) 200 250
Serewball (Blueriband) 299 250 JOYSTICKS
Lasi VB (Masterironic) 295 275 Quickshot 1.
Spelibownd (Mastertronic) 285 275 Quickshot 2, 5
Blue Max {US Gold) 8,98 489  ZFipstik C16 Type ..
Sammy Serpent [P.OL) 14.95 599 16 Joystick Adapto .
COMMODORE 64 Battling Bugs (Edufun) 958 4.99 {(Converts standard Alari Type o C 18]
Spys Demise/Strikes Back (Twin pack) 9.95 250 Franzy/Flipflop {Edufun) 1495 580
Star League Basaball [Activision) 10.95 325
On Field Footoall [Activision) 10.95 3.25 ELECTROMN AMSTRAD
Dacathlon (Activision) 10.85 3.25  Air Traffic Control (Hewson) 895 289 |ightpen (DKTAOMICS] ... covmeomeneieeraveancano... 1485
Blade Aunner (CAL) 9.95 395 Cricke! (Bug Byle} i 299 &4K Memory Expansion . 3495
Everyones & Wally [Mlhrﬂ -Gen) 995 239 Tennis (Bug Byte) e 288 356K Memory Expansion., 78,95
Rogin of Sherwood [Odin) 995 2,95 Blockbusters (Macsen) 885 3.85 Full Range of DK Tronics Accessnries availabla at massive
Bruce Lee (U3 Gold) 995 385 Hulk (Americana) 299 2.75 diBCoUNE
Bounly Bob Strikes Back (US Gold) 985 2.88 Chuckie Egg (A + F) 7.95 .85
BCs #Grogs Revenge (US Gold) 2.95 395 Smapper/Boxer Twin Pack 15.98 2.85
Fort Apocolypse (US Gold) 9.95 385 Superpooi (LK) 7.5 299 ELECTRON
International Soccer [Commodarne) 14.85 685 \View [Word Procassor Hom) 28.95 1298 Pilus 1 Expansion Unit . R e | ]
Pole Position (Atarisofl/ Cartridge) 14.85 695 Viewsheet (Spreadshest Rom) 2B.95 1208 Plus 3 Expansion Unit . ...ooaieas e 128,00

THIS IS A SMALL SELECTION AVAILABLE FROM QOUR MASSIVE CATALOGUE. FULL CATALOGUE FOR SPECTRUM, COMMODORE 64,
ELECTRON, VIC 20, C16 + 4, ATARI 400/800 XL ETC, AMSTRAD, MSX, BBC, WILL BE SENTWITHFIRST ORDER, OR SEND 22p STAMP FOR FREE
CATALOGUE.

AUTOMATIC FREE MEMBERSHIP TO OUR SOFTWARE CLUB BRINGING YOU AMONTHLY NEWSLETTER AND MAGAZINEWITH LOTS
. OF CRAZY OFFERS AND MASSIVE DISCOUNTS. P&P INCLUDED ON UK + BFPO ORDERS - OVERSEAS ADD £1 P&P. PER GAME.
ORDERS AND CATALOGUE REQUESTS TO:

NEW FUTURE SOFTWARE

FREEPOST (DEPT CG) 4 + 5, ROWANBURN, CANONBIE, DUMFRIESSHIRE DG14 ORH.

TAPE TO DISC DISC TO TAPE :REEEOE::ETEERREMST i

FREEZES & BACKS-UP PROGRAMS TO DISK OR .
TAPE IN ONE FILE, MACHINE-CODE MONITOR WRIE S OSIAR
INCLUDED. EASY TO USE.

EEER . EXPERT ACTION
IN SECONDS FOR YOUR COMMODORE COMPUTER

B FREEZES AND SAVES PROGRAMS TO DISK A PRICES

: ONEFILE B PROGRAMS ARE SAVED IN ONE FILE FOR C128

The expert cartridge systern out- INC VAT, P&P.
Sl COMPACTS B PROGRAMS ARE COMPACTED TO RE Lzl
performs all other similar products SPACE USED s and C64
— regardless of cost. Even foreign SAVES MORE > YOU CAN SAVE 3 OR MORE PROGRAMS PER DISK
products costing twice the price VERY FAST B RELOADS MOST PROGRAMS IM LESS THAN '
cannot maich the expert’s 30 SECONDS
performance. Why pay for outdated | MOT NEEDED B THE CARTRIDGE 15 MOT NEEDED FOR LOADING BACK
ROM systems when the expert UPGRADABLEP CARTRIDGE USES RAM AND DISK BASED SOFTWARE CHEQUES PAYABLE TO TRILOGIC
carridge can be upgraded for very FOR INSTANT LOW COST UPGRADING . | ORDERING: WRITE OR "PHONE *PROMPT
little cost to meet the challenge of MONITOR I USE THE MACHINE CODE MONITOR TO CHEAT, DESPATCH* PAYMENT BY CASH, CHEGLE,
the most recent software. ol o e e POSTAL ORDER OR ACCESS # EXPORT ADD £1.00
P HANDLES MULTIPART LOADERS EXTRA # PAYMENT IN STERLING OMLY PLEASE

e
MAIL ORDER Dept cGz 29 HOLME LANE BRADFORD BD4 0QAP CALLERS 329 TONG STREET BRADFORD BD4 9QY Tel (0274) 684289
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Poach a copy of Trap Door with

Gamer’s first cookery competition!

Piranha and Gamer have put
their heads together to produce a
competition you ean really get
your teeth into!

On offer we have 25 copies of
thelr brilliant new Trap Door
game (see review elsewhere in
this igsue).

As you can tell, Thing Upstairs
has a constant rumble in his
tumnmy and he's always shouting
for something to eat. In the game
the dishes include canned
worms, boiled slimies and aye-
ball crush, but he’'s bored with
this limited fars and this is
where you come in,

All you have to do is to devise a
main course which will appeal to
his festering taste buds. Berk
will prepare each meal for his
master and the best 25 willwin a
copy of the game for their
creators.

30 get your pots and pans out
and start inventing. Then send
your final recipe to s, remem:
bering to 'put the name of your
dish on the back of the envelope.

All enfries should reach us by
first post on October 20th and if
youre & relative of mine or if you
hawve anything to do with anyone
who works for Piranha, Gamar
or its publishers and distribu-
tors then you're barred, 0K

Az the boss my decision is final
and anyone who argues with me
will find a shoal of piranhas in
their bath.

All nauseous entriss should be
sent to:

The Head Chef,
Computer Gamer,
1 Golden Square,
LONDON

WI1R 3AB.

COMPUTER GAMER OCTOBER 1986




d
D
e
=
el
w
-
o
2
ko)
]
=
o
]
L
O

6 Central Street Manchester M2 5NS. ©
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Title:
Computer:

castls.

Berk is a blue blob of a creature
and he'’s the slave of the Thing
Upstairs who owns the castle.
Thing is8 a difficult entity to
please and we never see him but
his commands boom out from
the dumb waiter in the basement
and Berk must obay, helped and
hindered by his friends Boni and
Drutt. Boni is a disembodied,
world-weary skull who acts as
Berk's adviser (a sort of skull

solution to each teaser is com-
plex and I've been sworn to
secrecy so that I don't spoil the
fun,

I can't remember geeing such
finely animated graphics on the
Spectrum before. It's the closest
thing to a computer cartoon that
I've seen. Smooth animation, lots
of colour, jumbo-sized pseudo
sprites and not an erring attri-
buts to be seer. I am extremsly
impressed with the program-
mer's mastaery of the machine,

The tasks themselves are vary
weall thought out and interlock
well enocugh to dispel the linear
feel of similar games. If you lose
an object, vital to the execution of

the possibility of employing
something else in its place. For
example, I lost a projectilawhich

Don’t you open that Trap Door
there’s a Piranha down there.

I needed to complete one of the
Thing's commands but I found
Boni to be an ideal, if somewhat
unwilling, substitute.

The basement consists of six
rooms and each one has a sig-
nificant part to play in the game.
W&jnigoﬂerkinr.hatmpdmr
room, Bond is surveying
the scene from his perch in an
aleove while little Drutt gambols
around the floor. Buddenly
evaryona freezes as a command
gradually comes into focus on
the screen. This is the graphic
equivalent of the Thing's boom-
ing voice and it demands a can of
nice julcy worms. An sasy ong
this, just grab a can, find a few
worms and whizz them up the
durnb waiter to the not-so-dumb
master

Worms seem to emerge each
time Berk flips the switch which
opens the trapdoor and a-can can
be found in the store-room next
door. Having noted this I re-
leased three worms and dashed
to fetch the tin, but when I

Bight. Quickly Bea:';c%ﬁng t.hl:
other rooms confirmed my
wurst.{%ars — the worms had
#one. solve this mystery I
dragged Berk back to the Trap
Door room and flipped the
gwitch again Momentarily, the
door swung open and another
three worms popped out. Being a
curicus kind of person I walted
to see what happened.

The disappearing worm trick
‘was soon revealed as Drutt came
skipping in and gulped my pray
down. Whose side is that little
perisher on?

By now the Thing was getting
a little impatient judging by the
evar lengthening bar on the
‘angriometer’ at the bottom of
the sereen. I now must draw a
vell over the proceedings but
suffice it to say I manaded to
keep Drutt's greedy little trap
shut while Berk wandered
around grabbing the worms and
depositing them in the tin.

Thing was delighted when I

BBBHBBEEBHBEBEHBIBHBEB BEEEEEEB
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sent up his feast but soon he was
booming out more requests.
Fried egds were his next heart's
desire. Eggs, now where do you
get'eggs in a basament? Well, the
trapdoor seems like a good bet.
Boing! Up popped the biggest
creature ever to sp out of the
Spectrum’s memory. d this
be a spring chicken?, I thought
a8 it bounced off the screen
QGiving chase was my next big
mistake. As if in divine retrl-
bution for my awful pun, the
springy thingy landed aquare on
the head of Berk and — kapow —
the screen flashed and there was
Berk reeling from the blow in
some other part of the basement.
Btill no eggs.
Eventually I managed to coax
the bouncing beastie back into

=af p
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the cellar and closed the trap-
door over his head Cautiously, I
pressed the switch again Up
popped & few worms and a
feathered head ‘Ah! This looks

can you get a high flying bird to
lay an egg? I had no idea so I
asked Boni by lifting him down
from his alcowve.

‘Bullet’ was the rather brisf
response which gent me dashing
off to find a suitable projectile.
After working out
how to fire the bullet, the bird
obl.igedmb;rlaymgmoggor

Th& satisfying feeling of
solving a problem before the

% e nu -.
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angriometer reaches masximum
is the main hook to this game.
The attention to small details is
amazing, For instance, I placeda
utensil on the stove in one of the
rooms and left it on for quite a
long time. When I tried to make
Berk lift it off the heat the object
was flashing and Berk immedi-
ately dropped it to the floor, I
swear I saw him mouth the word
hot each time I tried to get himto
plck up the utansill

As the Thing Upstairs makes
each new demand, the problems
‘become more and more involved
Failure to complete a job in time
results in Thing impatisntly
deciding that he no longer wants
that meal and he moves on to his
next demand.

After eggs he wants boiled

slimies. What's a slimy and how
do you cateh it when you find 1t?
All T will say is that they're not
under the trapdoor. This demand
tsfﬂuwwadbyslmaatmr a
bottle of eyeball erush and this
is the most complex problem
which has to be solved.

The way to a Thing's heart is
definitely through ite stomach
and the final task is to open the
safe which contains Berk's pay.
Then youcan start again to try to
succeed in all the tasks and work

that you have ‘borrowed’ time to
allow you to complete a more
difficult task The

disadvantage
of this system is the logs of bonus
points but this is no major

problem-solving games then this
has an awful lot to offer. It
deserves to be & monstar hit.
PLANET RATINGS
Originality

Gra

phics
Use of Machine
Value for Money

save
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STAR RATING
&
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COMPETITION RESULTS

Computer Gamer is well known for its fantastic
competitions with REAL winners. So who won? Who
lost? What was the answer? Who cares? For the answers
to these questions and many more, readon...

TEIEPTNTONR. Ulde e Jeo 192078
. Telex: 892758 ANCO G.
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IE.E I, In the July issue of Computer  toxeter; Rodney Tregale, Slough;

E.E | Gamer we ran the 4th July Nick Pusey, Mildenhall: Richard
=1 competition with US Gold In  Hart, Kirkamgate; Eevin Sorsby,

0w | this competition you had to Sheffleld; Paul Adamp, Hale; AF.

B2 unscramble the names of seven Power, Merseysids; Graems
w American states, and pick out King, Welwyn; Paul Mcguillan,

8 = five of these and match them to  Dundalk; Vernon Thompsorn,

S E five maps of the same states. Upper Hayford; Bard Bertelsen,

Eg—; The prize was 30 packs of Norway; AR Monro, Inverness;

software for the BBC Micro, Am-
strad, Commodore 64, and Spec-
trurm, depending on the winner's
computer. The answer (he says
knowingly) is: 1F, 23, 3D, 4A, 6B,

Dove, Foole; David Price, Canvey
Island; P.A Irvine, South Wirral,
Stevenn Heale, BStoke; Adrian

Eg"!ﬁ,‘;w - B Lowden, Hull; David Ainslie,
RETT) CE TOWM. Bheffield; Gavin de Bank, TUt-
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The 30 winners are: Kelvin |

Barrie Day, Rayleigh: Michas]
Eharpe, Peterborough; A L. Mor-
gan, Merthyr Tydfil, A.J. Shipp,
Badford; Richard Browne, Fleet;
Mike Davies, Llandeilo; Henry
Olsen, Hebburn; CA. Enight,
Morden; Daniel Cornelius, East
Grinstead; Roy Fowler, Shaffield:
Andrew Murdock, Fortadowmn;
Michael Follen, Downharm Mar-

4o



Seats which will

carry 3 people
at, the most
Flying saucer which

apins round the pola
very fast

Steal pola

/l ( ) Ticket and control box

COMPETITION
RESULTS

Melbourne House

Alzo in the August issus we ran a
competition with Melbourne
House. The prizes were 15 packs
of Melbourne House's latest
software — Redhawk and Rock
W" Wrestle. The competition was
based on the game Rock W'
Wrestle and showed three
sereenshots with a question
about each shot. The answer is:
14, 2A, 3C. And the Iucky win-
ners are: Chris Aucott, Sheffisld;
Asghley Williams, Rainworth; R
G. Messenger, Perth: Erian
Clarke, Pontypridd; Darryl Web-

ster, Leeds; Paul Prichard, Pres-
tatyn; Lee Harris, Northampton;
Carl Johnson, Sleaford; Mark
Forbes, Gateshead; Alex White,
Basmgst.oka Rodney Tregale,
Slough; Peter Spence, Perth,
Chris Adcock, Toton; Kirk Fite-
gimon, Normans Bay, Jamie
Bridges, Wanstead.

Remember there is still
time to enter some of the fan-
tastic competitioms on offer
and this issne has some great
prizes on offer. Good luck —
you'llneed it...

In the August issue we ran a
competition in conjunction with
CRL where the fantastic prize is
a day out at the amazing Alton
Towers, home of the famous
Corkscrew rollercoaster,

The idea of the game was to
design a new amusament for the
Galeorp Leisure division, cre-
ators of the famous Room 10
(marketed on Earth by CRL).
Aftar the amazing speed and ex-
citement of Boom 10 — a cross
between Ballblazer and Pong —
what could come close?

Martin Fawcett from Hull
seems to have come up with the
solution:

“OF.0Q is a spaceship ride
which spins very fast around a
large steel pols, whilst going up
and down. The pole is about 50
foet high. The power source is
electric and the seats on the ride
‘would hold two to three passen-
gars, who would be held in VERY
USTJE\-”

Elsewhere on these pages
ghould be the picture that
Martin drew.
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In the following pages you'll
find all you need to join our club,
details of the Gamer ratings
gystem 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 is 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. Joining
also entitles you to use our 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
Jjoined our elub.

READERS
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Now you can start to get

in our all new Club Contacts
section — free to you and free to
use,

Instructions

Head these , most of you
seam to be able to follow instruc-
tions, tat a good percentage
seamn to miss the point a lot So
listen! On these pages are a
number of forms. To send in a
contact, fill in the contact ap-
plication form, and send it in
with a short letter detailing the
sort of response that you want,
and a largish (ie. AE or above)

‘Computer Gamer Contacts’. Any
applications sent in for any of
these services without an SAE
will be unceremo; binned.

To reply to a contact, you write
whatever you want to write, pop
it in an envelope along with an
SAR if you are expecting a. reply.
Mark the correct contact num-
ber on the back of the envelope,
and send it to ‘Computer Gamer
Replies’.

The Rating System

If you have a club membership
eard you may notice that there is
a section marked ‘Tntergalactic

Ratipgs’. This is an award®

scheme whers, by doing various
endorsement

much scught after, and difficult
to obtain. We calculate taht only
a small percentage of readers
will be able to complete all five
awards. However, we will be very
pleased (and surprised) if you all

'Ihsa.wa.rdamgraded,thalﬂw
ratings should be easier to get,
whilst the top rating is more
difficult. In order to get all five
y::runaadtoexh.[blt:rrmmrqua.u

Delta .

You get this for loyalty to the
club. Every month in the mag-
azines we will be printing a dated
gymbol on the corner of ons of
the club pages. Cut out and
collect six consecutive dated
gymbols and send them to us. We
will then send you the loyalty
award. Since we assume that
gverybody is incredibly loyal,
this should be quite sasy!
Gamma

A Gamma (gamer?|) rating is
awarded if you get a hi-score
puhhshadmmem

is slightly harder than alpha/
beta, and requires great game
Playing skill, but is by no means
as hard as some of you may
think The games we feature
change every month — as do the
scorers. Special hi-scores or

m.rlt.apagsorperhapaclubpegas
of Computer Gamer

Beta

This is getting quite hard now. A
Beta rating is awarded if you get.
a4 hint/tip/help published in
Computer Gamer. In our ooca-
slonal hints section, letters page,

players guides, ar in the adven-
fure section. This shows extreme

prowess in researching games.

gtandards are quite high so only
excellant garmers will be able to
achieve this highest of high
honours, :

These ratings can be got in any
order, you don't have to work up

" to Alpha, or down to Delta — you

could even start in the middle
and gort of go sideways.

it Rk Jees, ey seucrin

0Ol I,

Computer Gamer shows that you
have a discerning intersst in
computers and Howevar,
amaster garmer is the pinnacle of
achievement.

All forms should be sent
marked 'Computer Gamer Rat-
ings’ and should include a
stamped addressed envelope for
the return of your award (a sort

of sticker to stick on your

Commodore 64 Programs C'luh
(Also see 113B)
No. 1134

Section Two
Hints, tips, help offered, help
wantad

Robert Troughton
No. 113B

Section 3

‘Penpals or Computer Contacts —
perhaps your lonely Jupiter Ace
needs some company?
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n szétrunif Amstrad Cassette £8.95
b -_-_\&Amstrad Disc £13.95

MIKRO-GEN
Unit 15_The Western Centre
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Back in the days when Dad was a
lad and a television in every
home was a Utopian dream, the
Eagle comic was essential read-
ing. Pride of place was given to
stories of Dan Dare, Pilot of the
Future, whose granite chin and
stiff upper lip epitomised all that
was heroic and noble in a world

that Virgin Games have decided
to breathe new life into his saga
with the accolade of a computer

In all his tales Dan was
accompanied by his faithfil

Arch-villain of these tales was
the Mekon, an evil piece of work
bent on world domination or its

wonder of science fiction. At his
command hordes of Treen
henchmen would try to exsecute
his master plan but Dan Dare
Was always one step ahead in the
eternal sturggle of good versus

Unless you agree to
my demands your
planet is surely
doomed.

All of these elements hawve
been adhered to in the game.
Dare has been given the supreme
accolade of an appearance on
This Is Your Life when the

Mekon The Green Fiend has
launched a hollowed out asterold
containing an atomic bomb to-
wards the Earth. As the time
ticks by the hopes of the world
are pinned on one man as Dan
Dare goes up there to thwart the
lot.

o)

After over a decade in limbo,
Dan Dare bounces back as the
hero of Virgin’s new game.
Eric Doyle braves the Mekons
and Treens as he tries
to save the world.

fast g i
Dan only has two hours in
which to assemble a self destruct

arcund the complex inside the
asteroid and they must all be
assembled in the control room if
the Earth is to be saved As a
safety precaution there are
locked doors which can only be

glderation rather than mindless
blasting in all direction Extra
ammunition can be collected
from some of the sectors to keep
Dan going but these are limited
in number.

will turn to glance at you des-
pairingly if you force him to
pause for too long during his

and use the extra ammunition

was too simple and I reached
level four with no great diff
iculty, but then the tims limit
comes into play.

On level one the first bomb
piece is relatively sagy to find bt
Treen trouble combined with
wall and floor mounted lasers
take a large toll of Dan's energy.

Well Dig, it's you,
the Prof and me

against the mighty
Mekontan empire...

screen goes black and our hero
awakes in jail' This means that
Dan is not only disorientated but
also gains a ten minute time
penalty. Falling too far from a
platform also causes Dan to be
captured by the Mekon's lackias.
The only exception to this rule is
if he lands on a floor gun. No
matter how far he falls, an active
laser will give him a soft landing.
When he successfully collects
and returns the bomb section to
the control room, heistoldthata
door opens elsewhers in the
asteroid As you search you must
keep your eyes open for these
doors so that you know
where to go for the next phase of
the mission. Bach time you move
on to a new level and search for

bumping into a Treen can causs
Dan to be captured and the pen-
alty time mounts rapidly if you
don't act very quickly. This is not
helped by the unreliability of the
laser gun which sometimes mis-
fires

makes an entrance.

+ At this stage an extra peril
Roaming

At this very moment an asteroid containing an atomic bomb
is hurtling towards Earth under my control

opened one at a time as each
plece is insertad into the control
panal.
Patrolling around the levels of
the asteroid base are the Treens
who will readily engage in laser
combat with Dan Dare whenever
they meet him Dan's laser has a
limnited charge so accuracy and
range must be taken into con-

race against time. As he goes
about his task his enerdy is
drained by laser blasts or contact
with the Treens so you must
keep topping up with energy
pills which can be found lying
aroud at various points.

As platform games go, the aim
is fairly : shoot the
aliens, collect the bomb parts

robotic spheres wander the
corridors and these cannot be
destroyed but may be disabled for
atime. Ifthis cecurs while over a
floor laser, the gun will be
crushed by the weight of the
falling robot, a useful ploy for
removing the num-
ber of thess energy sapping
modules.
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At level five the floor and wall
mountad lasers are supple-
meantad by exctremaly lethal guns
which fire rapidly and horizon-
tally across the screen. These
cannot be defeated and must be
avoided before a blackout occurs.

Onee a bomb has been aoti-
vated Dan must find his way
‘back to the asteroid's surface and
relocata the Anastasia, Dighy
and safety. Will he succeed or will
he have to destroy the Mekon

first? The fate of the world is in
your hands, chaps.

The standard of the pro-
gramming for the Spectrum is a
fine example of the skill of Dave
Chapman in visualising the
graphics designed by Martin
Wheeler. The game 18 free from
intrusive attribute problems and
flicker, even though the on-
screen action is often supple-
mented by an animated Mekon
head uttering threats and pleas

COMPUTER GAMER OCTOBER 1986

from a small monitor screen at
the bottom right of the display.

The bottorn left of the screen is
ressrved for status indicators of
Dan's laser charge and enerdy
lavel, ag well as a clock readout of
tirme remaining.

Locating the correct place for
the lifts requries accurate pos-
itioning of Dan. This just become
second nature if the time limit is
to be overcome because he can
use the lift to get out of sticky

‘—

In the studio the
assembled gathering
turned their gaze to

one man, Colonel

Dan Dare knew
what he hadtodo...l!
... they don't stand
any more chance
than Yorkshire do of
bowling out Lancs!

gituations. While in transit via a
lift he cannot be harmed by
Treens, robots or lasers. Some-
times Dan's capture can help to
move him cloger to the control
room than can be achieved by
searching for the correct return
route. The other advantage of
capture is that the laser gun is
automatically given a 50% re-
charge if all of the re-energising
modules have been used up.

The two hour limit means that
Dan can only be allowed a
maxdmum of twelve arrests if he
is to complete any of the task In
practice this is much reduced
because of the time ticking away
while he searches the complex
for the elusive bomb fragments
and hidden doors to new levels.

The gameplay is simple
enough to Tull you into the mis-
taken belief that it will be a cinch
to reach your goal very quickly.
This 18 tha hook which leads you
to game after game and 1 spent
hours of frustration when
reviewing this dastardly flend-
ish game.

