
JU N E 1985
•
9
5
p

S$4 70

,
--11
11P
wv t

l
a
7
/

A M P,  a

• UR PITSTO
-
P 1 1
CHALLENGE



INCENTIVE
- • M  . . M . •  . M .
. 1 M li. -  • • • • •
. 1 n . -  M E i e  . 1 1 1 • • • •
- . 1 1 • •  S  P  . • m i . ,  S  • • • • = •  m • . m m . •

—  - . E D -  • • • = m -  : . . •  . . . • _  . m a . p o .  . 1 = n . -  • M M o ,  e  . 1
I M M . .  —  . . -  . . . . •  M I N • •  . . . M o m  4  i • . •  = • M . •  . - • • • • . _

MME.•.• S  . . . . . .  —  • . I I . . •  . . . . . .  —  . m . •  v E m m ,  S - . . w •  _ . . . . _
. M .  . 1 M  . . . . . .  , • • • • •  5  , m o  , 1 1 . -  • • • • • ,  • • • n o n  . 1 1 •  a  , • • • •
. M 1 = .  . •  . 1 E .  . i l = . .  • • • • • • • -  . , . • -  _  . N .  - . o -  . • . •  . m  • • •  -  m . -
: i i h • •  :  . . M M •  • • • •  . • • • .  • M o .  . • 1 • . • •  • • • •  . • • • • • •  . . • •  . . m . •  , m . m . •  • • • i m -
. 1 M . •  .
0
• M . •  
S  
p  
0  
.
E
M
E
E  
-
•
d
i
.
•
•
•  
0  
.
1
E
-  
.
•  
0
m
•
•
•
•

. . -  • • 1 1 . • • •  . m = m o . •  a  . . . . . .  . . . . . .  — d . s e -  . M m • .  - 4  i m , -  . . 1 . _  . . . . .  . d 1 . •
• M h •
,  
I
I
M
I
E  
.
1
1  
,
m
m
m
,

. • • • •  a • . n .
, .  A l  
-
•  
1
,
-  
.
M
M

M • • •  • M . . •  , • " . -  - . . m -  . . . _  • E m o l .  • • • • • .

THE FUZION OF MIND AND MACHINE

Price E6.95 Trade and Credit Card orders: Telephone (0734) 591678

INCENTIVE, 54 London Street, Reading RG1 4S0

* AMSTRAD *  SPECTRUM *  COMMODORE 64 *  BBC B *  ELECTRON



•••

FEATURES
MAILBAG 5
A TRIP OF A LIFETIME 10
WINGS OF WAR 12
FORMULA ONE. 16
GHOSTBUSTERSI 24
THE BOND DIARY 25
PITSTOP II COMPETITION 26
MINDER 32
THE WRECK COMPETITION 36

Cover: John Higgins
Want to go to the British
c,rand Prix at Silverstone
in July? Then turn to page26.

Ether
m Pannell

Nona Enter
Paul EinuOinn

lidertal &umbel
teen Bann'
Stall Writer

Stews Sr Joke
tlesigner

[1
,
1
1
L
,  
C
O
C
A
P
,
a
n

Production Ether
Mar, Motto

Sinners ginner
Seth Carmen!

lameness Cornispeedeet
Memel M Roterhal

Publicity
Marco link

Amides
Clam Engin

Runlet Sanneee
Marcus J e n
,Savertioamen alenager

IDASe Vannes,
Assistant Ativenneteent Manager

Damara Devlin,
IWverhunta Etatothm

Smn Brennan
Protannee Assistant

Meanie Patiu
Publostaer
Rda Lew,

Udine' HA Advertisement °dices
Prey Coon 30 32 Famnbb Leto

London ECIR 3A1.1
Td
- 
0
1
2
5
1  
6
2
2
2

COMPUTER &  VI D EO GAM ES POSTAL
SUBSCRIPTION SERVICE. B y  w in g  th e
special Postal Subncripotton Service. copies
of COMPUTER &  VIDEO GAM ES ca n be
rneled direct from our offices each month
to a ny address throughout the  world A l l
subscription appi,canons should be sent tor
processing to COMPUTER & VIDEO GAMES
iSubsc rrpuoon Department),  Competition
House. Farindon Road, Market H a rboro
u
gh.
Leicesterahore All orders should include the
IIPPfdPrete remittance m a de  payable t o
COMPUTER & VIDEO GAMES. Anntiell sub-
acmption rattle 112 issusel; kJ& and Etre E 1 S.
Additional servoce tritormatton. includingendmidual overseas airmail rates, available
Won te que st C ircu la t ion  Department
EMAP Nataonal Publications. Published and
distributed by EM AP Nahonal PublicationsLtd
Printed by Severn Veney Press, Typeset by
ha-Step Ltd
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NEWS AND REVIEWS
GAMES NEWS 2 8
Tony Takoushi ,  our  super  softwar e Spy,  br i ngs y ou a n
exclusive preview of •Frankle Goes to Hol lywood from Ocean.
LIDs, sweatshirts and copies of the game to be won, too!
REVIEWS 1 8 1 1 1 2
We've decided to devote several pages to specials this month.
We have a special on Formula I. Dambusters and sports — not
to mention our Game of the Month,  Starion!
ARCADE ACTION 9 0
Dragon slaying is back in style! Namco are trying to revive the
ancient art wi th their  new game — Dr agon Buster. News of
Acrobatic Dogfight from Data East, tool
NEXT MONTH 1 2 9

SPACE ODDITIES 3 8
CAULDRON MAP 4 2
CHESS 4 7
DIGITAL COMMUNICATIONS 5 2
PROFESSOR VIDEO'S WORKSHOP 6 9
TEXAS REVIEWS SPECIAL 8 5
PROBLEM PAGE 8 8

LISTINGS
OGGS EGGS/ATARI 5 6
It's no laughing matter being pursued around an underground
labyrinth by enraged Oggs.  Your only chance of survival is to
eat the eggs that they lay — but beware of the trail of slime
they leave behind,
DEFUSE/AMSTRAD 6 2
Strange as i t may seem,  you have volunteered to be Chief
Bomb Disposer in this peri lous game. And i t's not only one
bomb that you've got to defuse either!
HUNCHY/SPECTRUM 7 0
You'd think by now that Ouasimodo would be getting a little
tired of  rescuing Esmeralda. But  no!  Her e he  goes again.
There's devotion for you!
PENGI/CBM 64 7 8
Pengi's back —  wi th a  vengeance! You must gui de Pengi
around the maze of ice blocks — which wouldn't be so bad if it
wasn't  for those pesky snow bees!

Game of the Month
Starion
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Brand New
COMMODORE 128 Tr

Official launch of the brand new Commodore
128, Twice as powerful as the Commodore 64.
See the I28's own whole new range of software
including the standard CP/M business
programme.

Computet game s arcade
tot younget computer
enthusiasts. Pit your slcills
against sortie ot the latest
and most challenging
games available.

COME &ENJOY
the most EXCITING

'LONG WEEKEND' to hit
*  c o m p u t i n g

The greatest event in the

*

*
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The biggest selection of Commodore hardware one place and
software to be gathered in E d u c a t i o n a l ,Internationa/ Tennis' garne,Professiona/ and games. Play the exciting new
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6th COMMODORE COMPUTER SHOW
Novotel, Shortiands, Hammersmith, London W6

See the New Commodore PC in the special
business section, and all the most recent software

developments. Music Maker Orchestra to ensure a lively atmosphere,

c o m m o d o r e  Op e n i n g  times: 7th & 8th June 1985 - 10am - 6pm

I P W 9 t h  June 1985 - 10am - Spm.Admission: Adults E2.00, Children (under 14)

Commodore Calender.

lot GO tte: frAmity#
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THINGS ARE SLOW
IN OLD CAIRO!
Dear Sir,
I really enjoy reading your
magazine. It's  just great,
even though it costs
double and comes 15 days
later here in Egypt. It
really helps me solve
Adventures, know all
about new games from
Europe and the States and
also get more information
about the C64.

My friends and myself
own C64s and have called
ourselves the CCS which
stands for Cairo Computer
Service. We would like to
know if anyone has an
address of someone
selling software here in
Egypt. We have searched
high and low, but to no
avail.
U. Scheuermann,
Cairo,
Egypt.
Editor's reply: Can
anyone help our Egyptian
friend?

WHAT'S THE SCORE
ON JET BOOT JACK?
Dear Sir,
Boo hoo. I could've cried!
You see, there were no
Bugs cartoons in
February's C&VG. SO
WHERE HAVE THEY
CONE??? That's what I
want to know. Of course,
these creatures are a pain
in the neck. But surely
they deserve to keep their
page in your ace mag.
And, that's not the only
thing that's gone missing!!!

Where is Jack? For six
issues you have been
promising Jet Boot Jack a
place in your high-score
table in the Hall Of Fame.
He did make an
appearance, once, for the
record per iod of one
issue!!! I have sent in five
high scores, one of which

deserved second place in
Jack's br ief appearance,
but none were printed!
Why is this?

Still, enough
complaining. Now, a
question. When someone
gets a letter pr inted on the
Mailbag page, do they
receive a prize? Is it  not
true that Bug Hunter and
Hall of Fame both award
prizes ie. E5 postal order
or an ace T-Shirt?
Karl Fitzhugh
(ace person)
Northampton
Editor's reply: In answer
to all the many readers
who have asked about the
Bugs — we're giving them
a bit of a rest right now —
but expect some sort of
Christmas Bugs Special
toward the end of the
year. And we've a new
cartoon strip starting in
October — so please be
patient!

High scores for our Hall
of Fame are chosen each
issue, Karl. It  could be
that your scores reached
us too late for inclusion in
the issue which featured
good old 111J. We select
games for the Hall of
Fame purely on a
popularity basis — if  we
don't get enough people
sending in scores for one
particular game then we
simply don't run it in that
issue. So you'll have to
encourage more JBJ fans
to write in!

T-shirts go to the top
scorers in each Hall of
Fame category and some
Adventure Helpline
tipsters — but not Bug
Hunter or Mailbag
contributors.
BUG BYTE TAKES
A BEATING
Dear Sir,
I recently purchased Bug
Byte's Kung Fu and my
highest score so far is 471

and a black belt level six.
Has anyone beaten this?
Ian Hudson,
Middlesex.

SPELLING TROUBLE
FOR GHOST TOWN
Dear Keith,
Have you ever heard of
Ziggurat? It's  an
Adventure written by my
brother Paul and his fr iend
John Pickford. Rings a
bell, does it? Yes, I
thought it would, you
reviewed a game that he
wrote — Ghost Town
published by Virgin.

It's not so much the
review (John himself thinks
it's rubbish) but you had
the cheek to say, and I
quote, "Ghost Town is
written by a
TEENYBOPPER with no
dictionary". How on earth
are programmers meant to
start? One last thing I'd
like to point out is that
John's Ghost Town was
written and finished before
Scott's Ghost Town was
ever heard of in England.
It's just that you were
extremely late to review it.

I will s till continue to
read your column, so no
hard feelings.
Peter J. Ranson,
Stockport.
Keith's reply: As I
remember it, John
Pickford was one of
Virgin's "pop-star
programmers" and his
age (in his teens) was on
the inlay. I'm afraid
have no time for games
released commercially
(and therefore taken to be
a little authoritative) that
are full of spelling errors
(one can usually
distinguish these from the
forgivable odd typing
error). It  sets a bad
example and can cause
players to think that the
misspelling is actually the
correct spelling. After all,

I  purchased Scott
Adam's Ghost Town in
December 1980 from an
English software house. I
seem to remember that
the Spectrum, on which
John Pickford's Ghost
Town was written, was
introduced around August
1981.
XZAP HAS
BEEN ZAPPED!
Dear Sir,
I have a challenge for any
of the C16 owners who
read your magazine. With
the starter pack you
should have received a
game called )(zap. After
many hours of practice, I
finally managed to get
onto the 84th level in one
game. I do not know if
anyone has beaten this —
but my final score was
465,078.
Mark Austin,
Lancs.
SPARE A THOUGHT
FOR POOR ADULTS!
Dear Sir,
I am a mother in desperate
need of HELP!! I  am
steadily dec lining in my
young daughter's
estimation, as I cannot
show her how a computer
game works. It is a Fisher
Price program for the
Spectrum called Logic
Levels for 7-12 year olds.
Yes, you have guessed it
— I am older than that.

In fact, neither my
husband or my brother
can.

Are we just three
dimwitted adults not
knowing what the hell
they are doing?
Mrs S. Sewell
Surrey
Editor's reply: Anyone out
there with the answer? If
so, let Mrs Sewell know
as part of C&VG's "Be
kind to Adults" campaign!

Please drop us a line at: Computer & Video Games, Priory Court, 30-32 Farringdon Lane, London IC1R 3All
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Instead of computers cat
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The way we see it, technolou has suddenly got quite
a race on its hands.

There's no other home computer in the world that's
so expandable or so updatable as the new Enterprise 64.

And if you're wondering quite how we've managed
that, kindly take a closer look at the outputs on our remark-
able new machine.

You'll notice that amongst all the usual sockets and
terminals, we've gone and incorporated a special 66- way
expansion port.

This will accept a whole range of new peripherals that
are in the pipeline. Including those that are a mere twinkle
in the eyes of our hardware designers.

We thought this expandability principle was such a
good idea, we applied it to the Enterprise's memory, too.

Even in its most basic 64K form, this puts more user
RAM at your disposal than almost any other competitor.

Rut plug in our special Ramp acks to the base unit, and
you can progressively increase that figure to a truly extra-
ordinary 3,900K

AL



ching up with technologry,
atch up with a computer.

_

Not that that's the only challenge we present to today's
ambitious programmers.

With a screen resolution of up to 672 x 512 pixels,
256 colours and a high speed video processor, the Enterprise
will outgun all but the highest quality TV monitors.

And the sophisticated sound chip generates no fewer
than 4 voices across 8 octaves in full stereo.

Combine the two and you can create effects that
leave today's games looking like pub video tennis of the
mid-seventies.

For anyone with literary aspirations, the Enterprise
also comes complete with an integrated word processor.

Whilst the really serious user will be delighted to

discover analogue RGB and TV outputs, as well as parallel.
RS423 serial and network ports.

Both Cobol and 'C' will be available with CP/M run-
ning, and you can even use Lisp, Forth and Z80 assembly
language on cartridge without encroaching on user RAM.

the new Enterprise M.
It hasn't just overtaken technology It's left every

other home computer straggling in the distance.

ENTFPPPISFa a t  t i
C O M P U T E R S

W I T H  O B S O L E S C E N C E  B U I L T - O U T



Dear Sir,
One Friday afternoon (15
March. in fact) I noticed a
copy of Impossible
Mission on a shelf of a well
known high street store.

I looked at the back of
the package, saw the
screen picture and
returned the game (silly
boy!) to the shelf.

The following day
(Saturday) I picked up a
copy of C&VG at my
newsagent around 10 am,
read the review of
Impossible Mission (11 am)
kicked myself and rushed
into town to see if  the
game I had put down as
"mediocre" was still there.
It was, so I did the only
sensible thing after
reading a C& VG review
and bought it — eager to
see if  your reviewer's
statements of "outstanding
sound effects" and
"astonishing voice
synthesis" were justified,
and how right he was!!

Anyway, having bought
the game, I avidly started
to attempt to complete the
mission, which I have
(Tuesday, 19 March).

The end comes when
you open the doorway to
be confronted with a full
screen pic ture of Elvin at
his controls. He turns his
head and opens his mouth
and shouts "No N o
No!" in stunning voice
synthesis. The screen then
clears to reveal your score
and a woman's voice takes
over! The woman
announces " M i s s i o n
completed,
congratulations" and says
it perfectly!

I must ask the obvious
question of "Am I the first
to complete the game?"
especially so quick ly  after
reading the review.

8

READ ABOUT IT
IN C&VG FIRST'

Mark Copping
Bath.
Editor's reply: Just goes
to show the powers of
C&VG's reviewers, Mark .
We KNOW a good game
when we see one. Are you
the first? I'm afraid we're
not sure b u t  maybe
someone out there knows
different?
GIVING UP ON
JET SET WILLY
Dear Sir,
I am writing to you after
being very frustrated
about Software Projects'
Jet Set Willy. Not only is
there a bug in the Wine
Cellar but they have also
made it harder by not
allowing you to pass
through the drive.

I have found this very
frustrating and eventually I
have given this game up
as a very unwise
investment.

This type of slack
programming is another
example of why the UK's
top games all come from
US Gold and other such
software distributors. Now
it seems as though the
lake of UK software has all
but dr ied up.

A high standard of
software must be
produced if  a battle is to
be fought between US and
UK software houses. I have
found all the US games to
be of a very high level of
programming — nothing
sloppy here.

If anyone out there is
thinking of producing a
game, try  to think of the
player as well as the
complexity of the game. A
game must have a certain
degree of ease about it
then as the player
progresses the difficulty
must increase. The best
example of this that I can
think of is BC's Quest for
Tires, yet another US game

but distributed by
Software Projects.
Mark Pearson,
Consett,
Co. Durham.
Editor's reply: That's
fighting talk, Mark!  Let's
hear what the rest of our
readers think.

THE CHARTS ARE
COMING BACK
Dear Sir,
Has it been busted by the
Ghostbusters? Has it been
fixed by the Gremlins? Or
did the Editor just forget to
put it in? YES. I am talk ing
about the Top 30 Chart.
Surely THE computer
games magazine should
have a top 20, or at least a
top 10. If  there is none, it
might just put me off
buying the next c opy . . .
then again it might not.
Tony & Thomas O'Neill,
Co. Cork.
Ireland
Editor's reply: A brand
new C&VG Top 30
compiled by Gallup starts
next issue, Tony and
Thomas!
COG SOFTWARE
SWOP SHOP?
Dear Sir.
I would like to take this
opportunity of expressing
a few opinions on C&VG.
First — it's streets ahead of
the opposition. Second —
does anyone really type in
all those long programs?

In this day and age of
technological marvels, it
seems an unnecessarily
tedious way to transmit
data. Have you looked into
possible alternatives, eg,
scrapping the program
pages in favour of a plastic
"record" of the sort you
used for the Thompson
Twins Adventure?

Another possibility
would be a C&VG games
exchange — a forum for

people to swop typed-up
and debugged versions of
game listings.
Roger Musson,
Edinburgh.
Editor's reply: We're
always looking for better
ways to present our
listings, Roger. We've
even considered printing
them in the form of a "bar
code" like you see on
supermarket frozen foods.
But we feel that, with the
increasing price of
software, listings still
provide a source of cheap
software. We're always
open to suggestions,
though. What do the rest
of you feel about our
listings. Too long? Too
short? Too many of them!
Let me know! Your
exchange idea sounds
good too a n y o n e  else
interested?

LET'S HEAR IT
FOR THE HEROES!
Dear Sir,
I always read the Mailbag
section with great interest,
but not once have I read
anywhere how good the
Adventure game Heroes of
Karn is.

It was very well thought
out and I think you should
review it to let everyone
know how good this
Adventure is.

By the way, Manic  Miner
fans, here are some C64
pokes to give you
everlasting lives. Enter the
following program as
shown:
VERIFY: RET.
When "Ready" is shown
LOAD " ",1,1:RET
When "Ready" is shown
again, enter these
commands
POKE 16573,234
POKE 16572,234
POKE 16571,234
SYS 16384
Michael J. Fickle,
Oldham.

Please drop us a line at: Computer & Video Games, Priory Court, 30-32 Farringdon Lane, London ECM 3A1.1.



WHERE? T O U C H M A S T E R
FOR OUR FREE FULL BROCHURE CLIP OUT THE COUPON BELOW AND POST TO: -
TOUCHMASTER LTD., P.O. BOX 45, MARGAM, PORT TALBOT, W. GLAM. SA13 IWD.

PLEASE SEND ME YOUR FULL SOFTWARE BROCHURE
NAME
ADDRESS

*I AM INTERESTED IN SOFTWARE FOR THE:-
CBM64 E l  v i c  20 E  B B C  E  ELECTRON E  AMSTRAD D  O RIC E  DRAGON p i  SPECTRUM D

•PLEASE TICK WHERE APPROPRIATE

CUI



T A K E  T H E  T R I P
O F  A  L I F E T I M E !

Hi there Cti VG readers! I'm the
Blagger and I want YOU to fly
with me to Hollywood for the
holiday of a lifetime!

Hollywood i s  t h e  m ov ie
centre of the world — and all
the stars of TV and cinema can
be seen in action. If you get to
fly w i t h  Blagger  t o  s unny
California, you'll be able to see
the stars in action and have
enough adventures of your own
to make your own movie!

But first you have t o  help
Blagger steal a  copy o f  the
latest movie blockbuster in his
latest c om pute r  adventure,
Blagger Goes to Hollywood.

Blogger has decided that his true path to
fame and fortune lies in the movies —
not appearing in them but in capturing
the master copy of the latest megabuck
spectacular now in production.

But, when he reaches Hollywood, he
soon realises tha t the  heroes o f  the
movies ore not celluloid frauds and can
put their talents to good use in defence of
their reputations.

In Alligato's latest hit game you have
to assist Blagger through these dangerous
movie sets, making full use of the four
way scrolling action to find your route to
the final film location, the opportunity for
Blagger to make his most famous snatch
of all.

As in every truly great spectacular, the
plot isn't quite as simple as it seems and
the scriptwriters of Hollywood hove set a
few brainteasers on the way.

Once you've solved a number of them
then you'll have the clues to complete
and e nte r  t h e  competition f o r  t h e
Opportunity of the holiday of a lifetime.

NAME

ADDRESS

Unique Wagger Goes to Hollywood Number
(supplied with every oame)
My onswers are: I .

All entries must be returned by 31st July 1985 to

Mg*

THE COMPETI TI ON
The competi tion i s  sponsored b y
Ni i ga t a  Sof twar e  Ltd.  and is exclusive
to readers of Computer & Video Games.
To enter, you must complete the answers
to the questions appearing on the entry
form of this month's and next month's
copies of Computer & Video Games.

The answers can be determined from
playing Blogger Goes to  Hollywood. In
addition, you must describe in not more
than 15 words why you would like to visit
Hollywood. In the event of a tie, this will
be used to select the overall winner.

Entries are only valid if they contain the
unique number printed on the  game
description/order form card to be found
in e ve ry Blogger Goes t o  Ho llywood

C & V G / A L L I G A T A
B L A G G E R
C O M P E T I T I O N

Tel, No. .

2
I should like to 90 to Hollywood because (cornplere in not more Mori 15 words
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Alligota Software Ltd /1 °canoe Street
Sheffield SI 400/ /

game. Closing date for entries is 31st July1985.

THE PRIZE
Al l I gata  S of t w a r e  Lt d wi l l  present to
the winner a travel voucher to the value
of ELMO that con be used towards the
reservation of a holiday in Hollywood.
PLUS: Ten runners up prizes of AllIgato
Software packages valued at over E50
each,

THE QUESTI ONS
1) Loaded t o  k i l l ,  w ha t's  th e  fi na l
ingredient needed to destroy the killer of
the deep?
2) Who's not in the can until you've gotthe can?

1 0  R U N N E R S  U P
P R I Z E S  W O R T H

C S O



ALL AVAILABLE ON COMMODORE C64 CASSETTE. ACTIVISION DECATHLON ALSO AVAILABLE ON ATARI HOME COMPUTER AND MSX.
ACTIVISION UK LTD., 15 HARLfY HOUSE. MARYLEBONE ROAD, LONDON NW1. SELECTED TITLES AVAILABLE FROM SELECTED BRANCHES OF
BOOTS. WH SMITH. JOHN MENZIES. LASKY'S. SPECTRUM. GREENS. WOOLWORTH AND GOOD COMPUTER SOFTWARE STORES EVERYWHERE.
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DAIVIBUS

faint
numer a n
game I  only  r e a s e d

•  Graphics 9
•  Sound 8
•  Value 8
•  Playability 9

SPITFIRE 40

•  Graphics 9
•  Sound 7
•  Value 8
•  Playability 8
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Supreme trot of rourar to keep
your loot on the loud pedal
through this eritietd bend.

MAX. NO, STARTERS: Grand Prix,36.
I.ENcTH: Grand Prix

(with chicane): 2.932 miles.
SURFACE: Asphalt.
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Before you go mad at Silverstone, let
David Hunt drive you round the bends.

REVS is far and away the most realistic simulation of motor
racing ever devised.

Technically, of course., ifs a computer game for the BBC Al km.
But somewhere in the middle of your first practice lap you'll realise
that 'game' has nothing to do with it.

Instead, You'll experience how it feels to driw every bend.
straight and gradient of' the world's fastest Grand Prix circuit. In a
machine that accelerates from (Ito  10(1mph in just 3.2 seconds.

Gear ratios, engine tuning and handling — they're all accurate
in their finest detail and faithfully programmed into REVS.

You can eyen pre-set the aemdynamir profile of the car to suit
your driving style.

So take our advice: before you trv for the lap record at
Silverstone, study' David Hunt's eimuit diagram.

After all, when was the last lime you had a free driving lesson
from a professional?
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HE% S on credit card. call 0933 79300 during office hours,
Or send thereupon below to: Acornsofc r/o Aector l a rk t i
i i i . .London Road, Wellinghomugh. Northants NN8 2R L. Please alloy% .

2 : 1days for delivery.
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Wellingborough. Northants NO 2RI,.
Please send me REVS for The BBC Mirroromp ter.
NO, of lbws at i'_17.6S ine NAT
No. or Cassettes at ti4.95 ine VAT
I enclose PO/Cheque payable to Acornsoll Ltd. Or charge toN
credit card
Cant \limiter: Barclay cant/Access (delete)
Name
Addrisss

P o s t c o d e
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THE HELM Adventure
An amusing, stylish text adventure

-
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CHICKIN CHASE Arcade
Ruling the roost can be a hard life

ESTRA Arcade
Recover the sacred statue of Estra the
Snake God

VIKING RAIDERS War Game
A test of strategy against the computer or
friends

DON'T PANIC Arcade/Strategy
Amusing and challenging, a game
with a difference

4

•

HELICHOPPER Arcade

MICROCOSM Arcade
Addictive and challenging multi-level
arcade action
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RUN BABY RUN Arcade
Multi-car cop chase and shoot-out

DONT BUY THIS ! Compilation
Five of the worst games you have
ever seen

MR FREEZE Arcade/Strategy
Fast and smooth multi-screen action S i x  compartments, each tougher to de-ice

••••

EXODUS Arcade D U C K !  Arcade
Strange creatures emerging from the pits Com e dy  and music in this novel duck shoot

SUBSUNK Adventure with Graphics
Trapped on the sea bed in a scupperedsubmarine

ZULU Arcade
1013 golden masks hidden in a magic maze

THE HACKER Arcade/Strategy
Terminal to modem, telephone network to
mainframe

SILVER RANGE S e e i n gsnow Es ,



is believing £ 2 5 0  each.
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FAHRENHEIT 3000 Arcade/Strategy
Sixty tour screens to meltdown
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HEADACHE Arcade
Nervous Ned's quest to serve the Brain W i n g  the planes and shoot the pigeons

MICKEY THE BRICKY Arcade
Four screens packed with tun

BOOTY Arcade/Adventure
Twenty holds full of pirate loot

= N M =

GOGO THE GHOST Arcade/Adventure
150 different haunted castle chambers

,

BIRD STRIKE Arcade

RREBIRD SILVER CATALOGUE
AMSTRAD CPC 464
026 MR. FREEZE
029 THE WILD BUNCH
042 SHORTS FUSE
044 SUBSUNK
BBC MODEL B
003 BIRD STRIKE
005 DUCK!
022 ESTRA
023 THE HACKER
025 MR. FREEZE
039 MICROCOSM
ELECTRON
027 BIRD STRIKE
030 THE HACKER
MAIL ORDER

COMMODORE 64
015 MR. FREEZE
017 BOOTY
018 EXODUS
019 HEADACHE
020 ZULU
024 GOGO
028 ESTRA
032 SUBSUNK
034 THE HELM
038 CHICKIN CHASE
041 CIRCUS CIRCUS
VC 20 (uNEXPANDED:
,002 MICKEY THE BRICKY

CIRCUS CIRCUS Arcade
Twenty circus rings to escape

THE WILD BUNCH Strategy/Adventure
Accused of murder, hunt the real killer

SPECTRUM 16K/48K
006 RUN BABY RUN
035 DONT PANIC
SPECTRUM 46K
008 VIKING RAIDERS
012 THE WILD BUNCH
014 MR. FREEZE
016 BOOTY
031 SUBSUNK
033 THE HELM
036 SHORTS FUSE
037 KELICHOPPER
040 DONT BUY THIS!
043 FAHRENHEIT 3000

Please state name of game (and machine) and numbers required.
Enclose crossed cheque/PO made payable to AREBIRD SOFTWARE.
All offers are subject to availability Orders are despatched promptly
All prices inclusive of VAT and postage

MAIL ORDER: *FREEPOST RREBIRD,
WELLINGTON HOUSE,
UPPER ST. MARTIN'S LANE,
LONDON WC2H 9BR •No 'Lyn  ps
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Borisand his bombs FINIT:tMeElimMSHORTS FUSE Arcade/Strategy
Sam Short secret agent versus Bo
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this, the very first
Grand Prix of  the

new Formula One World
Championship s e a s on
will have taken place In
Brazil. It's the first of  a
gruelling series of races
which t a k e  p la c e  i n
exotic loc a t ions  a l l
around the world.

It takes a combination
of many things to make a
World Champion racing
driver. H e  m u s t  b e
extremely f a s t  a n d
talented, he must have a
good c a r  a nd a  good
t e a m  o f  e x p e r t
mechanics to back him
up. The person who has
to make sure that the
drivers ge t  that perfect
mix is the team manager.

C R L  h a v e  j u s t
released a game for the
S p e c t r u m  c a l l e d
Formula O n e  w h i c h
casts y ou  I n  t h e  u n -
enviable role of a Grand
Prix team manager. So,
with t h e  n e w  season
approaching, i t  seemed
like a  good opportunity
to find out just what a
REAL Grand Prix team
manager thought of the
game.

C&VG v is i t e d  t h e
home o f  t he  Williams
Grand P r i x  t e a m  i n
Oxfordshire t o  m e e t
Peter Collins, the  man
who saw Keke Rosberg
and Williams take  t he
World Championship in
1982. Pe te r  ha s  a ls o
worked with Lotus and
ATS Formula One teams
— so he's well qualified
to give a n  opinion o n
C R L' s  a t t e m p t  t o
recreate the fast moving
world of  F l  Grand Prix
racing.
THE GAME
CIRL's  F o r m u l a  O n e
challenges yo u  t o  w in  t h e
Drivers' Championship  a n d
the Constructors' Champion-
ship for your team. You p ick
the team you wish to manage
— up to  six people can play
— se le ct  yo u r d rive rs a n d

16

Peter Collins
sponsors and then go on  to
build up a championship team

1.19y spending money wisely on
your ca rs ,  d rive rs a n d  p i t
crews.

The g a m e  t a k e s  y o u
through a  f u l l  1 6  r a c e
championship season — with
a g raph ic d isp lay f o r e a ch
race_ You have to  make p it
stops f o r  t y re  changes o r
repairs wh ich  is  where your
pit crew — and your joystick
skills — come in!

There a r e  se ve ra l  s k i l l
levels, ranging from novice to
expert s u c c e e d  i n  o n e
season  a n d  y o u r  r a n k
improves in the next. There is
also a  ' 'save "  game feature

essential i f  you  wan t  t o
make it to the "expert"  grade.

•

THE EXPERT'S
VIEW
Peter took a  b reak f ro m a
busy schedule —  preparing
the Williams cars for the first
race of the new season t o
take a  look at the game. He
swapped his place in the pits
for an armchair in  front o f  a
TV screen , p lugged i n  t h e
Spectrum a n d  s e t  a b o u t
winning his first computerised
Grand Prix.

First he commented on the
lack o f  documentation. N o
values have been put on the
various aspects of the game
— you're not told how much
cash each  sponsor puts in ,
the re la t ive  me ri t s  o f  t h e

drivers o r whether you have
an established te a m o r  a re
starting f ro m scra tch  with  a
new team.

"You a l s o  d o n ' t  k n o w
about the regulations. All the
Fl t e a ms have t o  wo rk  t o
regulations gove rn ing  f u e l ,
tyres, c a r  construction, f o r
example.

"The ra ce  parts a re  OK.
Except t h e y a re  a  b i t  t o o
random. S o me  d rive rs a re
heavier on tyres than others
— so ,  f o r instance, I ' d  pu t
Keke on harder slicks at the
start o f  a race. There seems
to b e  n o  allowance fo r th is
sort o f  thing. I t 's rea lly just
like throwing a dice. There's
not enough of a skill element.

"You should be able to bid
for sponsorship at the start of
each season — which is what
actually happens. The budget
should b e  m o r e  de ta iled .
More attention should have
been paid also to  the actual
abilities o f  t h e  d rive rs a n d
their various styles of driving.

"I think people who know a
bit about the sport would be
disappointed wi t h  th is.  B u t
maybe I'm being a bit hard on

It —  looking a t  I t  f ro m a
professional point of view!

"I t h in k  t h a t  t h e re ' s  a
fantastic game t o  be  made
out o f  the sport —  but th is
one m i s s e s  o u t  a l l  t h e
important b its!"

THE ENTHUSIAST'S
VIEW
Al first glance, and first play,
Formula One is an entertain-
ing strategy game. But after a
couple o f  se a so n s ,  t h e
enthusiast may well become
a bit annoyed with the details
that a re  missin g  f ro m t h e
game —  d e t a i ls  a l re a d y
outlined by Peter Collins.

Although yo u r team does
progress season after season

and d rive rs  a n d  c a rs  g e t
improved e ffi ciency ratings,
there is still no real indication
why the  efficiency improves
— short of simply doing well
In races.
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The lack of documentation
is terrible for such a complex
game a s  th is and does the
program no favours at all.

Basically Fo rmu la  One  is
an en te rta in ing  g a m e  f o r
s t ra t e g y  f a n s  —  w e l l
presented despite the lack of
instructions a n d  information
given with  the  cassette_ But
Grand P rix  enthusiasts w i l l
soon find the novelty wearing
off!

•  Graphics
•  Sound
•  Value
•  Playability

7
7
6
6

Williams h ave w o n  t w o
World Championships —
first with Alan Jones and
then m o re recently w ith
Keke R o s b e rg .  P e t e r
Collins hopes that this year
could see another World
Championship coming his
way. The team have a new
car, designed b y  Patrick
Head, and two top drivers.
Keke Rosberg, champ in
1982, a n d  former Lotus
driver. N i g e l  Man se l l ,
complete t h e  picture a t
Williams f o r  t h e  1 9 8 5
season. We wish them all
the very best of  luck. And
don't forget, you could be
watching the Williams team
in action i f  you enter our
fabulous Pits top competi-
tion o n  page 2 6  o f  this
magazine!
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SUPPLIER: Melbourne
House

PRICE: f7•95
Calling  a l l  S p e c t ru m
o wn e rs!  D o n ' t  h a n g
about waiting for Elite to
appear for your micro  —
rush out now and grab a

copy o f  Sta r/on  f ro m Me l -
bourne House!

The company wh ich  h a s
made i t s  n a me  with  me g a -
adventures l ike  T h e  Ho b b it
and Sherlock takes a  b o ld
step fo rward  in  arcade-style
game techno logy w i t h  a n
innovative a n d  a d d ic t i v e
game.

The scenario goes like this.
The y e a r  i s  2 0 1 0  —  b u t
there's no sign of a star-child
anywhere! Y o u  a re  Starion,
fresh o u t  o f  t h e  s p a c e
academy and rated as one of
the t o p  n e w  p ilo ts.  Y o u r
mission is to fly the first ever
Timeship, t h e  S.S. Stardate
and to boldly go back in time
to co rre c t  t h e  devastation
created by — you guessed it
— an evil race of aliens.

The g a me  is  b ig  —  2 4 3
screens o f  space-time fi lled
with e xcit in g  w i r e  g ra p h ic
ships and other dangers.

To save the universe from
collapse, S t a r io n  h a s  t o

engage a n d  destroy enemy
ships i n  e a ch  o f  th e  t ime -
zones. B u t  i t  doesn ' t  s to p
there. Each ship is carrying a
cargo wh ich  materia lises in
space as a giant letter of the
earth alphabet.

You mu s t  co llect  a l l  t h e
letters f ro m each t ime  zone
until your on-board computer
asks you to unscramble them
to identify the original cargo
dislodged i n  t i m e  b y  t h e
enemy.

Once you've done this, you
must find a time warp and fly
into it. Then the t ime grid  is
displayed. No w you have to
decide in  wh ich  o f  the eight
neighbouring time zones your
unscrambled cargo belongs.

You t h e n  j u m p  t o  t h e
selected t ime  zone, land on
the planet you find and then
see i f  your cargo  can  solve
the particular problem being
experienced on the planet.

Get i t  right and  your fue l
and oxygen supplies will b e
replenished and  i t ' s  o f f  in to
battle again. Get it wrong and
you have to  destroy enough
enemy sh ip s ,  m i n e s  a n d
missiles to create a new time
warp in order to  make good
your escape.

Once you have corrected
history in all nine zones of the
first time grid, you'll be asked
to take the first letters of each
particular bit of cargo you've

used to save planets in this bit
of t ime  —  a n d  wo rk ou t  a
password to  get into the next
time g rid  S o u n d s  a  b i t
complicated — but once you
get in to  the  game you 'll b e
hooked.

You get a  ranking a s you
progress through the  game.
The ultimate award is Creator
— as at the very end o f the
game and by the odd logic of
time travel you've ended up at
the beginning o f  t ime  and ,
well, you're all there is!

Programmer David  Webb,
a 19-year o ld  student, spent
nine mo n t h s  wo rk in g  o n
Star/on — and if  there's any
justice in the world he will be
rewarded with a number one
hit!

•  Graphics
•  Sound
•  Value
•  Playability
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SHADOWFIRE
MACHINE: CBM-64
SUPPLIER: Beyond
PRICE: E9,95
Beyond's new Adventure
game for the Commodore
64 can best be described
as different. Since they
have a  h isto ry o f  p ro -
ducing not-so-adventure-

type Adventure games inclu-
ding The  Lords o f  Midnight
and Doomdark 's  Revenge,
you'd expect Shadowfire to be
a bit special,

Although it's not an arcade
game, everyth ing 's a g a in st
the clock. You know, just 100
minutes to save the universe!
Ah, you're thinking, but what
about those o f  us who can 't
type ve ry quickly. Fea r not.
Beyond have solved this pro-
blem b y  using icons —  o f t
talked about in Apple Mackin-
tosh circles.

These are just little pictures
which appear on the screen to
represent various items, such
as a  character,  a  weapon.
movement, and so  on. Con-
sequently, it's possible to play
the entire game with a single
joystick.

So if you wanted one of the
characters to pick up the laser
rifle, you just move the cursor
over the character you want
and press fire. This takes you
to the  cha racte r's personal
screen, sh o win g  st re n g th ,
stamina and such  like. No w
move the cursor to the yellow
monitor ico n  and  p ress fi re
again t o  g e t  t h e  weapons
screen. You  can  then move
the cursor to the pick-up icon,
followed by the laser rifle icon
to get the weapon. Easy isn't
it?

Now to the game itself. The
bad guy. General Zoff, and his
cronies have stolen the plans
to a revolutionary new space-
ship Shadowfi re wh ich  yo u
must retrieve.

At yo u r d isposal a re  s ix
characters ma k in g  u p  t h e
Enigma team:  Za rk  Montor,
Syylk, Sevrina  Ma n s.  To rik,
Maul, and Manta

The mission o f  th is rather
odd assortment, who look as
though t h e y  h a v e  wa lke d
straight out of a comic book, is
to recapture the plans.

To do this, you teleport the
team to various parts of Zoff's
sky fortress, where you dash
about, b a t t l i n g  w i t h  t h e
b a d d ie s a n d  c o l l e c t i n g
objects for later use. Having
six characters to  manipulate
independently, there's always
something to do.

Th e  g a m e  i t s e l f  i s
thoroughly e n jo ya b le  w i t h
excellent sound and graphics
and is no doubt the forerunner
of many more of its ilk. Though
the die-hard text adventurers
will probably rid icu le  it ,  the
game is  we ll worth  trying. I
can't w a i t  f o r  t h e  fu rth e r
adventures o f  the E-tearn —
promised by Beyond.

•  Graphics
•  Sound
•  Value
•  Playability
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GRAND LARCENY

•  Graphics 7
•  Sound 7
•  Value 6
•  Playability 7

•  Graphics 9
•  Sound 9
•  Value 10
•  Playability 100

MACHINE: CBM-64
SUPPLIER: Melbourne

House
PRICE: E7.95
There I was stuck on the
fire-escape outside  o n e
of the world's most exclu-
sive hotels wondering just
how to  sneak in through

the open window and steal the
secret plans.

Frustrating but fun! That's
Grand Larceny the latest in a
series o f  in n o va t ive  a n d
under-rated scrolling joystick-
controlled graphic Adventures
from Melbourne House.

You take on the ro le  o f  a
Government agent sent after
a bunch o f thieves who stole
the plans to a top secret super
computer.

You h a ve  t ra cke d  t h e m
down t o  the ir hide-out in  a
posh h o te l a n d  h a ve  u n t i l
midnight to get the plans and
make good your escape.

The screen is  sp lit  in to  a
graphic " w i n d o w "  w h i c h
shows y o u r  s p y  a n d  h i s
immed ia te  s u rro u n d in g s .
Below is the text area which
gives a written description of
where yo u r cha racte r fi nds
himself and any other interest-
ing information.

The hotel has many floors
— and a good few surprises.
You must use the joystick —
or keyboard —  to move your
character around the graphic
screen and, a s  in  a l l  good
Adventures, you have to input
text commands.

You ca n  issue text  co m-
mands to your spy, to search,
examine o r  g e t  v a r i o u s
objects for example.

The unique combination of
scrolling graphics and Adven-
ture makes Grand Larceny an
intriguing a n d  cha lleng ing

game. Check it Out — before
the thieves check out o f  the
hotel and get away with those
plans!

•  Graphics
•  Sound
•  Value
•  Playability
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ICE PALACE
MACHINE: CBM-64
SUPPLIER: Creative Sparks
PRICE: (7.95
Like S h a d o w tire, I c e
Palace is  a n  Adventure
which doesn't need any
text Input from the player.
Unlike S h a d o w fire, t h e
Creative S p a rks  g a me

doesn't u se  icons —  bu t a
simpler text menu which you
scroll a ro u n d  a n d  s e le c t
options from. But it 's just as
addictive!