Looks like that
Green Fiend has an
entire complex on
that rock.

Unfortunately, Dan Dare'’s
creator did not live to see his
comic strip hero translated to
the technology which he fore-
cast would ocour his

carries a dedication to the
memory of Frank Hampson who
sadly died on 8th July, 19885, Few
fictional heroes have weathered
the ravages of time like Dan and
although his language belongs
to an era long since past, he will
be remembered by a new gener-
ation of science flction fans
through the ingenuity of Virgin
Games' Gang of Five program-
ming tearm.

FLAWET RATINGS

Originality L 11
@Graphics assNy
Use of machine L 1 1] ]
Valua for money L 1] 1]

STAR RATINGS
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If the Spectrum version is the
basic Dan Dare game, then the
Amstrad program is a variation
arcund this theme with a meat-
fer storyline.

Instead of finding the activ-
ators of the self-destruct mech-
anism, Dan has to find sections
of a bridge which will allow him
to rescue Dighy and to reach the
destruct button which will blow
the astercid into oblivion.

Mekons are everywhere on
their anti-gravity platforms,
often materialising behind the
girders which crisscross the
inner workings of the asteroid. If
Dan is not. carefiil he may collide
with a hidden Mekon or be
caught by a surprise laser blast
50 he must proceed with extreme
caution.

Amstrad

The first stage of Dan's scarch
for bridge parts reveals the kind
of problems which must be faced:
bottomless caverns must be
traversed under a hail of shots
from wall-mounted guns, one
false move and Dan will wake up
in his eell.

For each bridge part correctly
positioned, another door will
open somewhere in the complex,
just as in the Spectrum game,
and from the second level the
Mekons are supplemented by
their Treen minions who tend to
appear close to Dan as he
amerges from a Lift.

The graphics are much more
complex, making full use of the
AmSt.rmi's sprite capabilities
and colour and the status display

ig different too. The passage of
time is represented by the Earth
being gradually eaten away and
mesgages are displayed in car-
toon-style box inserts.

Unlike the Spectrum game
Dan's energy cannot be re
charged, making avolidance of
injury a top priority. This evoc-
atlon of caution is counter-
balanced against the time lmit,
making the game harder to play.
Progress was slower than in the
Spectrum gams and I shudder to
think what perils lie in the levels
which I've yet to reach.

c64

The gradual development of
the gameplay is accelerated out
of all recognition in the Com-

Any Moment Now,
Tonights very special guast...

& 1986 IPC 7 DAN DARE LTD

..will walk through these doors for a roufing

modore 64 version.

Most notable is that the levels
all provide a separate challenge
and Dan has only his bare fists
with which to protect himself.

The stairwells leading down to
the astercid's nerve centre have
to be located and opened This
involves simple action adwent-
ure methods of finding solutions
to such problems as how to open
an electrified hatch, how to per-
suade Dighy's alien pet, Stripey,
to retrieve a torch from an in-
accessible cavern and what to do
with vines.

Actions are initiated via car-
toon style flip over menus.
Always flick through all of the
options  before proceeding
because some of the cholces are
red herrings. For example, in a

DAN DARE...

THIS J‘S YOUR LIFE!
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Memories flooded

The tributes came
thick and fasi. back.
i o
|
..the finest
officer in
@ spacefieet... @@

Viewers heard from
" That time™l Dan's old friends...

on Venus... /8 " =
'.Ff-—.s“.’
% "4 -
q Colonel Dan saved
=10 my life several times...

..and old enemies!

T SdENIEETZE

>

FHEON

THE GAP (OOKS RATHER TOO NARROW |[2725

POINTS e o v s

PILOT OF THE FUTURE TEME o o 1255,

darkened room Dan can try
eating carrots to improve his
night vision, but if this action is
chosen the result is unsatisfas-
tory but predictable,

During the execution of these
Herculearn tasks Dan often hasto
fight tha Treens he meats on the
way. One motto covers these
situations: he who fights and
runs away, lives to fight another
day. If you can avoid combat then
do 80 because Dan has limited
energy and conservation is
essential if the Mekon is to be
defeated later in the game.

To enter the underground
complex Dan must wear a

Treen suit. Fortunately
for hirm, this only has to be worn.
to get him past the entrance
guards. Once underground Dan
will shed this disguise and the
pearch for his impriscned
friends Dighy and Professor

is on. At this point I
eould dwell on the foresight and
liberal mindedness of Frank
Hampson in giving a woman
such an elevated position in
society in the repressed atmos-
phers of his time . . . but I won't.

Onece again the torch will be
usaful here and the graphics of
the torchlit search of darkened
rooms i8 a delightful pisce of
programming.

Al this very momeart an asteroid
cortaning an atormic bomb s
hurtling towards the Earth under

1 shall shortly contact youwr leaders
to sef forth my tarms...

The Earth falls silent...

Some of the rooms are pro-
tectad by locked doors which can
only be opened by a suitable pass
card These are carried
selected Treens but the only way
to find out which ones is to fight
them to the end To engage a
Treen in the noble art of fisticuffs
means approaching him until a
scale appears on the sereen. This
shows the relative energy levels
of the combatants and some
Treens are stronger than others.
Dan then indulges in a bit of fist
fighting akin to the profusion of
Martial Arts games and, with a
bit of luck, he will overcome his
adversary without losing too
much energy.

When the two cells have been
located and unlocked, Dan can
proceed to his nest task which
will open the door to the Mekon's
TOOITL

The door is protected by three
computers which Dan must ds-
atroy with an outsize laser gun
The gun is too big to carry so he
must channel the beam towards
sach computer in turn through
special deflectors which can be
directed towards them.

The deflectors are positioned
at junections in the underground
gantry and Dan has to wander
about making sure that the de-
flectors are all turned the correct
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The crowd in the studio furned

their gaze towards one man...

PiLGT OF THE FUTURE TIME o122

..and Dan Dare krrew what he
imr.i te do. f r S

FOINTS v 2 ve 500

Eh Up, I'd betfer ™
ml | grab some grub, looks fke
5 ., along tp ahead forus

fill...

b=
eﬂheresher‘s,

37503

Later after Digby has had his

B, 'he famous Anastasia,

Just waiting for Spaceman
Atbert Fitzwiliam Dighy, Professor

Jocelyn Peabody, and Colone!
Dan Dara to board her...

way or the laser will destroy
them. Onee again Treens will bar
the way but they can be avoided
with a bit of planning.

Completion of this section of
the game 18 helped by careful
mapping of the route which Dan
takes, g0 that he can find the
computer and return to fire the
laser

Once the computers are
destroyed, not only does the
Mekon's door open but also the
destruct sequUence COIMITIENOESS.
With time pressing, Dan must
storm the Mekon's lair,

Inside his stronghold, the
Green Fiend sits inside a pro-
tective bubble which can only be
destroyed by Dan's sole weap-
onry — hand grenades. To throw
these Dan must approach close
to the Mekon's dome. As you
might imagine, the Mekon won't
take this assault kindly and he
pitches all his efforts into the
task of destroying Dan with bolta
of pure energy.

To defeat the Mekomn, Dan will
need to hit with as many
grenades as possible and this is
where energy conservation will
pay off. After much ducking and
weaving, you may destroy the
dome but the end of the asteroid

base 18 nigh and Dan has to race
for the surface with his friends.
After saving the world he must
now save himself,

This is no time to find that
youwve left a surface exit
unlocked, so do your initial
preparation carefully.

The 64 gams is by far the most
complex of the three versions
and consequently less repeti-
tious. The graphics are chunky
and lend a cartoon strip quality
to the game.

To try to compare the three
games would be futile because
few people have more than one
computer to their name. The
Spectrurn  and the Amstrad
garnes are very like Impossible
Mission but the influences in the
CB4 version are varied enough to
negate direct comparison with
anything else.

My only qualm is that the
name of Dan Dare has been
buried under copyright battles
for some time. Will the name sell
the game or rmust it sell on its
own: merita? My own feeling is
that many gamers will find a
copy in their Christmas stocking
through the auspices of a sen-
timental streak in their parents
or older relatives.

AMSTRAD

FLANET RATINGS

Originality
Graphics

Use of Machine
Value for Money

STAR RATING

Nova

Spectrum, Amstrad, C64
Virgin Games
£9.95 (cass)
£14.95 (Amstrad disk)
Ce4
FLAWET RATINGS
88 Originality (1111
S#88% Craphics sSesS
#988  Useof Machine assy
SSSs  Value for Money [ 11 1]
‘Zﬁ' STAR RATING {}
Nova
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COULD THIS BE YOUR
PROGRAM?

Answer YES to any of these questions

Is your program good enough to fill
this spot? and we would like to hear from you. Send
Will your game be the next No. 1 hit? your program tape or disc, together with
Are you looking for top royaities? full instructions for fast evaluation. Be sure
Are you writing for leading computers to state your computer type, memory,
such as Commodore 64/128, C16/Plus-4, peripherals used and your name, address
and telephone number.

BBC/Electron, Atari, Amstrad, MSX,
Spectrum or any other 6502/280 Micro.

34 BOURTON ROAD GLOUCESTER GL4 OLE
Tel (0452) 412572

P.S: We are also looking for 6502/Z80 programmers for urgent conversion work.




" Bt it i e

socket on a Spectrum and watch the screen!

Bat your heart out Jeff Minter. Here is asimple
to use sound to light program in machine code
for any ZX Spectrum. Play music into the ear

1 REM by MARK FICFORD 1986
5 CLEAR 2999%9: BORDER O: PAPER ©O: INK
7: BRIGHT 1: CLS
10 FOR =0 TO 113: READ a: FOKE (30000
+f) a1 NEXT £
20 FOR =0 TQ 77: READ a: FOEKE (31000+
f),a: NEXT f
- 25 60O SUB 2400
27 RANDOMIZE USR 31000
0 DATA 33,15,88,6,11,197,84,93,19,6,1
4£,205,106,117,203,191,203,159,203,167,20
. S U
40 DATA 119,18,43,19,16,239,62,48,35,6
1,32,252,193,146,224,1,96,1,33,0,88,17
50 DATA 191,90,126,18,27,35,11,120,177
,254,0,32,245,201,14,0,219,254,203,119,4
0,4
&0 DATA 203,193,24,2,203,129,219,254,2
03,119,40,4,203,201,24,2,203,137,219,254
, 203,119
70 DATA 40,4,203,209,24,2,203,145,219,
254,203,119,40,4,203,119,40,4,203,241,24
0 2,203,117,121,201
80 DATA 0,127,127.127,127,127,127,0,17
,88,255,33,24,121,1,8,0,237,176,62,2,205
90 DATA 1,22,62,1,237,163,33,255,87,17
,0,88,1,1?1,2,&2,&,119,1,1?2,2,&2
100 DATA 144,215,11,120,177,194,67,121,
1,9,0,118,11,120,177,194,79,121,98,8,92,
254
110 DATA 32,202,100,121,205,48,117,195,
76,121,201 ,201
1000 BRIGHT ©: PAFPER 7: INK O: BORDER 7
2500 PRINT aT 0,0:;" FPLAY MUSIC INTO THE
EAR PHONE ":AT 1,53"AS IF YOU ARE LOADI
NG.";AT 2,63 "MARK PICKFORD 1986";AT 3,63
"PRESS BREAK TO QUIT": PRINT AT 21,03 FL
AsH 1;" PRESS ANY KEY "
==10 PRINT AT 4,1;"FOR A COPY HIT BREAK
AND"3;AT S5,5;" THEN GO TO 999%9"
2700 PAUSE ©O: INK O: CLS
I000 RETURN
9999 SAVE "MUSIC"
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Paris for breakfast
Tokya for Iunch and the Golden
Gate Bridge for dinner.

Here’s a switch. Instead of running from escape near Big Ben. Or just gobbling up  F-11 fighters. Cops. The Army, Nawy, Air
monsters, you are the monster. the Golden Gate for gooc{ rce and Marines. Even a nuke now

Your choice of Godzilla®. The Glog. But don’t expect a warm welcome.  and then.
A Giant Tarantula. Mechatron Robot. Or  Expect everythingelse those pesky humans Stop complaining. You know very well
others equally unsavory. can throw at you. Tanks. you had it coming.

What's your favounte city? Paris? You monster you.

Tokyo? New York? London? How about THE
Moscow?
Yeah. A nice little trip to eat the
Kremlin would be pleasant. Or how about
a daring rescue in the Big Apple. A bold l . l |
AT - GAME.

pl

Commodore 64 Disk £14.99
Cassette £9.99

Commodore 64 Disk §14.99
Cassette £9.99

Sren T et 4 v f .
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No-one knows the secret of the Stone
but Gordon Hamlett looks over the
Edge to see what's there.

Title:
Computer:

Supplier:

Second sons hawve a lot to be
their

everything. It is therefore eagy to
sea why Prince Nemsasar startad
dabbling in the Dark Arts. It is
also easy to say that King Jorma
ghould hawve paid rather more

V2O
DO

attention to his son and less to
affairs of state. Whether that
would have stopped Nemesar
from killing his mother in cold
blood and stealing the Mind-
gtone is doubtful

including Walpron the Wise, had

vigions of the future that chilled
the very soul. King Jorma aged
fifty years overnight and urged
his other son, Prince Kyle, to do
all in his power to find Nemesar
and recover the Stona or alse the
lands of the Tela would be

Nobody was sure what the
origing of the Mindstone had
been — a gift from the gods or
part of the original fabric of the
Earth itself. Others deemed-it
worthless but, neverthaless, it
had remained in the hands of the
rulers for centuries and sach
king in turn had used the Stone
to promote wellbeing in the land

COMPUTER GAMER OCTOBER 1986

and destroy evil. Now that it was
in the hands of the forces of evil,
Kﬂaw&aonhrtooa.mofwhat.

the consequences might be and it
was with some trepidation that
he set off on his quest with his
three clogest friends, Merel, Quin
and Taina.

Mindstone is an icon/menu
driven adventure in which you
control the four main characters
as you go about your quest. In
order to succeed, you will need to
fight battles, cast spells, hagdle
and trade with merchants and
other travellers and maintain
the health and strength of your
party. The soreen is divided into
twummnsecnons,t.mmpt.mm
being a graphic illustration of

members of your party (or those
gtill alive) on the left of the
screen and any other characters
on the right. Combat involves
your chosen person walking
slowly to the right and
a.fewllt%k:nhacks

Controlling your party can be
done in one of two ways. You can
aithar use the keyboard which is
the faster method or you can use
the icons. As time plays no part

pecple will prefer the latter
method The five icons are ple-
tures of the four main characters
and a compass. Salecting the
eompasa icon 1s used for moving
the party around (each location

containing a wider choloe of

exit, drop, use, buy, trade, pick
up, examine, meditate, look,
drink, dig and eat. Most of these
are self explanatory with the
possible exception of meditate
which is used to increase your
payche level, although you need
to have a psyche ring tobe able to
use it. Examine describes any

object pm&n:whilstlookta]]s
you sbout your surroundings
including any other characters
present and what they might be
interested in. For example, a
pixie may have something to sell
you for B6 gold pieces (all gold is
comumunal to the party) and it is
then up to you to decide whether
or not you want to buy (sight
unseen ), and if so, how much to
offer. Your offser may then be
accepted or rejected accordingly.
Ifyuumeﬂtn.tmdar he doesn't
actept any old rubbish that you
want to palm off on him, but
requires a special itam. Again, it




T EY Y. .-

B LS ke B L i B e o e

R D 0 fFRl R REsPRE Ry T et er i I W

L

FREFT RO R P o R0l A &

ceren ‘s

EGas

I C

X7y

QUIN

e L SURE

is up to you to decide whether or
not to go through with the
transaction

The options available from the
‘attack’ option are fewer and
include the manipulation of
gpells. You can exit back to the
main menu, attack using your
weapon, get a status report on
that character or pick up, drop
or cast a spell. A spell can be cast,
a3 often as you want providing
that you have sufficient payche,
Casting depletes your mental
powers drastically but these can
be recovered — a cave with a
snake in is a good place to look
for the appropriate ring.

Items and apells can be
bought, traded or more com-
monly, just found Certain
lmatinnaemitasomofwb]mg

L

noise when you enter and sither
a small hand or half a chess
board appears very brisfly under
the picture. This indicates that
an object or a spell is present and
can be picked up by a character
provided that he is not already
carrying his masdmum allow-
ance. One of the many problems
that you will have to sort out it
which character should cary and
use which object. For example,
Eyle tried opening a locked door
with a set of thiewves tools (nots
the spelling all you at the Edge)
and had no joy, whilst Taina had
no problem.

The items and spells that
abound are many and various,
Drums, magic rings, food, orbs,
clocks and lumps of lead are the
sort of things left carelesaly
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lying around but you can buy
skeleton keys, garlic and silver
arrows if you have the readies.
The spells include fireball (find
something cold to use it on),
open, light, destroy and restore
which heals wounds caused in
battle. The alchemy spell can
usefully be used on the hump of
lead for a certain monstary
advantag

e,
The game plays very well

variation and interest without
overcomplicating things. The
icon-and-menu system is very
eagy to use and the game itself is
highly addictive with plenty for
the first time player to explors.
Making a map is advised to-
gether with lists of what items

REVIEW

are whers. Not has a
use and there are plenty of
people and creatures just
waiting to rip you off or trade a
really valuable item for some-
thing which proves to be a red
herring. A brilliantly executed
game which will appsal to
adventurers and non-adven-
turers alike.




...REACH NEW HEIGHTS INTENSION!
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distributed by CASSETTE £ .95
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Vortex Software Ltd,,
Unit 2/3 Holford Way DISK 24 Kansas Avenue

Holford SPECTRUM £9.95 off South Langworthy Rd.,

Birmingham B6 7AX CASSETTE Salferd M5 2GL
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Ever wanted fame and fortune in one of Britain's
leading computer magazines?

Do you think that anything that you have
programmed is up to our standards?

We are looking for programs to publish for the
following machines: Commodore 64, VIC, C16, Plus/4,
Spectrum, Oric/Atmos, Atari 400, B00XL, 800, 800X,
B5XE, 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). o printed list ing is necessary as we
can do our own except in the case of the TI-99/4A where
a listing produced on a computer printer is absolutely
necessary. No handwritten or typed listings are
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, eoupon;
and an SAF if you want it returned, to the following
address:

Computer Gamer Program Submissions
1 Golden Bquare, London W1R ZAB

And write the name of your computer on the back of
your package.

CermnpiatarTradalss il b i de i b e s S

Program name:
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Nightmare Rally
Spectrum

Ocean

£7.95

Feally driving makes a pleasant
change from the endless nurmber
of racing games and Ocean have
produced a wisually exciting

The race is against time over
geveral stages and terrains and
weather conditions which range
from clear to dense fog Night
gections are also included which
means care rmust be taken not to
bump into the trees and other
obstacles which block your path.

The route you take isup to you,
but there are sections in each
stage marked out by flags which
gains you extra bonus points if
you stick to the corridor they
provide.

The graphics are superb, giv-
ing a rear visw of your rally car
travelling through a landscape
which looks to me like a vast
African plain. Trees are plentiful
in eertain areas but spaced suf-
ficiently to allow you to slalom
your way through Other ob-
gtacles include obelisks, cones

BEEH
:]

and hills.

You often have a choice of
driving around the trees and
obelisks or if you gain enough
gpead you can leap over them to
grab extra bonus points. Hitting
a hill will cause the car to
gomersault which also adds
handsomely to your score but if
you hit a tree or an obelisk you
have to reverse away and lose
precious time.

Bpeed is not always desirable,
especially when there's a riverto
cross. Hit a river at more than 20
mph and you're in troubls. The
penalties you amass result in the
car changing colour and you lose
two colours if you hit the water
at speed. When the car turns red
beware your next collision will
probably be your last.

An ocecasional pi-shaped gate
can be beneficial. If it has any
effect at all, driving through will
inorease your acceleration and
top speed, hyperspace you to the
gtart of a stage or make you g0 80

fast that you can pass through
obstacles. Some of the stages are
so long that the latter possibility
is the only way you'll succeed in
getting through the stage with-
out running out of patrol.

Surprise effects are given if
you find a standing stone or a
pulsating iris in your path.

The screen has the car speedo,
rev counter, fuel and temper-
ature gauges displayed beneath
the action windows. Between the
gpeedo and rev counter there are
two arrows which indicate the
correct direction to travel
between the flags.

This is especially suitabla if
vision 1a8 restricted by fog or at
night. There are two variations
on the game depending on

Title:
Computer:
Supplier:
Price:

It's two games for the price of
one time again with a bundling
of International Megasports and
The Gemini Project in a twin-
cassette pack; both incidentally
also available as part of the
larger collection, The Complete
BBC (tape: £10.85). As is in-
greasingly usual with these col-
lections, it is a smart marketing
ploy to get you excited at the
bargain — even together I think
these are overpriced.

International Megasports is
wet another of the multi-event
gport games causing shelves in
computer shops to groan undsr
the weight of mumbears this year.
Not a patch on Tynesoft's Winter
Olympics topseller, this is clos-
egt in feel to Alligata's Olympic
Decathlon, ancther disappoint-
ing package.

A full range of eventsa is
offered: running, skeet shooting,
long horse, archery, hurdling,
high jump and long jump. Per-
sonally, I find these multi-svent
games a real bore and nothing
about this package has caused
me to change my mind: endlesa
practices to reach the required
level for competition, no real
senge of involvement, the strain
of having to repeat early svents
again and again in order to reach
the later events (surely a disc
version with an option menu
ought to be available? ).

Graphically, this is average for
the genre and compulsive sports
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whether you prefer manual or
automatic gear changes. Choos-
ing manual means you have to
watch your dashboard carefully
for over revving and overhseat-
ing

Apart from the visual appeal
of this game, you also get a lot
more to think about than in any
other car race that I've seen. B.D.

FLANET RATINGS

Originality SESeN
Graphics L1 1.1
TUse of Machine [ 1 1] ]
Value for Money L L1 ]
STAR RATING ﬁ‘
Nova

Twin-pack
EBC Model B
Aundiogenic
£8.95 (tape)

fans may find this of interest. I
think this is not, however, the
one sports compilation to buy if
you are only going to choose one,
and not even the game's good
humour and flashes of umour
can triumph over its essentially
boring nature.

The Gemini Project, on the
other hand, is really dire. Flay-
ing like a sophisticated wersion
of a typeit-in magazine game,
this is a dull Star Trek game
where, degpite interesting
graphics, you have to plod
through star sector after star
sector trying to track dowm
Klingons — now there's an
original game idea. The galaxy is
represented by a grid and there
is & amall window showing the
Enterprise, a star background
and whatever nasties are Iurk-
ing in the area.

This is not worth playing un-
lass you are catatonic by nature
and the best I can say about it is
that, assuming you want a
gports simulation game, then
this at least is ‘fred’,

PLANET RATINGS

Originality T
Graphiecs L1 L]
Use of Machine s
Valus for Money SN
STAR RATING O
White Dwarf




Title: Olympiad '86
Computer:

Supplier;

This is an Olympiad with the
amphasis on Hmp. Even at a low
price it's disappointing, especi-
ally when Daley Thompson's
Decathlon iz awvailable on a
compilation tape.

The events, in order of play,
are weight lifting, canosing,
200m sprint, skeet shooting and
discus. You start off with three
chancas, so if you fail in the firat
three events you won't get a
chance at the last two. This is
why I can't comment on all of the

Spectrum
Atlantis
Price: &£1.99

REVIEWS

Title: Ninja

Computer: Atari

Supplier: Entertainment USA
(Mastertronic)
&£1.99

weight lifting this is a serious
handicap

Thea canoeing event is meraly a
dodgem game. As you progress
down the course you have to
steer through rocks. The canoe is
controlled by pressing a key to
%ﬂeﬁ. or right and it's very, very

The game is a rudimentary
attemnpt at a sport sirmulation
and it will probably sell very well
— if Video Olympics can top the

! .

bt d
e
o

XRRx

games and I can't say I care.

The gameplay is rudimentary.
In the weight lifting and 200m  FLANET RATINGS
there is a clock dial with a hand

whizzing round. When the poin-  Originality -
ter reaches the top you have to  Graphics L 1 1]
preaa a key and this determines  Use of Machine ]
your success. Well that's the  Value for Money L

theory at least. In practice I
found that the masdmum point  STAR RATING
was offset from the top of the dial 3
and with just one chance at the

Karateka
SCORE 160

Anaarrggghl Yet another mar-
tial arts game — but this one’s
for the Atard, and it is also vary
good and a bit more playable
than all the rest.

The plot (as such) has you
trying to rescue the Princesa Di-
Diwho is a prisoner in the palace
of pearls — of course in the
palace there are various heavies
who will try their level best to do
extremaly nasty things to you

Of couras you are armed to the
teath with the ability to throw
daggers, Ninja stars, and use
your Sarmurai sword as well. On
top of this is the usual extremely
complex 16 way control system
on the joystick that lets you
punch, chop, and kick your way
through all opposition.

The setting is based on a house
with different rooms and many
floors. As you rise up the build-
ing the number of baddies in
each room also rises. In each
room you may also find some
daggers, Ninja stars, or a gold

Title: International Karate
Computer: Amstrad
Endurance Games (System 3)

Supplier:
Price: £6.50

Yet another boring karate game. PLANET RATINGS
This one is no different from a
million other karate games ex-  Originality -

capt for the different graphical Graphics L 1]
backdrops depicting different Use of Machine ¥
cities and places around the Value for Money L1 1]

world.
The game is a straight head-to- STAR RATING
head contest with a.judge and
some not very oriental music Nebula
playing in the background
Endurance Games can prob-
ably think up a dozen reasons
wiyy this game is better than all
the other combat games on the
market — but I can't. Mind you it
isn't any worse.
All these oriental types — they
all look the same to me . . .
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idol. These last pieces also boost
your energy much neadad
after a hard battle.

As you encounter a baddy his
energy is put up on the screan 50
that you can see how he is faring
compared to you, the type of
baddy is also printed up so you
know how good he is probably
going to be.

The graphics are extremely
good and the animation is equ-
ally impressive, as is the sound
For £1.99 you cannot go wrong
with this game — even if vou
usually find combat games

completely boring. M.E.
PLANET RATINGS

Originality »
Graphics L2 1)
Use of Machine Sas
Value for Money feR-a gl
STAR RATING

Hed Giant -Q
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ALLIGATA BITES BACK

ALLIGATA BITES BACK

ADULTS!!

DARTS - TABLE FOOTBALL
POKER & PONTOON
BAR SKITTLES

available on -
Commodore 64/128 = Spectrum 48K - Amstrad
Available soon BBC = MSX

Alligata Software Ltd., 1 Orange Street,
Sheffield S1 4DW.

The times they’ve
left you at home
because ‘you’re not
grown up’ or ‘not old
enough to come to the pub’
and look what they get up to
when they get there! Here's your
chance to find out what it's really
like in those smoke filled haunts
of adulthood. The opportunity to
see how good you are at these
ADULT?? games.

Why let the mums and dads
have all the fun. Pub Games can
be a laugh for everyone.

ALLIGATA BITES BACK




Title: The Fourth Protocol
Computer: Amstrad
Supplier Century

Title:
# Computer:
] Supplier:
Price:
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Johnny Reb IT
Spectrum, 064, Amstrad
Lothlorien/APS

£8.95




Title:
Computer:
Supplier:

 Arirdelrivh

Afb last. The original, unadulter-
ated, and only slightly abridged
{in the same way that Genghis
Ehan was only slghtly bar-
barie!) Trivial Pursuit,

The packaging is vary similar
to the original game in style and
colouring, which makes it ex-
tremely identifisble on the
shalves. In the package are min-
imal instructions — it assumes
that you can play the game as
there 18 no hint of how to for the
uninitiated, and two tapes. On
one tape is the game, the other
contains the extra questions.

New Tniload’ question packs
will be available in the future,
including Young Players, Genus
IT, and Baby Boomer,

The game itself 18 a computer
moderated version of the parent
game with added music and vis-
ual questions. The presentation
and handling of the game is
excellent and the little extras

such as showing a room with a
little character in it asking you
the questiens. The clock in the
room 18 working the level
metars on the tape deck in the
corner of the room really work
(in stereo!) when a music ques-
tion is used Likewlsge, he pulls
down a projection screen and
dims the lights for a wvisual
question.

An excellent game living up to
the Trivial Pursuits ethos with
some added dimensions as well.

With so much excellent soft-
ware around this Christmas, it
will be interesting to see who's
number one. Perhaps ... M.D.R

FLANET RATINGS

Originality [ 1]
Graphics soSes
Use of Machine [ 1] 1)
Value for Money b 1] ]
STAR RATING {J}
Nova

supply is always vital in war-
time and especially g0 in a desert,
war. It is easy to see, therefore,
why the port of Tobruk was so
vital to both German and British
interests in May 1942 You play
the part of Romrmel, attempting
to regain Tobruk by force after
brealdng through the Gazala
line. In practice, he succeeded
Whether you will, remains to be
seen

Before you even start to play,
there are a host of options to
choose from. One or two player
(the second player controls the
Erits), two networked Amstrads
if you hawe the right cable, green
screan or colour {other software
houses take note) and whether
or not. you want, to include action

screens of your tank battles. Un-
like Desert Fox, reviewed slse-
where in this issue, the action
screens are an optional extra
and the bulk of the game is
concerned more with strategy
and tactics.

As well as the usual move and
attack commands, you will also
find that you have air support,
re-supplying of your troops and
endineering duties to worry
about. In air support, you can
aim for air superiority or lead an
attack on the enemy’s supply
dumps or a specified ground
target. Your engineers can he
used to recover damaged wehic-
les, sabotate the enemy's
wvehicles beyond repair or 1liff a
minefield (lay one for the allied
player). SBupplies are vital and
youwill need to take special care
that your units are within reas-
onable distance of one of your
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H

mobile supply units. All com-

can be simply entered by
using a joystick — there are no
complex instructions to be
issued.

Should you choose to include
action screens, these only ocour
whan you are actually in a battle
and your task is simple —
destroy as many of the enemy
wvehicles as possible. You start off
by steering your tank to the
nearest target and then aelecting
either your turret or machine
gun. Hange indicators show how
much you misged by as you
adjust your elevation. As far as
possible, keep your shells for
tanks and bullets for machine
gun posts. How many shells you
start off with depends on how

?

A curious mixture of strategy”

and action in this World War II
simulation of the North Africa
campaign. The Desert Fox is
none other than Hommel and
you, Lone Wolf, must. attempt to

e . 5 T 08 0 o iy S s e e 20 2

well you keep your troops sup-
plied

Tobruk is an extremely well
presented game, including the
accompanying booklet, and will
provide an excellent challenge to
strategy fans. Nor is it too com-
plicated to put off the relative
newcomer. Good value, GRH.

FLANET RATINGS

Originality [ 1 1]
CGraphics [ 1] ]
Use of Machine sense
Value for Money [ 1 1] ]
STAR RATING -Q-
Red Giant

outwit him as you try to capture
all three supply depota.

The main screen shows & map
of the area together with the
position of the depots, Rommel
and youw At the bottom of the
screen are assorted indicators of
how well you are doing — score,
status of your tank and how long
you have before a specified depot

67



surrenders. On the right of the
screen are four icons letting you
call up an airstrike (one per
game), zoom onto a depot to
check its status, intercept the
enemy’s communications and
move.

The object of the game is to
liberate the bases and you do this
by listening in on your radio in a
particular direction and then
moving in the same direction
The radio informs of what Ger-
man hazards lie ahead and this
is where the action screens come
iti There are five possible haz-
ards to overcome, Stuka sees you
trying to knock five planes out of
the sky using your radar to det-
ermine their location. Tiger tank
puteé you (gurprise, surprise}
into & tank battle. Minefield sees
you trying to navigate a safe
path through a mined area try-
ing to combine a good speed with
minimal damage. Ambugh is the
weakestoftheﬁvemj.mga.mas as

mortar positions. The last of the

action screens is conwvoy in
which you must try to shoot the
German aireraft before they can
bomb your lorries, at the same
time malking sure that you do not
shoot the protecting allied air-
craft out of the sky.

Desert Fox is extremaly well
presented with flve skill levels
and the facility to practise each
of the action screens. The graph-
ics are good and better than the
original ones on the C64, but
there is no speech in this ver-
gion. Be warned, though. This
game will appeal more to arcade
players. There is wery little
strategy involved to interest the

dedicated wargamer. G.RH.
PLANET RATINGS

Originality a8
CGraphics L 11 ]
TUse of Machins [T 311
Vahae for Money [ 1 1]
STAR RATING

Red Giant, :

Collapse

Computer:

Supplier:
Price:

*

?

This game is the sort of game
that will get ‘Puzzler’ readers
and Guardian crossword doers
armused for hours on end
The game starts off fairly
with a wertical grid
with some lines on it like in join
the boxes'. You first have to
trawvel over these lines to change
their colour (whilst avoiding
some meanies that are after
you). When you have done this it
is time for the collapsa. This is
when you climb on cne of the
bridges and give it a nudge, this
gwings around depending on
how you nudged it, and knocks

(‘ O

)OO

Atari
Firebird
£1.99

out another bridge, and so on in
domino faghion.

Occasionally a bridde will have
nothing else to knock out, and
wyou have to go to another part of
the bridge system to start again,
however, the author says that on
each screen there is a place that
will knock out all the bridges in
one foul swoop (and earn you
lots of bonuses). This is where
you need your tame ‘Puzzler’
reader.

0Omn the whole, a fun and puz-
gling game though a bit on the
gimple side when it comes to
gameplay and I don't know how
long the interest in it will last

onee you have played t.h.mugh a
few screens.
PLANET RATINGS
Originality (11 1])
Graphics [ 1 1]
Use of Machine ase
Value for Money ses
STAR RATING

. @)
Bright Star

Title:
Computer:

Supplier:

A

With all the interest in the World
Chess Championship between
Gary EKasparov and Anatoly
Earpov, it is not surprising that
there has been a corresponding
attermnpt to persuade computer
owners to thuy a chess program.
Last month, the latest version of
Colossus Chess was reviewed
and this month's challenger 18
Pai Chess from The Edge.

The first eye-catching feature
of this product ia the amazing
graphice for the pisces. As well
as the usual plan wview of the
board, you can alao switch to 3D
views of either the traditional
Staunton set or the mediasval
Lewis set, the original of which
is now in the British Museum.

3D sets are nothing new but
the graphics used are really
gensational and streets above
any other chsss program that
I've seen. You can rotate the
orientation of the board so that
the game can be vigwed from any
of four angles and you can fiddle
about with border, paper and ink
colours to your heart's content,
even playing with invisible
pieces if the fanoy takes you

Ag you would expeet, you can
play against the computer on
saveral different skill levels. The
seven main levels are graded
from occasional (instant re-
gponse) to tournament grads
(average response time of three
minutes). In addition, there are
gix levels of increasing response
time that are more suitable for
correspondence chess.

Beyond these, there are more
options awvailable to you. ‘Blitz’
requires you to make all your
moves in five minutes or what-
ever time period you want to
specify. ‘Balance' tries to match
the amount of time that jou are
taking so that if you think for a
long time, then so will the com-
puter. Finally, there is a special
option for beginners in which
the computer deliberately tries
to play a weak game.

Moves can be input either
from the keyboard or via a joy-
stick and you also have the
facility to set up any position
that you want to. This can range

Psi Chess
Spectrum
The Edge

from setting up problems in the
Press of the ‘white to play and
mate in three' variety or you can
cheat by giving yourself an extra
queen or 80 — not that Gamer
readers would ever stoop to such
low tactical Setting up pieces is
achieved through an extremely
easy to use icon system.

Games can be saved and re-
loaded when you want to study
something in depth at a later
date and other features include
gtepping backwards and for-
wards through moves, swapping
gides and resetting the clocks.
There 18 also the promise of
further 3D sete being released
although I am not sure how
many people would actually
gspend the extra monay. Perhaps
it would have been a nice touch
to include a piece designer pro-
gram in the package as well.

The crux of a chess program is
how strong a game it plays and
this is a very difficult thing to
quantify. The beginner will get
beaten regularly and as his game
improves he can move up a level
or two. The very good player will
nearly always beat the program.
The problem comes with those
people who have reachad a fairly
competent standard My fesling
here is that Psl Chess is not the
gtrongest program available and
the claims of Colossus Chess 4.0
would seem to be strongest here.
But as I have sald, by far the
majority of people playing
against the computer will be able
to set a level that gives them a
good game.

At this point, presentation and
ease of use comes into its own
and this is where Pgi Chess wins
over its rivals. So, unless you are
gpecifically looking for the
gtrongest program ourrently
available, I would recornmend
that you take a good look at Pai
Chess. It 18 a joy to play and lose

against! G.RH.
PLANET RATINGS

Originality L]
Graphics (1]}
Use of Machine L1 1]
Value for Money sess
STAR RATING -ﬁ-
Nova
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Britain’s newest, brightest and most exciting
photographic magazine is on sale at your
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The year is 18937. Indogana
Bones is the resident Professor
of Antiques and Bones at the
University of Calibonia in the
TU8A. Regularly he goes on
searches for ancient lost relics of
canine tribes long since past.

At this very moment in South
America he is after the long lost
Bomne of the Beven Barking Dogs.
With his jaunty hat and a raw-
hide lead and collar he is some
all-adventuring hero. Mean-
while High Command needs
Indoggy to help capture the
famous Age Old Bark of Egypt —
the fabulous Last Bark of the
Pharoah of Egypt's pet dog,
Barkalot, which was stored inan
ornate crate for all time.

But the Nazi's have dug thisup
and Indoggy must race after the
truck on which it i8 being
transported and take possess-
10TL

Without him the Nazi's will
open the crate and release the
bark on the Allies, and the war
could be lost!

How to play
You'll receive the message for
help from HC just before you
enter the South American tomb
inwhich the long lost bone of the
Seven Barking Dogs lies. Pockst
it for now and go get that bone,
Indoggy!

Walk towards the altar, avoid-
ing the arrows and grab the
bone. Now comes the hard bit

You must race towards the way
you came in, still avolding the
arrows, and racing to keep ahead
of the giant, stone boulder that is
heading your way AND the door
at the far end is closing! Get off
the left side of the screen to get to
the next level,

To play thie part you find
yourself on a motorbike on a
busy road. Push TP and speed up,
DOWN to slow and left and right
are obwvious. Build up speed or
your time will run out. Bach time
you are knocked off or min out of
timea you lose a life. You can also
press FIRE with UF or DOWN to
advance in those directions.
When the truck appears ram
into it to elimb aboard!

The final lewel is pure cine-
matic stunt work You can git
back as Indoggy climbs under
the truck, onto the bonnet and
takes over the driver’s wheell
Win or lose you are given a sacore
and asked if you want to try
again. Press FIRE for 'YES and
‘@ to quit.

Notes

Two listings are enclosed for
PARTS one and two. PART ONE is
fairly eagy being just sprite data
and a short routine to POKE it
into mermory.

This could e the first game of
manyl Perhaps coming next ...
Indogana Bones and the TermPAL
of Crufts!!!

REM #3853 3 3 0 03 30000 3 96 0 36 36 96 336 3 06 9F 96 0F 3 9

REM ### ANDREW CLARKE'S * "%

REM ##% INDOGANA BONES 1IN * ¥

REM ##% RAIDERS OF THE ¥

REM ### | AST BARK (C) 1984 #*%%

REM #x% e

REM ##% PART OME / SPRITE DATA ###%

REM 4% 365 950 0 909090 9630 4 96 96 3 90 0 9696 96 00 96 96 96 36 36 95 95

10 GOSUBLOO: FORS=2346TO254: FORT=0T0O&2

12 '‘READA: POKES*&64+T ,A: NEXT:NEXT:GOTO110
100 PDOKES32B0,0: POKES3281,0

102 PRINT"II"

104 PRINT" dexrs*mmTHE SPRITE DATA IS NOW
LOADING. "

106 FRINT"ssIsmmFLEASE WAIT."

108 RETURN

110 PRINT"IEISeasemRDATA IS NOW IN MEMORY

112 PRINT" S"eRC¥LACE PART TWO IN CASSET
TE AND NEW"

114 PRINT"sRTHIS FART.BPRESS RUN/STOF AN
D RESTORE"

116 PRINT"SRTHEN PRESS SHIFT AND RUN/STO
F AND"

118 PRINT"SRTHEN PRESS FLAY ON TAFE."
120 PRINT"smm|dINDOGANA BONES WILL RUN A
UTOMATICALLY. "

122 END

30060 REM *%% INDOGGY RIGHT # 1

30061 DATAQ,168,0,0,168,0,2

30062 DATA170,0,0,84,0,0,92

30063 DATAC,0,95,44,0,95,192

30064 DATAG,95,192,0,80,0,194
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I0045 DATALOS,0,194,232,0,194,248 FOL30 REM *=%# TRUCK
30066 DATAC,194,191,0,194,148,0 30131 DATAS,254,0,7,255,0,3
30067 DﬁTﬁ242,1aa,o,51,E4,0,15 30132 DATAZS4,0,4,1,0,7,7
30068 DATAZS52,0,0,252,0,3,252 SC13T DATAO,S,253,0,7,255,0
300469 DATAD,3,15,0,3,195,192 30134 DATAZ,250,0,14,3,128,8
I0070 REM ##* INDOGGY RIGHT # 2 30135 DATAO,128,8,0,128,9,60
h 30071 DATARO,168,0,0,168,0,2 301346 DATAL28,9, 32 128,9,32,128
I0072 DATBL70,0,0,84,0,0,92 Z013F7 DﬁTﬁG,EﬁE.lEB,E,Eé,lEE,E
30073 DATAO,0,95,44,0,95,192 30138 DATA3ZL,128,79,278,128,8,0
30074 DATAD,95,192,0,80,0,50 30139 DATALEB.B,G,lﬁﬂ 15,:55,125
I00TS Dﬁrﬁlﬂ4,0‘ﬁﬂ‘_d9 0 s 0, 252 30140 REM *x% CAR
30076 DATAD,S50,232,0, 50,¢48 s} 30141 DATAG,0,0,0,0,0,0
2077 DﬁTﬁSG 168,0,61,84,0,15 30142 DATAD,0,7,255,0,7,255
0078 DHTQ?SE,ﬁ n,¢4n u,.,l?” 20143 DATAOG,7,255,0,7,255,0
0079 DATAD,0,192,0,0,240,0 o144 DﬁTﬁlG.A.I“E A i = i
4 30080 REM *%% INDOGGY RIGHT # 3 30145 DATAZS4,128,11,254,128,11,254
30081 DATARD,168,0,0,1468,0,2 I0146 DATALZ28, 11,254,125,11,254,129
30082 DATALYO0,0,0,84,0,0,92 30147 DATAL,3,0,7,209,0,7
30083 DATAC,0,95,564,0,95,192 30148 DATAZSS,0,7,255,0,7,255
I00B4 DATAOG,95,192,0,80,0,194 30149 DATAD,7.255,0 7,;55 0
B F F0085 DATAL04,0,194,232,0,174,248 30150 REM *#%% BONE
IO08s DATAO,194,188,0,242,175,0 30151 DATAD,O,0,0,0,0,1
30087 DATASO,168,0,61,84,0,15 S0152 DATAL131 ,0.,3,179,128,3.239
30088 DATAZS2,0,0,252,0,3,252 0153 DATALZE,1,255,0,0,254,0
cem  300H9 DATAO,15,15,0,12,3,192 30154 DATAO,124,0,0,546,0,0
J000 REM +x% INDOGGY LEFT # 1 30155 DQTQﬁé 0,0,_6 O, H Sb
30091 DATAZ,160,0,2,160,0,10 30154 DQTQO,U, S, 0,0 1 4
30092 DATAL&R,0,1,80,0,3,80 0157 DATAQ,EEA,U,i,ESS,@,_
30093 DATAO,31,80,0,63,80,0 30158 DATR239,128,3,199,1268,1,131
30094 DATAALS,BO,0,0,80,0,2 I0159 DATAD,0,0,0,0,0,0
30095 DATALS2,48,2,184,48,2,248 30160 REM *+# ARROW UP
30096 DATA48,15,232,48,2,1468,48 301461 DATAOD,0,0,0,0,0,0
30097 DATAZ,1468,240,1,87,1922,3 301462 DATAD,O0,0,0,0,0,0
30098 DATAZSS,0,3,240,0,5,252 30143 DATAO,0,0,0,0,0,0
20099 DATAO,15,12,0,60,60,0 30164 DATAC,0,0,0,0,0,0
0100 REM *%*x INDDGGY LEFT # 2 301465 DATAD,0,0,16,0,0,58
30101 DATAZ,160,0,2,1460,0,10 30166 DATAO,0,124,0,0,214,0
30102 DATALEB,0,1,80,0,3,80 301467 DATAC,16,0,0,1&,0,0
Q0103 DATAO,51,80,0,63,80,0 301468 DATALL,0,0,146,0,0,14
0104 ﬂﬁTﬁﬁE,ED,O,G 80,0,2 301467 DATAQ,C0,146,0,0,146,0
30105 DATALSZ2,192,2,184,192,2,184 SI0170 REM =%+ ARROW DOWM
0106 Dﬁfﬁl?;,_,184 !?¢,1,248 192 30171 DATAO,146,0,0,14,0,0
30107 DATAZ,148,192,1,87,192,3 30172 DATALlL6,0,0,14,0,0,14
20108 DHTHESE,O,D,24D,D,O,4B 30173 DATAO,0,16,0,0,14,0
30109 DATRO,0,48,0,0,240,0 F0174 DATAD,214,0,0,124,0,0
30110 REM ##% INDDGGY LEFT # 3 30175 DATASA,0,0,16,0,0,0
30111 DATAZ,160,0,2,1460,0,10 30176 DATAQ,0,0,0,0,0,0
30112 DATAL&B,0,1,80,0,3,80 30177 DATAO,G,0,0,0,0,0
30113 DATAD,31,B80,0,63,80,0 20178 DATAOD,C0,0,0, o 0,0
Z0114 DATALI,B80,0,0,B0,0,2 30179 DATAO,G,0,0,0,0,0
30115 DATALS2,48,2,184,48,2,248 Z0180 REM %% BALL
30114 DATA48,3,232,48,15, 148,240 30181 DATACQ,0,0,0,0,0,0
30117 DATAZ,168,1%92,1,B7,192,3 i 30182 DATALZ24,0,1,255,0,3,255
30118 DATA255,0,3,240,0,3,252 30183 DATAL128,7,255,192,15,255,224
20119 DATACL15,15,0,80,3,0 S0184 DATASL 255,240,531 ,255,240,31
o Z0120 REM *+% INDOGGEY ON BIKE 30185 DHTHZuu.un,w[,-qﬁ,-#@,;i,?bﬁ
30121 DATAD,0,0,0,112,0,0 30186 DATAZ240,15,255,224,7,255,192
0122 DATAL12,0,0,112,0,0,112 30187 DATASZ,255,128,1,255,0,0
30123 DATAO,O0,112,0,0,32,0 0188 DATAL24,0,0,0,0,0,0
30124 DATAD,112,0,1,172,0,7 30187 DATAO,0,0,0,0,0,0
30125 DATASY,0,9,34,128,11,254 SI0190 REM #*%% WHEEL 1
30126 DATQi”B,lu 2 178,12 113,128 30191 DATACG,0,0,0,0,0,0
30127 DATA4,137,0,4,137,0,4 30192 DATAD,0,0,B4,0,1,85
30128 DATQ24¢,0,2,2,011,252 30193 DATAO,21,117,80,21,205,80
30129 DATAO,0,112,0,0,112,0 30194 DATAZS,207,80,92,236,212,95

-,
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30195 DﬂTﬁi?l.ElL,B 154,20,95,171
30196 DATAZ12 2a6,212,~3,_07 80
I0197 DﬁTﬁEI,EOS g0,21,117,80,1
30198 DATABS,0,0,84,0,0,0
30199 DATAO,0,0,0,0,0,0
30200 REM ##x WHEEL 2
30201 DATAO,0,0,0,0,0,0
30202 DATAO,0,0,84,0,5,85
30203 DATAG,S,117,64,21,253,80
30zZ04 DATAZZ,51,84 Bh,_??,zl ' 92
30205 DATALT1, u ¢4 154,212 Ei.l&s
SO2086 DATAZLZ 95 4?,_0 8? + 51,80
0207 DﬁTﬁ;l,“WS 80,5,117,464,1
I0Z08 DATABS, 64, 0 84 Q0,0
30209 DHTHG,Q,D,0,0.Q,G
J0210 REM *%% INDOGGY UNDER 1
19“11 DATAG,0,0,0,0,0,0
3¢ DHT&G,Q,O,D,G,D,O
DATAQ,0,0,0,0,0,0
DﬁTﬁt,_,G D,u 0,0
30215 DATAQ,0,0,0,0,0,0
30216 DﬁT90,0*12,0,1,204,0
0217 DATA3ZS,204,1%5,35,204,15,147
30218 DATR238,124,147,238,124,145,94
30219 DATALZ4,165,90,124,32, 3,_40
JOZ220 REM #%+ INDOGGY UNDER 2
--= 30221 DATAC,0,0,0,0,0,0
S0222 DATAC,0,0,0,0,0,0
S022F DATAO,0,0,0,0,0,0

U224 DATAD,0,0,0,0,0,0
30225 DATA0,0,0,0,0,0,0
30226 DATAD,0,1%2,0,1,240,0
0227 DATA3S,240,15,35,252,15, 147
30228 DATAZ3E,124,167,238,124,1465,94
30229 DATAL124,1465,90,124,32,463,240
SO230 REM #%» INDDHEY UNDER =
20231 DATAD,0,0,0,0,0,42
0232 DATAQ,0,42,128,0,41,0
0233 DATAO,37,208,0,151,240,0
302T4 DATAZI, 240, U,,;.ﬂ , 0,22
30235 DATAL43,0,10,188, H 11,240
30236 DATAO, 11,2240, 10, iah (8]
30237 DATAZ42,165,0, 50,1u4_1ﬁe,15
J0238 DATRZ26,128,%,255,192,0,0
30239 DATALY2,0,0,243,0,0,63
30240 REM #**x DRIVER
30241 DATAD,0,0,0,0,0,0
I0242 DATAG,0,0,0,0,0,0
F0O243 DATAD,0,0,0,0,0,0
30244 DATAQ,0,0,0,0,0,0
30245 DATAQ,0,0,0,0,0,0
202446 DATAQ,0,B84,0,1,84,0
;Hqﬂ? DATAC, 148,0,0,232,0,0

2 DATAZ248,0,0,48,0,0,84
DATAO,15,244,0,0,84,0

READY .