The g a me  h a s  a  b a s ic
fantasy scenario. You play the

part o f  a  brave warrio r on a
quest with in  the  wicked  Ice
Queen's palace — a quest for
the seven  b i t s  o f  t h e  I c e
Crown which once belonged
to your father.

The game has two screens
— th e  game  screen  wh ich
shows you a bird's-eye view of
the palace and the assorted
evil nasties who attack you.

The p a la ce  co n s is t s  o f
ma n y h e x a g o n  s h a p e d
chambers. Y o u  c a n  ma n i -
pulate t h e  chambers using
your joystick —  rotating the
walls to  a lter entrances and
exits as you make your way
th ro u g h  t h e  m a z e  l i k e
structure.

Some ch a mb e rs  co n ta in
useful objects — others con-
tain deadly dangers.

The s e c o n d  A d ve n t u re
screen shows you a n  inven-

tory o f  t h e  i t e ms yo u  a re
carrying, t h e  scro lling  t e x t
menu o f  co mma n d s ,  t h e
sections of the ice crown that
you h a ve  d iscovered, y o u r
good/evil a lignment a n d  th e
time you have left to complete
the quest.

The text menu is extensive
and includes commands like
pick-up, use, unlock, open etc
and a  u s e f u l  " H e l p "
command w h i c h  p ro mp t s
cryptic clues. Your good/evil
rating changes as the game
goes on and if  you become
totally evil the game ends with
you in the power of the evil Ice
Queen. But you can  find the
old king  a n d  touch h im f o r
added goodness!

Ice Palace is a  rea lly d if-
ferent game — one of a grow-
ing number o f  hybrid  in te r-
a ct ive  A d v e n t u re s .  T h e
graphics are good, the sound
excellent a n d  g a m e  p l a y
totally addictive.

•  Graphics
•  Sound
•  Value
•  Playability
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WRIGGLER
MACHINE: Spectrum
SUPPLIER: Romantic Robot
PRICE: E5,95
Not on ly d o  you  g e l  a
great game when you get
yo u r h a n d s  o n  t h e
Wriggler — you also get
Jean-Michel Ja rre -style
music to play as you play!

The Wrig g le r i s  a  c u t e
maggot —  a n d  h e ' s  c o m-
peting i n  t h e  g re a t  Annual
Maggot Marathon, the  most
dangerous a n d  spectacu lar
event in  the  insect sporting
world.

You h a ve  t o  gu ide  yo u r
maggot th rough a  massive
maze-like c o u rs e  o f  2 5 6
screens wh ich  begin peace-
fully enough i n  the  garden,
move on  the scrubland, in to
the underground then finally
to a mansion and lift shaft. But
whatever you do — don't go
to Hell!

There are lots of puzzles to

be solved along the way and
various c re a t u re s  t o  b e
avoided. But a t  least there's
lots of cups of tea to be had
along the way!

The g raph ics a n d  sound
are excellent and the game is
totally addictive.

I particularly liked the way
the Wriggler "d ies"  when you
run out of energy — or into a
nasty. H e  i s  reduced  t o  a
crumbling pile of dinosaur-like
bones!

This i s  Romantic Robot 's
first venture in to  the games
market —  and i f  th is i s  an
example of the quality of their
product then they are a name
to be watched.

ANDROID ONE
MACHINE: Amstrad
SUPPLIER: Vortex
PRICE: E7.95
Can you destroy the re -
actor before the reactor
dest roys t h e  w o r l d ?
Android One sets you this
task.

Your android is armed
with a brick-blasting laser and
must shoot h is wa y through
barriers, avoid the lethal guar-
dians of the reactor, and find
his way to the core.

Not a very original game —
but fa irly playable. Graphics
are adequate but by no means
stunning. Overall, a  b it  over-
priced for what you get.
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ROCK ETBALL

•  Graphics 8 •  Graphics 9
•  Sound 6 •  Sound 9
•  Value 8 •  Value 9
•  Playability 8 •  Play abilit y 10

MACHINE: CBM•64
SUPPLIER: UK Software
PRICE: E7.95
IJK S o f t wa re ,  b e t t e r
known in the past for pro-
ducing g a me s  f o r  t h e
Oric• h a ve  tu rned  th e ir
attentions to the Commo-
dore 64 and produced a

fantastic new game based on
the cu lt  fi lm Rollerball which
thrilled thousands w i t h  i t s
action-packed skating scenes.

Rocketball begins wi t h  a
metal ball being shot into the
rink. Two teams of five players
must chase after the ball, pick
it u p  a n d  th ro w i t  in to  the
opposition's goal tube.

Controlling yo u r p laye r i s
not only a feat of dexterity — it
is a lso  a  f e a t  o f  me mo ry
because the joystick controls
are so complicated you need
to b e  a  n e a r  g e n iu s  t o
remember them all. The joy-
stick is used to  skate up and
down, move faster o r slower,
jump, crouch, scoop up  the
ball, e lbow an opponent and
throw the ball at the goal tube.

I f a re d  be t te r aga inst  a
human opponent rather than
The computer a n d  I  th ink I
prefer the two  player option,
not because I sometimes win
that way but because it's such
a n ice  feeling knocking th e
stuffing o u t  o f  o n e  o f  you r
friends and still being able to
buy him a drink afterwards.

•  Graphics
•  Sound
•  Value
•  Playability
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MACHINE: CBM-64
SUPPLIER: Imagine

Software
PRICE: £195
On fi r s t  appearances,
World S e rie s  Ba se b a ll
a p p e a rs  t o  b e  a n
accurate, e n te rta in in g
and v e r y  p ro fessiona l

adaptation o f  t h e  p o p u la r
American sport. This may all
sound very ordinary until you
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WORLD BASEBALL

learn that the game has been
produced by an English com-
pany w i t h  B r i t i s h  p r o -
grammers.

Odd as it may seem that the
best baseba ll simu la t ion  I
have seen to  date should be
from a n  En g lish  so f twa re
house, the programmers have
kept t h e  g a me 's  American
origins we ll and tru ly in  the
foreground o f  the game. The
US's national anthem plays at
the beginning of the game, the
stars a n d  s t r ip e s  fl u t t e rs
gently over the stadium and
the c h e e r le a d e rs ,  v i t a l l y
important t o  e ve ry genuine
American sporting occasion,
frequently rush onto the pitch
shouting and waving.

As in  re a l baseball, yo u r
aim in  World  Series Baseball
is to outscore your opponent
in n i n e  in n in g s —  e x t ra
innings are played if the game
is drawn after nine.

The game begins by asking
you t o  choose  h o w  ma n y
players a re  taking pa rt  a n d
what co lour strips you wan t
the t e a ms  t o  we a r .  Y o u
usually begin the game as the
fielding side, pitching the ball
at t h e  opposition's batters,
The g a me  enab les yo u  t o
throw the  ball in  several d if-
ferent ways, including fast and
slow balls, curving slow and
fast ba lls and lo w and high
balls.

Actually hitting the ball, as
you've probably guessed, isn't
straightforward e ith e r.  Y o u
can choose a  fast, s lo w o r
ordinary swing, although most
of my attempts ended up with
me fouling three t imes in  a
row or being caught by one of
the fi e lders without moving
from the first base.

Overall the game is enjoy-
able t o  p lay and  a  trea t t o
watch. One  p iece o f  advice
for would-be baseball champs

is to play against a  friend to
practise your batting and field-
ing techniques because the
computer opponent doesn 't
take an./ prisoners

SUPERSTAR
MACHINES: Spectrum/

BBC/Electrow
C64/Amstrad

SUPPLIER: Martech
PRICE: C64 If 8.95 ems./

£12.95 disc).
Rest, f 7.95

Brian Ja cks '  Superstar
Challenge must  b e  t h e

first sports simulation where
thrashing ma d ly about wit h
the joyst ick doesn 't  a lways
get you anywhere!

Martech's n e w g a me  —
which follows the Decathlon/
Hyper-Sports style — includes
a new feature on the CBM 64
version called Powersync.

This means that you have to
follow close ly the  action o n
the screen and gradually build
up the  power levels a s  you
swim o r run —  just like real
life

The game challenges you
to beat Brian  Jacks over a
series of eight events. These
a te  c a n o e i n g ,  c y c l i n g ,
archery. football, 100  mete r
sprint, squat thrusts and a rm
dips

Perhaps surprisingly I found
the graphics on the Spectrum

version better than the CBM
64 —  th e y have  a  sligh t ly
more " fi n ish e d
- l o o k  
a b o u
t

them. But game play on both
versions is  great fun, You 'll
soon find yourself hooked on
trying t o  beat the computer-
ised Superstar champ.

A wo r t h y  su cce sso r t o
Daley's Decathlon for all arm-
chair sports fans, The game
demands a  g re a t  d e a l  o f
tactical th inking a s  we l l  a s
stamina and — of course — a
tough joystick!

SQUASH
MACHINE: CBM641
Spectrum
SUPPLIER: New
Generation Software
PRICE: 0.95
It's a  smash! new Gene-
ra t ion  S o f t w a r e  h a s
come u p  with  a  winner
with Jo n a h  Barrington 's

Squash.
Fast a n d  fu rio u s act ion ,

superb graphics, topped o f f
by one of the best systems of
voice reproduction C&VG has
ever heard.

The game can be played by
one or two players. They can
be moved  le f t ,  righ t ,  back-
w a r d s  a n d  f o r w a r d s .
Depressing t h e  fi re  bu t ton
enables the  p layer t o  make
f o re h a n d  o r  b a c k h a n d
strokes.

By t iming  the  stroke, you
can alter the angle at which
the ball leaves the racquet.

And throughout the match,
Jonah Barring ton  ca l ls  t h e
scores.

Ne w G e n e r a t i o n  h a s
achieved th is amazing voice
reproduction using a  system
called Reprosound, a  hard -
ware sampling system which
enables the voice to be repro-
duced using software only.

•  Graphics
•  Sound
•  Value
•  Playability
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Spectrum
SUPPLIER: Argus Press

Software
PRICE: E7.99
You'll h a v e  n o  m o r e
lonely n igh ts wi t h  yo u r
CBM-64 o r  Spectrum i f
you sp lash  o u t  o n  t h e

game o f the Paul McCartney
movie — Give My Regards to
Broad Street

•  Graphic s 9
•  Sound 9
•  Va lue 9
•  Playabil i t y 8

•  Graphic s 10
•  Graphic s 10 •  Sound 9
•  Sound 10 •  Va lue 9
•  Va lue 9 •  Playability 10
•  Playabil it y 10

c ont inued on page 112

The theme o f the game is
similar to the movie. You have
to chase around after parts of
a lost song —  each part  is
held by a different friend. You
have t o  d a sh  a ro u n d  t h e
streets o f  L o n d o n  i n  h o t
pursuit o f  these people who
are all travelling about on the
tube.

If you are outside the right
tube station at the right t ime
then you'll gel a note and you
can dash on to  find the next
person un t il you 've  g o t  the
entire song.

Then i t s  b a ck  t o  Abbey
Road studios to mix the tune
and p re s e n t  i t  t o  y o u r
manager who  is  threatening
all sorts of nasty things unless
you get that hit single to h im
by midnight!

Each p e r s o n  —  t h e y
include L in d a ,  R in g o  a n d
former B e a t le s  p ro d u c e r
George Ma rt in  —  h a s  d i f -
ferent " c o mp u t e r  p e rso n -
alities" and likes to be a t  dif-
ferent places in London at dif-
ferent times.

You must  read  the ir b io -
Jgraphies and work out which
station they are likely to  use
— and be there on time!

The ma in  screen  d isp lay
shows your ca r and a  b ird 's
eye v ie w o f  t h e  stree ts o f
London. That is unless you've
hit the fire button when you're

outside a  t u b e  sta t ion , i n
which case you get a detailed
view o f  the station entrance
and some neat London skyline
graphics in the background_ I
particularly liked the graphic
of St Paul's Cathedral.

The bottom of the screen is
split in t o  th re e  pa rts.  O n e
shows you  where  a  certa in
character is and at what time
he o r she  used a  particular
tube. In the centre there is a
larger scale scan of your loca-
tion in London — surrounding
,oads, sta t ions e t c .  Fina lly,
:here i s  a n o th e r re a d -o u t
which shows the time and the
-
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you've collected.
The package  includes a

poster s ize d  ma p  o f  in n e r
ondon and the tube network

— wh ich  you ' ll need when
starting to  p lay the game to
find out just where you are.

Car con tro l ca n  b e  a  b it
tricky to start with — but you
should soon get the hang of it.

You need to think fast and
learn yo u r wa y  around th e
streets to get the most Out of
Broad Stree t  wh ich  i s  u lt i-
mately a  fast paced strategy
game.

The graphics are good and
the sound is n ice too —  but
I'm not sure how many times I
could listen to  the CBM-64's
version of Band on the Run!

Overall, t h e  McCa rt n e y
game should be a top ten hit.

MACHINE: All MSX
SUPPLIER: Electric

Software
PRICE: f  11,95
There h a s  b e e n  mu c h
talk in the press about old
games be ing  re-hashed
for n e w  machines, b u t
classics such as Zaxxon

should n o t  b e  den ied  a n y
micro owner.

This Sega version is  one
that all MSX owners will want
to add to their collection.

An extra  useful feature is
noted in the loading Side one
of the cassette loads at 1200
baud, side two at 2400 baud.
Although quality recorders are
recommended for the higher
rate. I tried a fairly cheap one
wich loaded in  approx 2 '4 0
secs every time, Options give
a choice between one or two
players, keyboard or joysticks
and a  selection o f  four skill
levels.

The fuel gauge is shown on
the bottom right hand side and
you will notice that it falls at an
alarming rate — the Only way
to sustain flight is to shoot fuel
tanks to  top it  up. Watch for
base missiles, gun turrets, and
the smart robot missiles.

The craft is very responsive
with the stick or keys, in  fact
far be t te r t h a n  mo s t  fl igh t
simulators I 've  tried. Wip ing
out installations and missiles
of a n y  descrip t ion  sco re s
points, a s  ou t lined  i n  t h e
excellent in st ru ct io n s s u p -
plied.

When y o u  l e a v e  t h e
astero id , y o u  e n c o u n t e r
enemy fi gh te rs a rme d  wi t h
guided missiles. These look
good, silhouetted against the
black sky

Once past these, you arrive
at the next asteroid, which is
guarded b y robots who  hurl
missiles_ Ge l past these and
you a re  confronted b y  t h e
Mighty Zaxxon.

Scores and remaining craft
are shown at the top left hand
screen. Exce lle n t  g ra p h ics
and every effective sound are
the order of the day in Zaxxon

This is definitely one to look
Out for.
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Einstein
SUPPLIER: Electric

Software
PRICE: E8.95
Saving ma n kin d  i s  t h e
theme o f  ma n y games.
Norseman combines this
in an arcade and strategy

style game set in days of yore
The t a sk se t  o u r  No rd ic

fighter i s  t o  d e f e n d  t h e
Helmets o f  Power f ro m the
hellish hordes. There are ten
levels o f  p lay wh ich  can  b e
selected f ro m th e  attractive
title scre e n .  T h e  mo n ste rs
arrive in  waves o f  fi ve  and
there a r e  fi v e  wa ve s  p e r
round.

To d o  battle, move in to  a
monster's " hex"  and have a
close encounter —  leaving a
monster dead, or if you lose, a
cross in  the  spo t you  have
vacated

Monsters a n d  he ro  mo ve
alternately, ra n d o m c h o ic e
selecting the monster to move
next. Depending on the levels,
a monster's moves are single
or multi-directional.

The mo v e me n t  o f  t h e
monsters a n d  Norseman i s
quite q u ick,  s o  t h e  g a me
needs a l l  y o u r  a t te n t io n ,
coupled with quick decisions.

That Golden Helmet can be
left — carrying it slows down
progress — but of course it is
then p rey t o  the  marauding
monsters,

This is not an easy game to
play_ But if  it  was that easy,
there wouldn't be much point!
The smo o th  g ra p h ics a n d
good animation are supported
by excellent music.
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Herbie Briggs has
just destroyed the myth
that all floppy discs are

created equal.
They seem equal. Until you look at

the seams.
That's where equality ends.
Most companies seal their discs with a,

spot here, a spot there. Leaving most of
each seam not scaled at all.

Sooner or later, the seams might do what
comes naturally: they bulge. Warp. Pucker.
Open up.

Pens, pencils, fingernails—even a four-
vear-old's, like Herbie—can catch and snag
in those wide open spaces.

That's sloppy. And dangerous. Because
if you put a sloppy floppy into your disc
drive, it can jam your drive. Ruin your drive
head. Lose your data.

So much for their seams. Ours are
different.

THE SLOPPY FLOPPY:
Scaled with a spot here,
a spot there. Leaving
unsealed scams
everywhere.

Memorex uses a process we developed,
called Solid-Seam Bonding.

Solid-Seam Bonding seals shut every inch
of every seam of every Memorex‘floppy disc.
Tight as a drum. That makes the Memorex

Memorex is a regrstered trademark
or Memorex CA:wporation
• 1984 Memorex Corporation
A Burroughs Company

Your Data. When it matters, make it M em ore f

MEMOREX

floppy stiffer. Stronger. And your data safer.
To resist bulging, warping, puckering,

or opening up.

MEMOREX SOLID-SEAM BONDING:
Even inch of even scam
is sealed shut. Tight
as a drum,

( 0
0
0
0
1
•
1
1
"

To resist all the things that can jam
your drive, ruin your drive head, or lose
your data.

Which proves that a Memorex floppy
disc isn't equal to all the others. It's better.

Solid-Seam Bonding is just one example
of the extra care that goes into every
Memorex fl oppy disc. Be it 8," 51/4" or the
new 31/2" Extra care that lets us guarantee
every Memorex disc to be 100% error-free.

The next time you're buying a floppy
disc—or a few hundred ot them—just
remember this:

It's always better to be safe than sloppy.
For more information on the full line of

Memorex quality computer media
products, including computer
tape. call Memorex U.K. Ltd..
96-104 Church Street.
Staines, Middlesex.
Tel: 0784 51488
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As a chill wind blew over Standton, a
frail white sheet blew from a washing
line and  u p  in to  the  bedroom o f
number 54 Ringfi eld Road. I t  landed
on the chair in the warm corner of the
roorn and it was there that the sheet
took o n  i t s  paranormal shape, a
horr ible ghos t ly  fi gu r e  t h a t  l a y
slumped in the chair. It roused to the
sound o f  a computer game. I t  was

l ie  noticed at once that the game
intrigued.

was Pac-Man, Af t e r  a  w h i le  h e
became bored of play ing the game
and dec ided to get in on the act. l ie
slid d o w n  i n  between t h e  holes
which were at the back  of the tele
-vision. T o  h is  surprise, t he  ghos t
found himself ins ide the maze. I le
was thr illed unt il he  saw a  y ellow
blob, mouth open, c oming i n  h is
direction. T hen i t  s truck h im,  the
blob was Pao-Man and Pac-Man ate
ghosts. The amazed ghost looked at
the blob and realised he must move.
jasper, t h e  ghos t ,  s h o t  upwar ds
passing an amazed red ghost. which
was then unfortunately chomped by
Pac-Man who was in a foul mood by
now•

3asper turned the corner nist avoid- .
ing a power pill. He got to where he
had come in, raced out of the back of
the television and down the wire. I le „
arrived at the plug, happy that he was ,
still in one piece. At least jasper was
safe P a u l  riewett.
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It was a quiet everting. I wa s it t ing in
my favour ite c hair ,  watc h ing m y
favourite t e lev is ion  pr ogr amme,
munching my  favourite chocolates.
It's a  hard l i f e  be ing a  s tudent —
'specially in the holidays. IR had just
been shot — again — when there was
a screech Of tyres Outside, a burst of
disco music and . .  , and . . .  Silence.

Then my  front w indow caved in
There was  a  b r ie f  pause, t hen  a
stocky youth c lambered through. l ie
was dressed in  black  overalls with
no-smoking signs stuck all Over them
and h e  w a s  c a r r y in g  a  l a r g e
backpack. T h e  mus ic  s tar ted u p
again. There was a pause, then . . .
"CHOSTBUSTERS!" he screamed, I
Choked on my coffee cream,

He w a i t e d  p a t i e n t l y  u n t i l  I
recovered. then in a cool, brisk, pro-
fessional manner he asked me. " I sthis 12 Windmill Close?"
"Nov' I  replied in  a somewhat less
cool m a n n e r ,  " I t ' s  1 7 3  H o v e
Crescent". A n o t h e r  paus e .  H e
appeared to be  lis tening for  some-
thing, s ome s on o f  cue. "GHOST.
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"Oh absolutely" I commented know-
ledgeably. I n  t r uth I  was  get t ing
s l i g h t l y  i r r i t a t e d  w i t h  t h e
c o
n v
e r
s a
t i
o n
.  
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people smash in the double-glaz ing
at 8.30 pm on Wednesday evening,
but I do get annoyed when they havenothing intelligent to say.

We regarded each other  s ilently
for a few moments. Something stirred
behind him on the sofa. What was it?
What could it  be? I  had just remem-
bered when he spun round to face
the s o f a  a n d  i n  o n e  s mo o t h ,
professional, prac t is ed movement,
he fi red . . , and blew up the cat!! As
the fur  dr ifted down, h e  turned to
face m e  again. " A h  w e l l ,  w r ong
address. Happens all the time Sorry
about the mess, Nice meeting you",

He disappeared out of the windovv,
then a  few seconds later  his  headPoked round the corner.
"And r
e m e
m b e
r :  
i
f  
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r e  
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g

things running through y our  head,who you gonna call?"

"Interfl ora!" I  mut te r ed  abs ent -
mindedly, wonder ing h o w  I  was
g oing to phrase the insurance claim.

Richard Stevens
,  PS Who was the mysterious stranger

who burs t  i n  wh ile  IR  was  be ing
ventilated? Did he ever really exist?
Was it all just a figment of my imagin-ation? The cat thinks not
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GHOSTWRITERS!
A couple of months ago we asked you to send in your ghost stories, and SO
winners would win a copy of the Ghostbusters game by Activision4 Maybe
it was the cold winter nights that got your imaginations working, but for us
here in the office it was a scary experience reading them while the winds
howled outside and the rest of the building was in darkness. A  full list of
winners is available from the CaclIG offices, but, in the meantime here are a
couple of stories to whet your appetite.
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T' h e r e ' s  nothing qu ite  l ik e  the
colour, no is e  a n d  spec tac le
surrounding a  For mula O n e

Grand Prix. And there's nothing quite
like actually  being at the trackside
when 24 high powered rac ing cars
blast away from the grid!

And n o w ,  thank s  t o  C BS a n d
C&VG, YOU can experience the thrill
of a World Championship race at first
hand. We're offering you the chance
to win tickets to the British Grand Prix
at Silverstone in July in our exclusive
Pitstop II competition.

First prize winner will get a pair of
tickets t o  t he  G rand Pr ix , p lus  a
choice of six items of CBS products —
software O R  rec ords ! T h e  r a c e
tickets will inc lude a special pit pass
— so you'll be able to see how the
real racing pit crews work.

Second prize winner  will get race
tickets, plus pit passes and a choice

li
' of three items of CBS products. Third
torize winner will get race tickets only
, — plus one item of CBS products.
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, hoose between software or records

and tapes from CBS.
CBS have games lik e Imposs ible

Mission, Dragoariders of Pem, Jump-
man and, o f  course, Pits top. They
also have pop stars like Paul Young
and Alis on Moyet o n  their  record
label. You'll be able to choose from
the extensive CBS record and soft-
ware collec tion if  you're one of  our
lucky winners!

And all you have to do is  answer
the s imple Grand Prix quiz and rush
your coupon to Computer  & Video
Games, Pits top Competition. Pr iory
Court. 30- 32  F a r r in g d o n  L a n e ,
London EC IR 3All.  Clos ing date is
June l e t h  a n d  n o r m a l  C & V G
competition rules apply.

THE QUESTIONS
Name the last British driver to hold

the Wor ld Championship title.
2. Name the Grand Prbt team which
has w o n  t he  greates t number  o f
Grand Prix races.
3. N a m e  t h e  1 9 8 4  W o r l d
Champion, What team does he drive
for?

4. Name t w o  CURRENT  Br i t is h
drivers who will be competing in the
1985 Grand Prix season.
Tie-breaker: Name the British Grand
Prix team who once raced a car with
six wheels.

CLIVGICBS PITSTOP
COMPETITION
My answers are:

2
3
4
Tie-breaker:
Name
Address

I w o u l d  l i k e  C B S  s oftware/
records/audio cassette (delete
where applicable).



Can you solve the mystery of

featuring the unique new WALK-THRU GRAPHICS SYSTEM

•  Keyboard or
Kempston joystick4
compatible

•  48K Spectrum/
• S p e c t r u m  Plus

out now
•  Amstrad version

out in May
•  Cassette E5.95

Disk E8.95
ASHKERON! is a 100
0
/0
machine code real-time
adventure featuring the
unique new WALK-THRU
GRAPHICS SYSTEM—where
you go is what you see.

Whichever way you turn, your new
location opens out in perspective before your very eyes!
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Available from good software stockists everywhere, or direct from:
MIRRORSOFT, Mirror Group Newspapers Ltd, Holborn Circus, London EC1P 1Da

Tel: 01-822 3800 or 01-822 3580



Welcome to the Pleasuredome, my friends!
Frankie has allowed me, a mere mortal by the

name of Tony Takoushi, to enter his abode and
bring you an exclusive peek of the game called

Frankle Goes To Hollywood.
Prankle wants you to be a

well rounded and complete
person and to this end w h a t  hole to step into andwhere i t  leads t o  on  thehas he screen.

a challenge. T o
enter t h e  Pleasuredome,
you must first pass through
the outer chambers. These
chambers require you t o
Possess t ru e control o f
both y o u r  m en t al  a n d
physical abilities.

You start  your journey
through o n e o f  the four
doors w h i ch  represen t
Love, Hate, Sex and War. All
four doors give access to
the same nucleus of rooms,
although each door leads to
a different room within thatnucleus.

The challenges invo
both strategy and  a
measure o f  zapping —
some respects it is close
style t o  Pyfamarama.
YOU solve the task set
each ro o m ,  a  d o o rw

ns t o  the next roo
5 is done
fling up. t o p

d t h e  window clo se
am n and It then reopenthe next room.
Your character, Frankle

an walk around each roo
ither pointing h is "Zap

finger to examine objectsor blast enemies.
When you have to solve a

strategy puzzle, yo u  a re
presented with a  menu of
choices in a "window" and
can select  a n  action b y
Pressing a cursor key.

Certain rooms will give
you a higher rating in one of
the four qualities — Love,
Hate, Sex and War. When
these ratings reach a  set
level, you can  enter the
Pleasuredome a n d  i t s
secrets will be revealed to
you. I promi . e y
more than 51111te tr-ontro-

11111011tms y o u  w i l l
encounter along the way
Include The Sea of  Holes
(shades o f  t h e  cartoon
movie Yel lo w  Submarine
featuring t h o s e  o t h e r
Liverpool Superstars here!).
This i s  a  strategy room
where you have t o  judge28

The Maze is exactly that
— w i t h  a  313 maz e t o
wander through. i i  yo u
complete its mysteries, i t
will Open up exits for you to
leave by. This one is diffi-
cult to solve although there
are landmarks to help youalong the way.

lve
air

in T h e  Z I T  puzzle is  also
in wickedly tricky to crack. It

As involves you choosing the
in r i g h t  co m b i n a t i o n  o f

ay buttons to create the ZTT
m. symbol on a six piece p.

For those of you hanker-
ood who dunnit,

urdery
ou have

he clues
g special
oundings

and person s .  I  st i l l
think the butler did it! Takea CLOSER
kettl

S t
s mystery to sol

to Investigate a
and suspects

m n o t e  o f  t h eIP

e.
There are

to investigate
one unlimite
to reach
you entry
dome.

k a t  t h at

r 60 rooms
nd you have

life in which
atus allowing
the Pleasure-
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' a n k l e  G o e s  t o
Hollywood is quite unique
in its concept and you can
enter t h e game's earlier
stages from one o f  four
portals (Love. Hate, Sex andWar).

The better you are  a

] *  4C6 B A N G .

GOES TO
HOLLYWOOD



Playing the game, the more
exits you can Open from
room t o  room. The more
rooms you have access to,
the greater t h e possible
ratings you can earn, thus
through thea c h i e v i n g e a v  f a s t e rt balanceof the tour ratings.

The game i
m p r e s
s e d  
m e

as it  has the best of both
worlds —  a c t i o n  a n d
strategy —an d  there are a
number o f  slick touches
that will keep you y o u rtoes.

 4 . . .
7 :

Many games taking the
00. n a m e  of famous characters
Oda. O r  groups have tended to be

quite poor — relying on the
—
I t
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C la  n i c e  to see a game that can
match the quality and the

•  Other games wor thy  o f
mention t h is  m o n t h  a r e
Super P ip e l in e  2  f r o m
Taskset, The original Super
Pipeline became a  classic
on the 64 and Pipeline 2 is a
worthy follow up.

* * * *
•  I am not too enthusiastic
over MSX —  bu t  Konami
have released Yie Ar  Kung
Fu and Kings  Va lley  o n
cartr idge f o r  t h e  M S X
micros, They are SUPERB.
If you own an MSX machine
buy them!

* * *
Dun Dar ac h,  t h e  l o n g -
awaited follow-up to Tir  Na

d ?  s t y l e  of the group.
F r a n k i e  G o e s  t o

'11.4 H o l l y w o o d  comes f ro m
Ocean and is available on

r.,...L.., t a p e  for the Spectrum and
t e l  t h e  C o
m m o d o r e  
6 4  
a t  
0 . 9 5 .

Finally, I must be the Only
.  F r a n k i e  fan in  the known

universe who does not have
• o n e  o f  THO SE 1--shirts.

• F r a n k i e ,  i f  you should be▪ reading this ..  1,..---
- -

Nog, is  due to be released
by Gargoyle Games on May
30.
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Described as a "pr equel"
to T ir  Na Nog, Dun Darach
is said to contain "startling
film-type animation". It will
be available for  the Spec-
trum a n d  Amstrad, p r ic e
E9.95.

Welcome to the Pleasure Zone! This is the part of
your favourite computer magazine devoted t o
giving YOU the  chance t o  win a  very special
Frankie prize! We've persuaded the band to sign
three copies of  their latest LP, Welcome to the
Pleasuredome, exclusively f or  C,1- VG readers.
Ocean are also giving away copies of the first ever
Frankle computer game being released for a wide
range of computers. What do you have to do to
win? Simple —  jus t  answer the  Ft-ankle quiz
below, fill in the coupon and mail it to Computer &
Video Games, Frankie Competition, Priory Court,
30-32 Farringdon La ne , London EC 1 R  3 A  U.
Closing date for  the competition is  June 16th,
normal C&VG competition rules apply and theeditor's decision is final.

Three first prize winners wil l  ge t  a  signed
Frankle LP, a  sweatshirt plus a copy of the new
game. 20 runners-up will get a copy of the Frankie
game for their computer. Keep the vampires fromyour door — enter today!
THE QUESTIONS

1. What was Frankle's first number one hit?2. Name the members of the band.
3. Which American rock superstar wrote a songfeatured on Ft-ankle's Pleasuredome LP?
4. Name the other supergroup who started life inLiverpool.

5. F r a n '  s producer, Trevor Horn, used to play ina group. What was it called?
N a m e
. . . . . . .
. . . . . . .
. . . . . . .
. . . . . . .
. . . . . . .
. . . . . . .
. . . . . . .
. . . . . . .
. . . . . . .
. . . . . . .
. . . . . .

A d d r e s s
. . . . . . . . . . .
. . . . . . . . . . .
. . . . . . . . . . .
.
. . . . . . . . . . .
. . . . . . . . . . .
. . . . . . . . . . .
. . . . .

C o m p u t e r
o w n e d  . . .
. . . . . . . . . . . .
. . . . . . . . . . . .
. . . . . . . . . . . .
. . . . . . . . . . . .
. . . . .

My answers are:

....................................................................................

2 ....................................................................................

3 ...........................................................................
4 ..................................................................
.........

..................5...
.................................................................................

•  Are you BORED, feel list-
less, t i r ed  a n d  generally
FED-UP w i t h  p l a y i n g
games?

Now there is  an answer,
thanks to ace programmer
Tony Crowther. Tony  told
me i n  h i s  lates t  game,
Gryphon, he found he had
10k of memory to spare, so
not to be wasteful he wrote
a boredom routine.

By press ing B  y ou  c an
flick the screen to show a
well known telev is ion test
card. T o  get  bac k  to  the
game, s im p ly  p r es s  N .
Thanks Tony, but we don't
get b o r e d  p lay ing  y o u r
games!

•  I  recently  had the good
fortune t o  in te r v iew  a n
Am e r ic a n  c a l l e d  B i l l
Stealey, pr es ident  o f  a n
American software house
called Microprose, o f  F-15
S t r i k e  E a g l e ,  N A T O
C ommander  a n d  S o l o
Flight fame.

He i s  r ea l ly  q u i t e  a n
amazing charac ter  a n d  I
have picked a quote from
the interv iew t o  illus trate
my  p o i n t !  —  " T h e
Spectrum? We l l ,  Jeeesee,
we in the US looked at it as
some kinda doorjam!"
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MORE FROM
BEYOND

Watch ou t  f o r the  Spectrum version
of S p y  V s  S p y  f r o m  B e yo n d .  I t
promises t o  b e  close r t o  th e  actua l
Mad magazine cartoon strip  than the
C64 o rig in a l a s  i t  f e a tu re s s o m e
unique b la c k  a n d  w h i t e  g ra p h ics.
Beyond s a y  th a t  th e  p layab ility h a s
been improved too.

Beyond a l s o  w i l l  b e  re le a s in g
Boulderdash / / fo r the C64  very soon.
The se q u e l t o  t h i s  c la ss ic  a rca d e
game wil l again feature Rockford. But
beware, th e  screens are mu ch  mo re
devious and cha lleng ing — i f  th a t 's
possible! You ' ll get both Boulderdash
1 and 2  on the same tape. A  genuine

bargain!

WIN A TRIP TO
THE U.S. OF A.

Sinclair, Ou icksilva  and th e  Observer
Magazine have teamed u p  t o  stage a
Home Co mp u t e r  Ch a mp io n sh ip  -
whic h has  a  t r i p  t o  t he  Dis ney  Epc ot
Center in Amer ic a  as fi rs t  prize.

E n t r a n t s  w i l l  h a v e  t o  a n s w e r
ques t ions  f e a t u r e d  i n  t h e  O b s e r v e r
colour magazine before going on to  a
grand fi nal being held at a London Hot el
later this  year.

Finalis t s  wi l l  have to play a game and
write a program on the Spectrum. The
winner will get the trip  and runners up
will receive QL machines or software.

30
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•  A tari are gearing up to launch a revolutionary range of

new computers in the next few months.
The fi rst of  the new computers to arrive in this

country will be the XE range of micros, These are
basically BOO XLs, but have a restyled keyboard, extra
programming languages and a massive 128k memory
as a standard feature for only (12918 each

The second launch will be Atari's new range of ST
computers. The first, the ST 520. is a 32 bit processor
and has comprehensive graphics routines, moveable
icons graphics  characters -  and an interface which
allows you to connect the computer to a synthesiser
and to store music and sound effects in its memory for
£699.99, or f  1.000 including a colour monitor.

The second. the ST 130, will be a 16 bit processor
which aga in  inc ludes comprehensive graphics
commands, icons and the choice DI 255 different
colours on the screen at the same time.

•  Micromega have lumped on the -
l e e s  s l i n g  a  
c o u p l e  
o f

old games together for a couple of quid" bandwagon
They have produced a compilation of  three games
written by the programmer Derek Brewster and are
selling it  for (9.99 each. The value packs consist of
successes such as Code Nante Mat. Kentnla and the
arcade adventure, Jasper The Derek Brewster Collec

Ilan will be on sale at most software stockists.
•  The  TV programmes. Brookside. Grange Hdi and

Tucker's Luck are all about to be turned into computer
Adventure games. Software Express, a Birmingham
based software company, have signed up a deal with
Phil Redmond. the writer of the three programmes, to
produce Adventures based on the scripts of the new
series. Soap fans will soon be able to get more than
their twice weekly dose of their lavourite soapie,

•  Triv ial Pursuit, a board game that tests your general
knowledge has become the new fashionable pastlime
in America. Triv ial Pursuit is  now sweeping this
country and there is already a version for the Atari
called Triv ia & e s t  which includes the knowledge
questions arid the chance of the board and dice as well
as a little animated dragon fighting in between. The
games available on disc for the Atari from Software
Express 1021 384 50801 for around (40

•  Automata have stuck 10 of their best loved Spectrum
games in a 10-pack which they are selling at  the
bargain price o f  NO .  The games are Crusoe,
Pin:mama, Diympimania raktee Morris meets the
Bikers, Baru, Pi-Bailed New Wheels John, Piinere
and Pi-Eyed. Quite a collection! Morns meets the
Ehkers is being released for the Amstrad at just (6.00.

The innovative Deus Ea Machina is  also being
released at last for the C64. If it's anything like the
Spectrum original then you won't want to miss out -  a
snip at (15.

BUGHUNTER GETS BUSTED!
Robert  Sc hlf reen,  f o r me r  CCTeITG Bug-
hunt er and Mic ronet  columnis t ,  has been
a r r es t ed  f o r  s u s p e c t e d  c o m p u t e r
"h a c k i n g
-  —  
b r e
a k i
n g  
i n
t
o  
c o
m p
u t
e r

systems. I t  h a s  b e e n  a l l e g e d  t h a t
Schilreen hacked int o Prestel's  tele-soft-
ware  c o m p u t e r  w h i c h  b r o a d c a s t s
Mic ronet  800 and School Link ,

Comput er  s y s t ems ,  l i k e  Pres t e l ' s ,
whic h are broadcast  along t he telephone
wires  c a n  b e  accessed w i t h  a  mi c ro -
computer and an add-on called a modern.
By c rac k ing t he passwords  and securit y

numbers ,  i t  is possible to enter restric ted
areas, as  happened wh e n  a  hac k er dis -
covered Prince Phil ip's  personal mailbox
— a n  e lec t ron ic  no t i c e  b o a r d  wh e r e
messages can be lef t  — and tampered with
Its contents,

Robert  Schif reen and another MIcronet
journalis t ,  St ev e Go ld ,  a u t h o r  o f  t h e
Mic romouse c olumn,  hav e been charged
under t h e  Fo rge ry  a n d  Count erf ei t ing
Act. Th is  wi l l  be a tes t  case because no
other i nd i v i dua l  h a s  been accused o f
forging a  piece of  elec t ronic  equipment .
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Arthur Daley, North London's
most notor ious s m a ll  t i m e
crook, has turned a once reput-
able software house  int o  a
dealer of rubber wet suits, rat
traps and adult magazines. DK
'Tronics have decided t o turn
their back on the law and launch
Minder, a  game that lets you
take Arthur's place in the shady
second-hand c a r  market a nd
dabble in free market trading —
in othe r  words  se lling 1 0 0
stolen garden gnomes. Seamus
St John slipped into his camel-
hair coat, found a  spare trilby
and some dark glasses and set
off in search of our Arthur
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all, computers  are a  b ig  earner
— and n o  respectable con-man

would be seen without "the latest on
the market, hardly ever used, made in
Taiwan, 100% genuine rubber  com-
puter with all the paraphernalia, not
forgetting yer low-tech wobbly  discs
and a  c ouple o f  crates o f  Space
Invaders. For you guy, and I'm cutting
my own throat here, just a monkey".

Don Priestly, author of  the Minder
game, spent several weeks studying
Thames Television's broadcast cata-
logue — a lis t of all the programmes
Thames have produced over the last
few years — trying to choose a TV pro-
gramme to convert into a game.

I n hi s  m i nd  t he r e  w e r e  onl y  t w o
which really fi tted the bill — Minder

32

and Dangerrnouse. In the beginning,
he wou ld  hav e prefer red t o  have
wrinen a  game based o n  Danger-
mouse but the rights had already been
sold to Creative Sparks. But now he's
glad that he had to work on Minder.

Deciding t o  wr ite  a n  Adventure
simulation instead of art arcade game
was easy  fo r  Don. " T h e  T V  pro-
gramme is about people's characters.
It's not an action packed programme
like the A  Team, for  instance, and
wouldn't have worked as a ladders
and platforms game." He added, with
a hint of pride, " I didn't want to write a
'zap' game. I would have refused if I'd
been asked."

He is  quick  to point out, however,
that Minder is not an Adventure game
in the normal sense and has more in
common w ith  the s imulation game
Dictator, which Don also wrote, than
games like The Hobbit or the Hulk.

In most Adventures, once you have
solved a problem or puzzle you can
solve it every time. Minder  does have
some of  these "adventure qualities"
but r elies  mos tly  o n  y our  s k ill a t
striking u p  bargains  w i t h  dealers ,
making sure y ou don' t  land u p  i n
hospital by double-crossing someone
or letting Detective Chisholm find any
stolen gear at your lock-up.

One detail of the game which may
disappoint many Minder  fans is  that
Arthur is  the main character and not
Terry McCann. There is no option to
take on the part of Terry.

Priestly is quite adamant that he was
right to use Arthur as the central figure
for the game. "Ar thur  is  the mos t

important character in the programme
— he controls Terry".

Explaining t h e  l a c k  o f  a  t w o
character option, h e  said: " A  tw o
character game was considered, but
we shelved it because it would have
taken u p  s o muc h memory  that i t
would have ruined the game. There's
not really  much point in  i t  anyway.
Terry d o e s  no th ing  o n  h i s  o w n
initiative — apart from getting Arthur
out of trouble every now and then."

Trying t o  g e t  t h e  humour  a n d
dialogue right was a very big problem
in Minder's early stages. Once the
first "draft"  o f  the game had been
finished, it was tested by a panel of six
games players. Af ter  a l l  tr y ing the
game for  several weeks, they  each
came u p  w ith  the  same cr itic ism.
Minder  was probably the most mind-
numbingly boring game that they had
ever played! So i t  was back  to the
drawing b o a r d .  T h e  o t h e r  b i g
problem with the first version was that
the conversations and remarks in the
game became very repetitive and the
jokes weren't funny. By the sixth time
you see them, they start to get on your
nerves.