PROGRAM LISTING 2

FEEM 36003606 96 35 96 9606 0 36 36 33636 36 36 30 36 3630 6 96 36 36 3646 36 36

REM ##% ANDREW CLARKE'S Lid

REM ##% INDOGANA BONES IN %%

REM ##% RAIDERS OF THE %

REM ### LAST BARK (C) 198B& *=»

REM #*#%% W%

REM *#% PART 2 / GAME PROGRAM ##*%
FEM 305 06 0 0305969096 36 90 90 36 5 3630 300 6 3600 6 36 9 % 6

10 5C=0:FL=5:60TOS00

12 V=53248: AR=0: MSBE=0: BL=0: ES=03: Z=0: BN=5
000; P=1:P5=234

14 PORKEZ2040,FS5:FOKEZ2041 ,245

16 POKEZ2042,248: FOKEZ043,246

18 FOKEZ044,244: FOKEZ045, 244

20 FOKEZ20464,247:POKE2047,247

22 PDKEU+27.24E:PDKEV+1&,6=PDKEU+39,E

24 POKEVY+3 s Dz POKEV+38, 10: POKEV+40, 1

26 FORT=V+42TOV+446: POKET, 1: NEXT

28 PDKEv+2,32:PDHEV+3,140:PDEEU+41,B

30 PDKEV+5,SB:PDKEV+8,168:PDKEH+1D,2¢B
32 FOKEV+12,128: POKEV+14,208: FOKEV+28, 1
33 FOKEV+23,4: FDKEV+29,4

34 X2=82:Y2=131:%1=30:Y1=140

& FOKEV,X1:FOKEV+1 ,Y1:POKEV+4, X2: POKEV+
S,Y2:50SUEB170: GOSUBZ00 : FOKEV+30,0

38 FOKEV+21,255: 60SUR3ZO0: GOSUBZ210: GOSUES
{0

40 JS=PEEK (56320) : POKEV, X1: POKEV+1,¥1

42 IFJS5=124ANDY1 >9STHENY1=Y1-5

44 IFJS=125ANDY 1< 1BS5THENY1=Y1+5

46 IFJS=123THENX1=X1-5: IFD1<>1 THENFS=233
:D1=1:D2=0

b -

NrUbeEWNN-O

48 IFJS=119THENX1=X1+5: IFD2< > 1 THENFS=230
:D1=0:D2=1

20 IFJS=118ANDY1 >95THENY1=Y1-S: X1=X1+5; 1

FD2< 1 THENPS=230: D1=0:D2=1
S92 IFJS=1228NDY1>95THENY1=Y1

FD1<>1 THENPS=233: D1=1:D2=0
94 IFJ5=1Z1ANDY1<18STHENY1=¥1+5:X1=X1-5:
IFDI< > 1 THENPS=233: D1=1:D2=0

96 IFJS=117ANDY 1< 1BSTHENYI1=Y1+5: X1=X1+5:
IFDZ2< 1 THENPS=230: D1=0:D2=

58 IFJS¢ 3127 THENGOSUB280

60 BOSUB2303: BN=EN-S: [FEN< OTHENEN=0

62 IFMSE=0ANDX1>2SSTHENX1=X1-255: POKEV+1
6,(PEEh(U+16)+1J.MEB—i.PDhEV X1

&4 IFHSE=1QNDXI{DTHENK1=XI+255:PDKEV+1&,
(PEEH#V+1&)*1):MSB=D:PDKEU,X1

&5 IFMSB=1ANDX1 >70THENX1=70

&8 IFMSE=0ANDX 1< 2THENX1=2

67 IF(BL>»0ANDX1<70) THENGOSUE180

70 CO=FEEE (V4+Z0): IF(COABND1)=1THENGOTO250
72 IFBL>OTHENX2=X2-5: IFX2<OTHENFOKEV+16,
(PEEK (V+16) —4) 1 X2=X2+255: 7=1: POKEV+4, X2
74 IFBL>0OTHENEL=BL+1:G0OSUERL17?Z

76 IFZ=1ANDX2<40THENXZ=40

78 IFBL>OANDY1-9>Y2THENY2=Y2+4

79 IFEL>0ANDY1-9<Y2THENY2=Y2—4

80 IFMSE=0AND (BL *OANDX1<10) THEN4SO

82 IFES=1ANDX1 »=40THENGOSUR400:G0TO12

84 FOKEV+4,X2:POKEV+S, Y2: GOTD40

100 FRINT"H”:PDhEﬁJMSO 0: POKES3281 ,0: POK
ES3272,23
102 Af="
L 2 T T

=S X1=X1-5:1

fz L 8| Tl il
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104 BOSUEBR1S50

106 A$="1r1 & MESSAGE FROM wm IIGH —OMMANDD
REGUESTS"

108 BOSUB1SO

110 AF="THAT NTHE FAMDUS ALL-ADVENTURING
CANINE"

112 GOSUB1S0
114 A$="HERO,
BE HIRED"

114 GOSUBISO
118 A¥="TO HELF SAVE THE WORLD."

120 GOSUELS0

122 AF="1 (-EWARD IS TWO TINS OF "EDIG
REE —HUM"

124 GDSUBLISO

126 A$="AND A BAG OF —HUM ~IXER."

128 GOSUBL1SOD
130 Af="p0
E @ AanND o
132 GOSUBLSO
134 AF¥="BREAT SKILL."
134 GOSUEBLSO

= NDOGAMNA [0MNEST,

IHIS TASK CALLS FOR mCOURAG

138 A$="Eh 0 ONE ELSE IS GOOD ENOUGH

FOR US, "

140 BOSUB1S0:PRINT: PRINT: PRINT

142 As="1o SV I P T ™ g e
N

144 GOSUBLISO:PRINT: PRINT:PRINT"&"

1446 AF=" ~ESSAGE “NDS ": GOSUB1

S50: 60TO1S8

150 GOSUBZ00:FORT=1TOLEN (A$)

152 PRINTMIDS(A¥,T,1) ;= IFMIDS(AE, T, 1) <"
"THENGOSUBZ08

154 FORS=1TOS0:NEXT :POKEHF ,0: NEXT

136 PRINT: RETURN

158 PRINT "onpEpumpEEpuEa s nmmmma "y

-
e

160 IFPEEK (S546320)=111THENGOSUBRS7O: PRINT"
S POKESS3272,21:60TO12

162 GOTO140

170 P&="cinmeaaslemmmm" : F1=100: RETURN

172 IFBL/9=INT(BL/9) THENFRINTP#; "2 m".
FE=F#+"M":Fi=F1+8: IFF1>1BOTHENF 1=180
174 IFLEN(P#)=23THENFRINT"SCLOSED": BL=0:
ES=1:RETURN

176 RETURN

lﬁO IFY1<F1ANDX1 *4O0THENX1=X1+5

182 RETURN

200 FORC=34272TO54294: FOKEC ,0: NEXT

202 VO=54296: AT=54277: WA=54274

204 SU=0427B:HF=54273: LF=54272

206 POKEAT, I 2: FOKESU,255: PDKEWA , 33

207 POKEVD, 15: RETURN

208 POKEHF,20: RETURN

210 FORT=V+7TOV+11S5TEFZ2: POKET, 1BO:NEXT
212 FOREV+13,99: POKEV£15,99

214 AR=AR+1: IFAR=64THEMAR=1

2146 IFBL=0THENGOSUBZ270

218 IFAR=1THENF1=V+7:¥3=180:01=-12

220 IFAR=2THENP1=V+13:¥3=9%:01=12

222 IFAR=STHENFP1=V+%:¥Y3=180:1=—-12

224 IFAR=4THENFP1=V+15: ¥3=99:Q1=172

224 IFAR=STHENF1=V+11:¥3=180:01=-12

228 IFBL=0THENFOKEVO,O

229 RETURN
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230 Y3=¥3+@1:FOKEF1,Y3

232 IFY3:1BOTHENGOSUBZ210: RETURN

224 IFY3<9FTHENGOSUEBZ10: RETURN

238 RETURN

230 IF{COAND3) =3THENFOKEV+21 ,253:BL=1:G0
SUBZ00: GOSURZ72: GOSUB274: GOTO72

252 IF(COAND1)=1THENGOSURZ78: GOSUB400: GO
TO12Z2

260 RETURN

270 POKEVO, 15:FPOKEWA, 129: FOKEHF , 10: RETUR
M

272 FORT=1TO100: POKEHF , T: NEXT: FOKEHF ,0: P
OKEYD, 01 BC=5SC+1000: RETURN

274 FOKEAT+7,32: POKESU+7 ,255: POKEWA+7 , 12
?: POKEHF +7 ,3: FORKEV+30,0

274 FOKEWA, 129:FOKEVD, 15: FOKEHF ,2: RETURN
278 GOSUB200: FORT=100TO1STEF-1:FOKEHF, T
NEXT : GOSUBZ90: RETURN

280 FS=FS+0Q

282 IFD1<>1ANDPS>238THENFS=237:A=-0

284 IFD1<>1ANDFS<Z3&4THENPS=237:0=-0

286 IFDZ<>1ANDFS>241 THENFS=240: 0=—0

288 IFDZ< > 1ANDFSC 239 THENFS=240: 0=—0Q

289 POEEZO40,PS: RETURN

290 FORC=S54Z272TOS4294: POKEC, 0t NEXT: RETUR
M

200 PRINT"O": POKES32BO,0: POKES3281,2

S0Z PRINT ' sInDeIsl5 s sssisnnsnnnsissenmmnsg
i

304 PRINT"I] vy = Emn. oo-. o
L] qam =
2046 PRINT " nInlx
. W “ i

208 PRINT™

|
F10 PRINT™

[ L
312 PRINT"

[,
314 PRINWNT™
316 PRINT " xi==} s ™. L. =]
=] o - -
S18 PRINT "mEssssnsibnsinnnninnssinmesusneg
": RETURN
J20 POKESZZ281 ,4: PRINT " IealelsTslsInT=]=)n b W in

- | n i
222 PRINT"swhnm o I 103

224 PRINT"ampm o =i

326 PRINT swem fris I

328 PRINT"wmpE o9 13

530 PRINT"sRMmF r ol

332 PRINT"smems ———————— R
! "

334 PRINT"ammizd [
! 1

IZ6 PRINT"smmig |
! " -

I8 PRINT "smrmid L = |

_d g .




ARSI i SEEE [ 7|2
NP Pl R
5 U2 2 (i el G S 8 ol s R S
B D P e R R P A e S e LS e R e o
340 PRINT"smmid L4 - 4464 A¥=" AGE OLD IARK 'F "GYFT HAS BEEN
L i 5 DUG UFP":GOSUB150

341 FORT=18464TOZ023:FOKET,224: POKET+5427
2,5:NEXT

342 Y=593248: POKEV+23, 10: FOKEV+ZY, 15

344 FOKEV+28,15: POKEV+16,2: FOKEV+27,4
244 FOKEZ2040,24%: POKE2041 ,249: POKEV+32,0
348 POKEZ042,251: PODKE2045, 254

X POKEV+39,15: POKEV+40, 15: POKEV+41 ,B

2 PDEEV+4Z,8: POKEV,B80: POKEV+1,182
FOKEV+2,2: POKEV+3, 182: POKEV+5,176
POEEWV+4 ,255: FOKEV+&, 100 FOKEV+7 , 104
FOKEV+38, 10: POKEV+37 ,0: FOKEV+21 ,15
X=255:B=1: GOSUEZ00: GOSUBRBSO

B=E—1

GOSURE20

Zb6 IFINT(B/S)=B/STHENGOSUBBIO: X=X-5: IFX
L22THENFOEEZ2042,2583: 6OTA370

368 POKEV+4,X:G0TO362

370 FORT=1TOZ00: NEXT: POKEZ2042,2346

372 POKEV+27,0:Y=172: X=22

374 IFY>106THENY=Y-2

378 IFY<128THENX=X+2

378 GOSUBB40:POEEV+4,X: POKEV+S,Y

g0 GOSUBB20: IFX=100THENISS

382 GOTOZ74

384 POKEV+Z21,11:POKEZ043,239

386 FPOKEV+27,8:1FPOKEV+&, 1063 FOKEV+7,120
BB POKEHF ,4:FPOKEHF+7,2: A=0

290 A=A+1:IFA<100THENGOSUBR2C: GOTOIRO
392 GOSUBRZF0: GOSUB200: GOSUBRBAD

394 GOTOTOQO

400 PDKEV+21,0:PRINT"D": GOSUBZ250

402 POKEV+33,0:FL=FL-1

404 PRINT"=emmmmmEY0OU DIDN'T MAKE IT!"
406 PRINT"SEMNERLYL IVES: & ; FL

408 PRINT" SRENRLSCORE: & ; SC

410 IFFL<=0THEN420

412 PRINT"MemMmNIA®PRESS FIRE® @T0 GO AGA
IN"

414 IFPEEK (56320)=111THENRETURN

416 GOTO414

420 FORT=1TO1000:NEXT

422 PRINT"CIsEmmNNEBHARD LUCK SINDOGANA!

]

A L Ll L B L

LA

co-gnonmand
B0 SRl e

424 PRINT"remmEnMISCORE: n" 3 SC

474 PRINT"semmmmnSszFRESS FIRE® TO FLAY"
478 PRINT"semERI8'G° TO EnNDE

4% GETA$: IFAF="12" THENEND

432 IFPEEKASAIZ0)=111THENCLR: RUNIQ

434 GOTO4Z0

440 FPRINT"=mppppmSCORE: @ ; SC

442 PRINT"s-mmmppmL IVES: &" ;FL: RETURN

450 POKEV+21 ,0:FPRINT"": POKEV+33,0: POKES
272,23

452 PRINT" alsmni=";
454 AF=" HxErxxs
*##x%" : GOSUER1S0
454 AF="p0A @00 HAVE GAINED FPOSSESIONM O
F THE":GOSUBR1SO

458 Af=" LONG =0ST I|ONE I'F IHE #EVEN |A
REING" : GOSUR1ISO

450 AF=" “OBE5. ...« 2":z6085UB150D

442 AF="M8 OW YOU CAN HELFP IIGH-—DOMMAM
D,FOR THE":GOSUB1S50

ot sl A BT E: o3

466 A%F=" BY THE -AZIS AND IS5 AT THE MOME

NT JUST":GOSUBLSO

468 AF=" | | MILES FROM WHERE YOU ARE.

" GOSUR1S0

470 A¥="0kHN @De0 REY UP YOUR MOTOREIKE AN

D GO":GOSUBLSO

472 AF=" GET THAT TRUCK,-.MNDOGANA |ONES!!

1" GOSUBLISO

474 pE="pWpN SWEHTRESS _IRE™':GOSUBLSO

474 IFPEEK (S4320)1<>111THEN4T7 &

478 PRINT"Q": POKES3272,21:650TOAL00

SO0 PRINT" " : POKESIZ280,0: FOKES3281 ,0

202 PRINT" amizr b

S04 PRINT" @ =

S06 PRINT"@ o= ™ gmg g

T e e W GE Y

S0B PRINT"@ A S d

e e AmgEg me

O PRINT"@ q =y o N

L - <} - =N L

12 PRINT" @ ™ Lt - I B - B -

-l B BN BN B N

514 PRINT™ < I

14 PRINT™ =

S18 FPRINT" RWmE e e

S20 FRINT"EmEpmin = -

S22 PRINT"EmERp| = 37 = 7

=] - o . L

324 PRINT"NemmRizd B anm =]

Aamagm B

S26 PRINT'"ERpENH 8 N5 W g = d

=]

i
d

n
|

TEG oE Wy W

|- I ]

528 PRINT"EmppmpE|d = MEE g .
H E = ac"

S0 PRINT" Hmwpwres | L~ |
- | i | L

932 PRINT" KRINES IN"
934 FORT=1TOZ000: NEXT

SE6 PRINT" smmize iy

538 PRINT"Ommiz
S40 PRINT"EmmiE
542 PRINT"zamizd
- . v
o944 PRINT"SamiE -
LB 0= g =

5

=

) P
N
d
|
i
d

o446 FRINT"™amiR =Ny - o " e =3
BER B 3 B WY

948 PRINT":HN|E & Mg ™8 g m g & & QW
amgm = . a0

S0 PFRINT"Samis = ™5 & g & o & Wy S 3

oM ET o ENG Em g Ep

352 PRINT

5594 FRINT"=mEizr ™E - ™S 3 & 3 W g -
o -

554 PRINT"dmmid & 3 = 3 = HE =g

! ﬂ ¥

008 FRINT"Tamiz ®m 5 m 3 = Hm. 3 [
ﬂ 1]

SO0 PRINT".REjH & 5 = 3 & am mEg

LI

o622 PRINT"/RMME B 3 B A ODEn.
a :

64 PRINT"=mmy = o - "m 3 ™,

et i i e

Z
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NE 2

SN
ey =y
n
ﬁ&&ﬂ o
YR o Y oom g v
“Emmy = . gmEg. a -

)
]
2
] ]
)
n
=
| ]

A pgmgmgm
S72 PRINT"GamNy = 5
OB onmGEgEyGe
574 PRINT:FORT=1TO3000:;NEXT
574 PRIMNT" alneialalnla]a]sinia]s]n]a]a]a]n]sa]n]"
578 FRINT"& By"
580 PRINT"@ ANDREW
582 PRINT" #ES
584 FORT=1TOZ2000:NEXT:G0TO100
559 GOTODS99
600 SC=SC+FL*100: PRINT "' JXelnlsl=" : GOSUB2S0
402 PRINT " smnmEISCORE: " § SO
S04 PRINT"snmpEE [VES:@";FL
406 FORT=1TO1000:NEXT:DI=0
410 V=53248:POKEV+28,0: FOEEV+16, 0t PRINT"
:"]If
612 POKEV+27,0:FOKEV+33, 0: POKEV+32,0
614 A=1034:B=1054:FORT=1TOZ4
&lé POKEA, 102: POKEA+S4272,2
618 POKEE, 102: FOKEE+S4272,2
20 A=A+40:B=B+40: [FA>20230RB>2023THENEN
]
G222 NEXT: POKEV+23, 254 : PORKEV+29, 254
624 POKEZQ40,242: FOKE2041,243
426 POKEZ042,244: POKE2043,244: POKEZ044 ,2
44
A28 X1=180:Y1=200:YZ2=0; POKEV+2, 1B0: FOKEV
+3. 2
630 Y3=225:Y4=55: YS=140;: SF=0; BEO=200
632 POKEV,X1:POKEV+1,Y1
&34 POKEV+S,Y3: POKEV+7,Y4: POKEV+9,YS
&34 P1=V+4:G0SUB700: P1=V+4: GOSUB700: P1=Y
+B8: GOSUB700
&38 POKEVY+21,31:POKEV+30,0: GOSUBZ00: POKE
WA, 23
&50 JS=FEEK (56320)
452 IFJS=126THENSF=5F+1: IFSF >2STHENSP=25
654 IFJS=12S5THENSP=SF-1: IFSF<OTHENSF=0
6546 IFJIS=119ANDX1<Z48THENX1=X1+8
658 IFJS=123ANDX1>10BTHENX1=X1-8
&40 IFJIS=110ANDY1 >60THENY1=Y1-8
462 IFJS=109ANDY1<230THENY1=Y1+8
664 IFCK=0THENGOSUE710: BO=B0-1: IFEO<OTHE
NEOSUB400: GOTO&610
666 DI=DI+SP: IFDI>SO00THENCK=1:G0TO740
668 CO=FEEK (V+30): IF (COAND1 )} =1 THENBOO
670 PRINT"SRCITIME :3";EBO0; "M "
672 FRINT"SMIISFEED: 2" ; INT (SF*4) ; "I *
474 PRINT"ZINSMITMILES: 3" INT(DIA100) "0 "
476 SC=SC+INT (SP)
&80 GOSUBB10:POKEVY,X1:POKEV+1,Y1:POKEV+S
» Y2: GOTD&SO
700 X3=INT((230-104) *RND (1)} +104
702 POKEF1,X3:RETURN
710 Y3=Y3+SF: IFY3>2SSTHENY3=0: FOKEV+5,Y3
tPi1=V+4: GOSUB700
712 POKEV+S,Y3
714 Y4=Y4+5F: IFY4 >255THENY4=0: POKEV+7, Y4
tP1=V+4: GOSUR7 OO0

4
1 ]
F
q_
]
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5
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F
a
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716 POKEV+7,Y4

718 YS=YS+SF: IFYS»2SSTHENYS=0: POKEV+9,Y5
:FP1=V+8: GOSUB700
720 FOKEV+Y,YS5: RETURN
740 POKEV+21,3:Y2=Y2+3

742 IFY2:210THENYZ2=210

744 EOTOLSE
B0OO IFCK=0THENGOSUE278:GOSUB400:GOTOA10
802 IFCK=1THENGOSUBZ272: POKEV+21,0:G0OTO32
Q
810 IFSP<STHENNO=2
812 IFSP=3SANDSPY10THENND=3
B14 IFSP=310ANDSP<20THENND=
B146 IFSP=320THENND=6

818 POKEHF ,ND: RETURN
820 IFFEEK (2040) =249 THENFOKEZ040 , 2503 POK
EZ2041 ,250: RETURN

22 FPOKEZ2040,249: POKE2041,249: RETURN

830 IFPEEK (2042)=251THENPOKEZ04Z,252: RET
URN :

832 POKE2042,251: RETURN
B40 IFPEEK (2042)=236THENFPOKE2042,237:RET
URN

842 IFPEEK (2042)=237THENFOKEZO042,238:RET
URN

B44 IFFEEK (2042)=238THENFOKEZO4Z,236: RET
URN

g4&6 RETURN

850 POKEAT+7,32:POKESU+7 ,25%5: POKEWA+7 , 45
BS? POKELF+10,8: POKEHF+7, 13 POKEHF ,2

B854 RETURM.
B&0 FORT=1TO30
B&42 FORS=1TO10
B&4 FOKEHF , T:POKEHF ,S:NEXT:NEXT
B&4 GOSURZ90: RETURN
B70 PRINT" ZIsINNT8N b 0 W
B72 AF="-EANWHILE,IN «0OUTH #MERICA......
" GOSUE150: BOSUBZS0
874 FORT=1TOZ000:MEXT: RETURN
900 POKEV+21,0:PRINT"": POKEV+33,0: POKES
A L
02 PRINT alsmmia ;
04 AF=" @xEskxr DOTLL T, ST doe! A
¥k s GOSUB1S0
904 A$="KM 010U HAVE RESCUED THE AGE OL
D @l ONE": GOSUB150
908 A¥=" I'F "BYFT FROM THE -AZl CONVOY.
....":G05UB150
F10 AF="pE & IOUR REWARD INCLUDES A S000
FOINT":GOSUB1S0
912 A$=" IONUS.......":B0SUB1S0
914 AF="#E WLS0 FOR SERVICES RENDERED
¥YOU ARE":GOSUB150

916 AF=" TO HE AWARDED THE @ OGTINGUISHE
D “EDAL":GOSUBLS0
918 A$=" DR =ALOUR..":BOSUB1S0
920 A$="malN WA RESS _IRE —OR —INAL IRIE
FING®": GOSUR150

922 IFPEEK (56320)<>1 11 THENTF22

924 PRINT"IX:POKESS272,21

926 AF=" @essssxr @GRESULTS OF MISSION @M
*xuwan' s GOSUBLS50: SC=8C+3000

528 GOTO424
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by Christian Fiott

You are the last survivor of an
expedition sent to Mars to
destroy the last batch of Martian
Killer Robots (MER). Being a
hero, instead of trying to run
away, you decide to stay to defend
the base till help is sent to yow

You are equipped with 2 types
of craft; the defence craft (DC)
and the repair craft (RC). The DC
can move left and right and fire,
but it cannot move over holes
caused by the MER's lasers. The
RC can mowve over such holes,
and fill them be pressing the
appropriate key. You also
control & laser-gun, situated at
the left hand side of the screen.
This should be used only in
emergengy, since it uses a lot of
energy. The available energy is
displayed at the bottom right
corner of the screer.