So Don incorporated a huge "dic -
tionary" of replies into the game. No
character w il l  repeat the same thing
twice to you. Also Minder  will never
tell you that it  doesn't understand a
word or phrase that you have typed in
— an annoying feature of many Adven-
ture games. Instead, the person you
are talk ing to w ill carry on with the
conversation and eventually become
more and more t ir ed by  your  non-



sensical requests and will threaten to
leave unless you stop gibber ing like
an idiot.

Quite simply, the basic idea of the
game is to buy and sell goods, try ing
to make the biggest mark-up possible.
"Minder's a l l  about wheeling and
dealing," commented Priestly. "You
have to learn the skills of bargaining if
you want to turn yourself into a second
Arthur Daley," quipped the ex-school
teacher.

Not only  can you sell merchandise
that you already have, you can arrange
to supply  someone with 60 pairs o f
boots e v e n  t hough  y o u  hav en ' t
actually g o t  any . T h e  dealer  w i l l
usually ask you to deliver in a couple
of days, giv ing you the chance to find
someone else who is willing to sell the
boots a t  a  low er  p r ic e  than y ou
arranged t o  s e l l  them f o r  —  and
there's your profit.

You can o f  course dec ide not to
honour a deal for say 50 rat traps and
try to find 30 videos for another of your
customers. I f  you do this, the other
dealers are likely to get quite annoyed
with you and refuse to buy  anything
else from you. It's best just to let them
cool down for a couple of days before
you try to approach them again.

What is worse for your reputation is
selling s tolen property . I f  you fl og
some hot sheepskin coats to an unsus-
pecting purchaser  a n d  Chis holm
finds the s tuff in  their  warehouse,
they'll be given a big fine. If you meet
someone in the Winchester Club who
you've double crossed, he is  more
than likely going to put you in hospital
for a couple o f  days, so it 's  always
wise to bring Terry along to mind you
if you think a dealer's after your blood.

Inside Terry's
flat on Day 2 of
the game.

Even i f  you quit  a game and start
again i t  is  not unlikely  that a dealer
will approach you and accuse you of
double crossing him — so there's no
getting away from the consequences
of your actions.
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All this wheeling and dealing may
seem to be  fair ly  complicated s tuff
and many would perhaps class this as
a diffi cult strategy game, limited to a
small minority of dedicated garners.

Don Pr ies tly  disagrees, " I  th ink
Minder will appeal to a wider range of
people than any  normal computer
game. O nc e the  s imple rules  ar e
learnt, the game becomes interesting
to play but is not easily beaten. I also
think that, because it  is  based on a
well known televis ion series, i t  w i l l
make it  more accessible to people".
He does admit, though, that Minder
isn't a game with "instant appeal".

One aspec t o f  the game w h ic h
worried D on  was  the  us e o f  bad
language in the program and whether
it might deter some people, especi-
ally parents, from buy ing the game.
The ear lier  versions o f  Minder  did
include quite a lot of  swearing, but
after a while he dec ided that it  only
detrac ted f r o m  t h e  g a m e  a n d

A V  2  e 2  0 0  0
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ma DALEY ? A screen of the
Winchester club
featuring some
of the local
sharks.

moved most of it after studying all
e pas t episodes, conv inced that
ere was very little swearing in the
rogramme anyway.
Don's hard work  and research has
artainly p a id  div idends  and  pro-
uced a  smooth, s lic k  and profes-
onal program. He seems to have hit
pon the magic something that makes

game spec ial. H is  r ec ipe fo r  a
uccessful game lik e Minder  — " a
Ilend o f  meaningfull graphics  and
rtformative and interesting text". He
r id DK Tronics seem to be onto a nice
ittle earner!

THE GAME
The main aim for the player is to make
as much money in 14 days as he can.
You start off at Arthur's lock-up with
E2,000 in your pocket and some stock
that's in the garage, which can be any-
thing f r om sheepsk in coats  t o  2 0
boxes o f  plastic spots or  even Blue
Peter presenters. And this  is  where
the skill of the game comes in — how
much IS a Blue Peter presenter worth?

From here, you can go to one of a
number o f  places, either  the Win-
chester Club, Terry's flat, to one of the
dealer's places, back to the lock-up or
back home to 'er indoors.

The bes t place to begin is  at the
Winchester Club. Most of the people
you do business with go there for  a
drink some time dur ing the day and
many of the local sharks also pop in
now and then to do some business.

Each of  the people in  the c lub is
represented in  eight portrait frames
on t h e  sc reen. Ea c h  o n e  has  a
number, t h e  o n e  w i t h  t h e  lowes t
number w i l l  b e  the fi rst person to
approach y ou,  although i f  y ou're
quick you can get to the person you
want to speak to without being side-
tracked by a stranger or being button-
holed by Detective Chisholm looking
for a hundredweight of stolen trouser
zips.

Each one of these meetings or con-
versations, no matter how short, takes
up a n  hour  o f  y our  t ime. So  i t ' s
important to plan your day carefully
because if  you hang around too long
talking to  strangers the person you
came to see is quite likely to have left.

Your first aim is to find a dealer who
is ready to do business. There are
eight dealers in Minder who regularly
sell to and buy from you. You'll need
to b e  ab le  t o  ident ify  the ir  faces
because ther e ar e s o  many  other
people who c rop up  while you are
playing.

M in d e r  in c o r p o r a t e s  a  f a c e
generator i n  t he  game whic h c an
create 35,000 different faces, so you
are hardly  l ik e ly  t o  s ee the same
person, apart from the dealers, during
the course of a game. This obviously
makes i t  muc h more diffi cult, and
again prevents  t h e  repetitiveness
common to most Adventures.



Captain Slog I7.48pm
"WILLY to bridge, beam me up Spotty"

What is Our hero up to now?
Sunning lunasell on tropical islands, exploring space, cleaning the
sewers and parlytng the whole night long.

Our Willy continues in his search of the mansion having discovered
many, many more rooms and hidden recesses.

JET SET WTI.LY was probably the best selling game of 19434 amitat•d
by many and excelled by none. This is the official follow-up and has
well in excess of 1(N)rooms to explore.
IET SET WILLY WAS JUST THE START THIS COULD BE YOUR END

FULL SCREEN COMMODORE 64 E 8 . 9 5
SPECTRUM/SPECTRUM PLUS  1 6 . 9 5
ALL MSX COMPUTERS



Spectrum
CBM 64
Dragon
BBC
mSX
Amstrad

S p e c l x u m £5.95
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If you want to get your hands on
some of the buried treasure which
the C & VG salvage team have
brought u p  f r om  t h e  m ur ky
depths t h e n  k e e p  r e a ding!
Electric Software -  the company
behind the first arcade adventure
for the  M S X  machines —  a r e
offering a  JVC MSX micro as a
prize t o  a  Computer  &  Video
Games reader who can solve our
Wreck competition.

And 100 runners-up will get a
copy o f  T h e  Wr e c k  arcade.
adventure as a consolation prize.
Interested? Then s lip into your
underwater gear and answer the
seafaring questions we 've  s e t
you Fill in the coupon and mail it
to Computer &  Video Games,
Wreck Competition, Priory Court,
30-32 Farringdon Lane, London
EC1R 3A1.1. Closing date for the
competition i s  J une  16 th a nd
normal C&VG competition rules
apply. The  editor's decision is
final.
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bar w i t h  jus t  enough
money le f t  t o  b u y  a

miserable couple of drinks.
Tomorrow I ' d  have to sell
the boat and the rest of my
salvage gear just to pay of
my debts  —  and  I  c an' t
ev en a f f o r d  t o  d r o w n  m y
sorrows properly!

If only  I ' d  had  another
week to explore that wreck
I found out on the reef. There's some-
thing fi shy about the wreck  o f  the
Beaulieu Anne — and it ain't just the
cargo of cod it was carrying!

The old man I  sat down next to at
the bar looked in the same sorry state
as me. lus t to be fr iendly  I  ordered
him a drirdc.

As the barman poured the drinks,
the o ld  man started to talk. I  really
wasn't lis tening un t i l  I  hear d h im
mention a  nar row escape f r om a
foreign treasure ship when i t  went
down out on the reef.

The s hip was  carry ing go ld  and
naturally greed ran r iot among the
crew when they found out. The crew
started a mutiny  and began chasing
the Captain for  the combination o f
the ship's three safes. The gold was
locked in one of them.

The old man said he had told the
skipper to hide — but the Captain,
who wasn't at  a ll shipshape in  the
region of the brain, rushed about his
tub writing things on the walls!

When the crew found him, he was
calmly mopping h is  b r o w  w i t h  a
handkerchief. T h e  r in g le a d e r s
tortured t h e  s k ipper  —  b u t  h e
revealed nothing.

At the first chance he got, the old
man helped the Captain into one of
the lifeboats and they both escaped
into the night. Suddenly there was a
massive explos ion — the s hip was
doomed! The captain, still holding on
grimly to his  pocket handkerchief,
smiled as the ship sank beneath the
waves.

Three days later the old man and
the Captain were s till dr ifting about.
The skipper was in bad shape — but
before he went he pressed the blood-
stained handerc hief in t o  t h e  o l d
man's hand and whispered:

"You can't r ead o r  wr ite s o the
secret's safe with you. Keep the cloth
— i t  m igh t  ma k e  y o u  r i c h  o n e
day. . . "  Those were his last words.

"What happened to the bullion?" I
asked. "It's  still on the Bully  Anne. I
told you — she went down with all the
gold on board!

"Now I'm in trouble with Mr Yes.
He wants the handkerchief and says
he'll kill me to get it. I  don't know
why — it's only covered in letters."

I was just ordering us both more
drinks when there was a commotion
at the door and Big Barclay crashed
in.

Barclay i s  a n  American heavy

employed by Mr Yes — and he's built
like an express train. And it looked as
if his first stop was at the bart

"Mr  Yes  wants  t o  s ee  y o u  —
NOW!" he growled, grabbing the old
guy by  the collar. He was about to
haul the o ld man away when some-
thing c licked in my mind. Bully  Anne
— Beaulieu Anne!

I never did like Barclay much. The
only casualty of  the ensuing rumble
was the bottle I broke over his head.
It was an expensive weapon — but
who cares. Me and the old guy  are
partners now

THE GAME
The Wre c k  is  t h e latest  arcade
Adventure from Electric Software,
the people who take care of all you
MSX owners out there! The game
takes place in a sunken ship that is
located on the edge of an undersea
ridge — and is in danger of slipping
offl

You have to go for gold through
the side of  the wrecked ship and
tackle the maze-like decks until you
find what you're looking for — the
clues left by the Captain and the safe
where the gold is hidden.

There are three safes on board the
wreck — so you must pick the right
one. And, of course, you only have a
limited amount of air to use.

Each deck is literally a maze! Map
making is essential — and to help
you log all your movements Electric
are giving away a special write 'n'
wipe diver's-style pad with every
copy of the game. So you can use it
over and over again.

You are armed with a harpoon —
and you'll need it to defend yourself
against the awesome Guardians of
the wreck — horrible blue creatures
with tentacles.

Each safe has to be opened using a
special combination — which you
should get by discovering various
clues on each deck — but beware the
Captain has lef t  a  f ew  surprises
behind him to protect the bullion.

The graphics are striking and the
sounds a re  pret ty neat  too. Yo u
"hear" yourself breathing as you
move through the wreck. I f  danger
is near then your breathing rate
increases.

answers are:

The screen displays shows the
view through your face mask — with
score detai ls a n d  oxygen l e v e l
indicators etc.

You also get a 15 page illustrated
booklet w ith  the game, t he w ipe
clean diver's chart, a special pencil
and the Captain's handkerchief —
covered in — clues! Great value for
MSX owners with 04.95 to spare —
even better value if  you win one in
our competition.

THE QUESTIONS
1. Which wreck caused massive
oil pollut ion i n  t h e  Englis h
Channel and was bombed by jet
fighters?
2. Which wr e c k  h a d  a  r oya l
visitor, Prince Charles, who dived
down to see the ship before it was
recently raised?
3. Which passenger liner hit an
iceberg and sank on its  maiden
voyage?
TIE-BREAKER: Whic h  fa m ous
French undersea explorer and TV
personality designed the modern
aqualung?
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They came not  t o  inform or
instruct — but just to do a bit of
shopping! T h e  Morons fr om
Outer Space should be invading
your local cinema very soon.
C&VG thought you might like
prior warning of their arrival —
so here it is!
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were bor ing — wait until you've
seen Morons from Outer Space, the

brainchild of Mel Smith and Griff Rhys
Jones_

Morons  f rom Out er  Space

The Morons — a bunch of the most
ordinary aliens you've ever seen —
are taking a holiday cruise around the
universe in  a worn out hired space
ship. They take a wrong turn some-
where o u t  o n  the Milk y  Way  and
realise that they're lost in space. And
there's not a Little Chef anywhere in
sight! T h e  us ual family  argument
develops — we've all seen it  before
haven't we!

While everyone is  arguing about
what to do next, one of their number
called Bernard, played by Mel Smith,
goes outside for a game of spaceball.

Inside, Desmond ir r itably  bashes
the control panel and inadvertently
launches the lit t le podule inhabited
by the rest of the group and sends it
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on a crash course for earth. Bernard is
left fl oat ing helpless ly  abov e t h e
mother-ship.

Desmond, his  wife Sandra and the
fourth Moron, called Julian, manage to
crash l a n d  t h e  p o d u l e  o n  t h e
MI-motorway jus t  outs ide London.
They get the usual B-movie welcome,
with scientists and the heav ily  be-
weaponed army awaiting — only  to
discover t he  aliens  a r e  ex tremely
ordinary.

Scientists carry out interviews and
tests and come to the conclusion that
earths first visitors from outer space
are completely stupid and moronic.

The s ame c ou ld  b e  s a id  about
Graham Sweetley , t h e  jun io r  T V
reporter, played by  Gr ill Rhys Jones.
who helps  them escape f r om the

1., 4

government es tablis hment w h e r e
they are being kept prisoner. Graham
becomes the  Morons ' manager  as
they become international celebrities
and pop superstars.

Eventually the tr io are s igned up to
stage a  b i g  p o p  c onc er t a t  Shea
Stadium i n  N ew  Yor k  — whic h is
where t h e  four th  a l ien ,  Bernard,
comes back in.

While the other Morons have been
having a great time, poor old Bernard,
rescued from space by a passing ship
and then thrown out in California, has
not been enjoying himself at all.

Because he hasn't got pointed ears
or th r ee  heads  no-one o n  ear th
believes him when he tells them he's
an alien. Well, would you?

After escaping from a mental insti-
tute, Bernard eventually  makes his
way to New York and — you guessed
it — Shea Stadium where his  fellow
aliens are about t o  stage their  b ig
show .  .

And that's where we have to leave
the Morons for  now — catch them
when they land in your High Street —
if you can spot them that is!

From the r idiculous to the sublime
with the long awaited sequel to Arthur
C. Clarke's sci-fi epic  2001.

Back i n  1968, 2001 :  A  Spac e
Odyssey was the most ambitious and
sophisticated sci-fi fi lm ever made. It
looked very pretty and left everyone
baffled with a wierd ending.



In 2001, scientists discovered that a
strange ''spaceprobe" in the shape of
a mysterious jet black  Monolith was
having a profound affect on the evolu-
tion of mankind. A Monolith found on
the moon sparked off an ill fated fl ight
to Jupiter and the ultimate creation of
the Star-Child.

2010picks up the story with an inter-
national team of space experts taking
off to Jupiter once more to attempt to
find out jus t what happened to  the
crew of the Discovery and the super-
computer on board called Hal 9000.

They fi nd Discovery  — a n d  the
mysterious Monolith that swallowed
the last remaining crewman from that
Marie Celeste of the stars.

What happens next is as mind-blow-
ing as the or iginal and features some
amazing spec ial effects created b y
Richard Edlund, the man who did the
business on such fi lms as Star Wars
and Close Encounters. Don't miss it!

Finally, a fi lm with a game attached.
Ocean have already got the rights to
produce a game based on The Never-
ending Story, a new fantasy fi lm in the
Dark Crystal mould.

It's a ll about a boy  called Bastian
who discovers a  book  c alled T he
Neverending Story in a bookshop. As
he reads it ,  he  fi nds himself being
drawn into the land described in the
book —  a  l a n d  c a l le d  Fantasia,
inhabited by many weird and wonder-
ful creatures inc luding Teeny Weeny
and his  rac ing snail and FaIcor the
Luckdragon.

2010 Th e  y ear we  mode contact.
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The Nev erending Story.

Fantasia is  being threatened by  a
destructive force known only as The
Nothing — and of course Bastian has to
come to the rescue!

The fi lm, made in Germany at a cost
of $27 million, features some stunning
models w i t h  mor e than a  pass ing
resemblance to  those you've prob-
ably seen in Dark Crystal.

All three fi lms should be heading
your way very soon — but meanwhile
lots o f  sequels are on the way  too.
There's Terminator I I  with the very
busy m u s c l e
-
m a n  
A r n o l
d  
S c h w
a r z e
-

negger who is also working on Conan
The Robert E. Howard heroine,

Red Sonja, featured in several Conan
stories, w il l  also be getting her very
own movie. Then there's Alien l l  in
preparation F a n t a s y  fans are going
to be spending a lot of time in the dark
this year!
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MILES BETTER
SOFTWARE

THE XL HANDBOOK 5 95
DE-RE MAR; 17 00
MAPPING THE ATARI 12 95
ANTIC ANTHOLOGY 5 95CONAN (D) 14.95 MR DO (C) 9.95

OUASIMOIDO (0/0) 9 95/14.95 DIG DUG (C) 9.95
COLOSUSS CHESS (C/01 9.95/12.95 PAC MAN IC) 9.95
HELD OF FIRE (1)) 34.95 POLE POSITION (C/0) 9.95114 95
ASYLUM (13) 25.90 MASK OF THE SUN (0) 35.95
r ,
,
1
N
E
R  
2
0
4
9
e
t  
(
R
O
M
I

12.95 BOUNTY BOB 1ROM) PHONE

BASIC XL TOOL.KiT (DI 34.99
ACTION TOOL KIT 101 34.99
MAC 65 TOOL KIT /Di 34.99
MONKEY WRENCH 6001ROMI 39 959

221 Cannock Road, Chadsmoor,
Cannock, Staffs WA1 1 2DD

Tel: 05435  3577
U.S. GOLD SOFTWARE

Title &  M achine  C a s e
Beat h-nead I A)    E r t o k
Beach-head 1641 ( 8 . 9 5
Beach-heed (Amstrad) £ 8 . 9 5
Beach-bead r2X1 £ 6 . 9 5
COngin I A )
Conan 1641
Pole P osition ( A l  ( 8 . 9 5
Pole Position 4641_  E 8 . 9 5
Mr Do (Al  £ 8 . 9 5
Mr D o 1641  E 8 . 9 5
Pacrnan I A)   ( 8 . 9 5
P atman 1 6 4 7   ( 8 . 9 5
Digdug ! Al.   1 1 1 . 9 5
Oigiclug (6 4 )  1 8 . 9 5
Dropione 1841 ( 6 . 9 5
Raid over  M os c ow ( 64 ) . C 8 . 9 5
Paid over M os c ow ( ZX /, E 6 . 9 5
Strip Poker 164)   E B  9 5
Aatec Challenge (A)  E 7 . 9 5
Forbidden Forest ( Al ... E 7 . 9 5
Slinky I A)  £ 7 . 9 5
Caverns of Khalka EA)  E7 _ 9 5
Super K oe y  1641 .....
Talladega 1641 E 1 1 _ 9 5
Bruce Le e  ( 6 4 )
Bruce l e e  ( A)
Dallas Que s t ( A)
Dallas Clues1 1641
Stellar 7  1641
Solo Flight ( A l
Solo llsght 1641_ _
F15 S tr ike E agle ( A l
F15 Strike Eagle 1641 ,  (12 -95
Nato Commander  ( A )
Nato Commander (64)  1 1 2 . 9 5
Indiana Jones 1641 E 8 . 9 5  P 4 -
,
A

(9-95
E12.95

N/A
N I A
£8.95

E112_95
Cl2_95

Disk
C12 .95
E l l  9 5

N A
N A

112.95
E12.95
112,95
El 2.95
112.95
(12 .95
El 2.95
112.95
112.95
El 2 .95
E11.95
El 1 9 5

N itt
E l 1 9 6

NiA
Nak
N:s1.
Nrik

11 1 9 5
E11.95
(1 2  95
E12.95
(1 2  95
E12.95
E l l  9 5
E12 9 5
112_95
112.95
112.95
112.95

Tapper 1641  1 6 . 9 5  C 1 1 .9 5
Tapper ( ZX 1 (8 .9 5  N - A
Congo Bongo 1641 f  0.95 (1 1 .9 5
Spy H unte r  ( 6 4 )   E 1 3 . 9 5  1 1 1 . 9 5
Spy H unte r  1ZX / f  6 .95 W A
Up a nd D own 1641, ( 8 • 9 5  1 I I • 9 5
Up and Down ( ) 0  £ 6 . 9 5  N A
Buck Rogers (64) ( 0 _ 9 5  E l  1 9 5
Buck Rogers  1ZX )

Ce'95 "Wiz ard and the  Princess
t54)  N A  £ 1 1 .9 5

Mission Astroid 1641_ N .
,
A  £ 1 1 . 9 5
Exodus, U ltim a  111 ( 64)  N A  C 1 7  9 5
Dough Boy ( 64 )  E 9 . 9 5  f  12 .95
auSSIMCKM (6 4 )  E 8 . 9 5  f  12.95
OURSiM0d0 I A) ..., .  ( 8 . 9 5  ( 1 2  95
Seribmal  E 8 . 9 5  E12•95
Ulysses and the  Golden

Fleece 464)  N A  E l l  9 5
Combat Leader 1641._ ( 1 2 .9 5  1 1 2 .9 5
(tattle for Normandy

1'64)   . . . .  . . . . .  ( 1 2 , 9 5  E 1 2 , 9 5
& tips  Revenge 464)  E 8 . 9 5  E 1 1 . 9 5
Fort Apoca lypse  1641-  ( 8 . 9 5  ( 1 2 . 9 5
fort Apocalypse I A)   ! H i s s  E1 2 9 5

C111.95 E 1 2 _ 9 5Melba ' Al
Drelbs 1841 ( 8 . 9 5  (12_95
Blue Masi tAll (8 ,95 E12•95
Blue M ax (64 ) E8.95 E12_95
Brue Max I2 X)  ( 6 . 9 5  N A
Zaexon A l 1  E 1 2 . 9 5  1 4 . 4
Zasson 1641 ( 8 . 9 5  ( 1 2 9 5
la  s son 0 ( 1  E 6 . 9 5
Bounty Bob Strikes

Back 1641 E 8 . 9 5  E12 .95
Bounty Bob Strokes

Back 1A1 ( 1 1 . 9 5  (1 2 .9 5
Please phone for stocks availability  on all items. Add E l per item for
overseas orders. Access and Visa welcome. Please write or phone for

Atari. Commodore 64. or Spectrum catalogue.
PLEASE PHONE FOR ATARI SOFTWARE LISTS
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EUROPES LEADING
'ATARI'

MAIL ORDER
SPECIALISTS

RECORD MANIA
14 DAVYGATE CENTRE, YORK

(0904) 3 3 9 9 3
Beat t hes e pric es  -  mi n i mu m order  E 5

SPECTRUM
Yalhala ( r o o d  _  E 7 , 9 9
Creel Space Rico -  . . . .  - E 2 9 9
hooter Seer -Proreck....  ,  1 2 . 9 9
Meow Miner R a g  Rafe -  ( 2 4 9
Nock Clystot -  CO-4/11(
Splet -  * sneer
Sherlock M e che m  Noele._______.19.99
eler ol the Codas -  COL
Beaky and the Ess Saalchaes -  M e m  ,  12 99
the Prima -  Fantasy ( 7 . 9 9
Mitcham."' -  SerAw,
Oracle Eights -
Sichtrool -  &we  My_ - C I  99
Douala's Case -
Emptios l e p e n t i   1 9 , 9 9
Sassy*. -  Virg.
Lost V ireos
Anglia -
Wet/testi F o g a
Tina Gate -  thairksilre
Grldwnet -  &achieve
tiasi -
Bova Ono the flea -  arerkidw
(oven f,phter -  Oup Roe
Transylvanian iDwer -  R e w d  Shmegf
6trono4le (sited -  Robeld Shyped

ol the Deep -  Rchard Shepard
Super Soy -  Retard Shepard
The Cob -  SeFt Conran

ail IS
for

11S el
El SO
tech

VI C 2 0
Scia.ble -  Sop M a   [ 2
4 9Bricks P a is c a . .  ....... _ . . - - - _ - . . t 2 . 4 9
Squish -  PAK,     [ 2 4 9
Ramp F e m m e    1 2 . 4 9

loiminoi levelers -  Timms!    E 2  49
Motor Maxie -  Feereasti., • •  E 2  49
tog Roo -  r e m , *     F 7  49
kiss the nentivoll T e rm ite _  .    E7 4 1 1
Stacie from Cottle Broke -  T OM M I AL   
( 2 4 9Magic Mars -  rerniuLig  1 2  49
Noshe
,
ato 
l e r
m e
h a t  
(
2
4
9

',,,,, P lod. A br a r c a    1 2 . 4 1 1
Cope we Betters Ablemm    .
1 7 4 9Sob Spare Shaer -  Buitetries.  . f  7.49
Trade clurcastes  .  ( 7 4 . 9
Sun Nast -  &whim.  _  ( 2 . 4 9
Batsman -  Clocks/vs  _ _ ( 2 . 4 9
Puei Peace -  Gawkiest . . 1 2 . 4 9
Emma& p n  B r e -  _  _ _ _ _ _ 1 2 • 4 9
E ra" r g i s t   _    1 2 4 9
Komori Meteor! -
Annivistor -  Magur  _  ( 2 . 4 9
Eenhquake -  Mega   1 2 4 9
Sager Trail M a ss(  -  -  - 1 2
4
9
Pyramid -
Poltorop -  Mood   ( 2 4 9
Gmal Adventism Put -  W O _  ....... _1249
POstarno
,
phosis 
M o g
u l  
-   
t  
7  
4
9

Sea Woll a l i v e (    t 7 . 4 9
Chomper hien Mogul.  1 2  49
Leans 3 lemon a h l y e t - - - - -  t 7 . 4 9
Pass - .?log Role  [ 7 4 9
Ashasids R o g  Brie-    „  f 7 49

COMMODORE 64
HP pi Vie Thant -  Crynal _  _  1 2 • 4 9
The Evi D ied. H r
P o w i r   
( 2 .
4 9

Orteie't Cane -  Cts/cos.
American Football -  Mind Cesess -  (7 .9 9

Make cheques and postal orders payable to:
Recordmania. Please allow at least 7 days for delivery.

P&P free.

SOFTWARE
EXPRESS
INTERNATIONAL

M A T H S  FOR SENIOR SCHOOLS. A series of five learning programs I  N E W  ATARI  130XE COMPUTER (128k). E 1 6 9 . 9 9
lavailable individually). Which follow the CSE and GCE '0'  level
syllabus, with many excellent features.
Year 1, 2, 3. 4 and Revision CID -  E9.95/E12.95 per year.

MAGAZINES
ANTIC 3 , 5 0  PAGE 6 9 0 8
ANALOG 3.00 A T A R I  USER 901]

COMING SOON
ATARI 520 ST

PHONE FOR DETAILS

ENTERTAINMENT

1.PROGRAMMERPACK

INVITATION TO PROGRAMMING -
INVITATION TO PROGRAMMING 2'
INVITATION TO PROGRAMMING 3
COMPANION CASSETTE
INSIDE ATARI BASIC
101 TIPS E 2 9 . 9 5

PERSONAL IMPORT & EXPORT SERVICE AVAIL ABLE

ATARI SERVICE DEPARTMENT NOW OPEN

SEND SAE FOR OUR PRICE LIST.
31 SIONEYHURST ROAD

ERDINGTON, BIRMINGHAM B24 8HA

BASIC XL 'ROM) 6 8 . 9 9
ACTION (ROM 8 6 . 9 9
MAC/65 IROM) 8 6 . 9 9
DOS XL IDISK) 3 4 . 9 9

Phone for availabilit y

BOOKS
COMPUTES GUIDE TO ADVENTURE GAMES 1 0 . 9 5
EASY PROGRAMMING FOR ATARI MICRO S 6 . 9 5
ATARI GRAPHICS AND ARCADE DESIGN 1 3 . 9 5
TECHNICAL USER NOTES 1 7 . 0 0

POST AND PACK/NG 75p

UTILITIES

HOTLINE

MMG BASIC COMPILER 'DISK) 6 9 . 9 9  M O N K E Y  WRENCH II 1XLi !ROM/ 39 95
LI S DOUBLER (INC SPARTA DOSI TRUE DOUBLE DENSITY FOR 1050 DRIVE 7 9  95

INFOCOMS INVISICLUES E7.10 PER TITLE + 25p POST & PACKING
PERIPHERALS

OKIMATE 20 t7 COLOUR PRINTER) 2 9 9 . 0 0
MIRACLE TECHNOLOGY RS232 INTERFACE C/W S O F T
.
W A R E  5 9 . 9 5
MIRACLE TECHNOLOGY WS2000 MODEM 1 4 9 . 9 9
PADDLES 9 . 9 9

(021) 384 5080
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PALACE SOFTWARE PROUDLY PRESENTS

SCREEN-SEWS FROM
THE COMMObORE
VERSION.

A spectacular new arcade
adventure game from
Palace Software that
sets a new standard
in graphic realism.
Commodore 64 and
48K Spectrum.
£7.99.

4 1 1 1
1 1 1 .
,

• • • will be one &THE games of 1985 • •N
This one is HOTso don't miss it! " BIG K

Explore an en t i re
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scrolling shootiem-up and platform jumping.
Available from all good Computer Games Shops or direct from Palace Software,

275 Pentonville Road, London Ni 9NL
Dear Palace Software,
Please send me the following cassette(s):-
•  Cauldron (CBM 64) @ E 7 . 9 9
•Cauldron (Spectrum) © 0 . 9 9
▪ Evil Dead (CBM 64) 0 E 6 . 9 9
▪ Evil Dead (BBC) © E 7 . 9 9
ilValkyrie 17 (CBM 64) 0 E 9 . 9 9

Valkyrie 17 (Spectrum) (aE9.99

Please add 80p P&P to your order. Payment
by cheque to Palace Software, Postal Order
or by Access/Barclaycard No.

Name:
Address:

P rt i l rnrip PALACE
software s e
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Nice Password.
Shame about the Identity.

It's a unique combination.
Your Special Identity Number

and Personal Password. The valu-
able key to huge databases teeming
with activity, set on our Mainframes
across the nation.

On Micronet 800, you're a
valued individual, adding your own
special flavour and personality to
the database.

Take our exciting new " G allery"-
You control your personal screens
for all to see. The intriguing "Chatline"
public conversation service gives
you freedom to express your views
and meet some remarkable people.

All part of a tremendous Com-
munications section that networks
you to 50,000 Micronet and Prestel
users across the country. Try Tele-
shopping, o r  interview celebrities
live on "Celebrity Chatline" every
Wednesday night.

And there's FREE (& instant)
National Electronic Mail, plus Inter-
national Telex, and the Contact and
SwapShop bulletin boards.

Get computer news fi rst on
Micronet's daily ( and controversial)

"Newsnashes
— a n d  
r e a d  
u p  
o n  
t h
e

latest reviews and courses. Feast
from our regularly changing menu of
programs to download straight into
your micro - absolutely free.

You also get access to Educa-
tional Computing's —
S c h o o l  
L i n k "
and Prestel's huge 300.000 page
database, including world news,
business &  share bulletins and
optional homebanking. F o r  only
E16.50 per quarter, that's less than
the price of a daily paper

Micronet is  unique amongst
networks and bulletin boards as it
keeps your phone costs very low with

special local* rate calls whenever
you connect up — that's around 40p
for a  whole hours entertainment
each evening.

The only accessory you need is
a Modem, to get the best value for
money around in micro communi-
cations.

Fill in the coupon for the full
facts and send to Micronet 800, 8
Herbal Hill, London EC I R 5 EL But
be warned, Micronet 800 is a 'living*
service wi t h ever-expanding fea-
tures. So maybe you'd be better to
call in at your local Micronet 800
Action Station. There are thousands
of Micronetters waiting to meet you

MI CRO NET 800, Duttant House. 8 Herbal H117.11
London ECIR 5EJ, Telephone 01-278 3143,
Please send me the lull facts ahout Mucronet 800

Name

Make/Model of Micro

Address

L
r
e
l
e
p
h
o
n
e

• Foe 918% of I ip I o n  uscrs
Pressel is a trademark o f British Tele,,rernimKeteins
Oo Prestel

CVGLI

1



See Micronet 800 in action!
See Micronet at John Lewis. main Boots. Laskys or your local computer store.

Phone 01-278 3143 for your free information pack now!
Micronet 800, 8 Herbal Hill, London EC1

Att

micronet
/10,11, 00
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AVON
Ltath. &kits, 1 Marchants Passage.
Southgate_ Tel 0225 64402.
Bristol Avon Computer Rentals,
16 West Street, Old Market,
Tel 0272 5501600,
Bristol Boots, 59 Broadmead.
Tel 0272 293631.
Bristol. Laskys. 16-20 Penn Street
Tel: 0272 20421.
Clevedon. Computer Centre,
12 A Old Street, Clevedell.
Tel 0272 879514.

__BEDPORDSHIRA__
Bedford. licoto The I larpur Caine,
Harpur Street l el  0234 56231,
Luton Datasine, Delaport House,
57 Guildford Street, Tel 0582455860.

_ I S E R K S A _ M _
Slosagit MV (igitieS, 245 HighStreet Tel: 75 21594.
- - E V C I W
4
0 1 1 A M S
H E R E

Bletchley. RAMS Computer
Centre, 117 QueenswayTel: 0908 647744.
Chesharn. Reed Photo &
Computers, 113 High Street
Ter 0494 7833
7
3.

___CAMBRIDOESEIRO
Cambridge. Boots, 65
,
67 S k i n t ,

Street and
-
28 
P e t t
y  
C u r
r y  
S t
r e
e t

Tel 0223 150213
Cambridge. Cambridge Compute
Store, 4 Emmanuel Suoet,
Tel 0223 358.264
Peterborougklogic Sales, Unit 6,

ate Parade, PeterboroughTel 0733 49696_
Peterborough. Boots,
40-42 Bridge Street, QueensgateTel: 0733 65352. -__CHESHIRE
Chester. Boots, 47-55 ForgoneStreet Tel  0244 28421
Chester. Computer Link, 21 St.
Werbungli Street. Tel 0244 316516.
Crewe. Midshires Computer
Centre, 68-78 Nantwich Road.
Ter 0270 211016
Hyde. C Tech Computers, 1214
Market Street Tel; 061-366 8223.
Macclesfield. Camera ComputerCentre, 118 Mill Street
Tel 0625 274624
Macclesfield. Computer Centre,
68 Chatergate Ter 0625 6182127
Morple. Mamie Computer Centre,
106 Church Lane Tel 061-447 9933
Wilmslow. Wilms/ow Micro
Centre 62 Grove Street,
Tel 0625 530890.

MC L E - S N P _ _
Darlington. Datimgton Computer

Shop, 75 Boodgate. Tel 0325 487478_
Middlesbrough. Boots,
88-90 Ianthorpe Road,
The Citooland Centre.
Tel 0642 249616.
c v m H R I A _

Kendal The Kendal Computer
Centre, St pounotrote•ler 0539 22559.
Penrith. Penrith Communications,
14 Castlegate, Tel 0768 67146_
Whitehaven. P D Hendren,
15 King Street. Tel 09462063.
Workington. • Iechno
logv S t o r e ,12 Finkle Street_ Tel 0900 66972.

DERBYSHIRE
Alfreton. Gordon Harwood,
67-71 High Street, Tel 0733 1132078
Chesterfield, Boots, 35-37 Low
Pavement, Market Place.
Tel 0246 203591

Chesterfield. Computer Store'.,14 Stephenson Place,
Tel 0246 208802,

.Derby Boots, I Devonshire
Walk Tel;0312 45886.
D E V O N

Exeter. Boots, 251 High Snoot-ier. 0392 32244.
Exeter. Open Channel,
Central Station, Queen Street
let 0392 218187
Paignton. Computer Sy-stems 1.0,
35 Hyde Road. Tel 0803 524284_
Plymouth. Syntax, 76 Cornwall
Street Tel 0
7
5 2  
2 1 1 7 0
5

S e a ton.  C a n is  C om pute r  Services,
Scaton Computer Shop,
51c Harbour Rood. l et(1297 27347.
Tiverton, Actron Microcomputers,
37 Bampton Street Tel 0884252854.

DORSET
llournensoutts Lansdowne
Computer Centre, 1 Lansdowne
Crescent, Lansdowne.
Tel 0707 290165.
Dorchester, The Paper Shop,
Kings Root Tel 0305564,
Poole, Lansdowne ComputerCentro 14 Amdale Centre
Tel: 0202 670901.

ESSEX
Basildon, Basildon Software
Centre, 78-80 Liberty Shopping

East Square l e l  0268 27922_
Braintree. Mirage Micr000mputers
lid, 24 Bank Street Tel 0376441321
Chelmsford. Maxim Hayman,
5 Bromfield Road. Tel 0245 154595.
Chelmsford. Way In Computers,
7 Village Square, Tel 0245 4672158.
Colchester. Hoots, 5-6 Lion Walk
Tel 0206 577303.
Colchener. Colchester Omputer
Centre, 3a Short Wyre Street
Tel 0206 47242.
Grays. H. Reynolds, 28 a Southend
Road Tel 037
-
5 
3 1 6 4 1 .

Harlow. Harlow Cornsoter Centre,
17 Staple lye Tel 0279 221146.
Hornehureh, Comptel ComputerSvstems, 112a North Street
Tel 0402 446
7
41,
Ilford. Boots, 177-185 High Road.
Tel 01-553 2116.
Romford. Sofiware Plus,
72 North Street. Tel: 70 65271_
Southend-on-Sea. Computerama.
88 London Road. Tel 0702335443.
Southend-on-Sea. Computer
Centre, 336 London Road.
Tel 0702 337161.
Southend-on-Sea. Estuary

Personal Computers, 318 Chart-wellNorth, Victoria Circus ShoppingCentre_ Tel 0702 614131.
0 _ 1 , 0 3 1 c E 5 T E R

Cheltenham. Laskys, 206 HighStreet_ Ter 0242 570
Cheltenham. Screen Scene.
144 St. Georges Road.
I'd; 0242 528979.
Gloaceeter, Boots, 38-46 EastgateStreet Tel 0452 423501.

_HAMPSHIRE
Basingstoke. Fishers, 2-3 Market
Place, Tel 0256 22079.
Petersfield. Fl y  Micros,
45 Chapel Street. Tel 0710 66841
Portsmouth Micro Choice,
159 Havant Road, Drayton.Tel 0705 3r591.
Portsmouth. 1(1)5ISS Electrical, 1 57-
161 Kingoon Road, Tel 0705 812478.
Southampton. Business
Electronics, Micromagic At Atkins,
7 Civic Centre Road. Tel 070325903.
Waterlooville, GB Microland
7 Queens Parade, London Road.
Tel 0705 259911.

_ E I E R T M . R D _  _
Potters Bar. the Com
p
ute r  S h o p ,

107 High Street Tel 0707 44417.

S t e v e n a V e, Computers,
11 Town Square. Tel 0438 65501.
Watford. S  Microsystems,
94 • The Parade, High StreetTer 0923 26602_
Welwyn Garden City. DJ
Computers, 40 Fretheme Road.
Tel 070732844.

_HUMBERSD_Lig_
Beverley. Computing World,
10 Swabvs Ym4 Dyer Lane.Tel 0482  1831.
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Tel 0233 12597.
Ashford. Georinos of Ashford,
80 High Street 'Id l 0233 11366.
Bromley. Boots, 148-154 High
Street, Tel 01-460 6688
Bromley. Computers Today.
11 Market Square
Chatham. Boots, 3
,
0 . 3 4  
W i h n o t t

Square, Pentagon Centre.
Tel 0634 405471.
Gravesend. Gravesend Home
Computers, 3
9  The  
T e r r a c
e

Tel C5474 23871.
Gillingham. Regal Software
Supplies, 49 High Street
Te1-
0 6
3 4  
5
7
9
6
1
4
.

Maidstone, Boots, 56-62 King
Street Tel 0622 53912.
Maidstone. Kern Micros. 51 1 'Ilion
Street. Tel 0622 52784.
Ralnham. Mierowav Computers,
39 High Street Tel C/634 176702.
Sevenoaks. Ernest Fielder
Computers, Dorset Street

(7732 456800.
Shortlands. The Village House
of Computers, 87 Beckenham Lane
Tel 01-460 7
1 V .Sittinghourne. Computer Plus,
65 High Street Ter 0,95 25677.
Tunbridge Wells. Madam
Computer Centre, 28-30 St Johns
Rood Tel 0892 41555_

LANCASHIRE
Blackpool Blackpool Computers
Store, 179 Church Street.
Tel 0251 20239.
Burnley. IMO Business Systems,39-43 Standish Street
let 0942 44582..

Preston. 4/stai Computing,
Frtargate teL 0772 561952.