Asthe game begins, you will be
shown the four types of MER,
and the points gained when you
kill them. You gain no points if
the robote crash on the floor of
the base, but you gain extra

*o9® SS9 S8
ao8e® 96 SO0

points 1f you kill them by the DC
ingtead of Killing them with the

laser-gun. Your score is shown
at the bottom left corner of the
SCTearL.

After some time, an option to
define the playing keys and the
gkill and speed level is giver.
Then the high score table is dis-
played. A demonstration of the
game follows. Pressing a key
between these options will start
the game.

10 REM SPACE BASE

20 REM FOR COMPUTER GAMER

30 REM (C) CHRISSOFT 198&

40 REM DEDICATED TO ADRIAN M.

S50 GOSUB 1850

&0 REM MACHINE CODE

70 REM GETS CHAR

80 M=0: A$="DD&EOODD&LLOIESCDAOBBEL77C?":F
OR I=1 TO LEN{(A%$)STEF Z:M=M+1:FOEE 19999
+M, VAL ("%"+MID%$ (A%, 1,2) ) : NEXT

90 REM GETS KEY NO

100 a$="ddéedldd&&01e52200+5ScdlebbZ008+1
Ic+fel020441B40Ff1e177c?":m=0:FOR i=1 TO L
EN(a%) STEF 2:m=m+1:POKE L74FF+m, VAL ("&"
+MID$ (a$,i,2)) :NEXT

112 REM ALLOPHOMNE - SFEECH CONVERTOR

120 a%$="01fefbdd7e0lfef+2814ed77dd23dd23
f53e007463cfe202B80218+8+118e532002d79cF"

130 m=0:FOR i=1 TO LEN(a%) STEF Z2:m=m+1:
FPOKE &%&FFF+m, VAL ("&"+MID$(a%,1i,2) ) s NEXT

140 REM SET FEN 15 TDO ALTERNATING COLOUR
5

150 a%="213a5004681111d50cdefbc2134501134
00013400c3eFbc21F450cZePbcIaiiS0Icfelac?
28503e01323350474+3e0+cd32bccF01 00000000
000000000000 000000"

160 m=0:FOR i=1 TO LEN(a%)STEF Z:m=m+1:F

76

strings, and I suggest that these
routines should first be typed in

checkad The first sub-
routine is used to get the ASCIT
code of the character at the
current cursor position. The
second subroutine returns the
key code (see manual App. ITI
p.16) when a key is pressed. The
third routine is a small pro-

Hints and tips

You have a limited supply of
energy, and this decreases when
you or the MER fire. You also
hawe 3 lives for each type of craft,
and if any of thse are used up, you
will ... die! After killing 25
robots on each level, help is sent,
and the llves and energy are

replenished. gramme using M/C interrupts,
to set pen 15 into a set of 25
The programme alternating coloura. The last is

There are 4 short machine code
subroutings which are called
from basic. These are read from

an allphone-speech convertor
for use with the DE Troniks
speach synth

OKE %4FFF+m, VAL ("&"+MID$(a%$,1i,2) ) :NEXT
170 CALL &S5000
180 CALL %BBFF
190 M=0: A%$="0200 GAMER 0150

0100 CHRISSOFT 0075 Q050 G
AMER 0040 0030 CHRISSOFT Q02
8] 0010 GAMER Q005
200 FOR I=1 TO LEN(I:-\S)STEF' 15:M=M+1:HS% (
M)=MID% (A%, 1,15) s NEXT
210 RANDOMIZE TIME: RESTORE
220 ENV T,1,12,1,1,0,5,12,-1,2
230 ENV 1,16,-1,10
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240
230
250
270
280
290
300

ENT -2,25,2,1,27,-2,1:ENV 2,16,-1,20
ENT -3,1,1,4:ENV 7,11,-1,20

GOSUB 18B0O

GOSUEB S&0

GOSUB 740

GOSUB 1900:G05UE 350

GOSUEB 1490:CALL %BUA7

310 GDSUB 1810

220 FOR DO=1 7O SPL:GOSUB 1550:G0SUB 880
:GOSUEB 10&40:NEXT

330 GOSUB 1150:1IF RND#*10<{(mo/2)+{(SKL/10
#5))—1 AND (va<21) THEN BGOSUB 1520

340 GOTO 320

350 REM setup screen

360 CALL %BCA7

370 MODE ©

280 PRINT CHR®(Z2Z2)CHR%(1)
390 INK 0,0:BORDER 0O

400 PEN 7

410 PRINT CHR%(23)CHR% (1)

420 FOR i=1 TO 20:L0CATE 1,i:PRINT CHR%({
199 sNEXT

430 LOCATE 1,1:PRINT STRING$ (20,196} 3
440 FOR i=1 TO 20:LOCATE 20,i:FRINT CHR%
(197) 5 : NEXT

450 PRINT CHR%(22)CHR%${(0)

450 FPEN 1:LDCATE 1,20:PRINT CHR%(143):LD
CATE 1B,20:FPRINT CHR$(Z14)CHR% (143)CHR% (
143) 3

470 LOCATE 1,21:PRINT STRING®(3,143):L.0C

ATE 18,21:PRINT STRINGS(3;143);

480 FEN Z:LOCATE 1,23:FRINT STRING® (20,2
08);

420 PEN 10:FOR i=2 TO 1% STEP 3:LOCATE i
+ 24:FRINT CHR#(Z17)CHR®(Z21B)CHR®(Z21%} 5:
EXT:LOCATE 1,24:PRINT CHR$(21%);:LOCATE
20,24: PRINT CHR%$(217);

200 PEN 15:FPRINT CHR$(Z22)CHRS$(1}):FOR I=3
TO 19 STEP 3:LOCATE I,24:FRINT CHR% (220
Y3:NEXT I:FRINT CHR$ (22)CHR% (0}

510 PEN 3:LOCATE 1,25:FPRINT" 0 =%
ok Q0 "
S20 PEN 4:LOCATE 1,22:PRINT"*":PEN S:LOC

ATE 20,22:PRINT"+";
930 FEN Z2:LOCATE 2,20:PRINT
$(225)

CHR% (224) CHR
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ANSTRAD

540

s 202
550

S60

570

580

520

S MFF
400 SYMBOL
7, 4FF

610 SYMBOL
C3,&FF

620 SYMBOL
630 SYMBOL
2,%7E

&40 SYMBOL
q

650 SYMBOL
bbb, %42

660 SYMBOL
18,%18

670 SYMBOL
b,5%24

&80 SYMBOL
3,%81

4620 SYMBOL
42, 524

700 SYMBOL
%18
710
7E

720
730
740
750
760
770
780
790
BOO
810
B20

RETURN

SYmMBOL
SYMBOL
SYMBOL

SYMBOL

SYMBOL
SYMBOL
SYMBOL
RETURN

FEN 3:PRINT CHR®(22)CHR®(1) :LOCATE 2
PRINT CHR% (223) sCHR® (22) CHR% (0Q)

REM set chars

-
ol

AFTER
208, &FF , &FF , &FF , &FF

217, &1, %7, %1F, &3F, &FF, &C3, 4C3
218, 8C3,%81, 481, %0, &C3, ¥E7, 3E

219,480, 4E0, %F8, %FC, %FF , 4C3, &

220,%&0,%18,%3C,%3C, %18
42,%18,%18, %18, &3C, 424, kbb6, &4

43, %0, %F , &F , &C, &7F , &7F , &7F , %4
226,%18, %3C, %66, &3C, %18, &3C, %
227, %3C, %7E, &DB, &7E , &3C, %18, &
228, %0, %18, %3C, %7E, %E7, %E7 , &&
229, %0, %18, %30, %7E, %03, %E7, &C
191,%18, %24, %42, %24, %18, %24, &
190, %18, %20, %CO, %70, &E, &3, 4C,
224,0,0,83F , %7F, &FF, %18, %3C, &
225,0,0,%C0, &F0, &FC

223,0,0,0,0,0,%18,%3C, %7E
222,0,0,%FF,0,%FF,0, %FF

REM INKS % KEYS
KEY DEF 76,0,13
SPEED INK é&,6

INK 2,2

INK 4,15:1INK 5,25
INK &,11

INK 7,26




e . 'L;_'I:

830 INK 9,1B

B840 INK 10,11

850 INK 11,26,24:INK 12,%,18:INK 13,2,11
:INK 14,46,3

B&6O INK 15,24,0

870 RETURN

880 REM laser

B?0 ‘left

00 IF IMKEY(ki)=-1 THEN 930 ELSE LOCATE
hi,22:PRINT" "3:IF hi=h2 THEN PEN S:L0C
ATE h2,22:PRINT"+";

F10 hi=h1-1:IF hi1<1 THEN hi=1

2?20 PEN 4:LOCATE h1,22:CALL %BD1Z:PRINT"
*"5:60TO 940

2?30 IF INKEY (kZ2)=—1 THEN 980 ELSE LOCATE
h1,22:PRINT" ";:IF hi=h2 THEN FEN S5:L0OC
ATE hl,22:PRINT"+";

F40 hi=hi+1:IF h1>20 THEN hl=20

50 PEN 4:LOCATE h1,22:CALL %BD1%:PRINT"
*"::6G0TO 40

240 REM check dwn

270 LOCATE h1,23:CALL 20000,@t: IF t<>32
THEN RETURN ELSE LOCATE hi1,22:PRINT" ";:

LOCATE h1,23:PEN 4:PRINT"%";:GOTD 1520

280 IF INKEY (k3)=-1 OR (hi<4 OR hl1>17)TH

EN RETURN

990 PEN &6:FOR i=21 TO wva STEP —1:LOCATE
hi7i:PRINT CHR$(1%1);:NEXT

1000 FOR i=21 TO va STEP —-1:LOCATE hil,i:
FPRINT" "3:NEXT:IF hl=ha THEN 1020°'kill i
m

1010 en=en-=3:IF EN<1 THEN EN=0:G60TO 1420
ELSE GOTO 1810

1020 ki=ki+i1:IF ki=25 THEN GOSUB 3230
1030 sc=sc+3:sc=sc+mo:PEN 3:L0OCATE 2,25:

PRINT USING "####";sc: IF RND<0.9 THEN 14

S0

1040 IF RND>0.5 THEN CALL %7000,255,17,2

4,37,0,21,0,30,61 ELSE CALL %7000,255,11
15,33, 0.35.7, 4k

1050 GOTO 1450

1040 REM REFAIR CRAFT

1070 IF INKEY{k4)=-1 THEN 1100 ELSE LOCA

TE h2,22:PRINT" "3:=:IF hi=h2 THEN PEN 4:L

OCATE h1,22:PRINT"#*";

1080 hZ2=h2-1:IF h2<1 THEN h2=1

1090 PEN S5:LOCATE h2Z,22:CALL %BD19:PRINT
"+": : RETURN

1100 IF IMKEY (kS)=-1 THEN 1130 ELSE LOCA
TE h2,22:PRINT" "3:IF hl=hZ2 THEN PEN 4:L
OCAIE hi,22:FPRINT"%";

1110 h2=h2+1:IF h2>20 THEN h2=20

1120 PEN 5:LOCATE h2,22:CALL &%BDi9:PRINT
"+": : RETURN

1130 IF INKEY{(k&)=-1 THEN RETURN ELSE LO
CATE h2,23:PEN F:PRINT CHR$(208);

1140 RETURMN

1150 REM him move

1160 LOCATE ha,va:PRINT" "

1170 IF wva=22 AND ha=hl THEN 1230 ELSE I

F va=22 AND ha=h2 THEN 1310

1180 vA=VA+1: IF VA>22 THEN 1400

1190 IF END>0.5 OR wva=21 THEN 1210

1200 ha=ha+INT(Z#RND)-1: IF ha<5 THEN ha=

2 ELSE IF ha>*l1& THEN ha=1é&

1210 FEM 10+mo:LOCATE ha,va:CALL %BD17:F

RINT CHR%(225+mo)
1220 RETURN

e
A

1230 REM mel die

1240 EN=99:EL=0:G0SUB 1810

1250 CALL %7000,255,50,32

1260 11=11-1:hil=1

1270 PEN F:LOCATE B8,25:PRINT"

E B,25:PRINT STRING®(11,"%");
1280 IF 11=0 THEN 1420

1290 PEN 4:LDCATE 1,22:PRINT"#"3
1300 GOTO 1430

1310 REM meZ die

1320 EN=99:EL=0:605UE 1iB1O

1330 CALL &7000,255,50,31

1340 12=12-1:h2=20

1350 PEN 3:LOCATE 13,25:FPRINT"
TE 13,25:PRINT STRINGS$(12,"+");
1360 IF 12=0 THEN 1&20

1370 SOUND 2,300,100,15,,4

1380 PEN S5:LOCATE 20,22:PRINT"+";

1390 GOTO 1430

1400 REM »x

1410 IF wva>23 THEN 1420°'die

1420 LOCATE ha,23:CALL 20000,@t%: IF t=32
THEN 1420 °'die

1430 SOUND 2,0,100,15,1,,31:FOR i=1 TO 1

S:LOCATE ha,va:PEN i:PRINT CHR%$(238) ; : NE

XT:LOCATE ha,va:FRINT" ";:G0TD 1450

1440 RETURN

1450 REM send

1460 SOUND 1,100,100,14,2,2:en=en+1:IF &

n>%9 THEN en=9%

1470 GOSUB 1810

1480 mo=INT(4*RND)+1: IF mo=0 THEN mo=1
1450 ha=(13%#RND)+4:va=2

1300 LDCATE ha,va:FEN mo+10:PRINT CHR$ (m

o0+225) 5

1510 RETURN

1520 REM he fires

1530 en=en—-1:IF en<l THEN 14620 ELSE GOSU

B 1810

1540 PEN B:FOR i=va+l TD 23:LOCATE ha,i:

FRINT CHR%(190);:NEXT:FOR i=va+1 TO 23:L

OCATE ha,i:PRINT " "3;:NEXT:IF ha=hl THEN
1230 ELSE IF ha=h2 THEN 1310 ELSE RETUR

N

1550 REM laser

1560 IF INKEY(k7)=-1 THEN RETURN

1570 SOUND 2,2000,30,15,1

1580 en=en—10: IF en<l THEN en=0:G0TO 1&2

0 ELSE GOSUB 1BiO

1590 PEN 3:FOR i=4 TO ha:LOCATE i,Z20:PR
INT CHR®(222);:NEXT:FOR i=4 TO ha:LOCATE
i,20: PRINT" "3 :NEXT

1600 IF wa=20 THEN sc=sc—-3:G0TO 1020
15610 RETURN

1620 REM die

1630 PRINT CHRS$ (22)CHRS$ (0)

1640 CALL %BCA7

1450 GOSUB 1810

1660 SPEED INK 2,2

1670 SOUND 7,0,120,15,1,,10

1680 INK 10,6,0

1690 FOR i=10 TO 26:FOR d=1 TO S0O:NEXT d
:BORDER i:INK O,i:NEXT i

1700 FOR i=1 TO S:S50UND 1,50%i,100,15,1:

SOUND 4,75#i,100,15, 1:NEXT iti=i-2

1710 SOUND 1,50%i, 100,15, 1:SOUND 4,75%i,
100,15, 1=i=i+2

1720 SOUND 1,50%i,100,15,1:SOUND 4,75%i,

"3 :LOCAT

"3 :LOCA
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100,15, 1

1730 FOR i=1 TO 10:IF VAL (LEFT#{(hs%(i),4
}¥<sc THEN 1750

1740 NEXT:GOTO 1800

1730 FOR j=10 TO i+1 STEP —-i:hs%(j)=hs%(
J=1):NEXT:hs${(i)="0000":hs$(i)=LEFT${(hs%
(i) , 5-LEN(STR% (sc) ) ) +RIGHT% (STR% (sc) ,LEN
(STR$(sc))-1)cths$(i)=hss{i)+" "

1760 CALL %7000,255,11,20,14,0,58,25,0,5
1,7,13,11,7

1770 CALL %BFF9,%C%,%1CED,%CF0O0O

1780 PEN 3:LOCATE 1,1:INPUT "YOUR MNAME:"
s N$:IF LEN(N%)>10 THEN N$=LEFT$ (N%,10)
1790 hs$l{i)=hs$({i)+n$

1800 FOR d=1 TO 3IS500:NEXT:GDTO 210

1810 REM disp en

1820 PEN 3:LOCATE 1B,25:FRINT USING "##"
ien
1830
CALL
L=1
1840
1850

IF en>20 DR EL<>0 THEN RETURN ELSE
%7000, 255,53,45,0,19,38,52,7,11,7:E

RETURN

REM vars

1860 DEFINT h,v,k,m,1,%t

1870 hl=1:hZ2=20:kl1=74: k2=75:k3=7&: kd=16:
k3=79: k&=47: k7=21:mo=0: 11=3: 12=3: t=0:en=
F:5KL=1:5PL=10 :

1880 hl=1:h2=20:t=0:en=99:EL=0:SC=0:L1=3
iL2=3:ki=0

1890 RETURM

1900 REM init

1910 MODE O

1920 GOSUB 350

1930 PEN 3:LOCATE 5,4:PRINT"SPACE BASE.
":PEN Z2:PRINT CHR$ (22)CHR$(1) : LOCATE 5,4
tPRINT STRING$(12,CHR$(95)):FRINT CHR% (2
2)CHR% (0)

1940 CALL &7000,235,43,20,43,0,55,20,3,5
9,0,31,13,0,16,15,42,562,7,46

1950 CALL %BFF9,&C%,%&1CED,%CFO0O

1960 FOR i=1 TD 4:LOCATE 5, i*3+5:FEN 10+
i:PRINT CHR$(225+i)3" —-——-"3i3"PTS.":NEX
T

1970 GOSUB X120

1980 FOR i=1 TO 1S500:IF INKEY$<:>"*"
RETURN

1750 NEKXI

2000 S0SUB 2120

2010 MODE O

2020 GOSUBR IS0

2030 PEN S:LOCATE 5,Z2:FRINT"SFACE HBASE.
":PEM 1:FPRINT CHR$(2Z)CHR$(1):L0OCATE s
tFPRINT 5TRING$(12,CHR$(?5)?=PHINT CHR% (2
2)YCHR$ (0)

2040 FEN 9:LOCATE 3y S5:FPRINT CHR®{1&4)" C
HRISSOFT 198&"

2050 FEN 15:FOR I=1 TO 10:LOCATE 4,I+B:F
RINT HS$®(I):FEN 1:NEXT

2060 FOR i=1 TO 5:SOUND 1,S0#i,100,15,1:
SOUND 4,75%i,100,15,1:NEXT 1:i=i-2

2070 SOUND 1,SO%i,100,15,1:S0UND 4,75%i,
100,15,1:i=i+2

2080 SOUND 1,50#%i,100,15,1:50UND 4,75%i,
100, 15,1
2090 FOR
RETURN
2100 NEXT
2110 RETURN

THEN

i=1 TO BOOO:IF INKEY$<{:"" THEN
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2120 REM

2130 MODE 0O

2140 FEN 3:LDCATE S, 1:FRINT"DEFINE KEYS.

"tPEN 1:FRINT CHR${(ZZ)CHR%$(1):L0OCATE =l ol

tFRINT STRING$(12,CHR%(95) ) :FRINT CHR® (2

Z)CHRS (0) i

2130 FEN Z:LOCATE 2,4:FRINT"DEFENCE CRAF

T:":PEM &:LOCATE 8,6:FRINT"LEFT e

ATE B,B:FRINT"RIGHT _ ":LOCATE 8,10:FRIN

T"FIRE _":PEN 7:LOCATE Z,12:PRINT"REPA

IR CRAFT :“:FENM B:LOCATE B, 14:FPRINT"LEFT
_":LOCATE 8,1&:FRINT"RIGHT _“:LOCATE

8,18

2160 LOCATE 8, 1B:FPRINT"REFAIR _"1LOCATE

2,20:FEN 10:PRINT"FIRE LASER el

2170 CALL %BFF9,%C9,%1CED,&CF00

2180 GOSUB 2590:60T0O 2550

2190 CALL LBFF?,%C?,&1CED, ACFOO

2200 CALL &7500,@K1:I11%=INKEY%

2210 LOCATE 15,46:FEN 3+(K1<1&6 OR K1=20):

PRINT I1%;

2220 IF k1=9 THEN LOCATE 15,6:FPRINT"COFY

" ELSE IF ki1=6 OR k1=18 THEN LOCATE 15, &

tFRINT"ENT" ELSE IF ki1=21 THEN FRIMT"“SHF

T" ELSE IF K1=79 THENMN LOCATE 15, 6:PRINT"

DEL "

2230 IF K1=23 THEN FRINT"CTRL" ELSE IF kK

1=146 THEN PRINT"CLR" ELSE IF Ki=47 THEMN

LOCATE 15,&:FPRINT"SPC" ELSE IF K1=70 THE

N PRINTY"CFS" ELSE IF K1=48 THEN LOCATE 1

S,6:FRINT"TAB"

2240 IF K1:>71 AND K1<78 THEN FEN 1:LOCAT

E 15,6:PRINT MID%(“"UF DOWNLEFTRGHTFIREF

IRE", ((K1-72)%4)+1,4)

2250 CALL %7500,8K2: I24=INEEY$: IF K2=k1

THEN 2250

2260 LOCATE 15,B:FPEN 3+ (K2<1&6 OR K2=20):

PRINT I2%;

2270 IF k2=% THEN LOCATE 15, B:FRINT"COFY

" ELSE IF kZ=6 OR kZ2=18 THEN LOCATE 15,8

tFRINT"ENT" ELSE IF k2=21 THEN FRINT"SHF

T" ELSE IF K2=79 THEN LOCATE 15,B:FRINT"

DEL"

2280 IF E2=23F THEN FRINMT"CTRL" ELSE IF k

2=16 THEN FRINT*CLRE" ELSE IF kZ=47 THEN

LOCATE 15,8:PRINT"SFC" ELSE IF K2=70 THE

M PRINT“"CFS" ELSE IF K2=48 THEN LOCATE 1

S5,B:PRINT"TAR"

2290 IF K2>71 AND KZ<78 THEN PEN 1:L0OCAT

E 15,B:FRINT MID%("UF DOWNLEFTRGHTF IREF

IRE" , { {K2-72)#4)+1,4)

2300 CALL &7500,8K3: IZ$=INKEY$: IF KE3=KZ

OR K3=K1 THEN ZZ00

2310 LOCATE 15,10:FEN 3+(K3<16 OR K3=20)
:PRINT I3$;

2320 IF k3=9 THEN LOCATE 15,10:FRINT"COF
Y" ELSE IF k3=6 OR k3=18 THEN LOCATE 15,
10:FRINT"ENT" ELSE IF k3=21 THEN FRINT"S
HFT" ELSE IF K3=79 THEN LOCATE 15,10:FRI
NT n 'DEL [1]

2330 IF K3=23 THEN FRINT"CTRL" ELSE IF K
3=16 THEN FPRINT“CLR" ELSE IF K3Z=47 THEN

LOCATE 15,10:FPRINT"SFC" ELSE IF K3I=70 TH
EN PRINT"CFS" ELSE IF K3=&48 THEN LOCATE

15, 10: PRINT"TAB"