Preston. Laskys, 1-4 Guildhall
A rcode. Tel: 0772 59264.
Wigan. Wildings Computer Centre,
II Meows Street Tel  M42 22382.
__LEICAILIERSILIRE _
Leicester. Boots, 10-345 Gallowtree
Gate Tel 0533 21641.
Market Harborough. Harborough
Home Computers, 7
-
C h u r c h  
S t r e e t

Ter 0858 63056.
_ LONDON

WI. Computers of NVigmore
Street, 104 Wnor e  Street
Tel: 01486 0373.
WI. Laskys, 42 Tottenham Court
Road, Tel 01-636 CO45.
WI. Lion House,227 Tottenham
Court Road. 'Tel 01-637 1601.
WI. Sonic Foto Micro Center,
256 Tottenham Court Road.
Tel 01-580 5826,
WI. Tomorrows World Today,
27 Oxford Street. Tel: (11-439 7, •
WI. Walters Computers,DH Evoos,
Oxi
-
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WCI. Transom Micro Systems,
59-61 Thcobalds Road,
Tel 01-44)5 5240.
W5_ lookys, 18-19 Ealing Broadway
Shopping Centre. Tel 01-567 471 7:
W8: Walters Computers, Barkers,
Kensington High Street
Ter 01-937 5432
SE?. Vt Oddens Micros,
5 London Bridge Walk
Tel 01-403 1988
SE9. Square Deal,
373-375 Footscray Road,
New Eichorn. Tef 01409 1516.
SEI5. Castlehurst Ltd, 152 Rye
Lane, Pecidsant Tel 01-639 2205.
EC2. lkoron Computer Centre,
155 Moorgate_ tel 01-638 3339,
N14. Lope Saks, 19 The Bourne,
The Broadway, Southgate.Tel 01-8g2 4942.
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Wood Green. Tel 01-881 0101.
NWI. Maycrafi Micros,
58 Ronlyn Hill, Hampstead.
Tel 01-4.31 13e0.
NW4. ISayinci Computer Store,
112 Brent Street. Hendon_
Tel: 01-202 2272.
NV17. Computers Inc, 86 Golders
Green. TeL 01- 2090401.

NWIS. Tochnomatic, 17 Burn
Road, W'embley,  Tel 01-208 1 1 7 7 ._  AWOOBESIER
Bolton. Computer World UK Ltd,
208 Chorloi Old Road.
Tel 0204 494304.
Manchester. Boots, 32 Market
Street l e t  061-832 6513.
Manchester. Laskys, 12-14 St
Marys Gate. Tel 0614133 0268,
Manchester. Mighty Micro,
Sherwood Centre, 2611 Wilmslow
Road, Eallowfield. Tel 061-2248117.
Manchester, NSC Computer
Shops, 29 H a n g  Ditch
Tel 061-832 2 9 .
-Manchester. Walters Computers,
Kendal Milne, Deansgate.''Id 061-832 3414,
Oldham. Home & Business
Computer ts, 54 Yodtshire Street,
Tel 1/61-611 16011
Swinton. Mr Mier% 69 PartingtonLane Tel 0 6
1
- 7 2 S

__MERSEYSImo_
Heswall Thornguard Computer
Svstems, 46 Pens
-
by R o a d _

Tel 051-M2 7516, -
Liverpool Hatoreaves, 31-37
Worbreck Moor, Walton
lId051-525 17142.
St. Helena. Microman Computers,
Rainford Industhal Estate, Mill
Lane Ramford. Tel C(744 885242.
Southport. Central Studios,
38 Easibank Street. Tel: 0704 31881

MID___LHASE/1
Entlekl Laskr, 44-48 Palace
Garden Shopping Centre-
Tel 01-363 6627,
Harrow. Harrow Micro, 24
Springfield Road. Tel: 01-427 0098.
Hounslow Boots, 193-199 High
Street Tel 01.570 0156.
Southall. • I C o m p u t e r s  Istar Cputers Ltd,
7 Regina Road. TeL 01-574 5271.
Teddington. Andrews, Broad
Street. Tel 01-997 4716.
Twickenham. -
I w i c k r n h
a m
Computer Centre, 72 Heath Rood,
Tel: 01-892 7896,
Uzbridge. JIG. Computers,
7 Windsor Street Tel  0895 51815.

N O R F O L K
Norwich. Adams, 125-129 KingStreet Tel  0603 22129.

Thetford. Thetford CB & Micros,21 Guildhall Street Tel: 0842 61645.

NVITINOIIAMSHIRE _
Newark. Jacobs Computers,
13 Middle Gate. Tel 0636 72594,
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Tartar, 280 Huntingthl
SuttoriloAshfield HN & L Fisher

Outrom Street. Tel 0623 5473
,
4.

Workoop. C:ompu ter G
32 Bridge Street Tel 0909 4 48_

OXFORDSHIRE
Abingdon. Ivor Fields Computers,
21 Stern Street teL 0235 21207
Banbury, Computer Plus,
2 Church lane. Tel; 0295 55890.
Oxford. Absolute Sound & Video,
19 Old High Street, Headingon.Tel 0865 65661,
Oxford. Science Studio, 7 Little
Clarendon Street Tel 0865 54cal

_ V AM AM B
Aberdeen. Boots, 133-141 Union
Street TeL 0224 585349.
Edinburgh. Boots, 101-103 Princes
Street. Tel: 011-225 8331.
Glasgow. Boots, 22(1) Sauchiehall
Street 'lel  041-332 1925.
Glasgow. Boots, Union Street
and Argyle Street Te1,041-248 7387.
Glasgow. Tom 13ixon Cameras,
15-17 Queen Street
Tel 041.204 01326.

smoramRE
Shrewsbury. Clairmont
Enterpnsoollills lane
Tel 3647 52.949.
Shrewsbury. Computeramx 13
Casdegate. Tel 0743 6052S.
Telford, Computer 1.• Wage Ltd,
2 .
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Square I 'd 0952 506771.

Telford. Telford Electronics,38 Mall 4. 'Tel 0952504911.
1/SITIRE

Neweastle-under-Lyme.
Computer Cabin, 24 The Parade,
Silverdale. Tel 0782 636911,
Stafford, Computerama, 59
I-ore-gate Street_ TeL 07215 41899,
Stoke-on-Trent. Computerama,
11 Markel Square Arcade, Hanley.Tel 0782 268324.

SUFFOLK
Bury St. Edmunds. Boots,
11.13 Coenhat I d  02M 701516
Bury St. Edmunds. Suffolk
Computer Centre, 1.3 Garland
Street Tel 0284705503.
S U R R E Y

Bagahot. P & H Electronics, 22-24
Gwidford Road. Tel 027673078.
Croydon. Laskys, 77-81 North End.
Tel, 01-6141 8441
Croydon. The Vision Store,
3.59 high Street Tel 01-686 6362.
roCy don.  The Vision Store,

96-98 North Ind, Tel 01-681 7539.
South Croydon. Concise
Computer Consultants, 1 Carlton
Road Tel 01-681 6842
Epsom. The Micro Workshop,
17 Station Approach.
Ter 0372 721533.
Guildford. Walters Computers.
Army & Navy, 105.111 High Street.let 0483 68171.
Wallington. Surrey Micro Systems,
53 Woodcote Road. 'let 01-647 5636
Woking. Harpers, 71-73
Commercial "ay. Tel 0486 225657.

S O S S E X
Computerware,

22•St, Le ot
a
r ds  
R o a d
.

Tel 0124 223340.
Brighton. Boots, 129 North Street,
Tel 0273 27(X8,
Brighion, Gamer, 71 East Street
teL 0271 72/1681.
Brighton. 1..askvs,151-152 Western
Road_ Tel 0773 725625.
Crawley. Gatwick Computers,
62 The Boulevard. Tel 0293 37842_
Crawley. Laskys, 6-8 Qucensisay,Tel 0293 544622,
Eastbourne. Boots, 15 Eastbourne
Anidale Centre Tel 03232 7742
T Y N E & WEAR
Newcastle-upon-Tyne. Boots,
Eldon Square Tel: 0632 329844.
Newcastle-upon-Tyne. Laskys,
6 Northumberland Street.
Tel 0632 617224.
Neweastie-upon-Tyne.
RE Computing. Inesmond Road.
Tel 0632815580.

WALES

Aberdare, Inkey ComputerServices, 70 Mill Street. -
The S q u a r e ,Fr eer
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Gallenvays, 23 Pier Street
Tel 0970 615522
Cardiff. Roots, 26 Queens Street& 105 Frederick Street_
Tel Can 31291,

C a rd if f . Randall Cox, 18:22 I -h
,Street Arcade Tel 0777 397162,
Mold. Clwyd Personal Computers,
Unit 19, Daniel Owen Precinct
Ter 0352 568.42
Newport. Gwent Computers,
92 Chepstow Road. Tel 0633 841760.
Swansea. Boots, 17 St. Marys
Arcade, The Quadrant ShoppingCentre. Tel 0792 43461.
Swansea. The Micrustorr, 35-36
Singleton Street. Tel 0792 4457980.

WARWICKSHIRE
Coventry. Coventry Micro Centre,
33 Far Gosford Street
Tel 0203 58942.
Coventry. Impulse Computer
%%raid, 60 Hertford Street Precinct.
Tel 0203 553701.
Coventry. JBC Micro Services, 21
Earlsdon Avenue, North Earkdon
Tel 0203 73813.
Coventry. Laskvs, Lower Precinct
Tel 0 2 0 3
-
2 7 7 1 2  
-

Leamington Spa. IC Computers,
43 Russell Street Ter 0926 A6744
Le11111190011 Spa Leamington
Hobby Centre, 121 Regent StreetTel 0926 29211.
Nuneaton. Micro City, la Queens
Rood, Tel 0203 382049.
Rugby.O.EM.,9-11 Regent Street
' I d  0788 70522.

WEST KtpLapos.
Birmingham, Boots, City Cen
tr e
House, 16-17 New Street_
Tel 021-643 7582.
Birmingham. Laskys, 19-21
Corporation Street
'lel 021.632 6303.
Dudley. Central Computers,
35 Churchill Precinct
Tel: 0384 238169.
Stourbridge. Walters Computer
Systems, 1211agley Rood.
-
I 
e
l 
0
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Walsall New Horizon, 1 Goodall
Street Tel 0922 24821.
West Bromwich. DS Pealonan,
7 Queens Square Tel 021.525 7910.

. K I M =
Bradford. Boots, 11 Darley StreetTel: 0274 390891.
Leeds. Boots, 19 Albion Arcade,
Bond Street Centre.
l e t 0532 33551.
Sheffield. Link, vs, 58 Leopold
Street Tel 0742750571
York York Computer Centre,
7 Stonegate Arcade.
I d  0904 641862.



CHESS
At  a n y  o n e  t i m e ,  h a l f  t h e
manufacturers o f  chess computers
will be telling you that their machines
are the strongest in the wor ld while
the other  ha lf  are te ll ing y ou that
strength is not the thing to go for at
all. Look  ins tead, they  c ry , a t  the
impressive r ange o f  features  o u r
machines offer, admire their  elegant
styling in Nicaraguan Badger wood,
thrill as they hum selections from The
Sound o f  Music.

This second gr oup have a  point,
even i f  they  a r e  o n ly  mak ing  i t
because they  k now their  machines
are not the strongest around. For the
average buyer strength should not be
everything. There are a lot of  other
factors to be considered — although I
have never been that keen on Julie
Andrews myself.

All this may be true, but you cannot
get away from the fac t that i n  the
world o f  chess computers  there is
nothing more intr iguing than pitt ing
one mac hine agains t another  and
sitting back to watch the result. So it
is not supris ing that there have been
many official and unofficial computer
championships held over the last 15
years.

The l a t e s t  o f  t h e  o f fi c i a l
tournaments i s  t h e  Four th Wo r ld
M i c r o c o m p u t e r  C h e s s
Championship h e l d  a t  t h e  Stak is
Ingram Hotel, Glasgow in the autumn
of last year. Almost all the big names
in micro-chess were there — the only
important absentees were the Novag
machines f r om H ong  Kong wh ic h
would certainly have been in with a
chance of some of the top prizes. The
manufacturers gav e  n o  les s  t han
seven reasons for not entering which
makes y ou  wonder  h o w  any body
else could have dec ided to turn up!
To be  fair , Novag have been very
active in entering their  machines for
human tournaments. This  may  we ll
provide a sterner test of  strength as
well as better public ity .

The fi n a l  l i n e - u p  i n  G las gow
featured 19 entries from half a dozen
countries. No fewer than six entries
came f r o m  t h e  r e d o u b t a b l e
Americans Dan and Kathe Spracklen,
who had their  Sargon I I I  program
r u n n in g  o n  t h r e e  d i f f e r e n t
computers, w h i le  U l f  Rathsman o f
Sweden p r ov ided  t h r ee  assor ted
c ompet itor s .  O t h e r s  c o n fi n e d
themselves to one effort which, when
you think  o f  the wor k  involved in
giving b ir th  t o  a  halfway  dec ent
chess program, is no surprise.

Any event of this magnitude needs
financial back ing. I n  this  case the
major s pons ors  w e r e  C ompu t e r

Games Limited and Langs Supreme
Whisky with help from Stakis Hotels,
the Tur ing Institute and Strathclyde
Univers ity . T h e  C h a m p io n s h ip
formed p a r t  o f  t h e  c en t ena r y
celebrations o f  the Scottish Chess
Association which organises play for
mere humans nor th o f  the border .
They h e l d  o t h e r  commemorative
events throughout the year includ ing
a to u rn a me n t  w o n  b y  t h e  S o v ie t
grand master Lev Psakhis and a four
player contest on the summit of Ben
Nevis.

Meanwhile, back  at the hotel, the
early leader  w as  Ric hard Lang's
Psion program running on a Sage
In r o u n d  o n e ,  i t  de f ea t ed  t h e
Spracklens' Private Line w ith  some
incisive p la y  i n  a  le v e l  look ing
position. In  round two, it  dethroned
L ' Em p e r e u r  w i t h  s o m e  c o o l
retreating and accurate tactics after a
dodgy opening.

The tournament was played under
the Swiss system where competitors
with the same score are paired in
each round. This ensures that most of
the top players will get to play each
other and  often produces  a  c lear
winner from a large field in only a few
rounds. So in round three. Psion was
faced with Ulf Rathsman's Princhess
X whic h had also won its  fi rst two
games. The result was the best game
of the week.
White: Psion
Black: Princhess X
English Opening
1 c 2 -c 4  e7 -e5  2  N b l -c 3  Ng8 -f6  3
Ng 1-f3 Nb8-c6 4 e2-e3 d7-d6 5 d2-d4
Bc8-15 6  Bfl-e2 Qd8-d7 7  0-0 BIB-e7
8 d4xe5 d6xe5 9 QdIxd7+ Bf5xd7 10
Nc3-d5 Be7-d8 11 b2-b3 0-0 12 Bc1-b2

White has  a  n ic e  b in d  o n  t h e
position and the knight on d5 is  his
star piece. Black  must strive to  get
shot o f  it without mak ing too many
concessions elsewhere:
12... Bd7 -g4  1 3  h2 -h3  Bg4 -e 6  1 4
Nf3xe5 Nc6xe5 15 Bb2xe5 Nf6xd5 16
c4xd5 Be6xd5 1 7  R a l -c l  c 7 -c 6  1 8
Be2-d3 Bd8-g5

The k night  has  gone, bu t  White
now has the better  posted bishops
and a  mob i le  k ing ' s  s id e  p a w n
majority to work with.
19 12-f4 Bg5-118 20 g2-g4 Bd8-b6 21
Kgl-12 Rf8-e8 22 g4-g5 Bb6xe3+ 2 3
Kf2xe3 f7 -1 6  2 4  g 5 x f6  g 7 x f6  2 5

+ Kg8-h8  26 Rgl -g5  Re8xe5
27 Rg5xe5 f6xe5 28 f4xe5

Black has recovered his  mater ial
after some tac tical adventures bu t
White's passed k ing 's  p a w n  a n d
active k ing give him a big advantage.
28... Ra8-g8 29 Bd3-f5 a l-a5  30 h3-h4
Rg8-g3+ 3 1  K e 3 - f4  R g 3 - 1
-
3 4 -  3 2
Kf4-g5 a5 -a4  3 3  b3xa4  Bd5xa2  3 4
h4-h5 Rf3 -g3 + 3 5  Kg5-f6  Rg3-g8 36
h7-h6 Rg8 4 8 + 37 Kf6-g5 RIB-g8+ 38
Kg5-14 Rg8 -a 8  3 9  1315-c2 c 6 -0 5  4 0
Bc2-e4 Ra8-a5 41 Kf4-I5 b7-b6 42 Rcl-
dl 4 3  Rdl-dB c5-c4

Black keeps the white bishop of f
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the v i t a l  a2-g8 d iagona l f o r  t h e
moment, b u t  i t  s oon threatens t o
come to c4 and so wins the rook in
exchange for itself.
44 Be4-c6 c4-c3 45 8c6-b5 Ra5xb5 46
a4xb5 c3-c2 47  Rd8-c8 c 2 -c l  =Q 48
Rc8xcl Bg8-f7  49  Rdl -c 7  Bf7-e8 50
Rc7-c8 Kh8-g8

Now mo s t  co mp u t e rs  (a n d  mo s t
humans) would take of f  the bishop
and allow Black to struggle on a little
longer. Instead, Ps ion sees that by
doing nothing for a couple of moves
he can force Black to walk  straight
into checkmate.
51 KI5 4 6  Kg8-f8  52 e5-e6 Kf8 -g8  53
Rc8xe8 mate.

Exhausted b y  this  notable effor t,
Psion stumbled in round four and lost
to t h e  El i te  X ,  another  Sprack len
production, whic h itself went into a
clear lead with 3
1
/2  
p o i n t s .

At the other end of the tournament,
the play  was a lo t  less refi ned but
there was still a lot of fun to be had.
Take a look at this clash between two
back markers from round five.
White: Inte l l igent Chess Software
Black: Chessnut 3
Queen's Gambit, Chigorin Defence
1 d2 -d4  d l - d 5  2  c 2 -c 4  Nb8 -c 6  3
Nbl-c3  d5 x c 4  4  d4 -d5  Nc 6 -e 5  5
Ngl -f3  f746  6  Nf3xe5 16xe5 7  e2-e4
Ng8-f6 8 1111xc4 Bc8-g4

This game could be subtitled "How
to get a lost pos ition in eight moves
without really try ing". With 9 Qd 1-b3,
probably f o l lo w e d  b y  1 0  dB-d6,
White might have brought the roof
down ev en more quick ly . Still, h e
does not do badly.
9 f2 -f3  Bg4-h5  1 0  Q dl -b3  b7-b6  11
Qb3-a4+ Qd8-d7 12 Bc4-b5 0-0-0

a b c d e  f  g h

White c ould jus t take the queen
now,  b u t  w h y  n o t  t h r e a t e n
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checkmate and force the lady to give
herself up voluntarily instead?
13 Q a 4 -x a 7  Q d 7 x b 5  1 4  Nc 3 x b 5
Nf6xd5 1 5  Q a 7 - a 8  + K c 8 - d 7  1 6
Qa8xd5 + Kd7-c8 17 Qd5-c6 Rd8-d1+
18 Ke l x dl  Kc8-d8 19 Nb5xc7 Bh5-f7
20 Kdl-c2 Kd8-c8 21 Nc7-a6 + Kc8-d8
22 Rhl -d l  + Bf7-d5 23 Rdixd5  mate.

Black gave up every piece that he
got into play  to stop checkmate. He
failed. Things could have been worse
however —  i n  t h e  n e x t  r o u n d
Chessnut g o t  i t s e l f  mated i n  1 6
moves.

At the more accomplished end of
the table, the start of  round six saw
Elite X, Psion and the German entry,
Mephisto A.  ty ing for  the lead with
four points  apiec e. E l i t e  X  found
Princhess X a tougher opponent than
had Psion.
White: Princhess X
Black: Elite  X
Sicilian De fe nc e ,  M o r r a  G a m b i t
Declined
1 e2-e4 c7-c5 2  d2-d4 c5xd4 3  c2-c3
d4-d3 4  Bfl x d 3  Nb8 -c 6  5  N g l - f 3
Ng8-f6 6  Bc 1 4 4  d7 -d6  7  0 -0  e7-e5
8 Bf4-g3 Bf8-e7 9  Nbl -a3  Nf6 -h5  10
Qdl-e2 Nh5xg3 11 h2xg3 0-0 12 Rai-di
Bc8-e6 1 3  b2 -b4  a 7 -a 6  1 4  Bd3 -c 4
Qd8-d7 15  Bc4xe6 f7xe6 16  Na3-c4
Qd7-c7 17 Qe2-e3

White is pressing hard, particularly
against the weak  be square. Black
now t r i e s  t o  b r e a k  f r e e  b y
complicating matters but he comes
off a very defi nite second-best.
17... Nc6xb4  18  Nc4 -b6  Nb4xa2  19
Nb6xa8 Rf8xa8 20 Rdl -d2
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Black has a bishop and two pawns
for h is  r ook  but ,  unfortunately  fo r
him, his  knight is  trapped and 20...
Na2xc3 would be met by  21 Rfl -c  1
and 22 Rd2-c2 sending the horse to
the knacker's yard.
20... Qc7-c4 Rfl -a l  Na2xc3 22 Rd2-c2
Qc4xe4 23 Qe3xc3 Qe4-d5 24 Qc3-b4
bl-b5 25 Ra l -c l  a l -a5

Black is  now a whole rook  down,
although h e  h a s  f o u r  pawns  a s
compensation. As  i t  turns  out, the
pawns a r e  s oon s topped i n  the ir
tracks a s  W h i t e  g e t s  h i s  r ook s
working together  and goes  for  the
jugular.
26 Ob4-g4 Ra8-18 27 Rc2-c7 Bel-f6  28
Rcl-c2 Qd5-b3 29 N13-d2 Qb3-d5 30

r i a -e 4  g7 -g6  3 1  Rc 7 -d7  Bf6 -h8  3 2
Rc2-c7 Bh8-f6 33 Rd7xh7 Qd5-d1 + 34
Qg4xd1 Bf6-e7

T her e i s  s o m e t h i n g  r a t h e r
endearing about the way in which a
computer w i l l  suffer  any  indignity
rather than resign.
35 Rc7xe7 Rf8-f5 36 Re7-g7+ Kg8-f8
37 Qdlxd6  + 3 8  Qd6-e7 mate.

So going into the las t r ound the
leader board looked like this. Sharing
the lead on  41/2 wer e Princhess X,
Psion and Mephisto A followed half a
point beh ind b y  Conchess X  and
Elite X. Thanks to the Swiss system,
the leaders  w er e  pa ir ed together
guaranteeing a tense finish.

As ev ents  dev eloped,  t h e  las t
round b e g a n  t o  b e a r  a  s trange
resemblance to the c losing stages of
a h u ma n  tournament w h e r e  t h e
leaders take quick  draws to ensure
some share of the prize money rather
than go  for  a glor ious w in and r isk
ending u p  w i t h  n o t h in g .  F i r s t
Princhess X v Mephisto A then Psion
v Conchess X were agreed drawn, so
attention turned to Elite X v Mephisto
B.
White: Elite  X
Black: Mephis to B
French Defence, Advance Variation
1 e2-e4 e7-e6 2  d2-d4 d7-d5 3  e4-e5
c7-c5 4 d4xc5 Nb8-c6 5 Ng1-13 Bf8xo5
6 Bli-d3 1145 7 0-0 Ng8-e7 8 a2-a3 0-0
9 b2-b4 Bc5-b6 10 Bc1-b2 Ne7-g6 11
b4-b5 Nc 6 -e l  12  Q dl -d2  Qd8-c7  13
Ri l -c l  a l -a 6  14 c2-c4 d5-d4 15 c4-c5
Bb6-a5 16  Qd2-e2 Ng6-f4  17 Qe2-c2
Ba5-c3 18 Nblx c 3  d4xc3 19 Qc2xc3
Ne7-d5 20 Qc3-b3 NI4xd3 21 Qb3xd3
Rf8-d8

In return for  the sacrifi ced pawn,
Black has a strong knight and a lot of
active play .  White 's  queen's  s ide
pawns look  over extended.
22 a3-a4 Nd5-14 23 Qd3-c2 Rd8-d5 24
Bb2-d4 Bc 8 -d7  2 5  c5 -c6  b7xc6  2 6
b5xc6 Qc7xc6 27 Qc2xc6 Bd7xc6 28
Rclxc6 Nf4-e2+ 29 Kgl -hl  Ne2xd4 30
Nf3xd4 Rd5xd4 31 Rc6xe6

The smoke has cleared and White
is a pawn up in a double rook ending
with slight winning chances. His king
should have gone to fl  rather than hl
on move 29. In the ending the k ing
must be used actively.
31... Kg8 -f7  3 2  Re 6 -c 6  Rd4 -e 4  3 3
Rc6-c7+ Kf7 -f8  3 4  f2 -f4  Re4xf4  3 5
Rc7-c5 Ra8-e8 36 Rc5-c6 Re8xe5 37
Rc6xa6 Re5-e2 38 Ra6-a8 + Kf8-f7  39
Ra8-al + Kf7 4 6  40 Ra l -b l  Rf4-e4 41
Khl -g l  Re4-e7 42 Ra7xel Kl6xe l  43
Rbl -a l  Ke7-d6

With the  material balanced again,
Black s h o u l d  h a v e  n o  t r o u b le
drawing. His  active k ing can c ope
with the white a-pawn.
44 a4-a5 Kd6-c7 45 a5-a6 Re2-e8 46
Ra i -hi  Ra8-b8 47 Rbl -e l

A double mistake. Black should not
have offered to exchange rooks and
White should have accepted once he
had. We shall see why a little later.
47... Kc 7 -d6  4 8  a 6 -a 7  Rb8 -a 8  4 9

Re l -a l  g7 -g6  5 0  h2 -h3  Kd6 -c 7  5 1
g2-g4 f5 x g4  5 2  h3 x g4  Kc 7 -b7  5 3
Ra l -bl  + Kb7-c6 54 Rbl -a l  Kc6-b6 55
Ra l -bl  + Kb6xa7 56 Kgl-12  Ra8-f8 +
57 Kf2 -g3  Rf8 -f7  58 g4-g5 Rf7 4 5  59
Kg3-g4 Ka7-a6 60 Rb l -d l  Rf5 -f7  61
Rdl -bl
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Black has been a pawn up for some
time bu t  w ith  no  realis tic  hope o f
gaining more than a draw. Now he
finds t h e  o n ly  w a y  o f  los ing —
exchanging rooks. The black k ing is
a spectator for the rest of the game.
61... Rf7 -b7  6 2  Rbl x b7  Ka7xb7  6 3
Kg4-f4 Kb7 -c6  64 Kf4 -e5  Kc6-c5 65
Ke5-f6 Kc5-d4  66 Kf6 -g7  Kd4-e4 67
Kg7xh7 Ke4-f5  68 Kh7-h6  Kf5-e5 69
Kh6xg6 Ke5-e6 70 Kg6-h7 Ke6-d5 71
g5-g6 Kd5-e6 72 g6-g7 Black resigns

Not a  c lass ic  game, no t  ev en a
particularly good one, but typical of
the fi ghting chess found throughout
the tournament. I t  seems that the
endgame is still a big weakness with
most programs.

So the final result of the tournament
was a four way t ie between Elite X,
Mephisto A, Princhess X and Psion.
Each winning programmer received
a C a i t hnes s  G la s s  B o w l  f r o m
Professor Monr oe  N ew bor n ,  t h e
Pres ident o f  t h e  I n t e r n a t io n a l
Computer Chess Association. At  the
time of the tournament the only  one
of the four  winners available in  the
shops was  t he  Mephis to A .  N o w
there is  a version of  Psion available
for the Sinclair QL and the Princhess
X i s  av ailable f o r  t h e  Conchess
machines.

There was a spec ial pr ize for  the
best amateur program in  the event.
This  w a s  w o n  f o r  S c o t l a n d ,
appropriately in their centenary year,
by Geoffrey Bulmer  of  Dunfermline
with our  o ld  f r iend Chessnut 3. I t
would b e  c hur lis h o f  anyone t o
mention that this was the only  entry
eligible for the prize.

Full results: 1-4 Elite X, Mephisto A,
Princhess X ,  P s i o n  Chess  5 ;  6-7
Conchess X, Elegance, Elite Y  41/2;
8-10 Mephisto C, Private Line, Sargon
III (Apple He) 4; 11-12 Mephis to B,
Sargon I I I  (Mac intosh)  31/2; 13-15
Conchess Y ,  I n t e l l i g e n t  Ches s
Software, Sargon I I I  (Compag) 21/2;
16-18 Colos s us  2 .1 ,  L 'Empereur ,
Orwell 2: 19 Chessnut 3 1/2.
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IN SPACE

Digital Scene Simulation (sm) by Digital Productions, Los Angeles, CA. (01984. All Rights Reserved,



Our man in America, Marshal M.
Rosenthal. ha s  been delving
into t h e  magica l wor ld o f
computer animation and visited
the company who put the word
special into special effects for
TRON and The Last Starfighter

I
u
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d  
t
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own Super-8 mov ies  as  a  k id .
My friends and I  would dress up

and r u n  a r ound  s c r eaming a n d
shouting, p la y in g  s pac emen a n d
gladiators from the future. Sometimes
we'd try  to d o  spec ial effects, l ik e
turning the camera on and off to make
people appear and disappear.

Our "show-stopper" .was the time
we moved a set of playing cards from
one place to another, while passing
coloured acetates over the lens. Shot
at s ingle frame, the cards moved all
by themselves , w h i l e  mys ter ious
lights seemed to dance around them.

We d idn ' t  k now i t  then, bu t  our
foray into "animation
-  w a s  a  
p r e l u d e
of the future, when not just lights, but
entire s e t s  w o u l d  b e  c r e a t e d
artificially.

Animation effects have been used
for almost as long as films have been
around. Ear ly  movies used models,
even puppets , f o r  spaceships and
monsters — the serials of the 30s and
40s c ould never have gotten along
without them! Others turned to  the
cartoon artist/animator to create that
which only existed as fantasy.

Animation could be used to bypass
a diffi cult effect — such as the fl ying
sequences o f  t h e  r a r e l y  s e e n
Superman serial o f  the 1930s. Here,
animators were called into levitate the
Man o f  Steel because the directors
had been told that live action was out
of t h e  ques t ion .  S o  w h e n e v e r
Superman flew, it was actually an ani-
mated fi gure that went up, u p  and
away.

Years later came Star Wars which
revived many of  the old serial sci-fi
echniques o f  matt paintings, minia-
tures and models. Jaded fans continue
to d e m a n d  t h e  M o o n  a n d  s o
computers have stepped in with new
ways for animators to create.

Standing a t  t h e  p e a k  o f  t h is
technology is Digital Productions, the
company that designed the awesome
computer-generated effects for  The
Last Startighten

For those unfamilier with the movie,
we watch boy-meets-girl, boy-meets-
alien, boy-gets-girl and saves the Uni-
verse. In  a Star Wars- like scenario,
aliens battle each other  amidst the
stars and space destroyers blas t at
planets a n d  fi g h t i n g  s h ip s .  A
pedestrian automobile even turns into
an intergalactic vehicle!

What makes  Star lighter different
from those that went before is  that
these effects were created totally  in
the c omputer . T h e  "Starfi ghter " ,

Left, Gary Demos, Sr. VP and Right, John Whitney, jr .  Pres. Co-founders
of Digital Prods,

"planets", and other forms weren't
tangible models or miniatures, In  a
sense, they weren't there at all. Yet
the film creates a belief in their reality.

John Whitney Jr. i s  president o f
Digital Produc tions  bas ed i n  Los
Angeles, California. H is  interest i n
films and computers comes from 20
years o f  on  hand experience. H is
father was an experimental fi lmmaker
and the  fi rs t t o  us e a  mechanical
analog c ompu t e r  t o  man ipu la te
artwork in the early 1960s.

Whitney Jr. conceived and laid out
the construction for a hybr id optical
printer which was the forerunner of
the fi lm printer Digital uses today. Co-
founder Gary Demos used to  be  a
consultant with a large corporation in
the US and wrote the firm's software.
He also developed the two-dimen-
sional data input used on the Nasa
Space Shuttle.

Together, their process, the "Digital
Scene Simu la t ion" ,  enab les  t h e
computer to generate wholly realistic
3D images. Digital Productions can
turn out 12 minutes of fi lm a month —
scenes as  exc iting as  a  star going

nova, or as mundane as a beer can.
The heart o f  all this  is  the liquid-

cooled Cray  X-MP computer. Don't
expect one of these next birthday —
this b a b y  cos ts  about  1 2  m i l l ion
dollars! Wh ic h  i s  w h y  D igita l —
sensibly — rents it.

Prev ious ly  o n l y  a v a i la b le  f o r
government and other  military-type
applications, the Cray can do about
ONE BILLION calculations a second.

A full array of data entry, encoding
and mov ie prev iewing workstations
are also part of the set-up. A  Ramtek
RM9460 imaging/graphic s  d is p lay
system allows technical directors to
view rendered images before they
are committed to fi lm.

The amount of data that can be dis-
played is pretty amazing — 12809 by
1024 pix els  x  2 4  b i t s  p e r  p ix el,
approximately four  megabytes p e r
frame. Hardware a ls o  inc ludes  a
1560 x 2084 pixel by 10 bit/color  fi lm
recorder and a  high speed custom
interface to the Cray.

To mos t  people,  T R O N  was  a
cornucopia o f  c omputer -graphic
special effects. In fact, there was less
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MEGASAVE FANTASTIC SAVINGS

SEND S,A.E.  FOR FREE LI STS
(SPECIFY MACHI NE)

BACK IN STOCK
Atari Technical Ref. Notes 1 7 . 0 0
Della Atari 1 7 . 0 0
Atari Roots 1 7 . 2 0
Your Atari Computer 1 7 . 5 0

ATARI BOOKS &
MAGAZINES ATARI STOP PRESS!

M.P.P. PRINTER I/FACE 6 9 . 9 9
ANTIC R-VERTER RS 232 1/FACE 5 9 . 9 9

ANALOG U.S. DOUBLER 7 9 . 9 5
PAGE 6 (converts 1050 to did)

MINOR MIRACLES WSATARI USER MODEM 1 4 9 . 9 9
(inc BACK ISSUES) MINER 2049'er (cart) 1 7 . 9 5

PLACE YOUR BOUNTY BOB STRIKES

REGULAR ORDER BACK (cart) 4 9 . 9 5
GHOSTBUSTERS (disk) 1 4 . 9 5

WITH US NOW DROPZONE (cid) 9 . 9 5 / 1 4 . 9 5
MANY ATARI BOOKS POLE POSITION

(c/d) 9 . 9 5 / 1 4 . 9 5
IN STOCK MR. DO (old) 9 . 9 5 / 1 4 . 9 5

SPIDERMAN
PLEASE PHONE TO CHECK STOCK AVAILABILITY W. GRAPHICS (id) 1 7 . 9 5

BEFORE SENDING MONEY -  REMEMBER
IF WE DO NOT HAVE WHAT YOU REQUIRE IN STOCK

WE CAN NORMALLY 'OBTAIN IT' FAST'
U.K. & AMERICAN SOFTWARE IS AVAILABLE

MAIL ORDER U.K. POST FREE (EXCLUDING BOOKS &
MAGAZINESI. GOODS OESPATCHEO BY RETURN

ATARI SELECTED CARTRIDGES
e.g. STAR RAIDERS, PAC•MAN M D  each
t15.00 for two p l e a s e
rI8.00 for three p h o n ePOST. SEND FOR UP TO DATE LISTSS

SPECTRUM
Kong St rikes Ba rk 5  90
Alien 8  . . . . . . . . . . . . 8 .5 0
Skooldaze  4 . 9 5
Sam Stoa t   . 5 . 8 5
Star St rike   4  95
In Dam Trouble _ 5 . 8 5
Air W o II
U n d e r w o r l d   . 8 . 5 0
Knight L o r e -  , 8 . 5 0
Doomdaik's

Revenge
American Football....13.50
Gnostbusters 8 , 7 5
Shadow F ire _  1 . 5 0
World Baseball  5 . 9 5
Pyjamorarna.. _ 5 . 8 5
Fail Gu y   5 . 9 5
Beach Head  . 6 . 9 5
Lords Pt  fi liadnig, 8 , 5 0
White L ightning.. 1 2 .5 0
Dev-Pac 3   1 0 . 5 0
Tasword 11 1 1 . 7 5
Hampstead 8 . 6 0
Blue M a x 6 8 5
Gift f rom the  Go d s 8 .5 0
HUnchback I I  . . . . .5 . 8 0
Monty's in n o ce n t  5 .8 5
Death Star 6 . 8 5
Zasson  6 . 8 5
Raid over Moscow. 6 8 5
Everyone's a  Wa lly. 8  50
Dukes o f  Ha zza rd  5 .8 5
Software Sta r. 5 8 5
Technician Ted.  4 . 9 5
Brian Elloodaxe 8  85
Project Future .. 6 . 0 0
Airwulf   5  50
Quill  1 1 . 2 5
illustrator ...... . 1 2 . 6 0
Emerald Pete  . 5 . 8 5
Buggy Bla st ,  . 4  96
Tapper 6 . 8 5
Spy Hunter 6  85
Bruce Lee 6  85
Q u i ck  S P o t  I I  p h i s

l o l e rre Ce  1 8 . 5 0
Floghtpath 7 3 7  6 . 8 5
Brian Ja ck s 6  85
Gremlins 8 . 5 0
Day in  a  L ife _ 5 . 8 5
Komplex _  .8 .5 0

Uri and  Do wn
Super Huey
Dough Boy'.
Talladega
Pecma
Mr D o..
Dark T o w e r _
A lm aiz
Mama Llama,
Brian Ja cks_ _
Gremlins.
Fistful o f  Fun .
Rockei Ba ll_
Mega H it s..
Pipeline I I
Grand National
Alf yvult
Kong St rikes Ba ck...6 .9 0
Archon t i t s ( )
Ciphogi 9  8 . 5 0
Pastrinder  . 8 . 5 0
Rock 'n  Bo lt .. . 8 . 5 0
911;TS  8 5 0
Music Studio  1 2 . 5 0
Bounty Bo b .... 8  SO
Skull Island 1 2 . 5 0
Murder Water Front 12 SO
Rankle Ho llywood ...8 .50
Riagger Ho llywood ...7 .95
Shaduwfire   4 3  50
Breakdanoe 7 . 7 5
Moon Crest a 5  85

C O M M O D O R E  S u p e r  Gra4 1  8 . 5 0
Gates o f  Dawn 7  75

Sta ll o f  Karnath 8 , 5 0  C a u l d r o n   6  85
Zaxxon.  1 3 7 5  G r o g '  s Revenge, . 8  50
One on  One 8 . 6 0  D r o p z o n e   8  50
Bungleing Ba v 8 . 5 0  S t r i n g e r   . 5 , 8 5
Cho-Oilier . . . . . . . . . . . . .8 .50  M a s t e r  o f  Lamp
World Baseball . .  6.85 E l i t e    1 1 . 0 0
Everyone's a  We lly..8  50 E l i t e  id isk)   1 5  50
Cliff Hanger
Beach Head 6 . 8 5  B a s k e t  Ba ll  5 . 0 08.60 S t r a n g e  Loop 6 . 8 5
Pole Posit ion ...... ....8 .5 0  D u m m y  Run 8 . 5 0
Slap Sh o t  1 3 . 5 07.85 S p i t fi r e  4 0
Software St a r. 5 . 8 5  D a rn b u st e r s  . 8 . 5 0
Tri Na  Nog. 8 . 6 0  I c e  Palace
Gryphon  - 5 . 8 5  B r i a n  Ja cks  . 7  75
Impossible M issio n ..7 .8 5  T h e a t r e  Eu ro p e   .1 3 .5 0
Kreghtmare „ .  _ 6 . 0 0  P a s t o r .  I I _  7 . 7 5
Lords o f  Midnight _ 8 .5 0  S t a r l i r e  I I   . 8 . 5 0
Soft A i d   . 4 . 9 9  N o d e s  o f  'Viscid  , 8 , 5 0

Wizards Lae  6 . 8 5
Gyron  , 8 . 5 5
Formula 1  6 . 8 5
Grand Nat iona l-,   5 . 6 5
Stay Co o l 5 . 8 5
Fantastic Voyage.  5 .8 5
Chuckle Eg g   . 5 . 8 5
Confunon 5 . 8 5
Dragontorc  . 6 . 8 5
Mighty Magnus 5 . 8 5
Mega Hits 1 6 . 0 0
Minder 8 . 5 0
Stanon 6 . 8 5
Rock 'n• egg 6 . 8 5
911JTS  , 6 . 8 5
Fronkie Goss to  8 . 5 0
Swords and

5ccircery 8 .
5 0Automan  . 5 . 8 5

Rocky Horror Show.7 .75
Buck Rogers. A l  .85Moon Cresta 5 . 9 4
Super Gran  8 . 5 0
Couidron  6 . 8 5
Icicle Wo rks  5 . 8 5
Jo B'to rt 's Sq u a sh  6 .8 5
Dummy Run 5 . 8 5
Nodes o f  Yesod 8 . 5 0
Delay's Supertest. 5  85
Soft Aid  4  99

10.50
8,50
8.50
8.50
8 50

.6.135

.EL5O
5.56
7.85
8.50.a.50
6.85

1 ti 00
7.75
6.85

Postage in clu d e d  U .K  Ple a se  st a t e  w h ich  m icro . Fa st  Se rvice .
Send ch e q u e .'PO t o : M EG ASAVE. D e p t . C VG . 1 6  We st b o u rn e  Te rra ce ,

London W 2
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MOUNT CHALLENGE
The story so far: 413K SPECTRUM
Earth, 1 9 8 7 .  A  s t range prot rus ion emerges  f r o m s hark
infested waters amidst a group of islands in the South Pacific.
Nobody has yet reached this object, which is possessed by an
evil f orc e and guarded by  deadly  plants ,  murals ,  pigmen,
chasing ghouls and yellow horned demons,
Prof. Burk  arrives on  t he scene, resplendent  in  his  newly
invented space suit and jet  pack able to withstand the forces
emanating f rom t he green and red blocks whic h cover the
Mount. He intends to be fi rst to the summit ,
Woefully the Of pack cannot withstand all of the effects of the
coloured blocks and therefore great care has to be taken when
jumping f rom block  t o  block,  s o  as  t o  ensure correct  co•
ordination of  the ENERGY LEVEL (OniOlf ) wi t h the coloured
block being stood on.
Ignoring a l l  adv ic e agains t  at t empt ing h i s  objec t ive,  t h e
fearless mountaineer s tates,  "peop le  risked t heir lives  t o
conquer Mount  Everest, why  not this challenge?"
Your miss ion is  t o help guide the determined Prof. Burk  t o
the top of Mount  Challenge lyou' ll need to draw a rough map
as you go along). Good luck!
Extra info!
100% Mach:ne Code 8 9  Screens K e y b o a r d  OR

Kempston Joystick
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l
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b
l
e   
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m
:

Aasvoguelle Productions lEtt,
Ellakemoor,
Marshbrook,
Church Stretton,
Shropshire SY6 60A
Tel: Marshbrook 1069 46) 345

Cheques/P_O.'s for 16.95
PS.' The first 1,000 tapes sold will receive a FREE GAME on the
B-side, Writ t en by  the same author.  Take on three aliens at
dominoes and try and get to the final of 'Point-a-Spot '.

SOFTWARE AT
AMAZING PRICES!

(i.e. Atari  from €4.00)

ATARI  COMPUTERS
800)(1. 11050 DI SK DRI VE PACK

inc. Home Filing Manager
Pay off: Text Adventure
Sound &  Graphics Demo

£249.99
8 0 0 X L/ 1 0 1 0  RECORDER PACK

inc. Pole Position
Inv t o  Programming

Sound & Graphics Demo
£129.99

8 0 0 X L COMPUTER
inc. Joyst ick, Pacman

E99.99

ALL LATEST ATARI SOFTWARE INCLUDING
V.C.S. CARTRIDGES, IN OUR NEW 1ST

FLOOR ATARI CENTRE

SOFTWARE WORLD
12 ETHEL STREET, BIRMINGHAM B2. TEL: 021 643 7559

FOR ALL POPULAR MICRO HARDWARE, PERIPHERALS & SOFTWARE
Birmingham's largest stockists of:

AMSTRAD. ATARI, COMMODORE, DRAGON, ELECTRON. MSX. ORIC. SPECTRUM AND TEXAS



than six minutes used. Whitney  and
Demos were both consultants for the
Disney fi l m  w h i c h  u s e d  v ar ious
computers t o  generate the different
images. It took a lot of time and cost
quite a bit as well.

MO Ns  computer generated effects
averaged about seven thousand poly-
gons per frame, each polygon repre-
senting a minimum of information in
the computer that is  used to "bu ild"
the surface of the object. There wasn't
really any texture — the objects were
unnaturally b r ig h t  a n d  defi nite ly
other-worldly.

This was okay s ince M O N  didn't
have to seem realistic.

Starfighter, on the other hand, had to
co-exist i n  t he  r eal wor ld ,  Digital
created over 200 scenes, the average
special effect frame having some 350
thousand polygons.

An extra bonus was that Digital's
work saved the production company
money. In fact, Starfighter had twice
the amount of simulation as Star Wars,
yet was accomplished in one-quarter
the time and at one-third of the cost.

HOW IT WORKS
Let's look  at jus t how this  amazing
system works.

The fi rs t t h ing  i s  t o  thoroughly
understand what effects are called for
and to make a detailed analysis of the
scenes in which they are to appear.

A drafter encoder (DE) then takes an
inventory of  all the parts needed for
the scene and assembles a detailed
blueprint, almost as if  he were going
to make a model by hand.

This information is  then fed into a
VAX 11/782 computer by the DE who
is work ing o n  a  digit is ing surface
electronically linked to the computer.

Each line can be monitored on a
screen as it is  entered and each and
every par t mus t b e  accounted for .
This is a painstaking, demanding task
that takes weeks, often two to three
months.

Technical Director at work on "The Last Starfi ghter"

Software being created for —
T h e  L a s t  
S t a r  
fi g h t e r " ,

A technical dir ec tor  then v iews
each object which shows as a three-
dimensional wire form. He can then
place it against an appropriate back-
ground.

The m o v i e ' s  d i r e c t o r  a n d
production des igner  w i l l  look  this
over, r ev iew ing t h e  -
c o m p o s i t i o n ,lighting, and overall " look ".

Then the Cray goes into action. The
technical d ir ec tor  dec ides  o n  a n
object's c o lour  and  what  k in d  o f
texture it  should have. The Cray then
grinds out the algorhythms needed to
render a scene, requir ing from one to
10 thousand calculations per colour —
taking as long as 10 hours to execute.

A high-resolution Elm recorder is
then us ed to  pr int  the image onto
35mm Cinemascope colour Elm. The
result is  a  s imulated spaceship o f
substance, r eac t ing t o  a  nor mal
universe totally  c ontr iv ed b y  t h e
computer. T h is  fi lm  c an  b e  la ter

combined with other actions using an
optical printer.

Digital hopes to soon complete the
development o f  a  pr inter  that w i l l
simultaneously merge live action from
outside sources w ith the computer
images, eliminating the loss of a gene-
ration and additional post-production
time.

What about the future? Hopes for
digitis ing a human being remain high.
Whitney admits, though, that full scale
"people" digitised images are still a
few years off. Even Starfighter had to
make d o  w i t h  s i lhouet tes  a n d
shadowy forms in that respect.

But once this becomes possible, he
expects i t  t o  hav e a n  inc r edible
impact on moviemakmg, on the whole
visual industry.

Imagine James Bond stunts wholly
executed by  the computer — even
long-dead actors resurrected. And all
with the "solid" appearance of reality.

55



This m e r e  ga m e  for  the  A ta r i  has  you. as the  inte • pid  e x plor e r , da s hing . r ound  an
unde r gr ound la by r inth,  pur s ue d by  Ogge  iuse  ksystkb in  por t ono',. To s ta y  olive ,
you' ll hov e  to  e a t th o  m u l ti tu d e  o f nu tr i tiona l  e ggs  whic h th e  Oggs  la y . b u t  be
wa r y  of the ir  s ticky  s lime which the y  hose  •  te nde nc y  to  lease  to le a v e  in tunnels..

The eggs  a r e  w o r th :
• lue  eggs -  1  po in t +  1  un i t of energy
ta d  eggs — 1 0  points  +  1  un i t of e ne r gy

Gold eggs -- 1 0 0  pa ints  +  2  u n i ts &  e ne r gy
If y ou ha v e  to  go thr ough  th e  s lime . m a k e  14010 y ou hose  a t  ble s t 1 0 0  uni ts  of

e ne r gy . 11 things  go t to o  e n s i l i n g .  S hen te tr a  a  res t in  one  of the  sa fe  tunne ls  a t
the  s ides o f th e  screen whic h th e  Oggs  a r e  to o  big to  fi t in to .  Fina l ly .  I f  a l l  e lse
toils . th e  fi r e  b u tto n  dr ops  Ogg  R e pe la nt.  b u t  th is  i t  e lwe y s  v e r y  r e l ia ble .

5 REM * *  0 0 0 S  EGGS * *
6 REM * *  B Y  A.M.BLAKE * *
7 REM * *  7 - 9 - 8 2  * 4
8 REM * *  NEEDS JOYSTICK * *
10 GOSUB 900:SETCOLOR 0.12,6:SETCOLOR 1.8.6:SETCOLOR
2.1.8:SETCOLOR 3.3.6:SETCOUJR 4.0.0:GOSUB 800
19 REM **MAIN LOOP**
20 I F  ON-01 OR 010.02 THEN 500
22 K.E-ED:NK-04:4PEEK(636)-PEEK(637):A.TEEK(632):IF A-6  OR
A.10 OR A- I 4  THEN NM-NM-20
25 SOUND 0,0,0.0SOUND 1 . 0 . 0 . 0 : I F  A=5 OR A=9 OR A. 13  THEN
N41401.20
30 GOSUB 600:T-14.1:IF T=TD THEN Tw0:00SUB 400
40 Q=PEEK(NN):IF Q=I  THEN NK=OK:GOTO 66
41 I F  Q.11C THEN SOUND 0.200.10,8:G0TO 70
45 I F  9 -66  THEN E.E.1:S.S.01:SOUND 0.50.10.8:G0TO 70
50 I F  9=194 THEN E.E.1:S.S.10:SOUND 0.25.10.8:00T0 70
55 I F  9-130 THEN E.E.42:S.S.4.100:GOSUB 350:0P.OPAI:00TO 70
60 I F  Q...RC THEN OP.OP.411SOUND 0.10.10.8:GOTO 70
62 I F  9=C0 THEN SOO
65 I F  Q.SL THEN 550
66 SOUND 0. 200. 10 . 8
70 W-0 :I F STRIG(0) -0 THEN GOMM 80

D O r l d f  C r u s s

75 WSUB 650:P0KE OM.W:POKE NM,MC:0M-NM:GOSUB 100:00TO 20
79 REM •*DROP REPELANT**
80 I F  OP. (0 THEN RETURN
81 11-RC:OP-OP -1:IF ON-MM THEN 90
82 RETURN
90 9-PEEK(C1.01):IF 0 -0  THEN 0M.014./:RETURN
91 Q.PEEK(OM -1 ): I F 0 . 0  THEN 0M-0M-1:RET1JBN
92 9-PEEK(CN-20):IF 9 -0  THEN 041=0M-20:RETURN
93 Q=PEEK(014.20):IF 9=0 THEN ON.CM.20:RET1IRN
94 OP-OF41:RETURN
99 REM •.OGG MOVEMENT**
100 I F  014=01 OR OM=02 THEN 500
110 01.011M1:Q-PEEK(01):IF 0 . 1  THEN 1
•
5 0
120 I F  9-CC OR (Q-AC AND PEEK(53770))SP) THIN
01-01 -MI:MI—MI:COTO 200
130 GOSUB 300:POKE 01 -M1.EC:POKE 0 / . 0 C: I F EC. I30 THEM SCUND
0.10.10.8
140 WTO 200
150 01.01-M1:CV RM1*24(ABS(412)..20).1 GOTO 160.170.180.190
160 M1•20-40*(PEEK(53770))128):00TO 195
170 M11-2*(PEEK(53770)>128):GOTO 195
180 M1=20*S0W0N-01):GOTO 195
190
MI=SGNMCN-SC)/20-INT((OM-SC)/20)) - S C ) i 2 0 - I N T ( ( 0 1  -SC)/2
0 ) ) ) ; / F  M1=0 THEN 170
195 I F  PEEK(01.M1).1 THEN MI  --NI
200 I F  ON=01 OR 014-02 THEN SCO
210 02.02.01:2:9=PEEK(02):IF Q -I  THEN 250
220 I F  Q-OC OR (Q-RC AND PEEK(53770)>SP) THEN
0 2 0 2
- M 2 :230 WSUB 300:POKE 02 -M12.EC:POKE Ce. 00:I F EC*130 THEN soot)
0.10.10.8
240 RETURN
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0 16K 600XL Entertainment Pack E69 All prices inc lude VAT0 64K 800XL & 1010 Recorder Pack E129

To ta l  or  purchases separately!

0 84K 800XL 1 0 5 0  Disk Drive Pack E269 Post & Packing
0 128K 130XE Home Computer E169 is Free 01 Charge
0 I enclose Cherwell
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0 CREDIT CARD • Please debit my;
AccessiliarcloycardArtuiAmencon EspresslOiners Club My Crud No Is:

ATARI 800XL DI SK DRIVE PACK
64K Atari 800XL   E l  29.99
1050 Disk Drive E199.99
Home Filing Manager (0) E24 99
The Payoll + Demo Prog (D) E9.99
To ta l  or  purchases separately!
Les s  D i s c o u n t  ,
a 0 c i r c i e  
2 6 3 % 1

E95 96
PACKAGE PRICE (XLC 1050) , E269•00

CL

01-309 1111

SILICA SHOP LTD, 1-4 The Mews, Hathedey Road, Sidcup, Kent, DA14 4DX Tel: 01-309111
ORDER NOW-OR SEND FOR OUR FREE ATARI BROCHURE

ATARI 600XL ENT
Greet n e w s  fo r  gam es  add ic ts  w h o  appr ec iate  h i g h  qua l i ty
graphics a n d  s ens ational  ar c ade a c ti o n  gar neplay . Fo r  ON . .
EGO y o u  c an  b u y  a  16K  A ta r i  600X L Com pu te r  w i th  tw o
arcade ROM cartridge totes and a joystick These two ROM
heel ar e  th e  fam ous  ar c ade h i t  D o n k e y  K o n g  a n d  a n o n ) ,
favourite i l i e f e  on l y  hav e  a  l im i ted  num ber  o f  pac k s  w i t i
Oix Wh e n  thes e r un o u t  Out m ay  be s ubs ti tuted fOr  en arced-
enter tainment c a r i n d g e  o f  t h e  s a m e  v a l u e l  T h e  600X
,
„
Enter tainment P ac k  o ffe r s  r eal  v a lue  fo r  m oney  a n d  enablr r .
Sim 10 save E63 06. near ly  ha l t 04 the nor m al RRP'a of the pac •
Semis when  pur c has ed ind iv idual ly  S i l i c a  S h o p  hav e a  wid- •
range o f  ROM  c ar tr idges  available inc luding ar c ade r ev our ith
-s.an e s  A s ter o ids . C e n ti p e d e , M is s i l e  C o m m a n d . P o p e r
'.•Reirt, S ta r  Raider s . S uper  C o b r a  fo r  o n l y  E 9 95 eac ht Th
, L. i s  a  p r ogr am m ab le  h o r n *  c o m p u te r  w i th  t h e  B aal .
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.;'arn Rec or der  X L P  1010 •  E.34i, a  r ange a t  n u ' s : I f
-
s a e

.,;i- he pr ogr am s  w i l l  b e c o m e  av ai lab le  t o  y o u  T h e  A l a ,
•„1. XL is  r ec om m ended as  a fi rs t c lass  games  m ac hine
ATARI PACKS - POWER WITHOUT THE PRICE!

economical s to r a g e  a n d  r etr iev a l  u n i t  a  S m as h h i t  a r c ade
;ante a n d  pr ogr am m ing a i d  a l l  fo r  a  pac k age p r i c e  o f  on l y
£129 i r e t: X LC 1010) , a  s av ing o f  E65.96 o f f  the  RRP 's  a l  th e
individual i tem s  * h i d ,  to ta l  i l e a  96 Th e  gam e inc luded in this
Pack r s  P o l e  P os i l i en  N o w  o n  c as s e tte  f r o m  A l a n  P o l e
Position i s  a n  ac c ur a te  r ep r oduc ti on  O f  A ta r i  a o w n  h i gh l y
Successful ar c ede dr iv ing  g a m e  wh ic h  has  a l l  th e  thr i l ls  a n d
spills o f  t h e  g r and- p r i x  r ac etr ac k  O n  t h e  r ev er s e o f  th i s
cassette is  a  dem ons tr ation pr ogr am  o f  A lan' s  amaz ing s ound
and graphics  c apabil i ties  giv ing an ex am ple of the high qual i ty
performance o f the  A tar i  800X L M a o  inc luded is  an Inv i tation
to P r ogr am m ing t  c as s e tte  w h i c h  ta k e s  y o u  s te p  b y  s te p
through th e  fi rs t s tages  or  pr ogr am m ing m  A tar i  Bas ic  us ing
Alan's u n i q u e  s o u r u l th r o u g h  fa c i l i t y  w h i c h  a l l o w s  p r e -
recorded h u m a n  m e s o n  t o  b e  p l a y e d  th r o u g h  y o u r  T y
speaker A l l  y ou  need ISA  joy s tic k  IA TJ  0400 -  E7 90 for  Pole
Poaitionl. to  b e  u p  a n d  r unn ing  w i th  th i s  pac k age T h e  A far
F100Xi in ens  pack  c om es  m i n  a S il ic a tw o  year  guar antee
ATARI PACKS - POWER WITHOUT THE PRICE!
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WE ARE THE UK'S Nol  ATARI SPECIALISTS
&rice INC intr oduc tion o f  A tar i  v i deo  Gam es  i n to  the  UK
sears ago  S i l i c a  S h o p  has  b e e n  s e l l ing A tar i  p r oduc ts  and
supporting A ta r i  o w n e r s  w i M  a  s pec ia l i s t m a i l i n g  s er v ic e
which w e  believ e i s  unbeatab le  W e  s toc k  ov er  I  OCO A tar i
related produCt l ines  e n d  hav e  a  m ai l ing  top  inc lud ing  ov er
303003 A tar i 2603 V CS  owner s  and  ov er  50,000 A tar i  M om s
Computer Owner s . B ec aus e we  spec ialise in  A tar i  w e  aim  to

' keep s tacks  o t  a l l  t h e  av ai lab le  A ta r i  har dwar e , s o ftwar e ,
peripherals and  accessones  W e  a l e °  S tock  a  w ide  r ange o f
A tm dedicated book s  a n d  thr ough us , the  owner s  on  our  l is t
can subscr ibe to  several Amer ican A tar i dedic ated magaz ines
We can prov ide a lu l l  serv ice to  a l l  A lan owner s  ar id are n o w
hrmly established as  the UK's  NUM B E R ONE  A tar i spec ialis ts
leers are lus t sor tie o f the in ings  we c an o i le r  y ou
FREE POST & PACKING ON MAIL ORDERS

FREE CLUBS & INFORMATION SERVICE
HIGHLY COMPETITIVE PRICES

AFTER SALES SUPPORT SERVICE
REPAIR SERVICE ON ATARI PRODUCTS

If you wou ld  l ik e t o  r egis ter  r n  o u r  m ai l ing  l is t as  an  A ta r i
computer owner , o r  jus t bec aus e y ou ar e inter es ted in buy ing
at Atar i machine l e t  us  k now W e  wir l be pleased to  keep y ou
up to  date w i th  al l  new develOpments  on M a  A tar i s c ene tr ee
of charge S o . pos t o ff the c oupon With y our  order  o r  enquir y
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ERTAINMEN1
ATARI 600XL ENTERTAINMENT PACK

16K Atari 600XL   E 9 9 . 9 9
Donkey Kong (R)   E 1 4 . 9 9
Quit (R)   E 9 . 9 9
Single CX40 Joystick   E 7  99
Total 1
,
1 r .
,
, i c e s t
i t i e  
s e
b e r
e i e
t o    
E
1
3
2
.
9
6

Less Discount iambs as 1%1   E 6 3 . 9 6
PACKAGE PRICE (XLC 1600) -  E69.00E69

ATARIA0(1)(1. RECORD LI PACK'
ATARI 800XL PROCL RECORDER PACK
64K Atari 800XL   E 1 2 9 . 9 9
1010 Program Recorder   0 4 . 9 9
Pole Position + Demo Prog (C) E 9 . 9 9
Invitation to Programming 1 E 1 9  99
T o t a l  or  purchased sepsretelyl   E 1 9 4 . 9 6
Les s  D i s c o u n t  irPorox 33 asil  E 6 5  9 6

PACKAGE PRICE (XLC 1010) •  t129.00El 9
ATARI 800XL AND DISK DRIVE PACK
Th.s pack  inc ludes  th e  64K  800X L w i th  a  1050 Dis k  Dov e  tor
mass s tor age a n d  s peedy  i n fo r m a ti on  r etr iev al  a s  we l l  a s  a
brand n e w  a d v e n tu r e  g a m e  a n d  a  p o w e r fu l  h o m e  h e l p
program, a l l  fOr  on ly  f a g  fr e t X L C  1050.1. a  s av ing or  E95 96
oil the RRP s  o f  the  indiv idual i tem s  whic h to ta l  E364.96 T h e
first of Mesa programs  is  The  P ay off on  disk  a  new adventure
dome w h i c h  i s  a  fan tas y  s im ula tion  i n  w h i c h  y o u  p l ay  th e
leading r o le A n  ex c i ting in tr oduc tion  10 adv entur e program.:
which ar e a lway s  popu la r  ( w i th  a  dem ons tr ation pr ogr am  u i
Maria am az ing S o u n d  a n d  g r aph ic s  o n  t h e  r everse)  A l a
-
'
included i n  th i s  pac e i s  HOM O fi l i n g  M anager  t o  h e l p  y a ..
ceganrse y our  ti les . I t  a l lows  yOu to  c ata logue and  fi le detaik ,
Cit bir thdays . P eak s , y o u r  s tam p  c o l lec tion  o r  any th i ng  els e
Much w o u l d  nor m al ly  r equ i r e  y Ou 10 u s e  fi l i ng  c ar ds  T h n
instructions for  Marne Fi l ing M anager  ar e on the reverse of the
Malt a n d  a l l  t h e  d is k s  w h i c h  Com e i n  th i s  P ac k age a r e
protective p a p e r  w a l l e ts  Y o u  g e t  a n  e x te n d e d  t w o  y e a '
guarantee o n  th e  1300XL and  100 fr ee pr ogr am s  w i th  the  disk
drive w h i n  y ou  buy  this  pac k age fr om  S ilica

k ATARI PACKS POWER WITHOUT THE PRICE!
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NEW ATARI 130XE "Imo"169Atari's new 128$ c om puter . M e  A lan  130XE otter s  an  enor m ous  131,072 by tes  o f  RA M  to r  on ty  £16.9
TN, I30X E  c om es  w i th  bu i l t i n  B as ic  anal l u l l  oper ating ins tr uc tions  and  is  n o w  in  a  newly  des igned
case wi th a m oder n fu l l  s tr ok e k ey boar d. The  XE i t  fu l ly  c om patib le w i th  bo th  the  4 0 0
,
8 0 0  a n d  t h e  X L
ranges o f machines , th is  means  that i t c an r un appr ox im ately  90% of all A tar i Com puter  s oftwar e DA the
market. This  provictea a r ange a t  over  1,000 s oftwar e Mlles as  well  as  a large Selec tion or  accessory and
penaharai i tem s . in i tia l  s tock  o f  the 130XE wi l l  be  l im ited, s o  i ts  hes t c om e las t served

am .  M a r a
m u m =  o r GE 110111101121111 t a r

impair AM Sit I P  an  AD mu le  umia rat

11111 M I  I =  N E
To: SILICA SHOP LTD. Dept CVG 0685. 1-4 The Mews. Hatherley Road.

Sidcup, Kent. DA14 4DX Telephone: 01-309 1111
LITERATURE REQUEST:
El Ple a se  send me your FREE brochures on Ata ri Home Computers.

I a lready own a

In i tia ls :

Address:

Videogame 0  I  a lready own a

Surname:

Postcode:

C o m p u te r

ORDER REQUEST:
PLEASE SEND ME:

i t tem EN t o l  m o  E N  E N  tm NE



At 21,15 hours on the evening of May
18th 1943 a ni ght of specially prepared
Lancaster  bombers left Scampton
Airfield for Germany. After  months of
pl anni ng and preparation Wing
Commander  Guy Gibson and his 817
Squadron were at last embarking on a
mission soi daring that it would
guarantee them a place in the annals
of history,
The mission would strike at
Germany's industr ial  heartland.  I f  the
giant dams of
Moehne,  Eder
and Sorpe could
be breached,
mil l ions of tons
of water would
flood the Bahr ,
cutting vital
water  supplies
to steelworks
and homes,
flooding
factories, power
stations and
farmland,  and

•

WO O TEN D i F i t C  A l i t t r i C I A L  1111$11ED
COMPASS IP A P IZOI.

•••

gid•Ile 4
,
1

br ing the I mpor tant Mi ttel land Canal
to a vir tual  standstil l .
Of course the successful conclusion of
this raid is now legendary,  the
young men who took par t are
acknowledged as heroes; and now U.S.
Gold in conjunction wi th Sydney

Development
Corporation and the
International
Computer  Group are
giving you the
oppor tuni ty to relive
the excitement, tension
and drama of this
famous mission
You will be able to play
the par t of PILOT,
flyi ng the Lancaster
from ScamptAm to the
target, NAVIGATOR
using screens maps of Europe.

A:,
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LANCASTER B. MK I/III (DAM BUSTER)

TEONT 0111111.11, AZAR G U M M I ,
BOMMARDEBB and FLI GHT

You wi l l  have to fly across Europe at
low level to avoid radar; lookout for the

deadly ME109 night fighters,  dodge
barrage balloons, spotl ights and flak.

At the target you will need all your
nerve and skill  to control  the aircraft

and release your  deadly payload at
just the r ight moment while avoiding

e n e m y  at tac k _
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Game Features: Superb graphics and

sound,  realistic joystick control,  Pilot's
screen and indicators, mul tiple screen

navigators maps, front and rear
gunners screens, bomb sighting

screen*, engineer's indicators, and
much much more. The package comes

complete wi th comprehensive ni ght
instructions,  maps, and confidential

1
documents

Including
authentic material
by Barnes Wallace

and Wing
Commander  Guy

Gibson.
Offi c ially  endorsed
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of  the 11.A.F.
Dambuat ers  is available for At ar i  and

Commodore 64 computers  wi t h
vers ions  for Spec t rum.  BBC and

Ams t rad corning soon.

a i l  Gold la available from all leading computer
stores and selected branches of

BOOTS • W-IL SMITH • JOHN
MENZIES WOOLWORTH • WILDINGS
Dealers! For informat ion on how to become a

U.B.G old  stockist contact Gentre8ott.
Lightning, Microdeeler, Tiger and all other

leading dis tributors  or write to:
U.S. Gold Limted. Unit  10, The Parkway

Indus t rial Centre,. Hent3age Street. Birmingham
87 41,1r Thlephone 021-359 3020, Thleat 337268
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Au Tol- E 8 u u  t '
stag L o d e  Runner is very user-friendly/great fun!

, L o d e  Runner is a very well thought-out package
and is extremely playable. A must for

game connoisseurs.
Tom Hussey

F
t

0111

•  150 CHALLENGING SCREENS
•  CHEAT KEYS PROVIDING

)   UNLIMITED LIVES & ACCESS TO ANY
SCREEN •  VARIABLE GAME SPEED &

via FREEZE FRAME •  HIGH SCORE TABLE
•  JOYSTICK OR KEYBOARD CONTROL
•  PLUS PLUS PLUS ALSO INCLUDES

-I SCREEN GENERATOR - ENABLES YOU

FEATURES

TO CREATE YOUR OWN SCREEN DESIGNS

LODE RUNNER COMPETITION
Send us your best screen design, on cassette or disk, tr
.
,.
30th June 1985, to the address below. It may become
one o f the  best British screens to  be included on
'CHAMPIONSHIP LODE RUNNER', for release by
Ariolasoft later this year. A prize of a Mini Krugerrand
will also be awarded for each screen used.

AILABLE FROM ALL GOOD SOFTWARE RETAILERS — It it's not there, please order it
eque/P.O. made out to Ariotasoft U.K. Ltd. inciuding your own name and address,

.phalte House, Palace Street London SW IF 5H5..
Lode Runner Cassette E9, 95 L o d e  Runner Disk El 2_95 includes VAT & p&p U. K. orders only.

or in case of difficulty send your crossed
to Anolasoft U.K. Ltd Su ite  105 /06_ arloire

HIGH PERFORMANCE PROGRAMS
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250 0 2 0 2 -M2 : 0 1  RE2.2.*(ABS(M2) -20)4-1 GOTO 260,270.280.290
260 M 2 = 2 0 -
4
0 .
( P E E K ( 5 3
7 7 0 ) ) 1 2 8 )
: G O T O  
2
9
5

270 M2 .-1-2*(PEEK(53770)>128):GOTO 295
280 M2 -20*SaN(CM-02):GOTO 295
290
M2 -SaNMO M-SC)/ 20-I NMCM-SC)/ 20)) - ( 0 2  -SC)/20-INT((02 -SC)/2
0 ) ) ) : I F  M2=0 THEN 270
2 5  I F  PERK(0 2 4 -M 2 )=1  THEN M 2 - -m 2
298 RETURN
299 REM **NEXT EGG COLOUR.•
300 R=PEEK(53770): IF R< -BE THEN EC=66:RETURN
310 I F  R< -RE THEN EC=194:RETURN
320 I F  lic=SD THEN EC -SL:RETURN
330 I F  OP)-5 THEN EC=66:RETURN
340 EC =130:RETURN
349 REM **GOLD EGG SOUND**
350 FOR D O  10:SOUND 0.ngT(RND(0)•10+5).10.8:NEXT I:RETURN
399 REM **CHANGE OF LEVEL**
400 SP-SP+13: IF SP>234 THEN SP.-234
410 L -L +1 : I F L>5 THEN RETURN
420
E D - L * 0 . 1
4
- 0 . 2 : T D =
5 0 * ( 9 -
L ) : B E = 2
1 6 -
L * 1 6 : R D -
B E + 3 8  
-
L * 4
: S E
= R E
- 4 -
L .
2 0 :

RH1=1:RN2=(1.>3):R1-(3/L>1)-1-1
430 POSITION 1 3 . 1 : ?  1/8:"LEVEL:";L:RETURN
499 REM **DEAD MAN**
SOO POKE OM.O:POKE NM.00:POSITION 0 . 0 : ?  # 6 ; "1 I Nv ja a t e n  by  an
OGG1INV]
510 FOR I = 1  TO 21:SOUND 0.128+INT(RNO(0)*12R),4,10:POKE
pi:440.129:1F I N T( 1 1 2 ) -
-
I 1 2  T H E N  
P O K E  
P P
+ 4 0 . 3 6

515 NEXT I
520 POP : I F  S>HI  THEN HI  -S
530 SOUND 0.0,0.0SOUND 1. 0. 0 . 0 : FO R I  =1 TO 300:NEXT I:GOSUB
800:00TO 20
550 SOUND 0 . 2 5 5 . 1 2 , 8 : I F E>=100 THEN E=I NT(E* 0. 9) -10:00TO 70
560 POKE OM.O:POKE NM.SL464:POSITION 0 . 0 : 7  #6;"[INV1TRAPPED
BY [ I NV ] s l i n e  " : G O T O  520
570 POKE OM.MC-128:POSITION 0 . 0 : ?  # 6 : "o u t  o f  : I NV I ene rgy lI NUI
":30TO 520
599 REM **TUNNELS.*
600 I F  NM-SC+139 THEN NM-N4+20:RETURN
610 I F  NM=SC+160 THEN NM=NM-20:RETURN
620 I F  NM0sC+359 THEN NNNM-1-20:RETURN
630 I F  NM-SC.4380 THEN N M .
,
N M - 2 0 : R E T U R N
640 RETURN
949 REM **UPDATE SCORE &  ENERGY**
650 POSITION 7 . 1 : ?  *6;S:POSITION 1 9 . 0 : ?  *6:0P:POSITION 7 . 0 : 7
* 6 : I NT(E ) ; "
660 I F  E<=0 THEN POSITION 7 . 0 ; ?  # 6 : "0  ":POP :GOTO 570
665 I F  E<=20 THEN SOUND 1 , 1 5 , 1 0 . 8
670 RETURN
748 REM **DRAW MA ZE * .
739 REM **USE CTRL 19**
ROO POSITION 0 . 2 : ?
801 ?
*
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RLI RCI NVHCTRLI WI NVi[ CTRI ] B lI NVI I CTRI WI NVHCTRI ] B [ I NVI (CTR
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TRL1B(INVI [CTRL]5[ INV1[CTRL]BWINVI ICTRLJ 5[ INVECTRLiB[ INVH
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* 6; "111(I NVI [ CTRL1RWI NVNO TRLI 8I I I NVHCTRLI BWI NVMCTRI D3!
[ INVI [CTRL]B lI [ INV]  [CTRL)B! !1":
807 ?
* 6; "!LINV)(CTBID3[ /NVI (CTRLI3[ INVHCTRID4lINVI [CTRL]B[ INVI [CT
RLIR[ INVI1CTRI]B[ INV] [CTRLIBI INVICCTRL)BWINVI [CTRL3REINVHC
TRLIB[ INV]LETRL38[ INV]ECTRLIMINVHCTRLIMINVliCTRL]B[ INVI [CT
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* 61"1(I NVHCTRLI BMI WI 1 '4V I [ O TRUBWI NVI (CTRI D3111111[ I NV ] E
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* 6 ; ' 1 1 I NV HCTRL )RI I I I I I ( I NV i t c TRMRI I [ I NV ] f c TRI J R: 1 : 1 W I NV N
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* 6 ; "1 [ I NV ] I CTRL ] B ! ! ! ! ! 1 [ I NV I L CTRL 1 B MI NV MCTRL ] B lfl I WI NV ) (
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]BLINV)(CTRL]B[ INVHCTRLD1[ INVI (CTRL]Bt ";
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# 9 ; "1 [ I N V ] ( C TR L N I M M I N V ) ( C TR L ] B l I t I N V I [ C TR L ] B M I I I I I N V E
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TRLDEI [ INVI [UTRI ]B[ INVIECTRL)BWINVHCTRL]B[ INVHCTRL]8[ INVI i
CTRL1B[INV] [CTRL]B[ INVHCTRLIBCINVHCTRLIBI [ INVI [CTRI ]B! ":
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CTRLIBI";
820 ?
# 6 ; " 1 [ I N V N C T R 1
,
1 8 ( I N V I [ C T R I ] 8
[ I N V I [ C T R L ] 3 (
I N V H C T
R M R [ I N
V I ( C T

RLIRCINVI [CTRL]8[ INVI [CTRLWINVI [CTRL]B[ INVIECTRL)B[ INV] (CTR
LIBEINV)(CTRL)B[ INV] [CTRLiBlINVHCTRL)B(INVHCTRLIB[ INVICCTRI
IRCINVIECTRLIB[ INV] [CTRLIB[ INV] [CTRL]Bl";
821 ?  # 6 ; "
1 1 1 1 1
P I ! ! ! ! ! ! !
1 1 : 1 1 ! " :

839 REM **SET VARIABLES.*
840 POKE 764.255
850 POSITION 0 . 0 : ?  / /6: "INPUT LEVEL ( I NV I I I I NV j- [ I NV I S E I NV ]
":POSITION 0 . 1 : 7  * 6 ; "H I  -SCORE ";HI :POSITION 1 3 , 1 : ?  # 6 : "

855 GET * 1 . K : I F K<49 OR K>53 THEN 855
860 L=K-48:POSITION 0 . 0 ; ?  *6:"PRESS [ I NVI TRI G [ I NV]  TO START
" : E - 5 0
4
( 1 , - 1 )
.
1 0 : E 0
= 1 . * 0 .
1 4 - 0 .
2 : T D =
5 0 * ( 9 -
L )

870
RE=216-L*16:RE=8E+38-L*4:SD..RE*L*20:RNI•CL>1):RH2(L>3):0P=3:
RI-(3/L>1)-1.1:SP-13.1,
871 I F  PEEK(644)-1 THEN 871
872 I F  PEEK(644)=0 THEN 872
875 POSITION 0 . 0 : ?  #6 ; "[ I NV I ene rgy t I NV I  " ; E ; "
OR:";OP:POSITION 0 . 1 : ?  *6; "[ INV]SOORE[ INVI  0
876 POSITION 1 3 . 1 : ?  #6 ; "LE V E L: "; L
880
S=0:MC=196:0C=133:EC=66:SL=134:RC=3:10:0M=SC+61:NWOM:01=SO4
441:02-SC4.458
385 11=1:M2=-20:POKE OM,MC:POKE 01.0C:POKE 02.0C:RETURN
899 REM **REDEFINE CHARACTERS**
900 GRAPHICS 17:POSITION 4 . 1 1 : ?  * 6 ; "( I NV I p le a s a
wait [ INV] ' :POSITION 5 . 9 : ?  * 6 : "oags
oRge:SC-PEEK(88)-1-256*PEEK(89)
910 PP=(PEEK(106)-8)•256:CP-57344:FOR I - 0  TO 511:POKE
PP+I.PEEK(CP+I):NEXT I
929 FOR I = 0  TO 55:READ A:POKE I+PP.A;NEXT I:POKE
756.PP1256:0PEN #1.4.0. "K: ":RETURN

U.

930 DATA
3 . 0 . 3 . C y : . 9 . D .
-
2 . 2 5 5 . 2 5 5 . 2 5 5
.
2 5 5 . 2 5 5 . 2 5 5 . 2
5 5 , 2 5 % 0  .
2 4 . 6
0 . D O
.

24.3. D. 2 . 9 . 0 . 2 4 . 2 4 . 3 . 9 . 0
940 DATA
60. 60 . 24 . 255 . 60 . 63 . 36 , 36 . 129 . 66 . 66 . 126 . 90 . 126 . 126 . 25 . 72 . 18 . 6
5.20.136.33.132.34

61
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80 SYMBOL 244 .248 ,248 ,224 ,224 ,224 ,224 ,25

_ _
RUNS O N  A N  AMSTRAD

1

IF INKEY(64)=0 THEN 5K=2
320

BY DAVID CRESSWELL

INKEY(65)=0 THEN 3K=2

6

IF

,
You have kindly "volunteered" for the job of
Chief Bomb Disposer in this game of skill and
strategy. Use the  Z X ; and /  keys to defuse
the bombs in  or de r
s  b u t  
b e  
c a r e f u
l  
w h e r
e

you leave your  radioactive tra il.
The program contains a ll t he  instructions

to p l a y  t h e  g a m e ,  a n d  e v e n  h a s  a
demonstration m ode ,  s o  lus t  t y pe  i n  t h e
listing and you're away.
if.) 1 M  :-. I N V  : 6  IN f  2 , 2 3 :  INK 3 .2 5  I N

• K  4 .1  I l l  5 . 4  IN f  6 . 2  INK 7 ,1 3  N K  8 . ,  I
NI 9 . 5  INK 1 0 . .0 IN K  1 1 .6  TM  1 2
,
7
20 DIM P ( 1 4 ) .C t1 4 .

• 3 0  SYMBOL AFTER 240
40 SYMBOL 2 4 0 , 0 , 0 . 0 , 0 . 7 , 7 , 3 1
,
2 1
50 SYMBOL 241 .0 ,0 ,36 .60 .255 .255 .255 .255
60 SYMUOL 2 4 2
,
0 . 0 . 0 , 0 . 2
2 4 . 2 2 4 . 2 4
8 . 2 4 8

x

310 IF INKEY(64)=0 THEN 5K=2
320 IF INKEY(65)=0 THEN 3K=2
330 IF INKEY(57)=0 THEN SK=4
340 IF INKEY(56:)=0 THEN 5K=5
350 IF IN KEA4 9 )0  THEN 5Kz6
360 IF SK=0 THEN GOT() 310

540 LOCATE C(6OJR(G1)42:PRINT CHR$(245>
550 LOCATE CO:041,R(G)-4-2:PRINT CHRV246)
560 LOCATE C(G)4.2,Ri:.4-2:PRINT CHRS(247)
570 LOCATE C(G),R<G3+2'PRINT CHR$(248)

90 SYMBOL 2 4 5 ,6 3 .6 :.1 2 7 .1 2 7 ,1 2 7 ,3 5 ,2 5 .1 9
100 SYMEOL 246 .255 .255 ,255 .255 .255 .60 .24

110 SYMBOL 247 ,252 ,252 ,254 ,254 ,254 ,196 ,1
96,200
120 SYMBOL 2 4 8 ,1 9 ,1 1 ,1 1 ,7 ,7 ,3 ,1 5 ,2 5 5
130 SYMBOL 2 4 9 ,0 ,0 ,6 0 ,6 0 ,6 0 ,6 0 ,0 ,0
140 SYMBOL 2 5 0 ,2 0 0 ,2 0 8 ,2 0 8 ,2 2 4 ,2 2 4 ,1 9 2
,
L
.