2340 IF K3>71 AND K3<78 THEN FEN 1:LDCAT
E 15,10:PRINT MID%("UF DOWNLEFTRGHTFIRE
FIRE", ({(K3-72)%4)+1,4)

79




2350 CALL &7500,@E4: [4%=INEKEY%$: IF E4=K3
OR K4=K2Z OR Ed4=k1 THEN 2350
23460 LOCATE 15,14:FEN 3+ (K4<14 OR K4=20)
tPRINT I4%;
2370 IF k4=9 THEN LOCATE 15,14:FPRINT"CODF
¥" ELSE IF k4=& DR k4=18 THEW LOCATE 15,
14:PRINT"ENT" ELSE IF k4=21 THEN PRINT"S
HFT" ELSE If K4=7% THEM LOCATE 15,14:FRI
NT"DEL"
2380 IF E4=27 THEM FRINT"CTRL'" ELSE IF &k
4=145 THEN FRINT"CLR" ELSE IF K4=47 THEN
LOCATE 15,14:FRINT"SFC" ELSE IF K4=70 TH
EN PRINT"CFS" ELSE IF K4=48 THEN LOCATE
15,14:PRINT"TAB"
2390 IF K4:>71 AND K4<78 THEN PEN 1:LOCAT
E 15,14:FPRINT MID$("UF DOWNLEFTRGHTFIRE
FIRE", ((K4-72)%4)+1,4)
2400 CALL %7300,@KS: [S$=INKEY%$: IF KS=k4
OR KS=K3 OR K5S=K2Z OR KS5=K1 THEN 2400
2410 LOCATE 15,1&6:FEN 3+ (KS<1&6 DR KS=20)
tPRINT IS%;
2420 IF kS5=%9 THEN LOCATE 15, 1&6:FRINT"COF
¥" ELSE IF kS=6 OR kS=18 THEN LOCATE 15,
16:FRINT"ENT" ELSE IF kS=21 THEN FRINT"S
HFT" ELSE IF K5=79 THEN LOCATE 15,1&:PRI
NT"DEL"™
2430 IF KS=23 THEN PRINT"CTRL" ELSE IF K
S5=16 THEN PRINT"CLR" ELSE IF KS=47 THEN
LOCATE 15,1&6:PRINT"SFC" ELSE IF KS5=70 TH
EN PRINT"CPS" ELSE IF KS=&B THEN LOCATE
15,14: PRINT" TAB"
2440 IF KS5>71 AND K3<78 THEN FPEN 1:LOCAT
E 15,16:FRINT MID$ ("UF DOWNLEFTRGHTFIRE
FIRE", ({(KS-72)%4)+1,4)
2450 CALL %7500,@8Ké&: 16%$=INKEYS$: IF K&=K5S
OR K&=K4 DR K&6=K3X DR Ké&=K2 DR K&=K1 THEN
2430
2460 LOCATE 15,18:PEN 3+(K&<1& OR K&=20)
:PRINT 1&6%;
2470 IF ké&=% THEN LOCATE 15, 18:FRINT“COFR
Y" ELSE IF k&=6 OR k&=18 THEN LOCATE 15,
1B:FRINT"ENT" ELSE IF k&=21 THEN PRINT"S
HFT" ELSE IF K&=79 THEN LOCATE 15, 1i8:PRI
NT“DEL"
2480 IF K&6=23 THENM FRINT"CTRL" ELSE IF K
&=14 THEN PRINTYCLR" ELSE IF Ké&=47 THEN
LOCATE 15,1B:PRINT"SPC" ELSE IF K&=70 TH
EN FRINT"CPS" ELSE IF K&=468 THEN LOCATE
15, 1B: PRINT" TAB"
2490 IF K&>71 AND K&<78 THEN FEN 1:LO0OCAT
E 15,18:PRINT MID$("UF DOWNLEFTRGHTFIRE
FIRE", ((K&=72)%4)+1,4)
2500 CALL Z7500,8K7: I17$=INKEY%$: IF K7=Ké&
OR K7=K353 OR K7=Kk4 OR K7=K3 DR K7=K2 OR K
7=K1 THEN 2500
2510 LOCATE 15,20:PEN 3+(K7<{17 OR K7=20)
sFRINT 17%;
2520 IF k7=%9 THEN LOCATE 15,20:PRINT"COP
¥" ELSE IF k7=6 DR k7=18 THEN LOCATE 15,
20:FRINT"ENT" ' ELSE IF k7=21 THEN PRINT"S
HFT" ELSE IF K7=7%9 THEN LOCATE 1S,20:PRI
NT"DEL"
2530 IF K7=23 THEN PRINT"CTRL" ELSE IF K
7=16 THEN FRINT"CLR" ELSE IF K7=47 THEN
LOCATE 15,20:PRINT"SPC" ELSE IF K7=70 TH
EN PRINT"CPS" ELSE IF K7=48 THEN LOCATE
15, 20: PRINT"TAB"
2340 IF K7>71 AND K7<{78 THEN PEN 1:LOCAT

ol)

E 15,20:FRINT MID$("UF DOWNLEFTRGHTFIRE
FIRE", ((K7-72)%4)+1,4)

2550 PEN 1:LOCATE 5,24:PRINT"IS THIS OK
211

2560 FOR i=1 TO 2000: IF INKEY(43)<>—-1 TH
EN RETURN ELSE IF INKEY(4&6)<>-1 THEN LOC
ATE 5,24:PRINT" "3:6085UB 2890
:6GOTO 2190

2570 NEXT

2580 GOSUB 27940:RETURN

2590 REM print current keys

2600 LOCATE 15,46:PEN 3+(K1<16 OR K1=20):
FRINT I1%;

2610 IF k1=9 THEN LOCATE 15,&:FRINT"COPY
" ELSE IF kl=6 OR ki=18 THEN LOCATE 15,&
:PRINTYENT" ELSE IF ki1=21 THEN PRINT"SHF
T" ELSE IF Ki1=7% THEN LOCATE 15,6:FPRINT"
DEL"

2620 IF K1=23 THEN FRINT"CTRL" ELSE IF K
1=16 THEN PRINT"CLR" ELSE IF K1=47 THEN
LOCATE 1S,6:PRINT"SPC" ELSE IF K1=70 THE
N PRINT"CPS" ELSE IF K1=68 THEN LOCATE 1
S, 6:PRINT"TAB"

2630 IF K1>71 AND K1<78 THEN PEN 1:LOCAT
E 15,4:FRINT MID$("UP DOWNLEFTRGHTFIREF
IRE", ((K1-72)%4)+1,4)

2640 LOCATE 15,B:FEN 3+ (K2<146 OR K2=20):
PRINT 12%;

24650 IF k2=% THEN LOCATE 15,B:PRINT"COFPY
* ELSE IF k2=6 OR k2=18 THEN LOCATE 15,8
:PRINT"ENT" ELSE IF k2=21 THEN FRINT"SHF
T" ELSE IF K2=7%9 THEN LOCATE 15,B:PRINT"
DEL"

2660 IF K2=23 THEN PRINT"CTRL" ELSE IF K
2=16 THEN PRINT"CLR" ELSE IF K2=47 THEN
LOCATE 15,8:FRINT"SPC" ELSE IF K2=70 THE
N PRINT"CPS" ELSE IF K2=68 THEN LOCATE 1
S,8:FRINT"TAB"

2670 IF K2>71 AND K2Z2<78 THEN FEN 1:LOCAT
E 15,8:PRINT MID%("UF DOWNLEFTRGHTFIREF
IRE" y ({R2=-72)%#4)+1,4)

2680 LOCATE 1S5, 10:PEN 3+(K3<1& OR K3I=20)
tPRINT I3%;

2690 IF k3=9 THEN LOCATE 15, 10:FPRINT"COF
¥" ELSE IF k3I=6 DR k3=18 THEN LOCATE 15,
10:FRINT"ENT" ELSE IF k3=21 THEN PRINT"S
HFT" ELSE IF K3=79 THEN LOCATE 15,10:PRI
NT"DEL"

2700 IF K3=23F THEN FRINT"CTRL" ELSE IF K
Z=156 THEN PRINT"CLR" ELSE IF K3=47 THEN
LOCATE 15,10:PRINT"SFC" ELSE IF K3=70 TH
EN PRINT"CPS" ELSE IF K3=468 THEN LOCATE
15,10:FRINT"TAB"

2710 IF KE3>71 AND K3<78 THEN FEN 1:LOCAT
E 15,10:PRINT MID%("UF DOWNLEFTRGHTFIRE
FIRE", ((K3-72)%4)+1,4)

2720 LOCATE 15,14:PEN 3+ (K4<14 OR K4=20)
:PRINT 14%;

2730 IF k4=% THEN LOCATE 15, 14:FRINT"COF
¥" ELSE IF k4=56 OR k4=18 THEN LOCATE 15,
14:FRINT"ENT" ELSE IF k4=2Z1 THEN FRINT"S
HFET" ELSE IF K4=7%9 THEN LOCATE 15,14:FRI
NTII DELH

2740 1F K4=2F THEM PRINT"CTRL" ELSE IF K
4=146 THEN PRINT"CLR" ELSE IF K4=47 THEN
LOCATE 15,14:FPRINT"SPC" ELSE IF K4=70 TH
EN PRINT“CPS" ELSE IF K4=68 THEN LOCATE
15, 14: PRINT"TAB"
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2750 IF K43>71 AND K4<78 THEN FEN 1:LOCAT
E 15,14:FPRINT MID% ("UF DOWNLEFTRGHTFIRE
FIRE", ({(K4-72)*4)+1,4)

2760 LOCATE 15,14:FEN 3+(KS5<16 DR KS=20)
tFPRINT IS%;

2770 IF kS5=% THEN LOCATE 15,1&6:FRINT"COF
¥" ELSE IF kS5=& OR kS=18 THEN LOCATE 15,
16:PRINT"ENT" ELSE IF kS=21 THEN PRINT"S
HFT" ELSE IF K53=79 THEN LOCATE 15,1&:FPRI
NMT"DEL"

2780 IF KS5=23 THEN PRINT"CTRL" ELSE IF K
5=146 THEMN PRINT"CLR" ELSE IF KS5=47 THEN

LOCATE 15,14:FRINT"SPC" ELSE IF K5=70 TH
EN PRINT"CPS" ELSE IF K5=48 THEN LOCATE

15, 1&6:FRINT" TAB"

2790 IF K5>71 AND K5<78 THEN FEN 1:LOCAT
E 15,16:FRINT MID%("UF DOWNLEFTRGHTFIRE
FIRE", { (KS-72)%4)+1,4)

2800 LOCATE 15,1B8:PEN 3+(K&<16 OR K&=20)
:PRINT 1&%;

2810 IF ké&=% THEN LOCATE 15, 18:PRINT"COF
¥" ELSE IF ké&=6& OR k&=18 THEN LOCATE 15,
1B: PRINT"ENT" ELSE IF ké&=21 THEN PRINT"S
HFT" ELSE IF K&=79 THEN LOCATE 15,18:FRI
NT"DEL"™

2820 IF K&=23 THEN FRINT“CTRL" ELSE IF K
6=16 THEN PRINT"CLR" ELSE IF Ké&=47 THEN

LOCATE 15, 18:PRINT"SPC" ELSE IF K&=70 TH
EN PRINT"CPS" ELSE IF K&=6B THEN LOCATE

15, 18: PRINT"TAB"

2830 1IF K&>71 AND K&<78 THEN PEN 1:LOCAT
E 15,18:PRINT MID% ("UF DOWNLEFTRGHTFIRE
FIRE" , { (K&—72)%4)+1,4)

2840 LOCATE 15,20:PEN 3+(K&<17 OR K7=20)
:PRINT I7%;

2850 IF k7=% THEN LDCATE 15,Z0:FRINT"COFP
¥* ELSE IF k7=& OR k7=1B THEN LOCATE 135,
20:PRINT"ENT" ELSE IF k7=21 THEN PRINT"S
HFT" ELSE IF K7=7%9 THEN LOCATE 15,20:PRI
NT"DEL"

2860 IF K7=23 THEN PRINT"CTRL" ELSE IF K
7=16 THEN PRINT"CLR" ELSE IF K7=47 THEN

LOCATE 15,20:PRINT"SPC" ELSE IF K7=70 TH
EN PRINT"CPS" ELSE IF K7=68 THEN LOCATE

15,20:PRINT"TAB"

2870 IF K7>71 AND K7<78 THEN PEN 1:LOCAT
E 15,20:PRINT MID$("UF DOWNLEFTRGHTFIRE
FIRE", ((K7-72)%4)+1,4)

2880 RETURN

2890 REM clear all keys

2900 PEN 3

2710 FOR i=& TO 10 STEFP Z:LOCATE 15,i:PR
INT™_ "3 ENEXT

2920 FOR i=14 TD 20 STEP 2:LOCATE 15,i:P
RINT" _ "5 sNEXT

2930 RETURN
2940 REM SKILL LEVEL

2950 GOSUB 350

2960 M=1

2970 PEN &:LOCATE 2,14:PRINT"PRESS: ":PEN
F:LOCATE 2,14:PRINT"SPACE = QUIT":LODC

ATE 2,17:PRINT"ENT/FIRE= INCREASE":LOCAT

E 2,18:PRINT"ANY KEY = CHANGE"

2980 PEN 1:LOCATE 3,4:PRINT"SPEED LEVEL
:":LOCATE 3,10:PRINT"SKILL LEVEL :":FEN

2:LOCATE 17,4:PRINT USING "##"3;SPL:LOCAT

E 17,10:PRINT USING “##";5KL

2990 BOTO 3030
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3000 FOR d=1 TO 3000: IN$=INKEY%$: IF IN$="
" THEN 3010 ELSE IF IN%=" " THEN RETURMN
ELSE IF IN$=CHR$(13) THEN 30B0 ELSE 3030
3010 NEXT d

3020 RETURN

3030 PEN 1:AX=0:LOCATE 3,7+(M*3):IF M<1
THEN PRINT"SPEED LEVEL :" ELSE PRINT“SKI
B IFEVEL -1

3040 M=M#-1

3050 PEN 1:PRINT CHR%(24):A%=0:L0CATE 3,
7+ (M%*3Z): IF M<{1 THEN PRINT"SFEED LEVEL :"
ELSE PRINT"SKILL LEVEL ="

3060 PRINT CHRS (24)

3I070 GOTO 3000

3080 IF M<1 THEN SPL=SPL+1:IF SPL>»>10 THE
N SPL=1

3090 IF M=1 THEN SKL=SklL+1:IF SKL>»10 THE
N SkL=1

3100 PEN 2:LOCATE 17,4:PRINT USING "##";
SPL:LOCATE 17,10:PRINT USING "##";SKL
2110 GODTO 3000

3120 FOR i=1 TO 22 STEP 3:FOR j=1 TO 4:S
OUND 7,0,10,0,3,,1izNEXT j:NEXT

3130 FOR i=1 TO 9&:READ a

2140 IF INKEY$<>"" THEN RETURN

2150 SOUND 2,0,20,3,3,,1-(3x(a<>0))

3160 SOUND 1,a%*3,20,15

3170 SOUND 4,a,20,3,3

3180 NEXT

3190 DATA 100,130,130,130,100,130,130,13
0,120,150, 150, 150, 150, 0,150, 150, 120, 120,
150,150,120, 120,150, 150, 100, 100, 100, 100,
100,0,0,0

3200 DATA 100,130,130,130,100,130,130,13
0,120,150, 150,150, 150,0, 150, 150, 120,120,
150,150, 120,120,150, 150,100,100, 100, 100,
100,0,0,0

3210 DATA 90,100,120,120,120,120,100,120
»100,130,130,130,130,130,130,0,120,130,1
45,145,145,145,130,130,100,100,100,100,1
00,0,0,0

3220 RETURN

3230 REM won level

32840 ki=0O:ma=0:skl=skl+1:IF skl>10 THEN
skl=10:ma=1

3250 gpl=spl-1:1IF spl<l THENM spl=1:IF ma
=1 THEN 3300

3260 11=3:12=3:en=9%9:FPEN 3:LO0OCATE B8,25:F
RINT"##% +++ 99":CALL %7000,255,35,6,3

G 70,9, 85,7,27

3270 PEN 9:LOCATE 1,23:PRINT STRINGS$ (20,

208) ;

3280 CALL &7000,255,2

3290 RETURN

3300 REM won

3310 WINDOW 5,15,5,10:PAPER 15:CLS

3320 PEN O:PRINT:PRINT:PRINT"YOU WON !'!!
“:PRINT:PRINT

3330 CALL %7000,255,11,23,46,0,31,25
3340 SOUND 7,100,400,10,,2

3330 FOR j=1 TO 10

3360 CALL &BD19

3370 FOR i=1 TO &:PRINT CHR$(11)j;:NEXT

3380 CALL &BD19 ;

3390 FOR i=1 TO &:PRINT CHR%(10) 5 :NEXT
3400 CALL &BD19

3410 NEXT

3420 GOTO 1700
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Crystal Castles Diamond Plateaus in Space

i :

3 he Legend is born. Summer ‘84, a computer game was created, a game that made the blood of all who
played if flow through icy veins. It travelled through the dusty vaults of the software underground,
surfacing hege and there, créating a Legend. Next month the Legend will be born.

Crystal Castles is a once in a lifetime
opportunity to experience a true
sortware legend. A legend that will
continue because it is to be produced
as a Limited Edition. Now that you've
heard of it you must buy it otherwise
you'll have missed a true software

. experience.

“When I first saw Crystal Castles, its |

shock wawves almost knocked e off my b s
feet. That was so long ago.

! cannof conceive that you will ever buy it [

in a shop. I'H Belicoe it twolhen I see itr” E T 4

“Wit's Iike a state of manic hysteria on
diamond plateaus in deep space —
somie things are beyond

description.” Julian Rignall

?}:&mbﬁ %
- Spectrum 48K

S Arns aii .-*-.

e LLS. Gold Ltd., Units 2/3 Ho Iford ﬁ’;n;-, Helford,
Birmingham B6 7AX. Tel: 021 356 3388,




Unbeatable quality at outstanding prices
Americana Software is now available for m§
systems than ever, bringing mg
titles, more value for monf
to more games enthusias
Don’t settle for l&
look for the b¢
.. 15 new utl
just releass

AMERICANA

SOFIWARE ;

AMERICANA Software, Units 2/3., Holford Way, Holford, BIRMINGHAM B6 7AX. Tel: 021 356 3388.
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CARDONIAN.

(XXII>

by Ian Worley

For many years, the countries of
the continent Cardonia  have
fought each other to gain more
lands and expand their ruling
territory. You have been asked to
be such a power and to conquer
the neighbouring countries,

The gamse can be played by 1 to
10 players, each with a different
country. You can only attack a
country that shares a border
with you ¥ou can attack with
your Army, or Airforee, or with
both or launch a nuclear missile.
Attacking with Army will only
damage the ensmy's army and
slightly damsage its airforce.
Attacking with Airforee is vice-
versa. Launching a missaile with
damage its army, airforce,
industries and supplies. If you
attack with army or airforce
your supplies will decrease by
one. If you have no supplies, then
your attack is in vain. Once a
country is beaten it is yours to
control and can be used to attack
the countries on its borders.

On controlling you country
you can:— Improve your Army,
Airforee and missile stocks. Gain
industrial support and more
supplies.

Industrial support and sup-
plies increase one at a time. The
others inoresge depending on
your industries.

Deszica No.11

Oodonet No.9

No.10
Simshond No.16
Cedarnove
No.27
term

Accart No.13

Playdask
No.8

Heathast No.18

Kendalemir
Mo.26

Fybame J Ror
No.14 No.15

Faydale No.30

Wentlock
No.29

Map for Cardonian Wars

3 or over
5 or over
8 or over
10 or over
13 or dver
15

0w

of zero it is defeatad.

Your maximum amount for
sach catagory is 16 except mis-
siles which is B. Once a country
hasg an army of zero and airforee

03 040 20 = =

Industry @ Army = Airforee = Missiles

GWNN= =0
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10 DIM arm{30),air(30),mis(30),ind(30),s
up (30) ,nei (30) ,nen (30, 30) ,cou$ (30) ,cds (3
0),at(30),0wn% (30)

20 GOSUB 1960

30 MODE 2

40 INPUT"Do you wish to load in a previo
us game (y/n)";a%$

50 IF a%="y" THEN 1850

&0 IF as<>“n" THEN 40

70 INPUT"How many players";pl

80 FOR t=1 TOD pl

90 INPUT"Enter your name ",n%$(t)

100 nm=INT (30#RND)+1: IF cds(nm)=1 THEN 1
00

110 cdsinm)i=1l:own${nm)=n${(t)

120 PRINT n$({t)".Your country is "jcou%(
nm}

130 NEXT

140 GOSUB 1240

150 t=0

160 t=t+1

170 CLS

180 IF cds(t)=1 THEN 470

190 IF at(t)<>0 AND sup(t)=0 THEN 320
200 IF ati{t)<>0 THEN 230

210 IF RND*50>48 THEN at(t)=nen(t, INT(RN
Denei(t))+1l)zat(atit))=t

220 IF at(t)=0 THEN IF RND*2>0 THEN 280
ELSE 450 .
AND air(t)<1 THEN 1140

230 IF arm{t)<2

240 IF arm(t)>2 AND air(t)>2 THEN &%0
250 IF arm(t}>2 THEN 750

260 IF air(t)>2 THEN B00O

270 IF mis(t)>0 THEN B850

280 IF arm(t)<4 OR (ind(t)>2 AND RND*20>
15) THEN arm{(t)=arm{(t)+CINT{ind (t)*3/15)

1 GOTO 330

290 IF air(t}<4 OR (ind(t)>2 AND RND»*20>
15) THEN air(t)=air(t)+CINT(ind{(t)*3/13)
:6OTO 330

T00 IF mis(t)<3 OR (ind(t)>4 AND RND*30>
23) THEN mis{t)=mis(t)+CINT(ind (t)*3/30)
:BOTOD 330

310 IF ind(t)<4 DR RND*20>% THEN ind(t)=
ind(t)+1: 6070 330

320 sup(t)=sup(t)+1:60T0 330

330 IF arm(t)>15 THEN arm(t)=15

340 IF arm{at{(t))<0 THEN arm{at{(t))=0
350 IF air{t)>15 THEN air(t)=13

3I40 IF air{at(t)}<0 THEN air{at(t))=0
370 IF mis(t)>5 THEN mis(t)=35

380 IF ind(t)>15 THEN ind(t)=15

390 IF ind(at(t))<0 THEN ind(at(t})=0
400 IF sup(t)>15S THEN sup(t)=13

410 IF sup(t) <0 THEN sup(t)=0

420 IF supf(at(t))<0 THEN sup(at(t))=0
430 IF ak=0 THEN 450

440 IF arm(at(t))=0 AND air(at(t))=0 THE
N 970

450 ak=0:IF t<30 THEN 1&0

440 BOTO 1020

470 st=0:CLS:PRINT own%$ (£):PRINT "No.=";
t;" "s;cou%(t):PRINT"Present status:-":FR

INT" Army ="arm(t) :PRINT" Airforc
e="air(t) z:PRINT" Missiles="mis(t):PRIN
™ Industry="3ind(t) : PRINT" Supplies
="ssup(t)

480 PRINT TAB(2B8);"Flease select an opti
on:-—"

490 PRINT:FPRINT"
stocks":PRINT"

o6

A Increase missile
B Improve Army":PRINT

Y

C Improve Airforce"

s

S00 PRINT® D Gain industrial support

“":PRINT" E Improve supplies":PRINT®
F Send supplies to another country"”

510 PRINT™ G Improve another country

‘s army":PRINT" H Improve another co

untry’'s airforce":PRINT" I Launch a

missile”

520 PRINT" J Attack with Army":PRINT

- K Attack with airforce":PRINT"

L Attack with both":PRINT" M Try an

d make peace"

530 q$=INKEY%$:IF q%$="" THEN 530

540 IF q%$="a" AND mis(t)<5 THEN mis(t)=m

is(t)+CINT (ind (t)*3/30): 6070 330

S50 IF g%="b" AND arm(t)<15 THEN arm(t)=

arm(t)+CINT(ind (t)#*3/15):60T0 330

540 IF gq%$="c" AND air(t)<15 THEN air(t)=

air(t)+CINT{(ind(t)#*3/15) :GOTO 330

570 IF q%$="d" AND ind(%)<15 THEN ind{(t)=
ind(t)+1:60T0O 330

S80 IF q$="e" AND sup(t)<15 THEN sup(t)=
sup(t)+1:60TO 330

590 IF q%$="+" THEN 12&0

&00 IF gq%$="g" THEN 1310

&10 IF gq%="h" THEN 1360

620 IF q%="i" THEN 1410

&30 IF q%="j" THEN 14350

&40 IF q%="k" THEN 14%0

&50 IF q%="1" THEN 1530

&80 IF q%="m" THEN 1570

&70 GOTD S30

&80 REM #% Attacks by both ##

&£90 a=0:IF arm(t)<1l THEN 700 ELSE a=CINT

(((S*arm(t)+ind (t)) #sup (£) ) /53)

700 b=0:1IF air(t)<l1 THEN 710 ELSE b=CINT
(((S#air(t)+ind(t) ) #sup (t)) /55)

710 arm{at(t))=arm(at(t))-INT((2%a+b) /3)
tair{at{t))=airlat(t))=INT((2%¥b+a) /3)
720 pr$=cous(t)+" attacks "+cous(at(t)):
GOSUB 1230