40,255
150 SYMBOL 2 5 1 ,2 4 ,2 4 ,1 2 9 ,9 0 ,2 4 ,2 4 ,3 6 ,3 6
160 SYMBOL 253,126,189,219,231,231,219,1
89,126
170 SYMBOL 2 5 4 ,2 5 6 ,0 ,0 ,0 ,0 ,0 ) 0 ,0
180 BORDER 0
190 MODE 1:11JSUB 2 1 0 : IF  DEM0=1 THEN SK=2
'COSUB 380

200 NODE 0:130SMB 410:GOSNB 700:GOSUB 970
:GOTO 190
210 DEM0=0:PAPER 0:PEN 3
220 LOCATE 1 6 ,2 PR IN T "DEFUSE"
230 LOCATE 5 ,6 :PRINT "PRESS I  FOR INSTRU
CTIONS"
240 LOCATE 5 ,9 :PRINT "PRESS D FOR A  DEMO
NSTRATION"
250 LOCATE 5 ,12 :PRINT "PRESS S  TO START
CAME"
260 I F  INKEY(35)=0 THEN CLS;GOSUB 1010:C
LS:00TO 220
270 I F  IHKEY(61)=0 THEN DEM0=1:RETURN
280 I F  I N K E Y ( E 0  THEN SK=0:008OB 300:R
ETURN
290 COTO 260

CLS:LOCATE 1 ,2 :PRINT "INPUT SKILL  LE
VEL <1-EASY TO 5-HARD>"j

370 GOSUB 380:RETURN
380 SYMBOL 2 4 9 ,0 ,0 ,6 0 ,6 0 ,6 0 ,6 0 ,0 ,0
390 I F  8K=2 OR $K=3 OR SK=4 THEN SYMBOL
249,0 ,126 ,126,126,126,126,126,0
400 RETURN
410 H=0:D=1A9=1:FIN=0.RE=0
420 X . Z
.
0 = 2 0 :
Y c 0 = 2
0 ' x = 0
: 9 = 2

430 RESTORE 440:FOR G=1 TO 14:READ C(tTh
R<G):NEXT
440 DATA 1 2 , 9 , 2 , 1 5 , 6 , 4 , 1 4 , 2 0 , 1 . 2 0 9 , 1 . 5
,5 ,1 6 ,1 5 ,2 ,3 ,7 ,1 5 ,1 1 ,4 ,9 ,2 1 ,8 ,1 0 ,1 2 ,1 4
450 CLS:PEN 10:LOCATE 1 ,2 :PRINT STR IN W
20,CHRS(254)),
460 0=INTKRNDP,14-SK));IF DEM0=1 THEN 0 =
1
470 FOR REA=1 TO SK
480 RE=RE+1:G=G+1:PEN 4
490 LOCATE C<G),R(G):PRINT CHRV24IL
500 LOCATE C(G)4 .1 ,R (GPRINT CHR$(241
510 LOCATE DOG)+2,R(G):PRINT CHRS(242)
520 LOCATE 1(CA.R<G)-1.1:PRINT CHRS(243)
530 LOCATE C(G>4-R(GD*1:PRINT CHRV244)

580 LOCATE C(G)-4-2,R(6)+3:PRINT CHRE250)



DEFUSE!
590 I F  RE=1 THEN K=3
600 I F  RE=2 THEN K=5
C,10 I F  RE=3 THEN K=6
.7:,
-
;20 
I
F  
R
E
=
4  
T
H
E
N  
K
=
8

620 I F  RE=5 THEN K=9
640 I F  RE=6 THEN K=12
650 PEN K:LOCATE C )
- 1 -
1 , P ( G )
+ 3 ; P R I N T  
C H R

$( 249 )
660 PEN 8:PAPER 3:CH=48+REA:LOCATE C(G)4.
1
,
R
K
G
)
+
1
-
P
R
I
N
T  
C
H
R
S
(
C
H
)
:
P
A
P
E
R

670 NEXT PEA
680 PEN 10-LOCATE 2
,
1 : P R I N T  
" D E F U S E
"

690 FOR F =1 TO  SK:LOCATE 6
4 -
( 2 * F ) , 1 : P R I N T

F:NEXT F-RETURN
700 T I=T IME
710 I F  DEM0=1 THEN GOSUB 1270:GOTO 7 6 0
720 I F  INKE1( 2 8 ) = 0  THEN x = 0 :
.
, . . 1 = 2 : 1 O T O  7 6 f
1

730 I F  INKEY(631)=0 THEN x=4:.:1=0:GOTO 7 6 0
740 I F  IN KEY( 71 ) =0  THEN .
/ . = - 4 : 9 = 0 : G 0 T O  
7 6

0
750 I F  I111 EY( 30) =0 THEN x = 0 : 9 = - G O T O  7 6
0
760 xco=xco+x:%Jr0=.21:04-v
770 I F  x1.7.0(0 OR x c o>639  OR 1 , 0
-
n < 0  O R
380 THEN GOSUB 960:GOTO 9 0 0
780 P%=TEST(xc0,111c0)
790 I F  A=1 AND P%=2 THEN GOSUB 1240:GOTO900
aoo I F  ( A =1  OR A =2 )  AND P%=
-
5 T H E N  
G O S U B

1260;GOTO 9 0 0
810 I F  ( A > 0  AHD A <4 )  AND P 6  THEN GOSUB

1
2
1
2
0
:
O
O
T
O  
9
0
0

820 I F  ( A > 0  AND A ( 5 )  AND P%=8 THEN GOSUB
1300:GOTO 9 0 0

820 I F  (1R>0 AND A < 6 )  AND P 9  THEN GOSUK
1320:G1JTO 9 1 0

940 I F  ( A > 0  AND A i
.
, 7 )  A N D  
P % = - 1 2  
T H E
N  
G O S
U

E 1240;GOTO 9 0 0
850 I F  P%=1 THEN GI.T;NB 950:GOTO 9 0 0
860 I F  P%=4 THEN G r U B  1230:GOTO 9 0 0
S70 PLOT x c 0,9.20
380 SOUND 1
,
x c 0 / 4 0 3
, 7

890 I
2 .
; O U
N D

900 I F  F I N =1  THEN GOSUB 1000:GOTO 9 4 0
910 I F  D=SK-1-1 THEN S K = S K -
1 ,
1 : G O S U B
TIME-80
920 I F  N=1 THEN RETURN
920 I F  LEM0=1 THEN 7 1 0  ELSE GOT(' 7 2 0
940 RETURN
950 GOSUB 1210:LOCATE 1 2 , 8 : PR I N T  "YOU RA
N INTO YOUR" :LOCATE 13 , 10 : PR I N T  "OWN PALS
tOACTIVE":LOCATE 13 ,12 - PR IN T  " T R AI L  AND
DIED":RETURN
960 GOSUB 1210:LOCATE 1 4 , 8 : PR I N T  "YOU Rfi
N INTO "  LOCATE 1 3 , 1 0 : PR I 1 1  " T H E ELECTRIF
IED":LOCATE 13 , 12 : PR I N T  "FENCE AND D IED"
:RETURN
970 PRINT:PRINT:PRINT:PRINT:PRINT
980 LOCATE 1 1 , 1 8 : PR I N T  "PRESS THE P A C E
BAR";
990 I F  IN KEY( 47) =0  THEN RETURN ELSE GOTO

990
1000 MODE 1:LOCATE 1 5
,
9 : P R 1 N T  
" W E L L  
D O N E

LOCIATE 12 ,11 :PR IN T  "YO U JUST SAVED" :L
WCATE 15 , 12 : PR I N T  T H E  NATION" RETURN
-
1
0
1
0  
C
L
S
:
L
O
C
A
T
E 
1
6
,
1
:
P
R
I
N
T 
"
D
E
F
U
S
E
"

1020 PRINT PRINT "  YOUR TASK AS CHIEF BO
NB DTSPOSER"

64

1030 PRINT "  I S  TO DEFUSE ALL  THE BOMBS
PLACED"
1040 PRINT "  UNDER EACH O FT HE NUCLEAR R
EACTORS."
1050 PRINT: PRINT "  YOU DO T H IS BY DIRECT
ING YOUR MAN"
1060 PRINT "  (SHOWN AS A  WHITE L I N E )  I N
AN '
.
1 1
"

1070 PRINT "  SHAPE THROUGH EACH OF THE b
ONES."
1080 PRINT:PRINT "  DO NOT DEFUSE THE BUM
ES I N  THE WRONG"
1090 PRINT "  ORDER, H I T  ANY OF THE REACT
ORS OR RUN"
1100 PRINT "  INT O  YOUR OWN RADIOACTIVE I
R AIL . "
1110 PRINT : PRINT "  YOU CAN START WITH AN
Y NUMBER OF"
1120 PRINT "  BOMBS UP TO A  MAXIMUM OF S I
X. EACH"
1130 PRINT "  T IME YOU CLEAR A  SCREEN THE
NUMBER."

1140 PRINT "  OF BOMBS INCREASES."
1150 PRINT : PRINT "  YOUR CONTROLS ARE
1160 PRINT:PRINT "  Z  =  LEFT X
RIGHT"

1170 PRINT "  =  UP /  =  DOWN"
118(i LOCATE 9 , 2 5 : PR I N T  "PRESS THE SPACE
BAR"
1190 I F  I N K E Y ( 4 7 ) 0 0  THEN 1 1 9 0
1200 RETURN
1210 MODE 1:SOUND 3 , 5 0 0 , 2 0 , 7 , ( 1 , 0 , 3
1220 FOR •%=1 TO  10:X=INT(RND4.7)PAPER •
:CLS:NEXT J%:N=1:PAPER 0 :PEN  3:CLSRE1UR

1230 GOSUB 1210 :C L5:LOCATE 1 2 , 8 : PR I N T  " I
OU RAN INTO ONE":LOCATE 1 1 , 1 0 ; PR I N T  "O F
THE REACTORS AND":LOCATE 12 , 12 : PR I N T  " SE
T THE BOMBS OFF":RETURN
1240 I F  D<>1 THEN GOSUB 1210:GOSUB 1 3 6 0
RETURN
1250 LOCATE 9
,
1 : P R I N T  
"  
" : D = D
- 1
- 1 : A = 2
; R E 1 U

RN
1260 I F  D<>2 THEN GOSUB 1210;GOSUB 1360 ;
RETURN
1270 LOCATE 1 1 , 1 : PR I N T  "  " : D = D
4 -
1 ; A = 3 : R E T
URN
u e o  I F  D<>3 THEN GOSUB 1210:GOSUB 1 3 6 0 :
RETURN
1290 LOCATE 1 3 , 1 : PR I N T  "  " :D=D+1:A=4:RET
URN
1300 I F  D<>4 THEN GOSUB 1210.GOSUB 1 3 6 0 :
RETURN
1210 LOCATE 1 5 , 1 ; PR I N T  "  " :D=D+1;A=5:RET
URN
1320 I F  D<>5 THEN GOSUB 1210:GOSUB 1 3 6 0 :
RETURN
1230 LOCATE 1 7 , 1 : PR I N T  "  " :D =D +1:A=6:R ET
URN
1340 I F  D<>C. THEN GOSUB 1210:11JS1JB 1360 :
RETURN
1350 LOCATE 1 9 , 1 : PR I N T  "  " :F IN=1:RETURN
1260 LOCATE 3
,
6 : P R I N T  
Y O U  
S E
T  
O F
F  
T H
E "
:

LOCATE 3 , 8 : PR I N T  "BOMBS BY TRYING":LOCAT
E 2 ,10 :PR IN T  " T O  DEFUSE THEM IN";LO CATE
3,12:PRINT  T H E  WRONG ORDER RETURN

.1270 I F  TIME>TI-4.1150 THEN x = 4 : = 0
13e0 I F  T IME>T I+1520 THEN x =0: .4=2
1290 I F  T IME>1I+1750 THEN x =4: :J =0
1400 I F  T IME>T I+1840 THEN x = 0
-
: 4 = - 2
1410 I F  T IME>T IK2100 THEN x =4  1/=0
1420 I F  T I M E
-
) T I -  . ' 0
0  
T H E
N  
x = 0 -
, 1 =
2

1430 RETUFH
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Spy vs Spy is two player cartoon
The black and white spies chase e

other around the embassy.
They steal secrets and plant

traps, playing against each
other on a split screen display.

Available from software dealers everywhere or direct from
Beyond Competition House, Farndon Rood, Market Harborough, Leicester LE16 9NR.
Access/Barclaycard telephone: 0858 311567, Price £9.95 inc. P&P



Quasimodo likes bells. They make him feel good —they make
him happy—they are his friends.
All Quasi wants is to be left alone, but those nasty soldiers think
that he stole the royal jewels. Quasi didn't steal them!
Quasi wants the soldiers to leave him alone. They fire
nasty arrows at him. Quasi doesn't want to, but
Quasi will throw big rocks at the nasty

•  soldiers.
Quasi knows a secret! Quasi knows
where the jewels have been hidden
in the castle and only Quasi can
climb there.
They better leave Quasi alone, 'cause
Quasi is getting mad. Quasi better hurry
and find the jewels. Not much time.
Quasi sees lots of soldiers. Quasi has
lots of rocks.
Now the noise has sthTed up the bats in the
belfry. The bats are mean, they Make Quasi fall
down. Quasi better jump a w a y
/
f r o m  t h o s e  
b a t s .

Quasi thinks he got up on the wrong side of
the bed today.

U.S. Gold is available c o m p u t e r  stores, and
se

8001SIMI N  MENZIES
MOOLWORTH • WILDINGS •

Dealers! For infomiation on bow to become J S  •
contact Centresoft, l ightning, licrodealer. Tige0 aad o
leading dishibutors or write to: U.S. Gold t.inutcdtUnit

The Park% a) Industrial Centre, Heneage Sheet, /
Binningham B7 411'. Telephone: 021-359 3020. Telex: 337268.

n O t1 ;* 1 0 (--,  S I P O D



QUICKSHOT II AUTO RAPID-FIRE MYSTIC

SPECTRU UPGRADE KiT

TURBO INTERFACE

Four great new add-ons from Ram, Number One in everything for the
Spectrum
TURBO INTERFACE

Outperforms any other Spectrum interface. Supports Kempston,
Protek, Interface 2 and ROM cartridge software, with a full expansion bus at
the rear. The Turbo works with two standard joysticks, making the most of the
Quickshot ll's rapid-fire action. Features a unique built-in power safety
device. Amazing value at f22_95.
QUICKSHOTII AUTO RAPID-FIRE JOYSTICK

The top games joystick with its sleek trigger fire button and an auto-fire
switch for continuous shooting— a snip at onlyi9.95.
SPECTRUM INTERFACE

This Kempston-compatible interface adds real games power to your
Spectrum. Costs Just 0.95.
SPECTRUM UPGRADE KIT

Boost your 16K Spectrum to a full 48K, allowing you to run all the latest
and greatest software. Only 21.95

Where can you get your hands on Ram's amazing Spectrum add-ons?
You can see them at branches of Boots. Menzies, Greens. Spectrum Group
computer centres, and good computer stores everywhere_

Ram Electronics (Fleet) Ltd (Dept CliG ), 106 Fleet Road, Fleet, Hampshire GU13 8PA
Credit Card hot line: 02514 25252. (Access & Visa).

Please send me  Spec t r um Turbo Interface(s) at 522.95.
Quickshot II Joysticks) at 0.95.
Spectrum Interface(s) at E9.95.

_ Spectrum Upgrade K(s) at L21_95•
(Please state issue 20 or 3 0)

+LI  per order P-0- P Ali Overseas) TOTAL

I enclose cheque/postal order 0  charge my Access/Visa
= 1 1 1 1 1 1 1 1 1 1 1 1 1 1

- Expiry Date /
Name
Address

P o s t c o d e
Telephone
24 Hour despatch for credit cards and postal orders (1 days for cheques)
AN products are fully compatible with the Spectrum. Spectrurn +
and Sinclair Microdrives

Ram Electronics (Fleet) Ltd
(Dept CVG ). 106 Fleet Road,
Fleet, Hampshire GLIB 8PA.

Trade and Export enquires welcome,
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Welcome to my corner of the world, pupils.
Get those brain cells working, 'cos here we
have June's batch of hints, tips and pokes.

TA P P E R
Another new game to enter the Profs pages this
month is Tapper for the C64. This collection of tips
comes from Roger Duckworth, Lancashire. Roger
says he had to give up, with nine lives left, as he
had sore fingers after continuous play. Don't you
know, Roger, a bit  o f  v inegar on the fi ngertips
soon hardens them up and you are able to play for
hours and hours! Try it and see.

Only c ollec t  t ips  w hen  ther e ar e  a  lo t  o f
customers at the far end of  each bar_ Learn the
patterns that the Soda Bandit uses as these could
be useful when you progress further and the cans
move faster.

Men drink faster than women (don't they always
Roger?). To collect the glasses faster, run Tapper
down the bar.

On the bottom bars, don't let the customers get
too near the end of the bar as it will take a lot of
soda to push them through the doors. In the Space
Bar, watch out for the glasses because they move
a lot faster.

B A C K PA C K E R ' S
G U I D E
Now is the time to get pen to paper and help out a
fellow s tudent  Mat thew Waldr on f r om H ig h
Wycombe has  been tr y ing t o  play  the Back-
packer's G u id e  t o  t h e  Univ ers e s inc e t h e
beginning of  the year. He has wr itten to these
pages in desperation as his problem seems to be
that whenever he plays the game he ends up in
the same old place.

Does anyone out there know how to help him?
Indeed has  anyone ou t  ther e c ompleted the
game, 'cos I have never had any letters telling me

4
0
•
1
1
•
M
m
i
N
,

I f
A m o m m o m O J

how to do it? So there's a challenge — who has
done it  and who has the key  to the mystery of
Backpacker's'? You  k now  the  address s o  ge t
writing.

P O K E  C O R N E R
I think  after that we need a breather so, while I
have a rest, look over these pokes and see what's
useful_
SABRE WULF: POKE 43575,225:POKE 45520,255 —
infinite Sabremen! POKE 44929,0 — Watch and
see   ( w i l l  someone please tell me what this
one does?),
PSYTRON: POKE 28624,0:POKE 28626,0 — for lots
of fun (LOAD all the parts except the last one, type
BORDER 7 and the POKES).
JET SET WILLY: POKE 38207,24 — Maria will let
you go into the bedroom POKE 37874,0 — when
you enter each room, the objects will jump in to
your sack.
JET PAC: POKE 36966,224 — infinite lives.
ATIC ATAC: POKE 36519,0 — infi nite lives_
Big round of thanks to Nir  Gendler from Israel.

S TA F F  O F  K A R N A T H
More tricks on Staff of K a r
-
n a t h ,  t h i s  
t i m e  
f r o m  
A l e c

Fu of Wembley. Got to the upper guardroom and
shoot the shield once w ith THROBIN and hit  it
again with OMPHALOS, then walk over the cross.

In the treasury, shoot the snake with KNOSSOS.
To get the Pentacle in the great hall, shoot the fire-
place with AEOLUS.

Once in the morning room, go to the left of the
flowerpot and shoot with the IBRAHIM spell until
the pot falls off the table. Most of the creatures can
be destroyed with FORTHRIN and when in the
waiting room just wait!

Alec tells me that he is trying to get the Pentacle
in the library after the Skeleton hits him. He does
know how to get it, as you have to be in a certain
position but won't tell me. Now that's not a very
nice way to treat the Prof, Alec, so come on all you
other readers — tell me the secrets to the Staff of
Karnath_

B E A C H  H E A D
Now for  a new one to the Pr of  s penc il Beach
Head. These tips come from an old fr iend to these
pages, Michael King.

Michael recommends  y o u  g o  thr ough t h e
Secret Passage, as  with practice you can steer
your vessels through. One trick is to stay low and,
once the first two torpedoes pass, make a dash to
the left s ide of the screen. You gain 3,000 points
per boat, so start practising.

Move on to the airplanes. Whichever  way the
planes move, you follow and ALWAYS keep your
guns at 52' 0" plus  keeping your finger on the fire
button as it auto-repeats very quickly.

Next thing on the horizon is three ships. DON'T
go for  the largest 'cos if  you do the others w ill
bombard you. Remember to always watch how far
you are from hitting the boat. Only aim for the ship
which is aiming for you.

That's all for this month, but, I shall return next
month with more tips.
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ottr4•,

e,
1
P

Y40
0

155  D A T A  0 , 3 2 , 3 2 , 3 6 , 8 4 , 7 4 , 1 4 9 , 171

156 D A T A  0 , 4 ,1 4 2
,
8
2 ,
7 3
,
1 4
9 ,
1 7

157  D A T A  6 3 , 6 4 , 6 3 , 6 4 , 3 2 , 3 2 , 8 8 , 135

158  D A T A  2 5 2 , 2 , 2 5 2 , 2 , 4 , 4 , 2 6 , 2 2 5
1 5 9  D A T A  8 5 , 8 5 , 8 4 , 2 0 , 1 , 8 5 , 8 5 , 8 5
160  D A T A  0 , 3 2 , 6 7 , 2 5 4 , 6 7 , 3 2 0
161 D A T A  1 5 , 1 6 , 2 2 4 , 1 6 6 , 1 2 7 , 2 8 , 24 . 0

162  D A T A  2 5 5 , 0 , 0 , 0 , 2 5 5 , 0 , 0 , 0
1 6 3  D A T A  2 4 0 , 8 , 5 , 9 8 , 2 5 2 , 5 6 , 2 4 , 0
164  D A T A  2 4 , 2 4 , 1 2 6 , 1 2 6 , 2 4 , 2 4 , 2 4, 2 4
2 0 0  R EM  t i t l e s
2 0 5  I N K  3 :  B R I G H T  1
2 1 0  P L O T  8 , 1 6 7 :  D R A W  0 , - 1 6 :  D R A

W 1 6 , - 8 :  D R A W  0 ,
-
3 2 :  
D R A W  -
8 , - 8 :

DRAW 2 4 , 0 :  D R A W  0 , 1 6 :  D R A W 8 , 0 :
DRAW 0 , - 1 6 :  D R A W  2 4 , 0 :  D R A W - 8 ,

8 :  D R A W  0 , 4 8 :  D R A W  8 , 8 :  D R A W  - 7 2
, 0 :  D R A W  8 , - 8 :  D R A W  0 , - 2 4 :  D R A W
-
8
,
0
:  
D
R
A
W 
0
,
1
6
:  
D
R
A
W 
-
3
2
,
1
6

2 2 0  P L O T  7 2 , 1 5 9 :  D R A W  1 6 , 0 :  D R A
W 0 , - 4 8 :  D R A W  8 , 0 :  D R A W  0 , 4 8 :  D R
AW 1 6 , 0 :  D R A W  -
8 , - 8 :  
D R A W  
0 , - 4 0
:

DRAW -
8 , - 8
:  
D R
A W  
-
8 ,
0 :  
D
R
A
W  
-
8
,

8 :  D R A W  0 , 4 0 :  D R A W  -
8 , 82 3 0  P L O T  1 2 0 , 1 5 9 :  D R A W  -

8 , - 8 :  DRAW 0 , - 4 0 :  D R A W  -
8 . - 8 :  
D R A W  
1 6 , 0

: D R A W 0 , 4 0 :  D R A W  8 , 8 :  D R A W  8 , 0 :
DRAW 0 , - 4 0 :  D R A W - 8 , - 8 :  D R A W  1 6

, 0 :  D R A W  0 , 4 8 :  D R AW - 8 , 8 :  D R A W  -
8 , 0 :  D R A W  -
8 , - 8 :  
D R A
W  
0 ,
8

2 4 0  P L O T  1 6 0 , 1 5 9 :  D R A W  8 . 0 :  D R A
W 8 ,
-
8 :  
D
R
A
W  
0
,
-
8
:  
D
R
A
W  
-
8
,
0
:  
D
R

AW 0 , 8 :  D R A W  - 8 , 0 :  D R A W  0 , - 4 0 :  D
RAW 8 , 0 :  D R A W 0 , 8 :  D R A W 3 , 0 :  D R A
W 0 , - 8 :  D R A W  -
8 , - 8 :  
D R A W  
-
8 , 0 :  
D

RAW -
8 , 8 :  
D
R
A
W  
0
,
4
0
:  
D
R
A
W  
8
,
8

2 5 0  P L O T  1 8 4 , 1 5 9 :  D R A W 8 , 0 :  D R A
W 0 , - 2 4 :  D R A W  8 , 8 :  D R A W  8 , - 8 :  D R
AW 0 , - 3 2 :  D R A W  -
8 , 0 :  
D R A W  
0 , 3 2 :

DRAW -
8 , - 8
:  
D R
A W  
0 ,
- 2
4 :  
D
R
A
W  
-
1
6

, 0 :  D R A W  8 , 8 :  D R A W  0 , 4 8
2 6 0  P L O T  2 1 6 , 1 3 5 :  D R A W  8 , 0 :  D R A

W 6 , - 1 6 :  D R A W 8 , 1 6 :  D R A W  8 , 0 :  D R
AW -
3 2 ,
- 5 6
:  
D
R
A
W  
-
3
2
,
8
:  
D
R
A
W  
2
4
,

0 :  D R A W  1 6 , 2 4 :  D R A W - 8 , 2 4
9 9 9  I N K  7 :  B R I G H T  0

1 0 0 0  F O R  1 = 1  T O

1 0 1 0  F O R  j = 1  T O  7 :  P A U S E  2 :  P R I N
I  A T  1 3 , 0 ;  I N K  j ;  D . L Y T T L E  c o
n c e p t s  a n d  p r o g r a m  S . L Y T T L E  p at i e n c e
1 0 2 0  N E X T  j :  N E X T  i
1 0 3 0  P R I N T  A T  2 1 , 0 ;  F L A S H  1 : " N O W

LO ADING  PROGRAM P L E A S E  W A I T
1 0 4 0  I  NK 0 :  P R I N T  A T  1 9 , 0 ;1 0 5 0  L O A D

It's rescue Esmereida tim e again,  but  you•l i  fi nd some new
hazards in this months Spectrum listing which is in two parts.

Ilse:

for L e f t
for R i g h t
for J u m p

In ardor to move Hunchy to the r ight-hand side of 30 different
screens to ring the bell. It's all against the clock and everything
Is hazardous to Hunchy's health_

Tout1 see below a table of all the user-defined graphic
characters used in this program, Instead of confusing the listing
by leaving them in. we've changed them to underlined upper-
case letters. So. for  Instance, i f  you see 'A' in the listing. go
into graphics mode (CAPS SHIFT +  9),  then press the 'A k e y
(you'll see a  graphic character). then press CAPS SHIFT +  9
again to return to normal test_ Se very careful In lines 1050
and 1 0 6 0  w hor e  graphics characters a l te r na te  w i th t h e
underline symbol.

Line 6520 uses symbol graphics (the ones on the  number
keys. When in graphics mode, type SHIFT +'1',  then 3. then 7.
to give a table-l ike shape.

ifthi s  type of listing is a success. then we'll continue to use it
In future lushes, so we would welcome any comments.

•

PART 1
1

LS
C
.

10

3 0
4 0

CAPS
SHIFT

0

tjt
4-
c-2

BORDER 0 :

4  44 14 444-4

•  W O
mo
lik •  • •

I N K 7 :  F A F E R  0 :

LET  t = 0
FOR i = U S R  " a "  T O  U S R  " u " + 7
READ a :  P O K E  1 , a :  L E T  t = t + a
NEXT 1
I F  t < > 9 8 0 6  T H E N  P R I N T  " T H E

G RAPHICS H A V E  B E E N  T Y P E D  I N  WRO
N G L Y" :  B E E P  0 . 5 , 0 :  S T O P

144  D A T A  5 6 , 1 1 6 , 1 2 6 , 9 6 , 6 0 ,
2 4
,
2 5

124
145  D A T A  5 2 , 2 6 , 2 9 , 2 8 , 3 6 , 6 8 , 1 3
0
,

67
146  D A T A  1 4 , 3 1 , 3 1 , 3 1 , 1 4 , 0 ,
0
,
0

147 D A T A  0 , 1 2 7 , 5 6 , 4 6 , 1 2 4 , 0 ,
0
,
0

1 4 8  D A T A  1 , 1 , 1 , 1 , 1 , 1 , 1 , 2 5 5
149  D A T A  1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 1 6 , 1
6
,
2

5 5
150 D A T A  0 , 4 , 1 3 0 , 1 2 7 , 1 3 0 , 4 ,
0
,
0

151 D A T A  2 8 , 4 6 , 1 2 6 , 6 , 6 0 , 2 4 ,
6 3
,
6
152 D A T A  2 0 , 4 4 , 9 2 , 2 8 , 3 6 , 3 4 ,
6 5
,

9 4
153  D A T A  2 8 , 2 8 , 2 8 , 2 8 , 1 2 , 8 ,
8
,
2 4

154  D A T A  5 6 , 5 6 , 5 6 , 5 6 , 4 8 , 1 6 ,
1 6
,

4

* O .
AV40
0
Als 40

7



72

1 L E T  h s = 1 0 0 0 :  L E T  n $ = " D . L Y T T
LE ":  G O  T O  7

2 RE TURN
INV• 7 :  L E T  c o l :  L E T  c o l = 1 5

: L E T  m s = 3 0
20 I F  P E E K ( U S R  " a " ) ( 5 6  THE N

LOAD * " m " : 1 : " h c h a r " C O D E
29 L E T  a c = 1
7 0  GO S UB 1 0 0 0
4 0  GO S UB 9 0 0
50 GO S UB 1 0 2 0
6 0  P R I N 1 4 4 1 : " H I  SCORE =

by " ; n $ :  L E T  c a l :  L E T  c y = S :  G O
SUB 1 0 9 0

75 L E T  1 = 1 :  L E T  b o n = 1 0 0 0 :  L E T
br = 1 :  L E T  b x = 2 4 5 :  L E T  b y = 1 5 9 :  G O

SUB 1 5 0 0
SO L E T  a = I N  6 5 2 7 8 :  L E T  b = 1 N  6 1

4 3 8
90 P R I N T  A T  y o l : "  " ; A T  y - 1 , k ( ; "

100 I F  a = 2 5 4  O R a = 1 9 0  THE N I F
x 0  THE N L E T  x = x - 1 :  L E T  h S = c $ ( 1
. 1 ) :  L E T  s S = d $ ( 1 , 2 J :  L E T  1 = 1 - 1 :
I F 2 = 0  THE N L E T  t = 2

110 I F  a = 2 5 7  OR a = 1 8 9  THE N I F
THEN L E T  x =x 4 - 1 :  L E T  h S = c $ (

1 , 2 ) :  L E T  s $ = . 1 $ ( 1 , 1 ) :  L E T  1 = 1 4
-
1 :

I F 1 = 3  THE N L E T  1 = 1
120 I F  b = 1 9 0  O R b = 2 5 4  THE N B E E

P 0 . 0 1 , 6 0 :  I F  I N T  y = 8  THE N L E T
y = y - 1 . 7 5 :  BE E P  0 . 0 1 , 4 0 :  BE E P  0 . 0
3 , 5 0

130 I F  y
,
. 8  
T H E
N  
L E
T  
v =
y
+ 1
/ 4

140 P R I N T  B R I G H T  1 ;  I N K  7 ; A T  y
o l l s $ ; A T  y - 1 , x ; h $

145 I F  I N T  ( y + . 5 ) = 8  THE N I F  AT
TR ( y 4 - 1 , x ) .  • 4 4  THE N I F  ATTR ( y +
1 , 0 1 ) 2 7  THE N G O  TO  7 0 0 0

150 FO R j = 1  T O  7 :  G O  S UB 5 ( 3 ) + 2
: N E X T  j

160 L E T  c o = c o -
1
- 1 :  I F  
c o = 2
9  
T H E
N

LET c o = 0
165 L E T  c o 1 = c o l
-
1 :  I F  
c o 1 = 0  
T H E

N L E T  c o l = 2 9
170 L E T  b o n = b o n - 1 0 :  P R I N T  A T  0 ,

FLASH ( b o n 1 0 0 ) : A T  0
•9 : "BO NUS  " ; b o n : "  " :  F L A S H  0 ; A T
0 . 2 0 : " L I V E S  " ; 1 : A T  1 7 , 1 2 :  I N V E R S
E 1 : " P HAS E  " 1 E + 1

180 I F  b o n
.
' . '  
T H E N  
G O  
T
O  
7 0
0
0

190 I F  : =7 . 1  THE N G O  TO  2 0 0 0
8 q0  GO TO  8 0
8 9
9  
S
T
O
P

901 DATA " I l l "
9 0 2  DATA " h l l "
9 0 7  DATA " a l l "
9 0 4  DATA " e l l '
9 0 5  DATA " a i l
9 0 6  DATA " b h l "
907 DATA " f h l "
9 0 8  DATA " b 1 1 "
909  DATA " d fl "
9 1 0  DATA " e fl "
911 D A T A  -
e b a "9 1 2  DATA ' 1 1 1 '
9 1 7  DATA " a z i "
9 1 4  DATA " d l f "
9 1 5  DATA A l l "
9 1 6  DATA -
b h f "917 DATA " g fl "
9 1 8  DATA " e d f "
919 DATA " e b h "
9 2 0  DATA " e b f "
921 DATA " d g f "
922  DATA ' O b g "
9 2 3  DATA " d b i "
9 2 4  DATA -
e h f "•25  DATA " e d h
-

926  DATA " d t b "
927  DATA
9 2 8  DATA " b a g "
9 2 9  DATA " h a d "
9 3 0  DATA " d l f "
967 D I M  5 ( 3 )
9 6 4  RESTORE 9011-c
9 6 5  READ a s
9 6 7  FO R 1 = 1  T O  3

968  1F- a $ , 1 ) - Z " 1 "  AND a $ ( 1 ) , = " a '
THEN L E T  s ( ' ( C O D E  ( a $ ( 2 ) ) - 3 6)

*
1
0
0

969  NE X T
9 7 0  RETURN

1005 L E T  h S = " " :  L E T  s $ = " •

1010  D I M  d $ ( 2 , 2 ) :  D I M  c 5 ( 2 . 2 ) :  D
IM s ( 3 ) :  L E T  x = 0 :  L E T  v = 8 :  L E T  c
=0:  L E T  1 = 7 :  L E T  s c = 0 :  L E T  s c r = 1
: F O R  1 = 1  T O  2 :  L E T  c $ ( 1 , 1 ) = " H " :
LET c $ ( 1 , 2 ) = " 4 " :  N E ) T  1 :  L E T  c S

I ) = " k " :  L E T  d $ ( 2 , 1 ) = " P " :  L E T
d $ ( 1 , 2 ) = " 1 " :  L E T  d $ ( 2 , 2 ) = " J " :  R ETURN

1025 BORDER 0 :  BE E P  0 . 1 , 0 :  P AP E R0:  C L S

1030  FO R 2 = 9  T O  2 1

1050  I F  1 1 2 = I N T  ( 1 / 2 )  T H E N  P R I NT A T  1 , 0 ;  P AP E R 2 ;  1 NP
E E  E  E _  :  G OTO 1 0 7 0

1060  P R I NT  A T  2 , 0 ;  P AP E R 2 ;  I N /
7 ; " F E F F F F
F F F F F F F
F F

F "

1070  NE X T 2
1080  RETURN
1100  FO R j = 1  T O  7

1110  I F  5 ( . 2 ) = 6 5 0 0  THE N G O  S UB500

1130 I F  5 ( j ) = 6 7 0 0  THE N G O  S UB 7700

1140 I F  s t J ) = 6 8 0 0  THE N 3 0  S UB 38 0 0 :  L E T  s ( j ) = 0

1150 I F  5 ( j ) = 6 9 0 0  THE N G O  S UB800:  G O  S UB 7 9 0 0
1160 NE X T j
1170  RETURN
1510 P LO T 1 3 , b y

' DRAW 2 , - 2 :  P L O T  b x , b y :  DRAW- 2
. -
-1530  P LO T b % - 4 , b y - 2 ;  DRAW 8 , 0 :  D

RAW 2 , - 7 . :  DRAW 0 , - 9 :  DRAW 1 , - 7 :
DRAW 2 . - 2 :  DRAW - 1 7 . 0 :  DRAW 2 ( 7 :
DRAW 1 . : :  DFAW 0 , 9 :  DRAW 2 , 3

1540 P LO T b ' , b y - 4 ;  DRAW -
2 , - 2 :  E
,

RAW 0 , - 1 0 :  DRAW - 1 , - 1
1550 I F  b r = 1  T H E N  P L O T
19: DRAW 0 , - 2 5
1560  RETURN

2 0 1 0  BEEF • 5 . 0 :  BE E P  . 5 , - 5 :  BE E P. 5 . - 3 :  BE E F • 7 5 , - 1 0

2020  P R I N T  A T  2 , 1 0 ;  F L A S H  1 ; " B  0N U  S "

2 0 3 0  FO R k = b o h  T O  0  S TE P  - 1 0
2 0 4 0  P R I NT  A T  0 0 0 : " S C - " "  " : A

0 , 9 : "BO NUS  " ; b o n ; "  " ; A TLI V E S  " ; 1

2 0 4 5  I F  s c / 5 0 0 0 = I N T  ( s c / 5 0 0 ( , )  T H
EN L E T  1 = 1 + 1 :  P R I N T  A l  3 , 1 0 ; " E X
TRA MAN":  P E E P  . 5 , 2 0 :  BE E P
: P R I N T  A T  3 . 1 0 ; "

2 0 5 0  L E T  sc=sc-0-30:  L E T  b o n = b o n - 10

2 0 6 0  BEEP 0 . 0 ) 5 , b o n * . 6 8 6 9 :  N E X T

.2,A70 L E T  x = 0 :  L E T  c o = 0 :  L E T  c o l .
15: L E T  y = 8 :  L E T  c = c + 1 :  I F  c =m sTHEN G O  T O  9 0 0 0
2 0 9 0  GO TO  4 0

3510  FO R 1 = 9  TO  1 2 :  P R I N T  AT  1 , 4
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1). Addictive launch STRINGER 1
Reporter Extraordina ire inne Hotel Caper

Wir

When you open an
Addictive Game, there's a
new world &discover
waiting  for  you.

STRINGER is an arcade adverquru ga rtv in which you are a press photographer tor the
-
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To hinder your attempts your camera. flashbulb, press pass and the key to the lady s
loom have been hidden fn the hotel and these items have to be recovered before the all

important shot can be taken. To add to your troubles the hotel staff a le bent on catching
you before you reach your goal and your Editor has set you a strict deadline
for the completion of the task.
The game has 5 skill levels and 10screens of increasing difficurty. It is tantaksingly playable.

graphically excellent and, of course Addic t ive' Available C o m m o d o r e  64 [6 95
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To Addictive Games Ltd, 7a Richmond Hill Bournemouth. Dorset 8H2 6HE
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•  Addictive Games
7a Richmond Hill, Bournemouth BH2 6HE
Telephone: 0202 • 296404.

( c o m p u t e r ) I
( c o m p u t e r )

l c o m p u t e r l I

Delete as applicable

Postcode... T e l

Access Orders Can be telebeenee MOugil
, O n  1 0 2 0 2 : •  
2 9 6 4 C
,

0 0 ,



l
o
t 
F
O
R

11
11Commodore 64

and all
48K Spectrums

£7.95

1
;

II the speed and excitement of
championship squash is now available at your

fingertips in a game so realistic — you'll need a
shower afterwards!

Written with the help of Jonah Barrington, former World
Squash Champion. the game keeps to the International
Squash Racquet Federation rules as far as is possible. You
serve in a 3D glass-backed court to play against -your
computer. or. using the game's two player option you can
challenge a friend.

There are 4 levels of difficulty, and depending how fit you
are you can play I. 3 or 5 game matches! Check your score
with the on screen display. but as your eyes are too busy
watching the ball. Jonah Barrington acting as marker calls out
the score for you. All this is due to a programming
breakthrough that enables your computer to accurately

reproduce the human voice without any hardware
add-ons!

The game also incorporates a User Defined
Joystick/Keys option which means that you can

set your keyboard to suit you, or play with
just about any make of loystick.

So get in training for this high- powered
action game now
. les your service next'

• B A R R I N G I O N ' S .

1 1  R N

1
4
1

•JONAH•

New GeneratIon products are
sold according to thew terms
of trade and conditions ol salt

FREEPOST. Bath BA2 4TD. Tel: 0225 316924



3D tunattack
Flying your Luna Hover Fighter, t ry and
penetrate the 3 successive SeirMal) zores
to destroy their command base

Up to the minute status reports on
your fighters condmon and the Seiddat
defences make Lunatrack the space
adventure of the decade

May the power be mth your
For the Commodore 64 1 7 . 9 5

Welcome to  Blabgor,
nome o f  Gnbb ly
Grobbly,  one  of a race o f
peaceful creatures wh o
have developed the ir

brain to  such an extent tha t  they
can move around en t ire ly b y
thought power alone, the ir
in te llige rKr o r  Psi -  be ing  stored
IF) the ir Psi banks wh ich  must be
topped up regularly
The h ills around them are infested
w it h  more p u n it ive  creatures w h o
are Out to  at tack and ca t ty off the

cm d o

A l a  \
\
4 , \
•
)

I
.
.
-

younger
Blabgorians. kn o w n
as Gribb le ts
In th is exot ic wo r ld  the
Gobblets lead a carefree life
and can  be found p laying behind
rocks, ove r the lakes and on myst ica l
floating islands. Can yo u  herd the
threatened Gobblers to  the safety of
the cave? Trying to  stop you  is Seon,
a wa ywa rd  Blabgotian, wh o  is n o w
imprisoned in  the skies behind the
energy web . Bu t  for h o w  long?
Played over I  6  co lourfu l and t it led

HEW1011 COMILIMMEI
5414 Minor  lo,wir ti EsiNte 11,
1
111t,7% A b o , p . i i  
0 . c x 1  
O N  
I N  
4 R N

screens, each 30 t imes the on screen
display th is h igh ly orig ina l
game rnrorporates detailed
graphics, smooth a ll chrectiOn
mulbspeed scro lling . stunn ing sound
effects and is contro lled en t ire ly b y
joyst ick for qu ick response Yo u ' ll
see h o w we ll you 're  do ing b y
Gribb ly s expressions -  too  many
frowns means that  you  need more
practicei
Bounce out and get  you r co p y
n o w !