730 ak=1l:sup(t)=sup(t)—-1:60TO0 330

740 REM %% Army attacks #*#*

750 a=0:IF arm(t)<1 THEN 7&0 ELSE a=CINT
(((S*arm(t)+ind (£t} ) #sup (Lt} )} /55)

760 arm(at(t))=arm(at(t))-azair{ati{t))=a
irtat(t))-INT(ars3)

770 pr$=cous(t)+" attacks "+cous(at(t)):
GOSUB 1230

780 ak=l:supi{t)=supi{t)—-1:60T0 330

790 REM ##* Airforce attacks *#

BOO b=0:IF air(t)<1l THEN 810 ELSE b=CINT
({(S#air(t)+ind(t))*#sup(t)) /S5

810 airf(at(t))=air(at(t))-b:arm{ati(t))=a
rm{at (t) }—INT{(b/3)

B20 pr$=cou$(t)+" attacks "+cous{at(t)):
GOSUB 1230

830 ak=l:sup(t)=sup(t)-1:60T0 330

B840 REM #** Missile attacks »=

850 armf{at(t))=armlat(t))-2:airlat(t))=a
irtat(t))—2:ind{at(t))=ind(at(t))}-2:supl
at(t))=suplatit))-2

B&O mis(t)=mis(t)-1

870 pr$=cous$(t)+" fires a nuclear missil
e at "+cous(at(t)):605UB 1230

880 ak=1:60T0 330

B%0 REM #% Check to see if the country i
s a neighbour #*#

COMPUTER GAMER OCTOBER 1986
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00 FOR j=1 TO nei(t):IF nen(t, j)=c THEN
RETURN
10 NEXT:SOUND 1,142:st=1:RETURN
220 REM #% Input country #*
30 CLS: INFUT"What country ",c
740 IF c<1 OR c>30 THEN SOUND 1,14Z2:st=1
950 RETURN
760 REM #% Been defeated »»
70 pr$=cousiat(t))+" has been defeated
by "+cou%(t):B60SUB 1230
780 IF cds(at(t))=1 THEN cds(at(t))=0:0w
n${atit))=""
790 IF cds(t)=1 THEN cds{(at(t))=l:omn$(a
tit) )=omn$(t)

1000 at(at(t))=0zat(t)=0

1010 GOTO 450

1020 CLS:PRINT"Table of players"”

1030 FOR j=1 TO pl:

1040 tot(j)=0

1050 FOR k=1 TO 30:IF own${(k)=n%$(j) THEN
tot(j)=tot(j)+arm(k)+air(k)+mis(k)+ind(
k) +sup (k)

1060 NEXT k

1070 NEXT j

1080 FOR j=1 TO pl:PRINT:PRINT n%$(j)" ha
s"; TAB{(30)tot (j)" Btps":NEXT

1090 PRINT:PRINT"Enter options:-":PRINT"

A Continue to play game":PRINT"
B  Save present game"

1100 q%$=INKEY%$: IF q%="" THEN 1100

1110 IF q%="a" THEN 1130

1120 IF q%="b" THEN 1740

1130 t=0:607T0 1&0

1140 pré$=cousi{t)+" want to make peace wi
th "+cous(at(t)):60SUB 1230

1150 IF owns$(at(t))="" THEN IF RND#5>Z2 T
HEN pr$="They agree on terms":G0SUB 1230
tat(at(t))=0:at(t)=0:60T0 450 ELSE prs$="
They don’'t agree on terms":G0OSUB 1230:G0
TO 450

1160 PRINT owns(at(t))".Enter your terms
L]

1170 PRINT "Their present state is :=":P
RINT "Army—“;armtt}=PRINT"AirFur:e=“;lir
(£):PRINT"Missiles=";mis(t) :PRINT"Indust
ry="3ind (t) :PRINT"Supplies="3sup (t)

.|i|- -li!- &
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1180 INPUT"Enter for Army ",al: INPUT"Ent
er for Airforce ",aZ: INPUT"Enter for Mis
siles ",a3

1190 INPUT"Enter for Industry “,ad: INPUT
"Enter for Supplies ",aS

1200 IF a3<mis(t)-2 OR a4<ind(t)-2 DR aS
{sup(t)-2 THEN 1220

1210 IF RND#*4>2 THEN pr$="They agree":60
SUB 1230:arm(t)=al:air(t)=aZimis(t)=a3:i
nd (t)=ad4:sup (t)=a5:60T0 450

1220 pr$="They don't agree on your terms
“:60SUB 1230:B0TOD 450

1230 PRINT pr$:PRINT"Press any Key"
1240 WHILE INKEY$="":GOTO 1240:WEND:RETU
RN

1250 REM #* Send supplies ##

1260 GOSUB 930:IF st=1 THEN 470

1270 GOSUB 900:IF st=1 THEN 470

1280 IF sup(c)<15 THEN sup(c)=supic)+1
1290 GOTO 330

1300 REM #%* Give army ##

1310 GOSUB 930: IF st=1 THEN 470

1320 GOSUB R00: IF st=1 THEN 470

1330 IF arm(c)<1S5 THEN armi(c)=arm(c)+CIN
Tlind(t)*3/15)

1340 GOTO 330

1350 REM ## Give airforce #»

1360 GOSUB 930:IF st=1 THEN 470

1370 GOSUB 200:IF st=1 THEN 470

1380 IF air(c)<15 THEN air(cl)=air(c)+CIN
Tlind(t)*3/15)

1111RY

1390 GOTO 330

1400 REM #% Launch missile ##

1410 GOSUB 930:IF st=1 THEN 470

1420 GOSUB F00: IF st=1 THEN 470

1430 at(t)=czati(c)=t:B0TO 850

1340 REM *»* Attack with Army *#

1450 GOSUB 930:IF st=1 THEN 470

1460 GOSUB 900: IF st=1 THEN 470

1470 at(t)=c:at(c)=t:60TO 750

1480 REM #*#* Attack with Airforce =%
1490 GOSUB 930:IF st=1 THEN 470

1500 GOSUB 900: IF st=1 THEN 470

1510 at(t)=c:at(c)=t:B0TO BOO

1520 REM %% Attack with both =

1530 GOSUB 930:IF st=1 THEN 470

1540 BOSUB 900:IF st=1 THEN 470

1350 at(t)=c:at(c)=t:=:G0TO &0

1560 REM #* Try to make peace #*#
1570 GOSUB 930:IF st=1 THEN 470

1580 GOSUB 900:IF st=1 THEN 470

1590 PRINT cous$" agrees if you have"
1600 al=INT(S#RND)+arm(t)-5:IF al<0 THEN
al=0Q

1610 PRINT"Army of "al

1620 aZ=INT(S#*RND)+air (t)-5:1IF a2<0 THEN

az2=0 () -
Ol




16430 PRINT"Airforce of "aZ2

1640 a3=INT(S*RND)+mis (t)-5: IF a3<0 THEN
al3=0

1450 PRINT"Missiles of "a3

1660 ad4=INT(S*RND)+ind (t)-5:IF a4<0 THEN
a4=0

16470 PRINT"Industry of "a4

1680 aS=INT (S#RND)+sup (t)-5: IF a5<0 THEN
as5=0

1690 PRINT"Supplies of "“aS

1700 INPUT"Do you agree (y/n)";q9%

1710 IF q%$="y" THEN at{c)=0:at(t)=0:arm(
t)=al:air(t)=aZ:mis(t)=a3:ind(t)=ad:rsupl
t)=a5: 6070 330

1720 IF g%<>"n" THEN 1700

1730 GOTO 330

1740 CLS: INPUT "Enter name for file"jsvs$
1750 OFENOUT sv$

1760 FOR 'z=1 TO 30

1770 WRITE #9,arm(z),air(z),mis(z),ind(z

},supl(z),cds(z),at(z),own$(z)
1780 NEXT z
1790 WRITE #%,pl
1800 FOR z=1 TO pl
1810 WRITE #%,n%(z)
1820 NEXT =z
1830 CLOSEOUT
1840 GOTO 1020
-1850 CLS:INPUT"Enter name or file"j;1d$
1860 OPENIN 1d%
1870 FOR z=1 TO 30
1880 INPUT #%,armi{z),air{z),mis{z}),ind(z
}ysup(z),cds(z)at(z),own%(z)
1890 NEXT =z
1900 INPUT #2,pl
1910 FOR z=1 TO pl
1920 INPUT #9,n$(z)
1930 NEXT =z
1940 CLOSEIN
1950 60TO 1020
1960 FOR t=1 TOD 30:READ arm{t),air(t),mi
s{t),ind{t) ;sup{t)
1970 READ nei(t):FOR j=1 TO nei{t):READ
nen(t, J):NEXT J

1980 READ cou%(t)

1990 MEXT t:RETURN

2000 DATA 3,3,2,3,4,2,2,3,Exone

2010 DATA 4,4,2,3,3,4,1,3,7,21,Budvainia
2020 DATA 5,4,3,3,3,5,1,2,4,5,7,Torcalai
se

2030 DATA gDy 2y 3y 245,080, 1fftcant

RN

Ty

ol
A4

2040 DATA
2050 DATA
ght

20460 DATA
l1tilan
2070 DATA
dask

2080 DATA
Oodonent
2090 DATA
sson

2100 DATA
2110 DATA
unick
2120 DATA
2130 DATA
ame

2140 DATA
Rorterm
2150 DATA
27,Simshon
2160 DATA
enica
2170 DATA
4,Heathast
2180 DATA
2190 DATA
dinstead
2200 DATA
on

2210 DATA
o

2220 DATA
2230 DATA

25,246, Quak

2240 DATA
2250 DATA
dalemir
2260 DATA
arnove
2270 DATA
1

2280 DATA
2290 DATA
e

Bl

H

s
?

3,2,2,2+2,4,3,4,6,7,5traton
4,4,3,4,4,4,5,7,9,11,Lotosthou

S,4,3,4,3,7,2,3,5,6,9,11,21,Mu
4,4,2,4,2,5,9,10,18,20,21,FPlay
5,5,3,5,3,7,6,7,8,10,11,12,21,

4,.4,2,4,2,5,8,9,12,16,18,Conti

4,4,4,5,4,5,4,9,12,Deszice
5,5,3,5,5,6,9,10,11,13,14,16,7T
4.3,3,4,4,3,12,14,30,Accart
5.4,%,4,3,5,12,13,15,16,30,Fyb

4.4.2.4.2.6.14,16,.27,28,29.30.
5.5%,3,5,3,7,10,12,14,15,17,18,
214,3,4,3,5,16,13,24,26,27,Enp
s,5,2,5,3,7,8,10,16,17,19,20,2

3,4,2,4,2,3,18,20,24,Fracklin
5,4,3,4,3,6,8,18,19,21,22,24,E

5:5,2:%,%,5,2,7,8,%9,20,Brazers
4.4,3,3,4,3,20,23,24,Monsallgr

3,22,24,25,0berstein
8,17,18,19,20,22,23,

+ 23,24,26,Holmead
2 17,24,25,27,28,Ken

UtH

4['4!31 4;4|4' 15,26,27,29,5tagne

2,3,3,3,3,3,15,28,30,Wentlock
4,4,3,4,4,4,13,14,15,29,Faydal
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- The coin-op kings from Konant, each game an allgction arcade hif nal
avaliablederyourhome computer Treat yeur computer fo only the best gd
l—crown it with the arcade kings!




The mountains are waiting
to claim you. Travel with us
back in time to the
Prehistoric Ages. Here you
must guide Adam in his
quest to rescue his wife
from the clutches of the
hostile mountain men. She
is well guarded, the desert
is crawling with mighty
beasts, prehistoric birds
roam amongst the caves,
rugged savage mountain
men will try to kill you as
you enter the dead lands,
there is no turning back
from this nightmare
journey. Can you succeed
or will you perish like all
those who went before
you. A full colour

3D cartoon action packed
-arcadestrategy spectacular,

nami

Polar Pierre is a one or two
player arcade game where
~ two can play at the same

~ time. Guide Pierre or his

| cousin Jacques through an
~ icy obstacle course, racing
through ski jumps, mystery
chalets, lifts, electro-
generators, shooting
snowballs, springboards,
stompers and thunder and
lightning. Polar Pierre also
includes a construction set
50 you can design and play
Your own screens,

Both games
available for:
Commodore 64/128
cass 9.95 disk 14.95

Atari 400/800/XL/
XE 48K ram
cass 9.95 disk 14.95

Available from all good computer stores or post free from:
Databyte
15 Wolsey Mews, Kentish Town, London NW5 2DX
TelepMone 01-482 1755

Adam Caveman and Polar Pierre are TM'S of Digicorp Inc. & 1986 Digicorp Inc.




LEAPER

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

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

HOODOQO
vOODQO
Fight your way across
the alien world of
Krellis IX, defeat the -
Bloopalgrop Curse
and become a

«| Superheroooo.
| Powerful sounds and

amazing scrolling
graphics. C64.

JEEP
COMMAND

Escape through
unchartered enemy
territory under
ferocious fire. Drive
that jeep, Fire those
guns, Jump the
ramps. It's fast,
furious and addictive.
Ce4, C16.

SBUGETTI
JUNCTION
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.

CRICKET

Set the field, the
pace, one player or
two, and then
thunder down the

wicket to try and beat
the ‘Merry Hackers:

Fully animated action.

BBC/Electron.

Ce4.

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

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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Norway. Take it away Olaf...

10 REM #*THE DIAMOND RING*

20 MODE 1:INK O,1:INK 1,26:INK 2,22: INK

3,25:BORDER 1:FOR X¥%=4 TO &3FEN#X¥,3:NEX

T X%:DIM B(4):FOR X%=1 TO 4:B(X%)=INT (RN

D#2)+1:NEXT X%:GOSUB 1900:G0SUB 1430:G0S

UB 1740: WINDOW#1,1,40,1,5: WINDOW#2, 1,40,

7y 7:WINDOW#E, 1,40,%, 17: WINDOW#O, 1, 40, 21,

25

30 WINDOWH#4,1,40,46,5:WINDOWSES, 1,40,8,8: W
INDOW#6, 1,40,20,20: FOR X=1 TO &:PAPER#X,

O: PEN#X, 1:NEXT:P=1: Z$=STRINGS (40, 154) : PR
INT#4,7%; : PRINT#5, Z%; :PRINT#&, 7$;

40 CLS#1:FRINT#1,5%(F):CLS#Z2:Q%="":1IF V(

P,1)<>0 THEN Q$=Q%+"North, "

90 IF VIP,2)<>0 THEN Q%=Q%$+"East,"

60 IF V(P,3)<>0 THEN U%=Q%+"South,"

70 IF V(P,4)<>0 THEN GQ%=QGQ%+"West":A=1

80 IF A=0 THEN Q%$=LEFT%(Q%,LEN{(Q%)-1)ELS

E A=0

F0 PEN#2,2:PRINT#2, "You can go:"j; :PEN#2,
1:PRINTH#2,Q%: CLS#3: PEN#3, 2: PRINT#3, "You

can see:";:FEN#3,1:FOR X%=1 TD 20:IF P(X

%)=F THEN PRINT#3,TAB(13)T$(X%):A=1

100 NEXT X%:IF A=0 THEN PRINT#3, "Nothing
else"ELSE A=0

110 IF F<>12 AND F=1 THEN F=0

120 GOSUB 1330

130 IF P=12 AND F=0 THEN 1400

140 PEN 1:PRINT">"3:PEN 2:LINE INPUT IN%
:IF LEN(IN$)=1 THEN 410

150 FOR X¥%=1 TO LEN(INS):IF MID$ (IN$, X%,
1)=" "THEN I0%=LEFT$(INS$,X¥%-1):I11$=RIGHT

FOINS,LENCINS)-X¥):A=1:60T0 170

160 NEXT X%

170 IF A=0 THEN IO0$=LEFT$(IN$,3):G0T0O 19

O ELSE A=0

180 IO$=LEFT$(I0%,3): [1$=LEFT$(I1%,3)
190 IF I0%$="POI"OR I10%$="SCO"THEN FPRINT&#3
tPRINT#3, "Do you think this is PACMAN 77
“:60TO 130

200 IF I0$="SOU"OR I0%="NOR"OR I0O%$="WES"

OR 10$="EAS"THEN IN$=LEFT${I0%,1):G0TO 4
10

210 IF I0%$="HEL"THEN PRINT#3:PRINTH#3, "Ma

ke a MAFP'":G0TOD 130

220 IF I0%="INV"THEN 4BO

230 IF I0%="LO0O0"THEN 40

240 IF I0%="GET"OR IO0$="TAK"OR IO%="PIC"

THEN S10

250 IF I10%="DRO"THEN &Z0

260 IF JO$="EXA"OR IO$="REA"THEN &%0

270 IF I10%="UNL"THEN 890

280 IF I0%="GD"OR 10%="RUN"THEN 1030

290 IF 10%="OFE"THEN 1030

300 IF I0$="USE"OR IO%$="CLI"THEN 1100

310 IF 10%$="QUI"OR IO$="STO"OR IO%="END"

THEN 1140

320 IF I10%="GIV"THEN 1170

330 IF I0%="EAT"THEN 1280

340 IF I0%="KIL"DR IO%="ATT"THEN FRINTH#3I

COMPUTER GAMER OCTOBER 1988
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DiAMOND

This extraordinary adventure was written in

ING

by F Nordbakke

:PRINT#3,"No killing

:GOTO 130

350 IF I0%$="SAV"THEN 1310

360 IF I10%="LOA"THEN 1320

370 ON INT{(RND#*3)+1 GOTO 380,390,400

380 FPRINTH#I:PRINT#3,"I don't understand

you'!*: 60T0O 130

390 PRINT#3Z:FPRINT#3, "What do you try to

tell me?":G0TO 130

400 PRINTHI:FPRINT#3,"Try again'":G60TO 13

O

410 PRINT#3: IF IN$="N"THEN IF V(F,1)<:0

THEM P=V(P,1):G0T0O 40

420 IF INS="E"THEN IF V{(F,2)<>0 THEN P=V
(P,2):60T0 40

430 IF IN$="S"THEN IF VI(F,3)<>0 THEN P=V
(P,3):60TO 40

/440 1IF IN$="W"THEN IF WV(F,4)<>0 THEN F=V
(P,4):6G0TO 40

450 IF IN$="I"THEN 4BO

460 IF IN$<>"N"AND IN$<>"E"AND IN%<>"S5"A

ND IN%<>"W"THEN FRINT#3, "Sorry, but I do

n’'t understand you!":G0TO 130

470 PRINT#3,"You can't go that way,
'":60TO 130

480 PEN#3,2:PRINT#3, "You have with you:"

sPEN#3,1:FOR X%=1 TO 19:IF P(X¥)=0 THEN

PRINT#3Z, T$(X%) : A=1

490 NEXT X%L:IF A=0 THEN FRINT#3, “"Nothing
'"ELSE A=0

S00 GOTO 130

510 GDOSUB 13BO: IF BBE=1 THEN BE=0:G0TO 13

O ELSE PRINTH#Z

520 IF C=3 THEN FRINT#3, "Your hands are
full!":60T0 130

330 IF S5=15 THEN 590

940 IF S>7 THEN PRINT#3,"You can‘t do th

at!":607T0 130

990 IF S=15 THEN 590

960 IF P(S5)=0 THEN PRINT#3,"You are carr

ying it!":G0T0 130

970 IF FP(5)<>P THEN PRINT#3,"You can’'t s

ee it here!":6507T0 130

580 FRINT#3,"0.K.":P(5)=0:C=C+1:60T0 130

S70 FOR X¥%=15 TO 18:IF P(X%)=FP THEN &00

ELSE NEXT X%X:PRINT#3,"You can't see a pi

ce of paper!":60T0 130

600 D=F:G05UB B820:D=0:IF A=1 THEN A=0:G0

T0 130

4610 PRINT®#3,"0.K.":F(B+14)=0:C=C+1:60T0D
1350

620 GOSUB 1380:IF BB=1 THEN BBE=0:G0T0O 13

0 ELSE PRINT#3

&30 IF 5=15 THEN &70

&40 IF S>7 THEN FPRINT#3,"FODOL''!!'!'":60TO
130

630 IF F(5)<>0 THEN PRINT#Z,"You can't'"

b 5

in this adventure!'"

fool



:60TO 130

&£60 FREINT®#S, "O.K.":F(5)=F:C=C-1:60T0 130
&70 BOSUB B820: IF A=1 THEN A=0:G0TO0 130

&80 FRINT#Z, "0D.K.":FO(B+14)=F:C=C=-1:E0TO0
130

690 BOSUB 1380:IF BEB=1 THEN BB=0:G0OTO 13

0 ELSE FRINT#®#3=

700 IF S=4 AND F(4)=0 THEN FRINT#Z,"It's
a bottle of wine!'":60T0 130

710 IF 5=10 AND F=% AND P(B)=—1 THEN FRI

NT#3, "You look under the tarpaulin and vy

ou find a ladder!":P{(8)=P:60T0 130

720 IF S=13 AND F(13)=F AND P{4)=—1 THEN
FRINT#Z, "You examine the cabinet and yo

u find a bottle!'":FP(4)=17:607T0 130

730 IF S5=5 AND P(15)=-1 AND(FP=FP(S5)0R F (S
y=0) THEN FPRINT#3,"You find a pice of pap

er inside the box!'":P{1S5)=FP:G0TO 130

740 IF 5=11 AND F(18)=—-1 AND FP=2Z2 THEM P

RINT#3,"It s a pice of paper under it'":

P(18)=22:60TO 130

750 IF S=6 AND FP(17)=—-1 AND(P=F(&)0OR FI(&
)=0)THEN FPRINTH#3,"0Oh' You find a pice o

¥ paper!":P{17)=FP:G0TO 130

70 IF E=1 THEN PRINT#3,"It's open!":60T

0O 130

80 PEN#3,2:PRINT#3,"TYPE IN THE CODE:"“:

FEN#3,1:FOR X%=1 TO 4

990 PRINT#3, TAB(2) "NUMBER: “; X¥3"—=>z"sz:1

NPUT#3,I%:IF I%<1 OR I%>9 THEN PRINT#3,C

HR$%(11)3:6G0TO 990

1000 CIXAI=I%:NEXT X%:FOR X¥%=1 TO 4:1F C
(XA)=B(X%)THEN NEXT X%:60T0O 1020

1010 PRINT#3, "Wrong code'!":G0T0 130

1020 PRINT#3, "Correct code! The safe is
open.":E=1:60T0 130

1030 IN$=LEFT$(I1%,1):G07T0 410

1040 GOSUB 1380: IF BB=1 THEN BB=0:G0OTO 1

30 ELSE FRINT#3=

1050 IF S5=5 ANDI(FP(3)=F OR F{(5)=0)THEN PR
INT#3, "You open the box!":60T0 130

1060 IF S5=13 AND P=17 AND FP(4)=-1 THEN P

RINT#Z, "You open the cabinet!":P(13)=17:

F(20)=-1:60T0 130

1070 IF 5=14 AND P{1%)=F THEN FPRINTH#3,"T
ry to unlock it!":60T0 130

1080 IF 5=% AND F=21 THEN %70

1090 GO0TO 240

THE DiAMOND RiNG

J&60 IF S=15 AND P=13 THEN PRINT#3,"It re

ads: OMLY 500 YARDS TO BEN'S INN. ":G0TD
130

770 IF 5=% AND E=1 AND P=21 AND T(3)=-1

THEM PRINT#3,"You find the ->DIAMOND RIN

G<—!'":F(3)=21:60T0 1X0

780 IF S5=15 THEN 800

790 PRINT#3,"You see nothing special!":G6

0TO0 130

B0OO GOSUB 820:IF A=1 THEN A=0:60TO0 130

810 PRINT#3,"I1t reads:"§Bs"——>"§B(B}g"!'"

:GOTO 130

820 IF D=P THEN 850

B30 FOR X%=15 TD 18B:IF P(X%)=0 THEN 850

840 NEXT XYX:PRINTH#Z,"You don’ have a pic

e of paper!":A=1:RETURN

850 QF="":FOR X%=1 TO 4:IF FP(X%+14)=D TH

EN QF=LQ%+STR$ (XL)+", "

B6O NEXT XX:Q%=LEFT$(G%,LEN(Q%)}-1):1IF LE

N(Q%)=2 THEN B=VAL (Q%) : RETURN

870 PRINTH#3I,"Whitch pice of paper (";0%;

“ y";:INPUT#H#3,":";B:PRINT#3: IF(B<1 OR B>

4y THEN FRINTH#3Z, "No No No! FOOL!'!'!'":/A=1:

RETURN ELSE IF P{B+14)<>0 AND D=0 THEN F

RINT#3, "You don’ have that pice of paper
'":1A=1:RETURN

880 +RETURN

8720 GOSUB 1380:IF BB=1 THEN BB=0:G0TO 13

O ELSE PRINT#3Z

Q00 IF S=13 AND F=17 THEN FRINT#3,"It’'s

not locked!":G0OTO 130

210 IF S5=14 AND P=2 AND F{(17)=F AND F(1)

=0 THEN PRINT#3,"You unlock the gate!":F
(19)=—1:P(14)=2:V(2,4)=15:60T0 130

920 IF S=14 AND P=2 AND FP(12)=F AND F(1)
<>0 THEN PRINT#3,"You haven 't the key!'!":

GOTO 130

30 IF 5=% AND F=21 THEN %70

F40 IF S<>13 AND S<>14 AND S5<>% THEN PRI

NT#3,"You can 't'":G07T0 130

50 IF FP(S)=F THEN FRINT&#3,"It's open!'!":

GOTO 130

P60 PRINT#3,"You can’'t see it here!":60T
0 13¢

1100 GOSUB 1380:IF BB=1 THEN BB=0:G0OTO 1
F0 ELSE PRINT#3

111¢ IF 5<>8 THEN PRINT#3,"You can 't do
that!":607T0 130

1120 IF F<>9 OR P(B})<>9 THEN FRINTH&#3Z,"Yo
u can't see the ladder!":650T70 130

1130 PRINT#3,"You climb the ladder'!":P=1
O:WHILE INKEY®$<>"":WEND:WHILE INKEY®%=""3z
WEND: GOTO 40

1140 PRINTH#3: INFUT#3, “"Are you sure (Y/N)
PE";ANE: IF ANF="N"THEN 130

1150 IF ANS<>"Y"THEN 1140

1160 CALL %&BBFF:CALL %BB4E:END

1170 GOSUB 1380: IF BB=1 THEN BE=0:G0TO 1

30 ELSE PRINT#3

1180 IF S=2 AND P=2 AND F(2)=0 THEN FRIN
T#3,"You give the cigarette to the garde

ner. He says ‘Thank you’ and gives you a
key."3:P(1)})=0:P{(2)=—1:60T0 130

1190 IF S5=2 AND P=2 THEN PRINT#3, "You ha
ven't the sigarette!":G0TO 130

1200 IF P=2 THEN FRINT#3, "Nobody want’ s
it!'":60TO0 130

1210 IF S=4 AND P=25 AND P(4)=0 THEN FRI
NT#3, "You give the bottle to the steward
- He says ‘'Thank you'!’' and gives you a
pice of paper.":FP{146)=0:FP(4)=—1:G0T0 13
Q

1220 IF S5=4 AND P=25 THEN PRINT#3,"You h
aven't got the bottle!":G0T0 130

1230 IF FP=25 THEN FRINT#3, "Nobody here w
ant’'s it'":60T0 130

1240 IF 5=7 AND P=& AND F(7)=0 THEN PRIN
T#3,"You give the food to the dog. It
akes the food and lies down on the lawn.
":P(7)=—1:C=C-1:V(6,1)=7:60TO 130

1250 IF S=7 AND F=46 THEN FRINT#3, "You do
n't have the meat!'!":60T0 130

1260 IF P=& THEN FPRINT#3, “"The dog growls
at you!":607T0 130

1270 PRINT#3,"It s nobody here to give i

to!": 6070 130
1280 GOSUB 13B0O: IF S=7 AND F(7)=0 THEN F
RINT#3,"Eat DOG FOOD!'!":G0OTO 130

IEHI!UTEBJHHI!ROGTDE!Rlﬂﬂﬁ
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1290 IF S=7 THEN PRINT#3,"You haven't go

t the food'":60TO 130

1300 PRINT#3,"You can’'t eat that!":607T0
130

1310 DFENOUT"RINGDATA":SFEED WRITE 1:FPRI

NT#9,P,C,D,E,F:FOR X%=1 TO 4:PRINT#9,B(X

LINEXT X%:FODR X¥%=1 TO Z0:PRINTH#Z,F(X%):

NEXT X4L:FOR X¥=1 TO 28B:FOR Y¥=1 TO 4:FRI

NT#F,V (XL, YL) :NEXT Y%, X%:CLOSEQOUT:CLS: GO

TO 130

1320 OPENIN"RINGDATA": INPUT#%?,F,C,D,E,F:
FOR X%=1 TO 4: INPUTH#Z,B(X%):NEXT X¥X:FOR
XZ=1 TO 20: INFUT#Z,P (X%) :NEXT X%:FDR Xi=
1 TO 28:FOR Y¥%=1 TO 4: INPUTH#9,VI(XL,YL)I:N
EXT Y4, X%:CLOSEIN:CLS:GOTO 40

1330 PRINT#3: IF FP=2 THEN PRINT#3,"The ga
rdener is standing beside you!":RETURN
1340 IF P=25 THEN PRINT#3,"The steward i
s standing beside you'!":RETURN

1350 IF P=& AND F(7)=—1 THEN FPRINT#Z,"Th
e dog it eating the food!":RETURN

1360 IF P=& THEN FPRINTH#3,"The dog growls
at yvou'!":RETURN

1370 RETURN

1380 FOR X%=1 TO 16:IF I1$=SO0%(XXL)THEN S
=X¥%: RETURN

1390 NEXT XUL:FRINT#3:FRINT#3,"You can't
do that!":BB=1:RETURN

1400 PRINT#3:IF F(3)<>0 AND F=0 THEN PRI

NT#Z,"A man says to you: ‘Fool! Find the
ring otherwise...... ":F=1:680T0 130

1410 IF F=1 THEN 130

1420 PRINT#3,"A man says to you: 'You mad

& it'’ You give the ring to him and h

e gives wyou some money.":FPRINT#3: FRINT
#I:PRINTHI: PRINTH#3Z: PRINT#3, "YOU HAVE REA

CHED THE END OF THIS ADVENTURE.

LOOK OUT FOR THE NEXT'!":EMND

1430 DIM S%(28),V(2B,4),T$(20),P(20),50%
(16) :RESTORE 1450:FOR X%=1 TO 28:READ S%
{XZ):NEXT XZ:RESTORE 1730:FOR X¥%=1 TO 28
tFOR Y4=1 TO 4:READ V(X%L,Y%):NEXT Y%, X%z

RESTORE 1830:FOR X¥%=1 TD 20:READ T$(X%):

NEXT X¥X:RESTORE 1B&60:FOR X%=1 TO Z20:READ
P OX%)

1440 NEXT X%:RESTORE 1870:FOR X¥%=1 TO 16
tREAD SO% (XL):NEXT XXL:RETURN

1450 DATAYou are on a very big lawn. Fa
roaway can you see the house.

1460 DATAYou are standing on a gravelway
. To thewest can you see a gate and far
away to the esast a big house.

1470 DATAYou are standing on a gravelway
=« To theeast can you see a big house.
1480 DATAYou are standing at a hill.
1490 DATAYou are outside the house.

1500 DATAYou are standing on a lawn outs
ide the house. A dog lies in front of

you.

1510 DATAYou are at a hill.
can you see an old shed.
1520 DATAYou are inside the shed.

an smell mould.

1530 DATAYou are standing beside a high

wall. Tothe east can you see an old she
d.

1540 DATAYou are standing outside the wa
152 R

1550 DATAYou are walking on a dusty high
road.

1560 DATAYou are inside the inn.

1570 DATAYou are walking on a dusty high
road. Atthe side at the road can you se
e a sign.

To the west

You c
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1580 DATAYou are walking on a dusty high
road.

1590 DATAYou are standing outside the ga
te.

1600 DATAYou are in a corridor inside th
e house.

1610 DATAYou are in a very big hall. Yo
U can seea cabinet in the corner.

1620 DATAYou are in a big room.

16320 DATAYou are in the dining-room.
1640 DATAYou are in a long corridor.
1650 DATAYou are in a dark and cold room

1640 DATAYou are in the spare room.
1670 DATAYou are Iin a little room.
1680 DATAYou are in the kitchen.
1ls well.
1690 DATAYou are in the stewards room.
1700 DATAYou are in a very big bedroom.
1710 DATAYou are in the cooks room.
1720 DATAYou are inside a dark and cold
room.
1730 DATAD,0,2,0,1,3,0,0,0,5,0,2
1740 DATAQD,;0,3,0,6,16,0,3,0,0,5,4
1750 DATAO,0,4,8,0,7,0,9,0,8,0,0
1760 DATAD,0,0,11,0,10,13,0,0,13,0,0
1770 DATA11,0,14,12,1%,15,0,0,0,2,0,14
1780 DATA17,0,0,5,18,20,16,0,0,19,17,0
1790 DATAO,24,0,18,0,0,21,17,20,26,22,0
1800 DATAZ1,0,0,0,0,0,24,0,23,27,25,19
1810 DATAZ24,0,0,0,0,28,0,21,0,0,0,24
1820 DATAD,0,0,26
1820 DATAA key,A cigarette,The diamond r
ing;A bottle,A box,A bucket
1840 DATASome food,A ladder,A safe,f tar
paulin,A bed,A dog,An open cabinet,fAn op
en gate,A pice of paper marked->1
1850 DATAA pice of paper marked->2Z,A pic
e of paper marked->3,A pice of paper mar
ked->*4,A locked gate,A closed cabinet
1840 DATA-1,27,-1,-1,18,28,24,-1,21,9,22
aby—1,-1,-1,-1,-1,-1,2,17
1870 DATAKEY,CIG,RIN,EOT,BOX,BUC,FOD
1880 DATALAD,SAF, TAR, BED,DOG,CAE,GAT
1890 DATAFAF,SIG
1900 RESTORE 1?10:FOR X¥=1 TOD 2&:READ Y%
:KEY DEF Y%,1,X%+&64,X%+64, X%+&64:NEXT X%z
RETURN ;
1710 DATALT,54,462,61,58,53,52,44,35
1920 DATA45,37,36,38,46,34,27,67,50
1930 DATALO,S1,42,55,59,63,43,71
1940 CLS:LOCATE 7,3:FEN 3Z:PRINT"Welcome
to the Diamond Ring™:PEN 1:LOCATE 1,8
1950 PRINT"™ In this adventure game vy
ou are a farmous detective and your t
ask is to find the diamond vring in £
he house. When you have got the ring,
should you go to the inn and give the
ring to your boss.":LOCATE 17,20:FEN

=
1960 PRINT"<ENTER>"
1970 IF INKEY$=CHR%(13) THEN 1970
1980 IF INKEY%$<:>CHR%(13)THEN 1980
1990 CLS: RETURN
2000 REM
2010 REM THE DIAMOND RING
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Square, London W1.

CLASSIFIED DEPT. (CG) A.S.P. Lid., 1 Golden

CLASSIFIED RATES — 48p (vat inclusive) private
per word. Semi displa
centimetre plus VAT minimum 2.5 centimetres.
Series rates on application. Please note that all
classified advertisements under £20 must be
prepaid. All cheques or postal orders to be made pay
able to A.S.P. Ltd., (P.H.)

Telephone Duncan Neilson on 01-437-0699

£9.45 single column

=
AN
R

Advertisements placed in this magazine are to be in strict compliance with our standard conditions (copies of which conditions are
available on request) and on the clear understanding that the advertiser warrants that his advertisement(s) does not infringe any copy-
right or condition of sale of any interested party in the advertised product. .

Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any other claims brought against
them as a result of legal action arising from the publication of the advertisement.

Any breach of these terms or the said conditions may result in prosecution of the advertiser by the proprietors.

MIDLAND COMPUTER
LIBRARY

m OVER 8,000 different titles available for hire for the COMMODORE, SPECTRAUM,
ELECTRON, BBC, AMSTRAD, ATARI, and MSX compulars.
SARCADE, ADVENTURE, EDUCATIONAL and BUSINESS software too.
= HIRE PRICES from only 75p INC. P&P.
m 20% DISCOUNT off all purchase software.
= FREE CATALOGUES.
® FREE HINTS AND TIPS. )
m FAST RETURN OF POST SERVICE (if reserves ara given).
®m ALL GAMES manufacturad ORIGINALS with full documentation.
® OVER 25,000 satisfied members.
u EUROPEAN members welcome.
m LIFE HEI;BEEFIEH‘I; :.l et
L] T T i ram gf charge i
L] imscurnlmheﬁ!ad system keeps rack of your order We pride ourselves in baing the most
professional Hire Library in the United Kinggom, with staff of 14 who know what the word
sarvice means, Backed by our own soltware company and programmers.

P e e i 1)

P P T e WO
MIDLAND COMPUTER LIBRARY

28 College Sireet, Worcester WR1 2LS. Tel: 0905 811072 I
I Please rush ma my FREE catalogue, STATING MACHINE

ATARI 400/800/E00XL/ST,

SPECIAL DEAL FOR
ATARI
400 / 800 / XL / XE

HIRE your first 2 games FREE

fram our extensive range of soft-

ware. Up to the minute releases
available. Apply Now!

OR
BUY all the latest software titles at
best possible prices. (New re-
|eases available direct from U.5.)
Atari hardware and modems now

available at discount prices. For
further details send S.AE. to:

CHARNWOOD GAMES

SOFTWARE
We have an all round selection of disks,

cassettes and cartridgas FOR HIRE. Apply
now and hirg your first four games free.
Around 1,000 different original tithes, For
full details send large stamped addressed
envelope or telephone evenings Tpm -
10pm or weskands,

LOW ATARI PRICES

1050 Diac Drive £119.95 post froe
130XE 1050 Drive £229 post Iree

130XE £1

Antic and Analog magazines availabie.
BEST QUALITY DISCS
Memorex 5% 5.5./00 Discs 10 for £12.96 pd.
Unlzbelled 5% 5.5./00 Dises © 10 for £ 985 p.d.
Unlabelled 5% 5.5./00 Dises 25 for £22.08 p.i.
Untabelled 547 5.5./00 Disc 50 for £42.85 p 1
Uniabelled 5'4° 5.5 /00 Disc 100 for ET085 p.1.
Memorex 3% Discs. Beaes ol 10
5.5./00 £24.95 p.1
Unlabelied 3%~ 5.5./00 Discs 10 for E1988 p.1.
Uniabelled 3% 5.5./00 Discs. 25 for 2408 p.f.
Atari 520 STM with % Megabyie Drive
£449.00

30a WARWICK AVENUE, QUORN, Happy enhancement for the 1050 Drive
LOUGHBOROUGH, with revigion 7. £139.95 post free
LEICESTERSHIRE. GAMES & SOFTWARE CLUB
TEL: 0509 412604 DEPT C@G, 35 Tilbury Road, Tilbury Closa,

Sunderiand SR3J 4PD. Tel:- (091) 5286351,

JOKES -

FREE -
“Britain's Mo: 1 Joke - ~
Catalogue packed

with over 500 practical jokes from Eg_
Stink bombs, Whoopee cushion, wol
bly lager glass, laxative lea bags,

-
-
-

smoke bom willie sugar, cigaretts
bangers, joke blood, sick, mass, soap
sweets, wel jokes, exploding jokes,
magic tricks, party fun kits, masks,
make-up, 388 monkeys, girl sirip pens,
adult party packs, saucy novelties,
naughty presenis, ters, badgers,
the complete Joke Shop by Post.
Send 12F stamp with your name and
address for bumper colour catalogue
and Free Gift to:

MATCHRITE, THE FUNNY BUSINESS

(Dept C.G.) 167 WINCHESER ROAD,

BRISTOL BS54 3MJ

CLASSIFIED ADVERTISING
TERMS & CONDITIONS

Qur terms for new advertisers (seml-
display and lineage) are strictly pro-
forma payments untll satistactory ref-
eronce can be iaken up (excluding
recognised advertising agencies).
Cheques and PO's should be crossed
and made payable to ARGUS
SPECIALIST PUBLICATIONS LTD..
and send logether with the
advertisament lo:

THE CLASSIFIED DEPT., L/H, NO:1
GOLDEM SQUARE, LONDON W1R 3AB,
There are no relmbursements for
canceliations. Advertisements arriving
too late for a particular issue will be
insarted In the following issue unless
accompanied by Instructions to the
contrary.

All advertising sales are subject to
Government regulations concerning
VAT. Advertisers are responsible for
complying with the various legal
requirements in force eg: The Trade
Dwescription Act, Sex Discrimination
Act & The Business Advertisements
Disclosure) Order 1977.

ULL TERMS & CONDITIONS OF
ADVERTISING AVAILABLE ON

REQUEST

| CLASSIFIED ADVERTISING COUPON |
| Post to: Computer Gamer (Classified), 1 Golden |
| Square, London W1A 3RB i
| Rates: 48p vat Inclusive min charge £7.20. Semli dlv:la |
1 (min. 2cms) £9.45 per single column centimetre + VA 1
| Please debit my Access/Barclaycard No. JE°Y E ll

R A N e T O T e

.................... fOr. . .ccureunieedns - dingEItIONS.

[al

ADVERTISERS PLEASE NOTE

THE COPY DEADLINE FOR
OUR DECEMBER ISSUE
IS 21 OCTOBER 1986.

Please use BLOCK CAPITALS and Iinclude post codes.
Classification.......... e R s G R A RTRE e

Name (Mr/Mrs/Miss/M8) ....5...c..covniniiiiniinnns i
{delele accordingly)

Address............. ik & i b ek A e e A 8 R Y R R

| Slgnature ........cocoivimneaiiinnann Date ......oovcannss-

| Daytime Tel. NO. ........ccconimnniminmniamanaiaiinsneacans
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COMPUTER GAMER CHRISTMAS SPECIAL

CAREY ELECTRONICS
FOR
THE BBC
MICROCOMPUTER
SYSTEM
Computers Peripherals
Software
Mail Order/Enquiries
Frinton-on-Sea
{02556) 6993

7 CHURCH RD, WALTON-ON-NAZE,
ESSEX CO14 8DF.

LIVERPOOL

BITS AND BYTES
COMPUTERS

Mail order Dept. has now
mo to:
18 Central Station

Liverpool Cit
Live
Tel: (051) 709 4036
Spectrum * Atari * Commodore
* Amstrad *

BBC AND MOREI!l
FOR ALL

Centre
1

YOUR SOFTWARE
NEEDS

INNOVATIONS
COMPUTING AND
VIDEO
9 Harmondsworth Road,
West Drayton,
Middlesex UB7 9JS
Tel: (0895) 420457

Inexpensive software

MEGABYTE
12 ETTRICK SQUARE

CUMBERNAULD
G67 IND

(0236) 738398

EAST MIDLANDS

MICROWARE
Home Computer
Support Specialists
Software * Peripherals
Repairs
(Qualified Service Enginaers)
— 5 8t Mir;mum, Lelcester

23
— 7 Leicester Road,
Loughborough 234226
— Ford's Depl. Store, Victoria
Centre, Lower Parliament
Street, Nottingham 475872

SOFTWARE STORE LTD

35 London Road,
Tooting SW17

Stockists of vast range of
software for all computers.
ALL AT DISCOUNT PRICES!

Atari Iis our speciality.
Call in for Your Xmas Bargain!

Or phone 01-685 1476

NORTH YORKS

ATARI COMMODORE
YORK COMPUTER
CENTRE

OPEN 6 DAYS: 9-5.30

WE CATER FOR ALL
POPULAR MACHINES

SOFTWARE - HARDWARE -
PERIPHERALS - BODKS -
MAGAZINES - REPAIRS - ETC.

7T STONEYGATE ARCADE
YORK, YORKSHIRE
Tel: 0904-641862

LIVINGSTONE COMPUTER
CENTRE

Scotland’s leading hardware
software and peripherals
supplier. We stock every-
thing you need.

Atari ST, Commodore,
Spectrum etc. Phone for
details.

Livingstone Compuler Centre
1T Tha Mall, ",

Cralg Ll ]
Scotland ENS4 SOZ. Tet: 0508 36974,

GLASGOW

THE COMPUTER
DEPOT

205 Buchanan St, Glasgow
G12JZ

Tel: 041-332 3944

- Full range of new titles and
loads of discount bargains.
- Computers and add-ons.

***WEEKLY SPECIALS “**

LONDON

GOEL COMPUTER
SERVICES
45 Boston Rd,
London W7 3SH

Tel: (01) 579 6133

We deal in all the following
machines
*IBM * APPLE * AMSTRAD *
SPECTRUM * ATARI *
COMMODORE * MSX * BBC
ELECTRON

Computers - Hardware - Software

(Also mail order).

SURREY

THE GAMES ROOM
UNIT 15, THE MARK
HIGH ST, EPSOM, SURREY.

At least 20% discount for
software in all popular home
computers.

Including Spectrum * CB4 *
Amstrad * BBC Electron * C16/
Flus 4 * MSX * Atari * Coleco.

Ring Epsom (037-27) 44465
for details.

WORLDWIDE SOFTWARE

1 Bridge St. Galashiels
Selkirkshire TD1 1SW

25% off most Commodore
Titles
** Phone for information
of latest releases*”

Tel: (0896) 57004

WHY NOT INCLUDE YOUR
BUSINESS DETAILS IN OUR
SPECIAL GUIDE? RING DUNCAN
NEILSON ON 01-437 0699 OR
FILL IN THE DETAILS OF YOUR
BUSINESS (OPPOSITE) AND WE
WILL CONTACT YOU!

COMPUTER GAMER — SPECIAL
GUIDE — Please contact me from

the details below:-

] —-———————‘
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Trained to kill, you must penetrate the defenses of
Abraxas, destroy the terrorist HQ. and glide to safety.

- po | B fy -y ~Quicksilva Ltd., Victory House,
Uﬂll;fﬁ:m Segrue or g y Leicester Place,
Lowthian. APl ‘ v / London WC2H 7NB.
Ll = Tel: 01-439 0666




SPECTRUM

COMMODORE 64

AMSTRAD

i

! Nichibutsu’s arcade hot-shot on
your home computer now!
If you havn't already played it inthe |
B arcades then you're in for a real surprise |
| —if you have then you'll be going Mag
Max to load it into your micro.

Mag Max could be a mean machine if
: you've got what it takes to puthim |
§ together. Build him up and his fire-power
| increases —you'll need it! — believe it!

= _— T T T R

Imagine Software [1984) Limited - 6 Central Street - Manchester M2 SNS - Tel: 061 834 3939 - Telex: 669977




i

Rl e amm o

Il '!
mn =
! —
1 r_
i -
-
B
o
=
e
' -
| A
-
| 3 R
bi EREE
l =
! L]
2
N =
L | 2 P
|} -
il —
I‘
\. =
‘ y L
| I ﬂ ;
oL
& U
| s !
A
1 A F-
fl' b e 7
: f .1 N
. e
N :
i B
L | :-:
L T
! o o - |
1! ' ] ‘- s
- 5
- . Canyou deliver the Mosquitlo’s sting lo |
| 4 ¥
T
| S heart of Germany
i B " “NoBritish aircraft will ever bomb Berlin”, Lufowalfe chief Herman Goering had often boasted.
1 | -— N But in the middle of a Nazi anniversary speech in Jamuary, 1943, his listeners duck for cover as a
4 o i carefully timed raid of RAF Mosquites strikes Berlin in broad daylight.
| b\ Ace of Aces captures the spirit and in the cockpit of the Mosquito, maverick RAF fighter
= i P P puts you
» bomber of World War [1. Dewn the Nazi bombers, sink the U-boats, outrun the V-1 rockets and
' = stop the enemy trains. Choose your weapens and fuel wiscly — once you're out on mission, there's
i ‘-' o going back, To become Ace of Aces, you must ﬂﬂ’klt all missions successhally,
I — I From the moment you zoon through the clowds in a scrap with Nazi fighters to the heart-stoppin
| = second vou spot the Usboats of Kiel, the defence af the Allied world is in your hands. Are you equal
il = 1o thi challenge! 5
e = 2 Once you master a few flying tricks in your speed bomber, you tackle strategy: selecting the righ
1 & e number of machine gans, rockets and bombs te achieve your mission.
' : 3 Vs intercom Hashes ‘wamning’ on your starbaard engine. An enemy fighter attack has left yous
a Rolls Royce engine in flames, Cut back your boost and throttle. Hit the extinguisher before the fir
spreads.
= What dees it take to be an Ace? From you, legendary British pride and guts. From US Gold,
.E legendary playability. US Gold has done its part. The rest is up 1o you,
1 ]
I = CBM 64/128 £9.99 Tape Spectrum 48K £8.99 Tape
o e -~ £14.99 pisk  Amstrad £9.99 Tape
E £14.99 pisk a2
4 ll.fi. Gold Led., Units 2/3 Holford Way, Hollord, Birmingham Bo 7AX. Tel: 021 3563358
i . . ' v P e ! =
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