Only 17.95
For the Commodore 64

As oar! of our continuing development eV innovative software we are always lopoy to evaluate software sent to us with a view to pLohcrlah

He a thr ow  inter national  ATC
Use your detailed radar screen to guide
incoming aircraft -  including Concorde -
safely down from holding stacks to the
runway at Heathrow Emergencies such /,
unknown aircraft intrusion and tab,
-tailirre call tot ice-cool concentration
For the Commodore 64 E M S

giM



NEAT 1
7
• 
5
2
0 
L
E
T 
f
$
=
"
M
L
M
L
M
L
L
M
M
M
L
"

7 5 7 0  F R I N T  ' N I  6 ; A T  1 , 4 ; f $
3 5 4 0  RE TURN
7 7 1 0  FO R 1 = 9  T O  1 2 ;  P R I N T  A T  1 , 7
; P A P E R 5 : "
NEXT t
7 7 2 0  L E T  t s = " R S T "
7 7 3 0  RE TURN
3 8 1 0  FO R 1 = 9  TO  1 2 :  P R I N T  A T  1 , 7

" ; A T  1 , 2 2 ; "
3 8 2 0  RE TURN
3 9 1 0  L E T  1 = 1 2 :  P R I N T  A T  I , 7 ; "  NO

" ; A T  1 , 2 2 ; "  " ; A T  1 - 1 , 7 ;  I N I
6 ; "  P P " ; A T  1 - 1 , 2 2 ; "  F P "
-
9
2
0  
L
E
T  
I
S
=
"
M
L
"

7 9 7 u  RE TURN
6 1 1 0  L E T  f x = 2 9
-
c o
6 1 2 0  I F  A T T R  ( 8 , f x ) ' 6 4  O R A TTR

,
6
4 
T
H
E
N 
G
O 
T
O 
7
0
0
0

6 1 3 0  P R I NT  A T  0 , f x ;  2 ; " C " ;
NK 6 z " D " ; "
6 1 4 0  I F  f x = 1  T H E N  P R I N T  A T  8 , f x

6
▪ 
1
5
0 
I
F 
f
x
=
x 
T
H
E
N 
B
E
E
F 
0
.
0
6
,
1
0
;

BEEP 0 . 0 6 , 2 0 ;  L E T  s c = s c
4 -
1 0

6 1 6 0  RE TURN
6 2 1 0  L E T  a x = c o l
6 2 2 0  I F  A TTR  ( 6 , a x )  6 4  O R A TTR
6 . a - 4 - 1 )  6 4  THE N G O  T O  7 0 0 0
6 2 7 0  P R I N T  A T  6 , a 7 „ ;  I N V  4 ;  . 2  .
6 2 4 0  I F  a =
.
1  
T H E N  
P R I
N T  
A
T

6 2 5 0  RE TURN
6 4 1 0  I F  A T T R  ( 8 , c 0
4 -
1  6 4  
O R  
A T T R

( 8 , c o )  6 4  THE N G O  1 0  7 0 O u
6 4 2 0  P R I N T  A T  0 , c o t  I t *  4 ; "  E "
6 4 3 0  I F  c o = 2 8  THE N P R I N T  A T  8 , c

6 4 4 0  RE TURN
6 5 1 0  L E T  o x = c o ' 4
6 5 2 0  P R I N T  A T  9 , p > . 4 4 ; "  " ;  I N ) -  7 ;

PAPER 2 ; " s h 1 7
7
"

6 5 3 0  I F  c o - 2 8  THE N P R I N T  A T  9 , p

6 5 4 0  L E T  f $ = f $ ( L E N  f 4 ) . P f $ (  T O  L E
N f $ - 1 ) ;  P R I N T  A T  1 7 , 4 ;  I t ' l l . .  6 ; fi
; RE TURN
6 6 0 5  I F  c y + . 1  8  THE N L E T  c a = 1 :

BEEF 0 . 0 5 , 2 0
6 6 1
0  
L
E
T  
b
a
x
=
2
9
-
c
o
:  
L
E
T  
c
y
=
c
y
-
c
a

6 6 2 0  I F  A T T R  ( c y , b a > ) . 4 3 4  THE N G
0 TO  7 0 0
06 6 3 0  P R I N T  A T  6 , b a x 4 - 1 ; "  " ; A T  7 , b
a x 4 . 1 ; "  " ; A T  0 , b a , 4
-
0
-
1 ; "

6 6 4 0  P R I NT  A T  c y , b a x ; " . . c :
6 6 5 0  L E T  c a = c a - 1 / 3
6 6 6 0  I F  b a 1  T H E N
b a x ; "
6 6 9
0  
R
E
T
U
R
N

6 7 0 0  L E T  t u = 0
6 7 1 0  I F  c o , 1  THE N I F  c o  9  THE N

LET t u = 1
6 7 2 o  I F  c o  9  THE N I F  c o < 1 8  THE N

LET t u = 2
6770  I F  c o > 1 8  THE N I F  c o  2 7  THE
N L E T  t u = 3
6 7 4 0  I F  t u = 1  T H E N  P R I N T  P A P E R
SA T  9 , 9 "  " ; A T  1 0 , 9 ;  4 : t $
: G O  TO  6 7 6 0
6 7 5 0  P R I NT  P A P E R  5 ;  4 ; A T  -3,
9 ; t S : A T  1 0 . 9 ;  P A P E R 5 ; "
6 7 6 u  I F  t u = 2  THE N P R I N T  P A P E R
5 : A T 9 , 1 4 ; "  " : A T  1 0 , 1 4 ;  I N )  4 ;
t $ :  G O  TO  6 7 8
1
2
6 7 7 0  P RI NT P A P E R  5 :  I N ,  4 ; A T
1 4 ; t $ ; A T  1 0 , 1 4 ;  P A FE S  5 ; "
6 7 0 0  I F  t u = 7  THE N P R I N T  P A P E R
5 : A T  9 , 1 9 ; "  ' ; A T  1 0 , 1 9 ;  4 ;

" ;  NE X T 1

PRI NT A T  c y ,

t $ :  G O  TO  6 7 9 5
6 7 9 0  P R I N T  P A P E R  5 ;  I NT ,  4 ; A T  9 ,
1 9 ; t $ ; A T  1 0 , 1 9 ;  P A P E R 5 ; "
6 7 9 5  RE TURN
6 9 1 0  I F  c o  2 2  THE N L E T  fl = 1 :  G OTO 6 9 7 0
6 9 2 0  L E T  fl = 2
6 9 7 0  I F  fl = 2  THE N G O  T O  6 9 5 0
6 9 3 5  P R I N T  I N ) '
.  6 ; A T  
1 1 , 8 ; "
P P " ; A

T 1 0 , 8 ; " F P " : A T  9
1 8 ; " P P " : A T  
8 , 2 : "
P P
.
" ;
A T  
7
,
8
;
f
$
:  
I
F  
x
=
8  
O
R  
x
=
9  
T
H
E

N G O  TO  7 0 0 0
594o  F R I N T  A l  7 . . 2 7 ; "  " ; A r  d

 AT 9 . 2 7 4 "  " : A r  1 0 , 2 3 ;
6 : f $ :  0 0  T O  6 9 8 0
6 9 5 0  P R I N T  I N 1  6 c A T  1 1 4 2 7 ; "
AT 1 0 , 2 7 ;  '  " : A T  ? , : 7 ; "
21. : "  ,  7
,
2 2 . ; f
$ :  
I
F

=2 4  THE N G O  7 0  7 0 0 0
6 9 6 0  P R I N T  A T  1
. B ; "  
" : A i

"TAT 9 . 8 : "  " : A l  1 0 . 0 :  I N I  ; 1 t
6 9 0 0  L E T  I S = f $ ( 2 ) 4 - 1 $ ( 1 )
6 9 9 0  RE TURN
71. Iu I F  p : A 1 R ( v + 1 . ,
,  . -  
T H E N  
L

ET y = y + 1 ;  F O R  z = 1  T O  5 :  B E E F  0 . 0
0 5 , z * 6 :  N E X T  z ;  G O  T O  7 0 3 0
7 0 2 0  GO TO  7 0 9 u
7070 P RI NT  A T  y
-
2 , x ;  
P A P E R  
5 * ( (
s

( 1 ) = 6 7 ) 0  O R s ( 2 ) = 6 7 0 u  O R s ( 3 ) = 6 7
0 0 )  A N D  y ) 1 0 ) ; "  " ; A T  y - I , x ; " 1 " ; A
I y , x ; " " :  B E E P  0 . 0 4 . 2 0 - y :  G O  1 0/ 0 1 0

/ 0 9 0  P R I NT  A l  3 , 1 0 :  F L A S H  I : "  DEAD
7 1 0 0  FO R g = 1  T 0  4 0
7110  P R I N T  I N K  T N T  ( R N D * 0 ) ;  O W
R I t A T  y , x ; "  " ; A T  "
7120  B E E P  0 . 0 1 , g ;  B E E P  0 .
0
1 . 4 0 - 9

: NE X T  (3
7170  P RI NT A l  y , x ;  I N K  7 ;  B RI G H1

1 ; " t " ; A F  v
-
1 . - ; "  
"

7150  BEEP 1 , 0 ;  B E E P  1 , - 3 0 ;  B E E P1 , - 1
7 1 6 0  L E T  1 = 1 - 1 4  I F  1 = 0  THE N G Oto Boo)
7190 L E T  x = 0 ;  L E T  y = 8 :  L E
.
T
LET c o 1 = 1 5 :  G O  TO  4 0

0 0 0 0  CL S  :  P R I N T  A l  1 0 , 0 ; " P O O R  H
UNCHBACT, Y O U F A I L E D  "
1 .
' 1 "
13010 FO R 1 = 1  T O  6 0 ;  B E E F  0 . 0 1 . .

PEEP U . 0 1 , 1 - 7 0 ;  N E X T  I
B020  GO TO  9 5 0 0
9 0 0 0  L E T s c = s c + 1 0 0 0 :  F O R  1 . -1  I D
30 ;  F O R  t -
-
- 0  T O  
7 :  
B O R
D E R  
1
:  
B
E
E
F

0
.
0
1
-
1
/
6
0
0
0
,
1
+
3
:  
N
E
X
T  
j
;  
N
E
X
T  
1

P010 BORDER
9
0
2
0  
B
E
E
P  
0
.
5
,
2
0
;  
C
L
S  
:  
P
R
I
N
T  
A
T

1 0 , 0 ;  F L A S H  W Y O U  SUCCEEDED I N
YOUR MI S S I O N " Y O U  MANAGED TO  F

REE ESMERCLDA " "
9 0 3 0  GO TO  9 5 0 0
9 5 0 0  I F  s c
,
h s  
T H E N  
P R I
N 1 1
4  
1
:  
F
L

ASH I ;  B R I G H T  1 ; " Y O U R  SCORE I S  T
HE HI G HE S T S O  F A R " :  F O R  1 = 1  T O  I
0 ;  B E E P  0 . 1 . 1 * 6 ;  N E X T  1 :  G O  TO  9

9 5 1 0  GO TO  9 5 4 u
9 5 2 0  I NP UT " WHA T I S  YOUR NAMEn $

9 5 7 0  I F  L E N  o $  8  THE N P R I N T 4 1 .
"TOO L O NG " ;  B E E F  1 , - 4 0 ;  G O  TO  9 520

9 5 7 5  L E T  h s = s c
9 5 4 0  P R I N T # 1 : " P R E S S  A NY  K E Y  FO R

ANOTHER GAME"
9 5 5 u  FO R z = 1  T O  7 0 ;  B E E P  0 . 0 0 5 -
* 2 :  N E X t  2 :  I F  1 N 1 1 $ = " "  THE NU T O  9 5 5 o
9 5 6 0  GO 1 0  3

77



, A r

The listing wil l  probably  look a  l i ttl e  unusual
this m onth.  Ins te a d o f  a l l  thos e  confusing
control symbols, we 've  substituted mnemonics
inside square brackets. Don't type these in, but
press the  key they  represent. So, i f you:

SEE
(GREEN!
[ DO WN'
[HOME]
[s VI
ic

and so on. Of course, you won't actually see any
of th i s  displayed —  y ou'l l  l u s t  g e t  thos e
confusing symbols on the  screen.

If this method is a success, then we'll continue
to use it in future listings, so we would welcome
any comments.

PRESS
Green key
Cursor Down key
CILR/HOME key
Shift +  'V '
Commodore key +  1
— •

/

1

g
r
a
%

Itto

))

RUNS ON A _
.
C O M M O D
O R E  
6 4

B Y
-
P A
6 1
-  
A
A
M
I
C
/
I
O
N
D

. k w
- -
; ' •  
-

_•••••••••

Y ou guessed I t,  it' s  P ongi the  pe nguin I n a ,  ice fi e ld.
The I d e a  o f  t h e  g a m e  Is  t o  g o l d *  P I M . ;  a r o u n d  a
m a le  o f  ic e  bloc k s . * v o i d i n g  t h e  r a m pa g ing  s n o w
be e . to  reach th e  n e s t le v e l.

Y ou can g e t to  th e  n o t  o f  th e  3 0  d i ffe te n t
by m owing t h e  bonus  ic e  b loc k  ( th a t' s  The  funny
,coloured one )  t o  th e  b o t to m  e t  t h e  screen a n d  b y
bil l ing th e  snows be e s . Y o u  h e y .  t o  k i l t s l ight s now
bees plus  tw o  s now bees  pe r  le v e l to  m a c h the  n o t
screen. This  Is  d o n e  b y  pus hing o n  ic e  b loc k  o n t o
the m , b u t  ta k e  c a r e , be c a us e  a t  fa s t e s  y ou  tr y  t o
squash thorn. the y ' l l  tr y  to  m e lt th e  ice to  ge t a t you.

You w o r •  2 0  points  per  snow be e  squashed. one! 5 0
po in t.  ev iery  t i m e  y ou  d r op  th e  bonus  ice  bloc k  b y
one le v e l .  O h .  a n d  the r e ' s  a n  • s tr e  l i fe  i f  y ou e v e r
he y *  the  good fo r tune  to  reach le v e l  nine .

10 P R I N T " I c L E A R ) " : P 0 K E 5 3 2 8 1 . 0 : P O K E 5 3 2 8 0 .
0
20 P O K E 5 2 . 4 8 ; P O K E 5 6 . 4 8 : CL R: P O K E 5 6 3 3 4 . P E E
K ( 5 6 3 3 4 ) A N D 2 5 4 : p 0 K E 1 . P E E K ( 1 ) A N D 2 5 1
30 F O R I - O T 0 5 1 1 : P 0 K E 1 2 2 8 8 4 - 1 . P E E K ( 5 3 2 4 8 * 1 )
: NE X T : P O K E l . P E E K ( 1 ) 0 8 4
40 P 0 K E 5 6 3 3 4 . P E E K ( 5 6 3 3 4 ) 0 8 1
61 P
0
X E
5 3
2 7
2 .
( P
E E
K (
5 3
2 7
2 )
A N
D 2
4 0 )
+ 1
2

70 F O R I =
1 2
7
8 4
T 0 1 2 9 8 3
4
- 4 8 : R E A
D A : P O K
E I . A : N E

XT
100 D A T A 0 . 3 1 . 5 1 . 1 1 1 . 9 5 . 9 5 . 1 2 7 . 1 2 7 . 0 . 2 4 8 .
2 0
4
.
2 4
6 .
2 5
0 .
2 5
0 .
2 5
4 .
2 5
4 .
1 2
7 .
1 2
7

101 D A T A 9 5 . 9 5 . 1 1 1 . 5 1 . 3 1 . 0 . 2 5 4 . 2 5 4 , 2 5 0 . 2 5
0 . 2 4 6 . 2 0 4 . 2 4 8 . 0
102 D A T A 0 . 0 . 3 . 7 , 1 5 . 2 5 . 4 9 . 5 1 . 0 . 0 . 1 9 2 . 2 2 4 .
2 4 0
.
1
5
2
.
1 4 0
.
2 0 4
.
1 2 1
,
1 2 7
.
1 2 7
.
2 5 5
.
2 4 0
.
2 5 5

1 0 3  D A T A l 2 7 . 6 3 . 1 5 8 . 2 5 4 . 2 5 4 . 2 5 5 . 1 5 . 2 5 5 . 2 5
4 . 2 5 2
104  0 A T A 0 . 3 . 7 . 7 . 1 5 . 1 2 . 1 2 . 8 . 0 . 1 9 2 . 2 2 4 . 2 4 0
. 1 8
4
.
2 5
4 . 2
4 0 .
2 2
4 . 9
.
1 1 .
1 1 .
7 . 4
. 4

105  D A T A . 8 . 1 4 . 2 2 4 . 2 2 4 . 2 2 4 . 1 9 2 , 1 3 6 . 8 0 , 3 2 .
0

- -  _

-

I s tr e tiOn ,  Terry R

1

-

101

A •



106 D A T A 0 . 1 9 2 . 2 2 4 . 2 2 4 . 2 4 0 . 4 8 . 4 8 . 1 6 . 0 . 3 . 7
.1 5 . 2 9 . 1 2 7 . 1 5 . 7 . 1 4 4 . 2 0 8 . 2 0 8 , 2 2 4 . 3 2 , 3 2
107 D A T A 1 6 . 1 1 2 . 7 . 7 . 7 . 3 . 1 7 . 1 0 . 4 . 0
108 D A T A 0 . 3 . 7 7 , 1 5 . 2 9 , 2 9 . 2 9 . 0 . 1 9 2 . 2 2 4 . 2 2 4
.2 4 0 , 1 8 4 . 1 8 4 . 1 8 4 . 2 9 . 2 7 . 2 7
109  D A T A 3 1 . 2 3 . 2 . 6 . 0 . 1 6 4 . 2 1 6 . 2 1 6 , 2 4 8 . 2 3 2 .
6 4 . 9 6 . 0
110  D A T A 0 . 3 . 5 . 6 . 1 0 . 2 2 . 2 3 , 2 3 . 0 . 1 9 2 . 1 6 0 . 9 6
.8 0 . 2 3 2 . 2 3 2 . 2 3 2 . 2 3 , 2 3 . 2 3 . 3 1 . 2 3 . 2 , 6 . 0
111 D A T A 2 3 2 . 2 3 2 . 2 3 2 . 2 4 8 . 2 3 2 . 6 4 . 9 6 . 0
112 D A T A 2 0 4 . 5 1 . 2 0 4 . 5 1 . 2 0 4 , 5 1 . 2 0 4 . 5 1
114 D A T A 2 5 5 . 2 5 5 . 2 5 5 . 2 5 5 . 2 5 5 . 1 9 5 . 2 0 7 . 1 9 5 .
2 4 3 . 1 9 5 . 2 5 5 . 2 5 5 . 2 5 5 . 2 5 5 , 2 5 5 . 2 5 5
115  D A T A 2 5 5 . 2 5 5 . 2 5 5 , 2 5 5 . 2 5 5 . 3 , 5 1 . 5 1 . 5 1 . 3
.2 5 5 . 2 5 5 . 2 5 5 . 2 5 5 , 2 5 5 . 2 5 5
116 D A T A 5 6 . 1 2 0 . 1 1 2 . 9 6 . 9 6 . 1 0 2 . 6 3 . 3 0 . 2 8 . 5 4
,9 8 . 1 0 2 . 1 2 0 . 1 9 0 . 7 0 . 1 2 4 . 5 6
170 G O T0 1 0 0 0
180 P O K E 5
4
2 9 6 . 1 5 : P
0 K E 5 4 2 7
8 . 1 2 8 : P 0
K E 5 4 2 7 6

,0 : P 0 K E 5 4 2 7 3 . 2 0 : P O K E 5 4 2 7 2 . 1 0 0
190 D I M D ( 3 0 ) . X ( 3 0 ) . Y ( 3 0 ) : L I = 3 : S C . 0
200  M = 2 : F X - 8

kekk
,

-

110•
11-*t -

4

201  P 0 K E 5 3 2 6 5 . P E E K ( 5 3 2 6 5 ) A N D 2 3 9 : P R I N T " [ C
L E A R1 [ DO WN1 [ DO WN1 [ G RE E NI [ 5  V ] [ 5  V ) ( 5  v 1 E
s V 1 [ 5  V ]  Es V 1  Cs v J  I s  V 1 [ 5  V ] [ 5  V ]  ( a  V I  [
5 V ) [ 5  V ] [ 5  V I  [ a  V ]  [ 5  V1 [ 13  V )  [ s  V ] [ 5  V I E
s V ] [ 5  V ] [ 1 3  V 1 [ 5  V ] ( 5  V ) ( e  V 1 [ 5  V ] ( 5  V ] : .
5 V H 5  V 1 [ 5  V 1 [ 5  V ) [ 5  V ] [ 5  V 1 [ 5 t  V I ( 5  V 1 [
a V ] [ 5  V ] [ 5  V 1 [ 5  V ] [ 5  V P ' :
202  F O R I • 0 T 0 9 : P R I N T " [ 5  V ] ( B L U E ) > 7 > ? > ? > 9 >
? > ? > ? > ? > ? > ? > ? > ? > ? > ? > ? > ? > ? > ? > ? ( G R E E N 1 [ 5  V
1 " ;
2 0 3  P R I N T " [ 5  V ] ( B L U E ] [ 5  * 1 [ 5  A ] i s  * ] [ 5  A
] [ 5  * ] ( s  A ) [ 5  * 1 [ 5  A ] [ s  * ] [ s  A 1 [ 5  * 1 [ 5  A
] [ a  * 1 [ 5  A ]  [ a  * 1 ( 5  A )  [ a  * ] [ 5  A ]  [ a  * 1 [ 5  A
] [ 5  * ) [ s  A ]  [ a  * 1 [ 5  A )  ( a  * 1 [ 5  A ]  [ a  * 1 [ E s  A
] [ 5  * l l e  A )  [ a  * ] [ 5  A )  [ a  * ] [ 5  A ]  ( a  * ] [ s  A
] [ e  * 1 [ 5  A M G R E E N ] [ 5  V 1 " : : N E X T
204 P R I N T " [ 5  V ] E s  V 1 [ 5  V 1 ( 5  V ) [ 5  V ] [ 5  V ]
[ a  V 1 [ 1 3  V ] [ 5 .  V 1 [ 5  V i l a  V i l a  V i l a  V i l a  V ]
Es V i i
.
5  
V 1
( a  
V
]
E
5  
V
I  
[
a  
V
]
(
s  
V
]
[
5  
V
I  
(
a  
V
]

[ 5 V ] [ s  V ] [ 5  V fl s  V I  [ a  V 1 [ a  V ] [ 5  V 1 [ 5  V :
[ 5 V ] [ s  V I  I s  V ] [ 5  V ] [ 5  V i [ s  V ] ( s  V ) [ 5  V ]
[ 5 V 1 [ 5  V ] " :
210 B E S = " [ G R E E N 1 [ 5  8 1 [ 5  C1 [ DO WN] ( L E FT1 1 1 ,
E F T ) [ s  D ] [ 5  E 1 " : 1
3
$ ( 1 ) • " ( R E D )
[ 5  
F ] [ 5  
G 1 P .
'

E L L 0 W1 [ DO WN] ( L E FT1 [ L E FT ] [ 5  H 1 [ 5  I ] " : P S ( 2
) = " ( R E D ) [ 5  K ] [ s  J UY E L L O W1 [ DO WN1 [ L E FT1 [ 1 .
EFT]  ( a  M I  [ a  1 , ] " : P 8 ( 3 ) " [ R E 0 ] [ a  N l l s  0 1 ( 0
O WNI ( L E FT] [ 1 . E FT1 [ 5  P 1 [ 5  Q 1 "
2 1 1  P e ( 4 ) . " [ R E D U s  R 1 [ 5  S i [ D O W N ] [ L E F T ] [1. .
E FT ) [ Y E L L O W] [ s  T 1 E 5  U ] " : 1 3 1 . 4 . " [ W H I T E )  ( 0
O WN1 [ L E FTML E FT1  " : U P S . " [ H O M E ] ( D O W N 1 [ 0 0
WN1[DOWN] [ DOWN1[ DOWN] [ DO WN] [ DO WN1 [ DO WN1 [
DOWNI I DOWNI [ DOWN1[ DOWN1[ DOWN]  [DOWN1[DOWN
1[ DOWN] (DOWN)[ DOWN1(DOWN1[ DOWN] [ D O W N 1 [ 0 0
WN][ DO WN] ( DO WN] [ DO WN] "
2 1 2  C U S = " [ E I L U E ] > ? [ D O W N 1 ( L E F T 1 [ L E F T ] [ s  * 1
[ s  A ) "
214 P R I N T " ( H O M E ) [ D O W N H D O W N 1 " : F O R I . O T 0 1 7
: P R / N T " [ U P U R I G H T U R I G H T U R I G H T )  ( R I G H T
) ( R I G H T ]  [ R I G H T 1 E R I G H T 1  ( R I G H T H R I G H T )
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Has out dapper little thiet overstepped the mark this
bine or can he truly oulcon the best conmerchants
In the business. Dazzled by the bright lights,
stunned by the stars,. Nagger has decided his way
to fame and fon une is in the movies -  he's  off to
nick the next megadrarna to hit the big screen.
Gubde hint through 12 loony film sets as he gathers
the obiects that will open room 13.

•Arcade termites and Adventure buffs alike
BOTH has something for all -  only slid! at the S O f t w a r e  Ltd.1 Orange Streetlaysitclt and determined brainpower in Stleffieid Si 4011
props. will solve this1
the unique use of the movie
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In classic movie tradition, simulated 30 and big sound soundtrack with 4 way scrolling action
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A CHAL MING 30 ACTION STRATEGY PROGRAM FOR YOUR CBM

4
FEATURES
Nob Dramatic 3D
Graphics & Fast
Action 10. Unique
2-Player Co-op
erative Mode
OP. 4 Levels of
Difficulty 043
Different
Dungeons 0
,
1 2 9
Different Rooms
10. Joystick
Control

OBJFCTIVE
The evil cleric.

Wistrik, has stolen the
7 c r owns  o f  t h e
middle Kingdoms -
He has hidden them
all a m o n g  h i s  1 3

Dungeon strongholds
-  YOUR TASK -  enter

the dungeons, find the
crowns, and get out alive!

!
,
i
a
t
c
l
i  
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u
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f
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t
h
e  
z
o
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b
i
e
s
,

.  d  snakes, spiders & orbs -  get
hit too many times and you're
dead.

n r o t e c t  yoursel f with magic
rcrosses and spells. x x x x

AVAILABLE RO M ALL GOODSOFTW
your crossed cheque PO. made out to A
Anolasoft U.K. Ltd., Suite 105 106, Aspha

LM OF IMPOSSIBILITY C a s s

ETAILER
ft U.K. L
se, Palac
.95. D
-

re, please order it— or in case of difficulty send
our own name and address, to

WlE 5HS.
des VAT & p&p. U.K. orders only.

Orb

henn

t pursuit in
of Minos.

noirlb
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Pits el
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HIGH PERFORMANCE PROGRAMS
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synthesizer
SUPPLIER: Parco Electrics
PRICE: £14.95 (ROM)
Following on the success
of the popular TV series,
this mo d u le  shou ld  b e
p o p u l a r  w i t h  a l l
M*A*S*H fans.

The object of the game is to
collect the wounded men with
a helicopter and lif t  them to
MASH HO for surgery, using
keyboard or joystick.

Among t h e  o p t io n s a r e
rescue w i t h  t a n k  fi re  a n d
surgery, re scu e  wit h  cease
fire and surgery, rescue only
with tank fire, and rescue only
with cease fire.

Helicopter g ra p h ics  a n d
sound are well simulated and
scores fo r both Trapper and
Hawkeye are displayed at the
top of the screen during both
rescue and surgery.

If you are  using a  speech
synthesizer, then  comments
like " b u t t e rfi n g e rs " ,  a n d
other caustic comments a re
heard, depend ing o n  y o u r
abilities in  the surgery.

If you 've  limbered u p  o n
Microsurgeon, t h is  k in d  o r
event sh o u ld  b e  co mmo n -
place. I  d i d  fi n d  t h a t  t h e
scalpel response to  the joy-
stick was not as good as the
keyboard wh ich  g o t  a l l  t h e
running comments.

Points a r e  a wa rd e d  f o r
each man collected from the
battlezone.

•  Graphics
•  Sound
•  Value
•  Playability
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PRICE: E17.50 (ROM)
While waves o f  demons
attacking the outposts of
our p lanet wou ld  se e m
old ha t ,  occasiona lly a
ra re  s p a r k  i n  p r o -
gramming comes up with
something that lifts a

game o u t  o f  t h e  o rd ina ry
i ma g i c  h a v e  c e r t a i n l y
managed th is,  w i t h  smooth
g ra p h ics a n d  t h e  m o s t
imaginative demons I 've  ye t
seen.

Using a  l a s e r  c a n n o n
moving across the bottom of
the screen, you  a re  battling
against six waves of attack by
ten d if fe rent species. Ea ch
generation g e t s  fa ste r a n d
more ag ile  and, s in ce  they
are a rmed  with  fa irly smart
missiles, you need to be very
quick.

Having  s u c c e e d e d  i n
defeating the irate beings, the
cannon m o v e s  a c r o s s  a
starry background t o  t h e ir
base, Pandemonium, o n  the
lunar su rf a ce .  A  d e mo n ,
flanked on either side of what
seems to be two giant cobras
appears. Eagle-like creatures
descend a t  speed and  they
also need fast bursts with the
trusty laser.

Having o ve rco me  t h e se
obstacles, the demon's head
d e ta ch e s i t s e l f ,  b u t  i s
p ro t e c t e d  b y  s u i c i d a l
patrollers wh ich  proceed t o
hurl everything at you.

•  Graphics
•  Sound
•  Value
•  Playabilify
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Optional speech synthesizer
SUPPLIER: Parco Electrics
PRICE: E24.80 (ROM)
This is an opportunity for
all Trekkies t o  fight th e
Klingon fl e e t  i n  t h e
privacy o f  t h e i r  o w n
home. A f te r a n  impres-
sive v ie w o f  t h e  Enter-

prise, w e  a r e  we lc o me d
aboard b y  the  vo ice  o f  ou r
logical, lo n g -e a re d  f r ie n d ,
Spock.

Commanding f r o m  t h e
bridge o f the Enterprise, you
have sight o f  three screens,
giving you an overall impres-
sion of what you've got to hit
•em with.

The top  le f t  hand screen
d isp lays s c o r e ,  s h i e l d s ,
photon, and warp — top right
shows ra d a r sca n n e r a n d
lower screen 3D viewer.

Control of all weapons and
warp drive is either by joystick
or keyboard, as is movement
of the ship. You must bear in
mind not to miss the amount
of photon torpedoes, energy
shield or warp left on the top
left hand screen, while you're
blasting a w a y  a t  a l l  a n d
sundry. Points a re  awarded
for K l in g o n s .  a n t i -ma t t e r
saucers, Nomads a n d  used
and unused  starbases, A s
each s e c t o r  n u m b e r  i n -
creases, so  certa in multip ly-
ing f a c t o rs  in cre a se  y o u r
score,

This i s  a  f a s t  response
game that will keep you inter-
ested.

•  Graphics
•  Sound
•  Value
•  Playability
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Suddenly a whole bunch
of software for the dear
old Itixas materialised in
the office. So we dusted
off our machine, sat our
long s ta nding Te x a s
r e v ie we r ,  D E N N I S
HEMMINGS, d o w n  i n
front of  the  TV screen
and told him to get on
with it! So here's a  run
down o f  some o f  t he
hottest gam es  around
for the TI. And you just
won't believe some o f
them.
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PRICE: {17.50 (ROMI
My fi rst  introduction t o
Adventure games was via
the Sco t t  A d a ms " t e x t
on ly
- 
g
a
m
e
s ,  
a
n
d  
h
o
w  
I

wished f o r  so me th in g
with so me  visuals! Th is
particular g a m e  fu lfi l ls

this dream and is a sequel to
Pirate's Adventure, Sta rt ing
with a rather strange jumbled
image f ro m the  inside o f  a
boat, the object is to locate 13
hidden treasures and deposit
them i n  a  se cre t  p la ce  t o
obtain points.

Scott's humour is  liberally
sprinkled t h ro u g h o u t  t h e
game wh ich  h a s interesting
visual loca t ions f o r  yo u  t o
become confused in  Th e re
are also clues for those who
have n o t  p la ye d  P i ra t e ' s
Adventure, s o  yo u  c a n  g e t
straight in at the deep end, so
to speak. It you have a printer,
there are options to use this to
plan moves and partly played
games c a n  b e  sa ve d  t o
cassette, or, if  you are more
fortunate, disc drive.

Making a  m a p  o f  y o u r
movements w i l l  a i d  y o u r
travels i n  t h e  se a rch  f o r
treasures, b u t  d o n ' t  f o rg e t
that some of the clues are in
the graphics which give very
good perspective views

To those of you who like a
little more than the text Adven-
tures offered for the TI — take
a serious look at this one.

•  Graphics
•  Sound
•  Value
•  Playability
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SUPPLIER: Parco Electrics
PRICE: €17.50 (ROM)
Imagic deve loped  t h i s
game f o r  Te xa s wh ich
uses t h e  sp e e ch  s y n -
thesizer to good effect If
you h a ve  fancied  yo u r
chances a s  a  pa rt  t ime

surgeon. now is  the t ime  to
put yo u r skil ls t o  t h e  test .
Selecting from student, intern
or surgeon expertise, you then
have a  cho ice f rom up  to  a
1,000 patients!

Various symbols identify the
following cond it ions —  t a r
deposits, ch o le ste ro l,  g a l l -
stones, kidney stones, tape-
worms (yuck!), and tumours.
Using u lt rason ic ra ys,  a n t i-
biotics, or aspirin by selecting
1,2 or 3 on the keyboard, you
can t h e n  d e c id e  o n  t h e
surgical probe speed by key-
ing 7 or 8.

Movement o f  the probe is
made b y either keyboard o r
joyst ick,  t h e  me d i c a t i o n
chosen being released by fire-
button or key.

The multi-screen graphics
are superb a n d  d isp lay the
following: posit ion  o f  ro b o t
probe i n  b o d y ,  s t a t u s  o f
patient with condition of indivi-
dual o rgans a n d  c lo se  u p
scanne r w i t h  ma g n i fi e d
position of probe and hospital
room

•  Graphics
•  Sound
•  Value
•  Playability
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POLE POSITION
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PRICE: E24.50 (ROM)
This n o w  l e g e n d a ry
motor-racing g a m e  b y
Atari gives realistic racing
effects using e ither joy-
stick or keyboard control.
Select from either novice,
experienced or advanced

level, choose the number o f
laps between one and eight,
and you are away!

You mu s t  qua lify be fo re
actually participating in a race
and achieve a lap time of 73
seconds or better. Sounds are

86

effective, rang ing  f ro m t yre
squeal a n d  exp losions, t o
bumping over the verge, and
realistic engine noises. Atari
have a ls o  b e e n  thoughtfu l
enough to provide alternative
key selections f o r bo th  le f t
handed a n d  r ig h t  h a n d e d
players.

•  Graphics
•  Sound
•  Value
•  Playability
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POPE YE
JOYSTICK ONLY
SUPPLIER: Parco Electrics
PRICE: E24.130 (ROM)
You p l a y  t h e  p a r t  o f
Popeye, and the object is
to ca tch  a l l  o f  Olive 's
hearts, notes, and cries
for he lp  before they h it
the water and sink, while

avoiding Brutus —  I  a lways
thought it  wa s Bluto —  Sea
Hags, and vultures.

Popeye has three levels —
Sweet Hearts,  L o ve  No tes.
and H-E-L-P We ' l l  deal with
the standard assets Popeye
can use on each level, the first
being spinach. Th is appears
randomly o n  e a c h  sc re e n
and, to  use its power, p lace
our nautical hero over it  and
depress th e  fi re  button. He
can then a ttack Brutus and
knock him overboard.

On level one, there is near
the cen tre  o f  the  screen a
punch bag and bucket. Should
Popeye thump the bag when
Brutus i s  underneath, t h e
bucket fa lls, stopping Brutus
in his tracks and gaining extra
,points.

On leve l two ,  a  d ifferent
scenario is set, in the shape of
a house. See-saws, bouncing
Sweetpeas and Brutus attack
Popeye. At level three, sliding
platforms h e l p  h i m  m o v e

around, while  he  can  punch
marauding vu l t u re s  w h i c h
swoop d o w n .  Inciden ta lly.
Brutus has the ability to swing
a punch from the floor above
to KO Popeye.

The music is excellent, the
graphics are the tops, and the
game is an authentic copy of
the arcade version.

The p rice  mig h t  se e m a
little heavy but, when you cal-
culate how much you drop in
the coin slots, it  a ll becomes
relative!

•  Graphics
•  Sound
•  Value
•  Playability
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SUPPLIER: Parco Electrics
PRICE: f  17.50 (ROM)
Fathom i s  certa in ly d if -
ferent. Y o u  t ra n s f o rm
from a  seagu ll in t o  a
dolphin t o  ca rry  o u t  a
quest for bits of a magical
trident.

Motion as a seagull is sus-
tained b y  pressing t h e  fi re
button t o  flap the  wings. o r
alternatively 0 ,Y o r V  on the
keyboard, with  le ft  and right
stick, o r S,K and D.K on the
keys fo r left and right move-
ment. Wh ile  flying, touching
clouds gains you energy and
hitting ravens depletes it .  I n
the vo lcan ic a rea ,  th e  lava
loses energy at certain levels,
so you are constantly fighting
against a  dropping figure on
the screen ,  p lu s  a  fe ma le
voice warning "Beware  your
energy, morta l"

For the transition from the
form of a seagull to that of a
dolphin, press F  o r L  key to
pull the joystick towards you
while pressing the fire button.
While moving through the sea,
try t o  avoid jellyfish, crabs,
sharks and the octopus guard-
ing the wreck, as they all take
energy away, as do encoun-
ters with the coral.

•  Graphics
•  Sound
•  Value
•  Playability
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SUPPLIER: Parco Electrics
PRICE: f24•00

(ROM + cassette)
Tunnels o f  Doom is the
first fantasy offering avail-
able for the TI owner and
o f f e rs  t w o  g a m e s .
Pennies and  Prizes is a
g a me  d e s i g n e d  f o r

children a n d  demonstration

purposes. T h e  dungeon i s
comprised o f  o n e  t o  f o u r
floors a n d  th e re  a re  e ig h t
quest objects to find.

The game is for one player
and options are given to con-
struct a  new dungeon o r re -
stock a  previously prepared
one.

Movemen ts a r e  m a d e
through the keys and " M"  dis-
plays t h e  unexp lo red  a n d
chartered areas. Party status
reports a r e  ava ilab le  a n d
selections a r e  s h o wn  f o r
levels of difficulty.

Quest O f  the K ing  is  the
main adventure and does con-
tain monsters. weapons, and
magical items. For a  sample
quest, s e l e c t  ' ' c o n t i n u e
current game"  f rom the dis-
play. Three characters, Eric
Seablade, Mauve d'Orm-fnul,
and Forestall Grimm are  dis-
played a n d  a r e  g ive n  t h e
opportun ity t o  p u rc h a s e
rations and weapons from the
store,

They then continue to move
as directed by the player. The
characters a re  able to  fight,
n e g o t ia t e  a n d  c h a n g e
weapons. Quest objects have
time limitations and through-
out the Adventure a " c lo ck"
counts the steps taken by the
trio. I f  y o u  d o  n o t  lo ca te
objects within a certain time,
they are destroyed.

Secret doors, vaults, in fact
the whole gamut of fantasy is
involved in  Tunnels o f  Doom
wh ich  i s  a n  A d v e n t u re
requiring lots of dedication.

You are able to select from
the amount o f  floors in  the
dungeon a n d  a re  asked  a
series o f  questions a's to  dif-
ficulty, armament, and nature
of the player (fighter, wizard,
hero or rogue),

However, the sample quest
will enable you to establish the



feel of the game.
Moody background mu sic

and supe rb  g raph ics re a lly
show the Texas at its best.

•  Graphic s
•  Sound
•  Va lue
•  Play abil i t y
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Optional speech synthesizer
SUPPLIER: Parco Electrics
PRICE: 04.95 (ROM)
This cartridge game is a
worthy s u c c e s s o r  t o
Parsec which is regarded
by many Texas owners as
a classic. The screen is a
view through the window

of the USS Recovery, moving
through a  mine  shaft on the
moon. Beneath  t h e  scre e n
are the status gauges, show-
ing t h e  temperature o f  t h e
lasers, th e  wa te r level, and
number o f  c r e w  me mb e rs
remaining. The level of play —

there a r e  6 0  l e v e l s  —
together with current and high
score is also shown.

Red cones on four sides of
the screen represent lasers
The v e r t i c a l  l a s e rs  h a v e
limited mobility and unlimited
range and conversely the hori-
zontal o n e s h a ve  un limited
mobility and limited range.

Since the lasers are water
cooled, i t  i s  necessa ry t o
replenish the supply which is
done b y  e ject ing  a  c r e w
member into the mine shaft.
While he is Out there he only
has 1 2  s h o t s  a g a i n s t
monsters.

The placement of the crew
is achieved b y  pressing the
space bar, as is the removal.
There a re  a lso  opportunities
to re trieve  sto len  treasures
back from the Zygonaut, using
the space bar and fire button.

If you are fortunate enough
to have a speech module, this
works i n  b o th  Eng lish  a n d
Spanish. Wh e n  y o u  h e a r
' 'Mo n s t ro  h a  d e s t r u i d o
buque", you know you 're  in
trouble!

•  Graphic s
•  Sound
•  Value
•  Playabilit y
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PRICE: E59.95
This particular sketchpad
has been around in  the
States for some time and
will now be welcomed by
Ti owners. It comprises a
module wh ic h  i s  c o n -
nected t o  t h e  g raph ics

tablet by a  cable. The tablet
has various selection buttons
at the top and the a rm and
pointer is utilised as you would
a brush. On loading, the menu
options are shown on the left
hand side o f  the screen. By
sliding the a rm up and down,
the cursor is also moved like-
wise on the menu.

Selecting f r o m  t h e  1 5
colours, you can opt to make
your screen border, o r sta rt
outlining from a range of nine
brushes.

Lift allows you to place your
"brush" a n ywh e re  o n  t h e
screen b e fo re  sta rt ing  a n d
any clanger you make can be
altered, thanks to  the Erase
option. T h e  F i l l  a n d  S wa p
c o m m a n d s  a r e  g r e a t .
enabling areas outlined by the
brush t o  b e  coloured in .  o r
colours exchanged a s  you r
artistic wh im ta ke s yo u .  A
warning. Be sure that all lines
are jo in e d  p ro p e rly be fo re
using fill or, to your horror, you
will have wall to wall colour!

The Texture facility a llows
mixture o f  colours in  a cross
hatch e f f e c t ,  g iv in g  m o r e
possibilities. The option Expert
selects y e t  ano the r me n u ,
giving B o x  (crea t ing  re c t -
angles a n d  squares o f  a n y
size) and HorV(horizontal and
vertical lines). Another feature
from the  menu, Rays, g ives
straight lines from any point.
fanning o u t  a t  lengths a n d
angles of your choice.

Load and Save are the two
remaining ch o ice s  o n  t h e
menu. giving you a chance to
store yo u r Rembrandts f o r
p o ste rit y  —  o r  f u r t h e r
improvement. When you Load
a previously saved design, the
formation o f  t h e  p ictu re  i s
entertainment it se lf .  F o r  a
user who wishes to repeat lots
of circles etc., plastic stencils
(available f r o m  m o s t  s t a -

tioners) he lp  you t o  get the
most from your Supersketch.

The ma n u a l p rovided  i s
good and some pictures are
supplied which clip straight on
the pad  t o  ge t  you  started.
Lots of tun for all the family in
this flexible package

•  Graphic s
•  Sound
•  Va lue
•  Play abil i t y
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SUPPLIER: Parc° Electrics
PRICE: E19.95 (ROM)
This game presents three
b a t t le fi e ld s  f o r  o u r
cowboy hero  —  grassy
slopes overlooking  t h e
sea, a  castle, and some
mountainous terrain as a
backdrop. A well created

3D effect is the background
for hordes of black nasties to
appear f r o m  a l l  o v e r  t h e
screen.

You can select from levels
one to  five and the a im is to
shoot t h e  S ly mo id s  w h o
gradually get larger and move
faster. Another danger is the
species which looks like a fly-
ing jellyfish which appears at
the top of the screen before
swooping lower and lower.

On clearing the screen, the
graphics move smoothly left
or right, a t  your discretion,
You cannot enter the castle
until the little beasts, arriving
from every nook and cranny,
are wiped  Out. L ikewise f o r
the g ra ss  a re a .  Y o u  t h e n
move in to  the caves, where
even the  stalactites a re  un-
trustworthy, d ropp ing  f r o m
the roof and oozing towards
you.

From the back of the cave
hordes o f  bats a rrive  wh ich
must b e  dea lt  w i t h  i n  t h e
same way. Points are scored
by the location and types o f
Slymoid h i t  —  t h e  m o r e
difficult t h e  shot, t h e  mo re
points you earn,

Each type o f  Slymoid has
its own sound. so you have an
early warning system. A little
biology here. If spores escape
off screen  o r  la n d  o n  t h e
ground, t h e y  ch a n g e  i n t o
three new Slymoids.

Should three Slymoids get
together in  the same area, a
new S lymo id  i s  generated.
Mary Whitehouse won 't  l ike
this!

A l i v e l y  g a m e ,  w i t h
certa in ly d i f f e re n t  i d e a s .
There are the usual excellent
Texas g raph ics,  w i t h  g o o d
use of sound and a joystick or
keyboard opt ion

•  Graphic s
•  S o u n d
•  Va lue
•  Play abi l i t y
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SUPPLIER: Parco Electrics
PRICE: £7.95 (Cass.)
Superhod's job is to shift
materials f rom the store
to h i s  b rick ie  o n  t h e
scaffolding o f  a  se mi-
finished house. O n  t h e
way he  is  under threat

from kamikaze  doze rs a n d
dumpers wh ich  shunt back-
ward arid forward at alarming
speeds on the site.

While you are  able to  use
either joyst icks o r  keyboard
to make  Superhod airborne,
this is very temporary and is
usually accompanied b y  the
sound and attendance o f  an
ambulance4esulting in a lost,,.life.

Whenever he  successfully
delivers h is  b ricks,  another
two layers are  added to  the
structure a t  h igh  speed b y
Superbrick, then it 's back to
t h e  s t o r e  f o r  m o r e
punishment.

Points a r e  g a i n e d  b y
n e g o t ia t in g  o b s t a c l e s ,
dumpers and dozers, and by
each layer built on the house.

Wh e n  t h e  h o u s e  i s
completed, th e  next  screen
adds more obstacles, and so
oil

While t h e  g ra p h ics a r e
rather Lego-like, they add to
the a p p e a l o f  t h i s  q u i t e
addictive game

•  Graphic s
•  S o u n d
•  Va lue
•  Play abi l i t y
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Dear BH,
I was going to type in Gold Rush for
the Spectrum from your February
Book of Games but there were some
characters that I couldn't get on my
Spectrum keyboard. Please help.

Ackers
The characters you mention are

user defined graphics, which are
used to represent the players and
other objects. You enter these by
pressing a capital letter from A to
U while in graphics mode, which
you enter with CAPS SHIFT-9. The
problem is that you won't know
which characters correspond to
which letters unti l  the program is
run. So, enter the listing and leave
spaces where the graphics should
be. Type RUN and, after a few
seconds, break in to the game. The
characters should now be defined,
so enter graphics mode and press
the capital letters from A to U. You
should find that they produce
graphics, so you can go back to the
listing and enter the correct
characters.

Once everything is complete,
don't forget to save the game to
tape again.

Dear BH,
Last year you wrote an artic le about
buying software through modems. I
don't know much about this, so can
you please explain it again? Thank
you_
Asif Khan.

Program Express launched a
machine in the middle of last year
which was based on a system
known as EDOS, which stands for
Electronic Distribution of Software.
The idea is that the micro shop has
a machine connected to the EDOS
computer in Edinburgh by a
modem. I f  you want to buy a game,
you load a blank cassette into the
machine, pay  your money and a
copy of the game is transferred to
your tape. This means that the
shops can always have the latest
games in stock, but never be
overstocked, which costs money.
Not a lot happened on the EDOS
scene and everyone lost interest.
But it seems that the company is
well and truly  convinced of the
idea, a nd they told me at the recent
LET show that you wil l  see EDOS
machines in the shops any day
now.

Incidentally, Program Express
now has a competitor. Soft Store is
based on a similar principle, but no
modems are used. Al l  the games
are held in a special ticket-
operated machine. You buy a ticket
and stick it in the machine along
with a blank tape. Rosetech, who
make the machines, say that
instead of updating by telephone,
someone wi l l  come round to the
shop with a special disk and
update the machine whenever new
games come out.

Seems a step in the wrong
direction, i f  you ask me.

Dear BH,
Is it possible to save machine code
bytes that exist in memory without
having to convert them back to data
statements first?
I  R Newton

Yes, i t is. Use the CODE
statement in the SAVE command.
Type SAVE "na me "  CODE
ioocx,yyyy. This  wil l  save the area
of memory starting at address xxxx
and continuing for yyyy bytes. The
name of the file on tape or
microdrive wil l  be "name".  So, for
example, to save a block of 5000
bytes starting from address 30,000
under the name of TEST, type
SAVE "TEST"  CODE  30000, 5000

Dear BH, 0 -
My 64 won't load games. Well
actually it will load about half of the
games I buy but the rest won't load.
They load on my friends'
computers. I have had my cassette
recorder replaced but still nothing
works. Please help
Timothy Miller

I f  you've replaced the cassette
recorder, then it probably isn't that
that's at fault. I f  the tapes load into
a friend's computer then i t can't be
that you have faulty  copies.
Therefore, I  suspect that it's
actually your micro that has the
problem. I t's  a fairly common
problem which your dealer should
be able to fix.

I f  the machine is under
guarantee then you're  lucky. I f  it's
not, then phone around some local
shops first and get the best price.
And make sure that the shop wil l
guarantee its work.

Dear BH,
Please can you tell me how some
programmers manage to make the
64 display a picture while it's
loading a tape.
Ian Kennedy

Computers can only do one task
at a time, but they work  so fast that
it looks as i f they are doing more
than one thing at a time. For
example, i f  a picture is on the
screen while  a tape is loading, the
computer has to keep reading data
from the cassette port and also
update the screen at the same time.
Obviously, the less things that the
64 is doing, the faster it can
complete the one thing that it is
actually doing. So, the  machine
turns off the screen while  loading
tapes to save time. However, some
programs load in a small loader
program which actually rewrites
part of the routine that tells the 64
how to load a tape. Tha t routine is
almost the same as the original, but
manages to keep the display alive
while loading a  tape.

I don't know of any utilities that
let you do the same with your own
programs, though you could try
adapting one of the cassettes you
already have.

Dear BH,
Since I bought a Currah
MicroSpeech for my Spectrum, I
have had a lot of problems loading
programs. Can you give me some
advice as to what I can do about it?
Brian Thorpe

I t depends on how bad the
problem really is, Brian. I f  it
means that some games wil l  take
two or three attempts before they
load completely, then I  could live
with the problem.

I f  it makes most of your software
totally unusable then you could
contact We lwyn Systems of
Tunbridge Wells, who have taken
over the Currah range, and ask
them for a replacement.

That's it for another month.
Remember, i f your micro's getting
you down, we're here to give you
advice.

Write to CartIG at Priory Court,
30-32 Farringdon Lane, London
E d .  Our Micronet mailbox
number is 012 786 556.
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DRAGON BUSTERS!

Take a  l e a f  O u t  o f  S t
George's book and try  your
hand a t  a  b i t  o f  dragon
slaying. A f t e r  a l l ,  dra gon
busting used to  be  a  sport
with handsome young men
who killed a few dragons for
fun, rescued pretty maids as
an afterthought a n d  l ived
happily ever after.

They were sometimes a bit
too k e e n a n d  somewhere
along t h e  l i n e  dr a gons
became extinc t.  However,
Namco has  given y ou the
chance to breathe life back
into a  dragon for  only  3 0
pence! For  a  fe w  exciting
moments you too can try you
hand at dragon busting.

You s t a r t  o f f  a t  t h e
entrance to a map portraying
three castles and a  mountain
hide-out. T h e  p a t h  y o u
choose w i l l  dic ta te  whic h
castle y ou reach fi rst.  O n
entering a  castle you make
straight fo r  the  dungeons,
that i s  where  dragons a re
known to hang Out, and look-
ing ahead notice a  skeleton
coming towards you — and
no escape route! Sword a t
the ready, you leap forward
and the skeleton disappears.
A wall  opens, leading y ou
deeper i n to  th e  labyrinths
beneath the castle.

Bats, birds and fireballs all
try to  drain you o f  vitality
thus preventing y o u  fr om
finding the  dragon. But a t
last, stumbling from exhaus-
tion, you round a  corner to
come face  t o  face  w i th a
roaring, fi r e  b r e a th i n g
dinosaur. A t  least, tha t  is
what i t  l ook s  l i k e .  T h e
Japanese gra phic s  a r t i s t
obviously had trouble with a
dragon.

I i

You have  thre e  fireballs
and s h o u l d  u s e  t h e m
sparingly — they will help to
get y ou out o f  mos t tight
spots. Y o u  c a n a lso le a p
forward, ba c k wa rds  a n d
crouch — a  great help when
battling with a dinosaur that
is several hundre d ti m e s
larger than yourself.

Killing the dragon seems to
be more a  question of luck
than skill, but when he finally
d i s a p p e a r s  a  d o o r
materialises to lead you onto
the path to the next castle.
At each stage i t  becomes
harder t o  de s pa tc h t h e
dragon but the thought that
there must be a prize to claim
at the  end o f  your journey
goads y o u  o n  t o  greater
endeavour.

Dragon Buster is colourful,
easy  t o  p l a y  a n d  i s
apparently a  gre a t h i t  i n
Japan. I  didn't have to fight
my way through a throng to
play but it is one of the best
in a very mediocre range of
games that are soon to  hi t
the arcades.

MIMI; "a
I M M O  o
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Aerial acrobatics that would
make even Red Arrow pilots
shake in their flying boots are
the  o n l y  w a y  t o  w i n
Acrobatic Dogfi ght  f r o m
Data East.

You take the part of a dare-
d evil fl y i n g  a c e  w h o
resembles Dastardly  Di c k ,
though unfortunately Mutley
doesn't figure in this game.
Hee, He e ,  He e ! Ev e n th e
graphics are down in whacky
cartoon style.

Bravely you stroll towards
your w a i t i n g  p l a n e ,  A
committee of generals salute
as you climb into the plane to
rid the  skies o f  the  enemy
single handed.  T h e  plane
gathers speed a nd  s lowly
you nudge the  joystick t o
ascend — instead you push it
the wrong way and make a
spectacular nosedive fr om
the grand height of two feet.
One life lost before you are
even airborne!

Once you're in the  skies,
events ha ppe n v e ry  fa s t.
Enemy aircraft whizz pa s t
from all directions and you'll
have t o  d o  s o m e  n e a t

acrobatics to get in line to fire
at th e m  a n d  dodge  the i r
bombs. Y ou  c a n loop the
loop, fl y  upside down a nd
even vertically upwards with
the greatest o f  ease. The
laws of aerodynamics do not

TI

REACH FOR THE SKY
affect this dogfight.

Should y o u  b e  unlucky
enough to be hit, your plane
will start to cough and belch
black smoke. As it drops into
a nosedive, you must eject
and open your parachute i f
you don't want to end up as
a squashed b l o b  o n  t h e
ground. I f  y o u  reach th e
ground safely, you can leap
into another plane t o  con-
tinue the  flight. This time a
new breed of enemy planes
will b e  waiting which a re
faster and more dangerous.
Quicker reactions w i l l  b e
needed to catch these tigers
in the sky.

Running o u t  o f  fue l  i n
normal c ircumstances  i s
usually considered highly
dangerous b u t  i f  t h a t
happens in Dogfight, nothing
could be  easier. J us t jump
out o f  your plane and into
one o f  the  enemy's a s  i t
passes beneath you. Sounds
simple? Wait until you try it!

Dogfight is one  o f  those
games that is instantly play•
able a nd does not need a
great a mount o f  skill. I ts
pace is fast, the graphics are
colourful a nd we l l  defined
and I ' d  recommend th i s
game to anyone who needs a
break from fast,  dedicated
shoot-'em-ups.
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Imagine Software is available from:
W O O M O R T H ,  w H s m i T H  Y  John Menzies ,LA S K Y S ,  R u m b e l o w s ,  c o m k r  G R E E N S ,

Spectrum Shops and all good dealers.
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Ocean Software is available from selected branches of
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R u m b e l o w s ,  C O a l t r r  Spectrum Shops Ind IIgood software deafen

Ocean Software Limited
6 Central Street, Manchester M2 5NSTelephone: 061-832 6633
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to immediately  set it apart from
the c ompet it ion.  T h e  b la c k

moulded case contains a built- in joy-
stick a n d  four - c olour  k ey boar d,
based on the rubber-mat, Sinclair QL-
type keys.

A hinged plastic strip along the top
of the keyboard holds details of  the
eight function keys which, combined
with "Shift", "C tr l"  and "Alt " ,  allow
up to 32 functions.

A R O M por t  o n  the le f t  o f  the
machine w il l  initially  contain the IS-
BASIC cartr idge, but leaves the way
clear for other plug- in language and
game cartridges at a later date.

Along the back  are a  number  o f
connectors for  control o f  up to two
cassette recorders, TV, monitor and
hi-li output, a power  socket (for art
external trans former) , s e r ia l  a n d
parallel ports, and edge connectors
for two joysticks.

Unfortunately, the choice of mainly
edge connectors, rather than more
standard sockets, is probably going to
imply the necessity for interfaces, as
on the Spectrum. The fi rst interface
most people w i l l  need w i l l  b e  t o
allow Atar i- ty pe joy s t ic k s  t o  b e
connected. Finally, to the r ight of the
machine is  a n  expans ion por t  f o r
extra memory  ( up t o  a  s taggering
4Mbytest), disc drives, and the like.

The bas ic  processor i s  a  2130A
running a t  4MHz . T h e  t w o  mos t
impressive chips  on the board are,
however, two custom-built chips  to
handle t h e  s ound  a n d  graphics .
Additionally , t h e  mac hine c omes
complete w i t h  a  word-processor
chip. I f  ther e a r e  n o  car tr idges
plugged into the machine, then it will
power up to the word processor.

This software has its  faults and is
not particularly special, however, it is
simple to use and has all the essential
features, so it will no doubt prove to
be very useful, The programmer will
also find life easier by using the word
processor functions t o  ed i t  BASIC
programs.

The graphics are all handled by  a
custom-built chip, called Nick, which
offers a  b e w i ld e r in g  v ar ie ty  o f
colours and resolutions. A two-colour
graphics screen gives either 40 or 80
columns ( the latter  us ing tw ic e as
much memory), bu t  the number  o f
colours displayed can be increased
to 4 ,  1 6  o r  256 b y  ha lv ing t h e
horizontal resolution each time. Addi-
tionally, there are two text modes and
a Spectrum-like Attr ibute mode, but
on the Enterprise, each eight-pixel
row of  a character cell can have its
own independent colours.

1•

ENTERPRISE
The first fe w models o f  a  ne w microcomputer, called The
Enterprise, are now starting to appear. Initially launched about 18
months ago, the computer has been plagued by delays and a
change of name. Nevertheless, with superb sound and graphics
capabilities, the Enterprise should fare well against more recent
arrivals, such as the  Commodore 16 and Amstrad. MARCUS
JEFFERY investigates.

Those people wanting to write their
own games w il l  fi nd the Enterprise
very helpful. The IS-BASIC used is
highly  s t r uc tur ed,  h a v in g  m a n y
similarities t o  Pascal, and contains
many commands not normally found.
T y p ic a l s t r u c t u r e s  i n c l u d e  a
DO LO O P,  which may have the test
conditions, WHILE and UNTIL at the
start o r  end o f  the loop. Mult i- line
I F . .  THEN . EL SE,  .ENDIF ,  a n d
SELECT CASE structures ar e als o
supported.

For graphic s  programming, t h e
main command t o  dr aw lines  and
move the cursor is  PLOT. This  can
then b e  c o m b i n e d  w i t h  s u c h
commands as ELLIPSE and PAINT,
for fi l l ing  shapes, o r  FORWARD,
BACK, LEFT and RIGHT for  tur t le
graphics.

Also, when defi ning the number of
colours a n d  resolution, t h e y  a r e
given a  par ticular  page  (channel)
number. This  page c ould b e  v ery
small and just be shown on part of the
TV s c r een,  pos s ib ly  w i t h  o t h e r
independent pages , w i t h  dif ferent
colours and resolutions.

Alternatively a  v er y  la r ge page
could be defined and the screen then
used as a window to show part of it.
Then by  redefi ning which part is  to
be shown, scrolling can be achieved.
Many other  possibilities exist, such

as displaying a sequence of pages for
cartoon animation, g iv in g  a  v er y
flexible graphics system.

What game w ou ld  b e  c omplete
without s ound? H e r e  aga in ,  t h e
Enterprise contains  a  cus tom-built
chip, this  t ime called Dave, to deal
with things. With  three sound and
one noise channel, the Enterprise is
immediately a r ival to the BBC and
Commodore 64 machines, but  with
multi-phase envelopes, r ing modula-
tion a n d  separate s ter eo o u t p u t
channels w h e n  sent through a hi-li
system t h e  Enterprise leaps ahead
of the rest o f  the fi eld. As  with the
graphics, all the parameters are avail-
able through IS-BASIC, mak ing the
programmer 's  j o b  a s  e a s y  a s
possible.

Though an excellent machine for
both the programmer and the game-
player, the success of the Enterprise
will undoubtedly  lie in the range of
software available for  it. At  present
this looks pretty bleak, but a number
of companies are supposedly work-
ing on games, and i t  is  hoped that
Spectrum and BBC BASIC conversion
programs w i l l  s oon b e  available,
opening u p  a  w i d e  r a n g e  o f
additional software.
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TWO YEARS ON!
The Adventure H e lp line went  into
action offi c ially  two years ago and
since then y our  letters  have been
arriving in ever increasing numbers.
F ollow ing t h e  M a r c h  B o o k  o f
Adventure, t he r e  w a s  a  fi ve- fold
increase overnight! So please excuse
the delay if your reply was a little late
in arr iv ing! I  s t ill (just) managed to
read all your letters, and I loved them!

Paul and Simon helped take the
strain and, along with some secretarial
help from Veronica Campbell (aged
15, and not a coincidence!), all your
letters (well, nearly all) got answered.
But to help us help you in future, we're
doing something a n d  as k  y ou f o r
something in return!

Please make sure your mail is solely
for the Helpline if  you address it to us
(no c ompetit ion ent r y  forms )  a n d
PLEASE write clearly! There's nothing
worse t h a n  s truggling thr ough a
microscopic scrawl!

Our c o n t r ib u t io n  w i l l  b e  t o
introduce to you, next month, a new
member to the Helpline team! You've
heard of him — now who could it be?

CHEATS CORNER
To Niall O'Niell of County Kildare, a T-
shirt. From Niall, this gem about the
hitherto unknown commands ZMOVE
and Z T AKE.  I f ,  i n  Philosopher 's
Quest, y o u  f o l lo w  o n e  o f  thes e
commands with an object, you will go
immediately to the place where the
object is.

Chris Merchant, like many others, is
having great difficulty getting into the
Casde of Terror. But he has found his
appetite for soup improves his score!
Every time he types GET SOUP in the
humble cottage, he gains five points.
" I  got 291 out of  290 before ceasing
this point les s  ac t iv ity ! "  ex c la ims
Chris.
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Mountain," s ay s  P a u l  H ey es  o f
Sheffield, "that if an arcade game has
a pause button, it  is possible to play
over a period of days." Paul claims to
have scored 57 million in three weeks,

94

UNS GET THE BETTER OF YOU WRITE To...

playing Sabre Wulf So there's us poor
adventurers struggling for months to
get a score of 100 in Hulk, while joy-
stick freaks are running up millions in
mere days! Is  i t  fair? No, arcaders
cheat too! Paul admits  he  had the
"infi nite lives" poke in!

Talking of  cheating, Paul Coppins
asks: please don't write in asking for
the charts for Starcross. I f  you have a
genuine copy, you w il l  have all the
necessary paperwork in the package.
So don't ask us to help you use an
illic it copy!

PAINFUL
PROBLEMS

Recent deaths  a t  Leatherhead a r e
baffling a veritable constabulary! The
most frequent pr oblem i s  h o w  t o
continue p l a y i n g  Sh e r lo c k  i n t o
Tuesday. Lestrade has the nasty habit
of wrapping the case up on Monday
evening, just as you were doing quite
well! So g o  along to  Lestrade and
challenge his  conclusions. Beware!
He will ask for proof, so you will have
to trot off and get it!

Kentilla p lay e r  Pau line G arnett
wants to find the right key to open the
chest in Tyler's bedroom. She has the
blanket, but the key doesn't seem to
be within its folds, she finds. Come on
now — who's got it? And, while we're
on the subject, who can help Mark
Barnfield across the moat?
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bullet proof vest for  in Valkyr ie 17',
asks David Leech of Forest Hill, "and
how do you get past the border guard
in Carpathia? It's better than any other
game!"

Fantasia Diamond is  troubling W
Meek o f  Gr imsby w ho  cannot d o
anything with the silver statue in the
woodland, whils t  Jack Lockerby o f
Aylesham is through the window, but
now he can't escape because he has
no weapon!

Eye o f  Zolton is  k i l l ing  Anthony
Jones of Eaglescliffe when he rows the
boat to the island. He can't get over
the castle wall either. Another castle,
one fu ll o f  terror, is  troubling Paul

Hendry, How do you pass the guards
in the tunnel, he asks?

Colette Mason of Droitwich poured
out all her Hulk  frustrations when she
wrote t o  Helpline. " I  have solved
many Adventures, but this one I  just
can't fathom out. And another thing —
I HATE GAS!" A  question that has
been cropping up frequently is: How
do y o u  g e t  t h r ough  t h e  C h i e f
Examiner's door  i n  Hulk? Answer:
You don't!

Pharoah's Tomb player Craig Davis
of Athers tone as k s  h o w  d o  y o u
unblock the  ice-tunnel, w h i le  Mr s
Woods of Croydon knows how to k ill
the pirate in Heroes of Ka171, but can't
do it  as she can't fi nd Khadim. Wil l
whoever had him last please put him
back?

Paul Clifford of Walsall says Spoof
has got to be the funniest game ever,
but he can't give the grail to Lancelot
and gets  dr owned ev ery  t ime h e
attempts to swim from the island.

Our old fr iend the Rev Dave Byrne
has been spending a lot of  time on
the beach recently and he's not just
enjoying the sun! T he truth is , h e
can't get away. He says he's play ing
what one rev iewer described as the
"easy" p a r t  o f  Mac beth,  w h i c h
"shouldn't take more than an hour or
so for  an exper ienced adventurer.
"Just w ho  is  the id io t  w ho  makes
these grades up?" asks Dave.

Ground Zero from Artie is  coming
under attack from B Humphreys who
can't get a word out of his next door
neighbour, n o r  en te r  h i s  hous e.
Whenever he builds  his  shelter the
house falls down on him and when he
tries t o  d ig  he can't as  he has no
spade — and he can't find one either!

Robert Stanley of Aintree was still
awaiting his plea to be mentioned in
another Helpline c olumn when he
read the March C&VG. "95
0
/1)  l e t t e r s
answered?" h e  thought ,  "s ounds
promising!" So he put pen to paper
again and ,  a lthough I  r eplied.  I
couldn't help! So who can send him a
Message From Andromeda? He is
trying to open the square plate next
to the panel in the mirror room.

Gwyn O wen fr om Wembley  has
received a  knighthood f r om Lord



"Chubby" F ish and  c an't th ink  o f
what t o  d o  nex t? H ig h  attainers,
where are you?

D Parkes is worr ied about a fr iend
of his who has completed Quo Vaclig?
After fi nding the much fabled golden
sceptre and E30,000, he took it to the
starting shaft a n d  was  confronted
with a message to the effect that he
hadn't r ea lly  fi nished. "Pres s  t h e
Return button", i t  continued. So he
did — and found himself back at the
start! Mr Parkes is concerned that his
friend, now standing on the ledge of
a tall building, w il l  jump! Is  this yet
another o f  those "non-pr ize pr iz e
games"?

Has the magical lamp got anything
to d o  w i t h  ge t t ing  t h e  m a p  i n
He w s on' s  Q u e s t ? "  a s k s  S t e p h e n
Randall of Co. Antr im. Help Stephen
find it and he will be able to complete
the whole Adventure.

Somewhere i n  t h e  m idd le  o f  a
thicket there is a cannibal village and
the cannibals have a horrible habit of
eating Bela Lund o f  Ross on  Wye.
"How do I get past them to fi nd the
Babylon Jewels?" pleads Bela.

If you haven't tr ied Asylum (1 or  2),
don't ever call an Adventure difficult!
Read th is  f r om a  s tr icken player :
''How do I get the axe and stuff from
the circular passageway? What about
those doors, ten on each side — some
set o f f  alarms and they  a l l  lead to
nowhere? W h o  d o  t h e  foots teps
belong to, the ones you hear while
looking round the doors? And what
about the noise you hear when you
are heading to the Doctor's only door
— is it a coin dropping and, if  so, do
you use it  in  the pay-phone?" Can
any brain surgeon help Martin Ward
of Farnborough out o f  the ward in
Asyl um 2?

T-shirt for clues this month to Tony
Longworth o f  South Wi r r a l  w h o
covers a whole range of Adventures.
Thanks, Tony, and i f  we ever meet
you'll have to strain your neck a little
more! Hav en' t  y o u  hear d  —  I ' m
nearly nine feet tall!

Dave Barker  o f  Nunhead wr ites
about Faust's Folly. "The aforemen-
tioned d is as ter  i s  f o r  t h e  1 6 k
Spectrum and  is  now  three years

old." Obstacles appear  a t  random
and Dave is hindered by an impene-
trable r ing of fire.

Eureka! is a game posing more than
the conventional problems  for  the
Helpline! T her e a r e  fi v e separate
Adventures and anyone who is stuck
in one seems to be stuck in the lot!
The p leas  a r e  t o o  numerous  t o
mention, the clues available too few
to help!

PROBLEMS WITH
POSTCARDS!

Apoligies  to anyone who has written
in to the Helpline recently, and had to
wait a  long  t ime for  a  reply ! T he
recent heavy increase in mail caused
such a drain on our reply  postcards
that they completely  ran out before
more supplies could be obtained!

Coupled with that, the Tandy had to
go to hospital for a few days, leaving
me w i t h o u t  l e t t e r  c a t a lo g u in g
facilities and no Helpline Database!

At the t ime o f  wr iting, the Tandy
has returned f r om convalescence
and a crate of new cards has arrived,
so Paul, Simon and I  are now busy
clearing the backlog!

A CLUE OR A
CONUNDRUM?

Can y ou mak e head o r  tail o f  my
hints? Some l ik e  ' em easy, others
plead for a mere hint — the pleasure
they get from working out the answer
for themselves is worth the effort, so
they just want a little nudge! What do
YOU think? Clearer  and easier, o r
some of each?

Meanwhile, see what you make of
these. With  thanks to: Eliot Hatton,
Thetford; A  J  Norr is ; G eof f  Davis,
Bridgwater (did I get it right, Geoff?);
Graham Rae, Falk irk; Russell Wear,
Swindon; Ronald Lee, Grimsby; and
thanks t o  t h e  hundreds  o f  other
readers who sent in clues!
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HACKING AWAY
ON MULTIVAX1

Just as I was lotting out my Beeb with
the necessary hardware to become a
M ic r o n e t t e r ,  a l o n g  c a m e  a n
Adventure called Hacker 2000 But in
Hacker, i t  is  not Dryden nor  Enter-
prise that is  the host computer but
Multivax . a n  a l t oge t he r  b i g g e r
machine.

Multivax is a massive computer that
controls a l l  mank ind i n  a  w o r ld
dominated by  Androids and Thought
Police. People are either  Proles o r
Programmers,

You are a Prole and, determined to
become a Programmer, you illegally
hook an ancient micro into a Multivax
line with the objec tive of  changing
your status, Bewar e —  detec t ion
means immediate extermination!

The game starts with a Security Alert
warning that hackers have broken into
the system. The screen then clears to
the words : Inser t USER IDENTITY
CODE. That's it! You're on your own!

What follows simulates logging on
to a mainframe computer. Even if you
know a valid ID (most unlikely when
you start), y ou must also k now the
password to get any further. But there
is a way in and it  leads to a remote
conversation with Rover V, a fr iendly
Android with a sympathetic leaning
towards hackers. Rover will work on
your behalf from within the Multivax
complex, feeding you back  inform-
ation that will eventually enable you to
complete your quest.

You control Rover with Adventure-
type text commands, and he is your
puppet. I f  y ou LOGOUT, y ou  ar e
returned to the screen asking for your
ID -  and no puppet to help! Thus, the
simulation o f  operating a  terminal
seems very real.

With in  t h e  c o m p l e x  h o u s in g
Multivax are unfr iendly  Droids who
zap poor  Rover at the very slightest
provocation. Rover must tread warily
along the corridors, in  the hope o f
finding something that  may  b e  o f
interest, s omething that  w i l l  y ie ld
enough vital information to enable you
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to LOGIN to Multivax as a valid user,
rather than the way  you d id  to start
with.

Security isn't all it might be, though,
for w ith perseverance Rover and I
found a terminal that someone had left
logged on. It didn't provide too much
information, but  was useful in  other
respects.

So i t  was  that  I  penetrated t he
System Manager's office and eventu-
ally managed to  enter  the Multivax
Control Room — or rather Rover did,
on my behalf.

I have also managed to LOGIN to
Multivax arid this illic it operation gave
me just as big a thrill as if I had broken
into a  r ea l system! Unfortunately ,
though, t h e  thought  Po l ic e  hav e
removed the HELP fac ility  and dis-
covering a valid command, let alone
how to use it, is  just one more in the
long queue o f  tasks wait ing t o  be
processed.

All this  is  implemented in  a  very
realistic way, with a cursor scanning
the screen ahead o f  the text, menu
entry Options  w h e n  a  c omputer
confronts you, and a fair sprinkling of
sound effects throughout the game. I
found it  great fun and a very refresh-
ing change.

Hacker 2000 is by  Andy  Mitchell.
For the BBC B, it is from Microgrraf and
I thoroughly recommend it.

ADVENTURE
CHAT

Sometimes readers are so keen to put
their problems  that they  forget t o
mention the  game that's  troubling
them! I pr ide myself on usually being
able t o  name the  game f r om the
problem. So when Dominick  Hardy
asked how  t o  ge t  dow n  fr om the
window ledge and how to get past the
block in the cave, I replied with some
Pirate answers. Well, wouldn't you? I
got caught out! Coiditz, a remarkably
different game from Pirate, has two
similar pr oblems  —  though w i t h
entirely different solutions, of course!

Vaughan Price from Neath wins a T-
shirt for an interesting letter and says

he will wear it with pride as he thinks
that the C&VG Adventure column and
review section is  "by  far the best of
all".

He i s  w e l l  p leas ed  w i t h  t h e
reviews, for he reckons he has saved
a lo t  o f  money  b y  buy ing on  our
recommendations.

Markuu Ilmanen of Turku in Finland
rates a  t iger  w ith  toothache and a
mammoth jumping out of its skin, in
Lords of Time, high in the Adventure-
funnies stakes. Not so funny, though,
is what  t o  g iv e  t h e  jes ter , thinks
Markuu. I  dis agree! Perhaps  t h e
answer is more than a joke, Markuu?

Kerry Savage turned arsonist as a
result of  a recent Claymorgue clue I
gave. Trying to dry the towel, he has
been burning everything in sight, with
no success towel-wise. Ashes and the
charred remains of  bits of wood are
ly ing around all over  the place and
still that towel is too damp for Kerry's
lilting! I f  Kerry  takes muc h longer
puzzling over it, I  fear what he needs
may have turned to  pumice! Mar tin
Chadderton of SeIly Oak sent in some
clues, one of which read: "Don't pull
the lev er ! "  Oh-ho! Depends  what
you're pulling the lever for!

Mr  G ib s o n  pas s es  o n  s o m e
comments about the trend towards
complex a n d  inc reas ingly  diffi cult
games_ This is rto bad thing, he goes
on, but too many have a very diffi cult
problem shortly  into the game. He
feels that the player should be drawn
into the game and encouraged until
he is well into a game, to create a feel-
ing o f  achievement. Examples  o f
games with hard early problems are
Pub Ques t ( "a disgraceful game"),
Mountain of  Ket and Heroes of  Karn,
suggests M r  G ibson, w h o  k nows
many peop le  w h o  hav e p a id  ou t
E8415 only to see the opening scenes
before stopping dead.

There's an interesting talking point!
In fact, the Adventure Helpline was
originally set up with just the aim in
mind of  helping people get the full
value out of their software, when they
had bec ome genuinely  s tuck  and
therefore unable t o  c omplete the
game for which they'd paid.
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STA_ Basketball tanS ShOUld love thisI f  .  sornulation of the game — It hassome o f  t h e  M o s t  life loke

11 a n i m a t i o n  ever seen in a sportsgame —
I I  To  see yo u r p layer sp in  180

kr,Afir d e g re e s ,  dribble past the defenderw• a n d  shoot close in, gives a vicarious
'will qu ite  un ira tched  I n  a n y  o th e r sports
simulation I've seen.
II All this adds up to one heck o f  a great game_

Bob Cbappett?et sonat
conwoler News
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GREMLINS
If you enjoyed the film there's little
doubt that you will equally enjoy the
Adventure! I f  you missed the film,
the next best thing is to play the
game!

Gremlins, w r i t t en  b y  B r ian
Howarth, follows the theme of the
film fairly closely, especially at the
beginning, I t  w i l l  therefore b e
easier to play if you HAVE seen the
film — if  not, then you will find an
adventure that is just that little bit
more difficult.

Your aim is to rid  the world of
Gremlins, and, of course, everyone
knows there are some definite ways
to deal with therm This is a classical
text adventure in its own right, but
with the addition o f  some really
superb detailed graphics that are
enough to convert the text purist
into an  arcade fan! They display
instantaneously, interact with the
plot, and have the added attraction
of animation which is applied in an
imaginative and often humourous
way.

In the Tavern, for example, you
are likely t o  meet  u p  with t he
"flashergremlin, who stands on the
bar-top opening and  closing his
coat! Did  I  imagine it , o r did he
occasionally have a dirty leer on his
face?

Then there is the -
p o o r  
t a s t e "

side of  the game, which I  greatly
enjoyed —  o f  course! L ike t h e
gremlin in the blender, who, when
you start it, falls in head first, His
legs stick out of the top, and start
revolving! It  quite reminded me of
the time I  ran over a frog with the
hover-mower!

There a r e  p l e n t y  o f  o t h e r
locations to explore, including the
department store, cinema, swim-
ming pool, and oil station.

The game has a nice easy feel to it
being amusing and fairly easy at
first, but becoming progressively
more difficult towards the end.

So if  you fancy your chances of
killing gremlins, off you go — but

1
0
0

don't forget to take Gizmo with you!
Gremlins i s  f ro m  Adventure

International, and has graphics on
the Commodore 64, Spectrum and
Amstrad. versions (price E9.95) and
in text only on the Commodore 16,
BBC and Electron versions (price
E7.95).

Personal Rating: 9
Keith Campbell

MURDER BY THE DOZEN
Whodurmits seem to be all the rage at
the moment. Recently w e' ve had
Witness, Deadline, Suspect, Murder
on the Zinderneuf arid Sherlock. The
latest i n  th is growing range o f
detective mysteries is Murder by the
Dozen.

•REVIEWS•

Games of  detection are not quite
Adventures in the ordinary sense, but
require similar powers of logic and
deduction to solve, Their formats fall
into two distinct categories: the ortho-
dox Adventure-type approach with
conversational text-in/text out and the
menu-driven game, where a selection
is made from a fixed list of options.

One of the appeals of Adventure is
its conversational approach because
this means that the player's potential
game actions are limited only by his
imagination. The game will accept
and act upon a rather more limited
range of  commands, but the player
sets out feeling that the possibilities
are limitless. Nevertheless, quite a
competent game can result from using
the fi xed option technique, as  i n
Zindemeuf

Murder by the Dozen is a collection
of 12 crimes, all committed in the town
of Micropolis and each providing a

separate mystery to solve. Up to four
people c a n  p l ay  simultaneously,
racing to b e the first to solve the
crime. A player making a false accus-
ation is out of the game.

After selecting the number of the
case to be attempted, the would-be
detective sets out with a note sheet
from a pad provided in the package.
On this is printed a map of the town,
together with space to scribble notes
under general headings such as Inter-
views, Suspects, and Motives.

The action commences in  a  pre-
determined location, af ter a  brief
introduction to the facts surrounding
the murder, I  was investigating the
death of Otto Telcher, an industrialist
found run down in a parking lot, and
found myself in his house. I  had a
choice o f  interviewing his widow,
son, o r housekeeper: searching his
study, garage or kitchen; or moving to
another location_ To choose which,
the appropriate option number i s
selected.

The computer's response to arty of
the first six options is to display a list
of clue numbers which are  then
looked up in a book containing 700
two-line clues. After a set amount of
time elapses based on the number of
clues offered, there is the additional
option of making art accusation. If  this
is selected, in  a multi-player game,
you announce who you think "dunnit"
and explain why, You then look up the
answer in  a  book of  solutions, b y
placing a  transparent sheet o f  red
plastic over the appropriate page to
render the text legible. I f  you are
wrong, you're out and play continues
without you. Otherwise, the case is
dead.

Personally, I  see no good reason
why this should be a computer game.
It would be far more relaxing played
away from a keyboard, sitting in the
comfort of an armchair.

Murder by  the Dozen is from CBS
Software for Apple II/Ire, IBM PC and
Commodore 64.

Personal Rating: 3
Keith Campbell

The instruction book read "Legend,
the game, is not based on or inspired
by Legend, the book.
-  T h i s  
r a i s e d  
a

big question in my mind as I loaded
the game into my Spectrum. Why use
the title Legend and then why include
the 380 page book?

These questions w ere answered
just a few moves into the Adventure
for, as I  was bidding Horeb the inn-
keeper farewell, h e  beckoned me
over t o  kiss h is three daughters,
saying "You remember their names,
of course?" Although the game does
not follow the plot of the book, it is set
in the world o f  Legend and the
characters are the same. You must
therefore read the book to find out



who's w h o  a n d  t o  ans wer  s ome
historical questions.

You take the part of  Rek, adopted
son o f  Hor eb,  w i t h  t h e  tas k  o f
becoming the Eagle o f  Bronze and
raise an army to defend Dros Delnoch
against the Nadir barbarians from the
north. Not an easy task for, as well as
trying to do all that, you must search
the kingdom for the magic armour and
sword of the Eagle.

The method of input and output is
unusual, w i t h  f u l l  t e x t  u s e d  t o
describe the locations and answer the
more complex  puzzles, whils t multi-
choice input is  used for  movement.
Graphics come into play  when you
enter  i n t o  c o m b a t  w i t h  o t h e r
characters, or run the length of a Cave
of Doom. To negotiate these caves is
rather l i k e  d r iv ing  nor th  u p  t h e
southbound carriageway of the M I.

I found that coming to gr ips  with
some o f  t h e  objec ts  takes  s ome
thinking about, In a large number of
locations you are given the option to
search and in most cases get a reply
like: "What would you like to fi nd?"
If, for example, you can deduce what
you need to gain entry into a tower in
the Valley of Tears that item will then
turn up!

Should you become tired of playing
the Adventure, you can fl ip the tape
and play part two which is an arcade
game. This recreates the final battle at
Dors Drenai but, fi nding it somewhat
repetitive, I soon gave up in favour of
part one.

Personal Rating: 6
Paul Coppins

E US AND ANDROMEDA
This i s  o n e  o f  t h e  My s ter ious
Adventures  a n d  i s  a  v e r i t ab le
thoroughbred. T h e  au thor  i s ,  o f
course. Brian Howarth, who sticks to
short text, hard problems and superb
style.

The command format is verb/noun
arid it is very comprehensive. Almost
all t h e  wor ds  and  synonyms y o u
would want to use whilst playing the
game are recognised.

The game even knows the meaning
of some choice words that shouldn't
be used and replies  with a suitable
put-down!

The story starts in King Polydectes•
palace w h e r e  y o u  dis c ov er  y ou r
mission which is to slay Medusa and
rescue Andromeda. Being too weak
to accomplish the task on my own, I
called upon the services of the Pink
Fairy to help me in this world of Greek
mythology.

Leaving t he  palace, I  fi rs t c ame
across a  thir s ty  beggar  and ,  o n
quenching his  thirst, was  rewarded
with a  discussion wh ic h  c ame i n
useful further on in the game. I prayed
at various temples and some prayers
were answered by  the Gods. After a
while, I  had built  up  quite a  large

weaponry and got a few tips on k illing
Medusa.

As usual, Pink  Fairy eventually got
stumped and was puzzling over an
ivory pedes tal i n  t h e  T emple o f
Hermes. A  small push in  the r ight
direction soon got me on my way!

Progressing further than the temple
takes some guess work, but the solu-
tion to the problem is  very  or iginal
and very cruel! I finally got to another
land and found a whole host of new
problems.

This t im e  ther e  w a s  a  hungr y
beggar, but satisfying him was not so
easy as with the thirsty one, for there
was a wild hyena around who had the
nasty habit of stealing the food r ight
out of his mouth.

The game gets harder and harder as
you progress — a welcome change
from t h e  t r end that  seems t o  b e
developing, where the poor player is
faced w i t h  a n  a lmos t  ins o lub le
problem at the very beginning.

Perseus and Andromeda is  for  a
range o f  machines and is  available
from Adventure International.

Personal Rating: 9
Simon Marsh
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Near naked and c lad only  in a dir ty
ragged sack, y ou c ry  through your
parched lips  as you are thrown into
your pr ison c ell by  the k ing — for
stealing water.

The cell reeks of death and decay
and you scan the windowless granite
walls in vain for some way of escape.
For escape you must, not only  from
the prison, but the island on which it is
situated. And to do this, you must not
only be able to disguise yourself, but
find enough treasure to pay for your
passage.

A pretty powerful scenario and the
game matches up to it. This is a text
machine code Adventure for the BBC,
and the great decree-er that text only
Adventures are a  non-runner these
days should think again. I  don't want
mediocre illustrations — here I  can
imagine myself sneaking Out into the
freezing c o r r id o r  a n d  s h iv er ing
through lack of clothes! I can see the
evil guards in my mind's eye, even if I
can't get the better of them — yet!

The problems are hard r ight from
the start, but the sheer desperation of
my plight soon got me wild enough to
try anything — and something turned
up! A  nice feature of the game is that
when the program does not recognise
either  w o r d  o f  y o u r  t w o - w o r d
command, it tells you about both! For
example, i f  y o u  t y p e  U N LO C K
WINDOW, the  r eply  y ou ge t  is  I
DON'T UNDERSTAND H O W  T O
"UNLOCK" OR WHAT "WINDO W"
MEANS, I've never seen that before!

My sole criticism is that if you QUIT,
you don't get the chance to resume

CON FIDENTI.
Confidential has been written using
the Quill and is well presented on-
screen with clear colours, plus an
interesting folder full of information.

The game begins in your office —
The Craig Adams Detective Agency.
0ohl What's that noise? I can't stop it!
EXAMINE DESK. Ah, there's a phone
on it. At the other end of the line is a
distraught Mrs Richards who explains
that she needs your help urgently. So
off you go, or try to go, to her home.
As a  good private eye, you always
keep your important belongings in a
safe place. C ar  keys in  the filing
cabinet, for example.

After the slight problem (and the
annoyance of having to OPEN CAR,
ENTER CAR all the time) you soon
arrive at Mrs Richards house — The
Gables. I t  turns out that hubby has
vanished leaving her most upset and
the l o c a l  const abu lary t o t a l ly
indifferent. Without any mention of the
usual "000 a day plus expenses", you
are thrown headlong into the case!

Here I would like to give a warning
to anyone considering buying this
game and wanting to test it  first —
don't! You need to spend quite a few
hours getting into the case before you
begin to enjoy it. I was stuck for days
trying to raise my score from zero
which can become so frustrating that
it almost puts you in a certifiable state!
Once this barrier has been broken, it
is really quite easy to go from place to
place, taking notes and trying to solve
whodunnit.

A nice touch, I thought, was getting
my car impounded for parking on
double yellow lines! O n  the other
hand, t h e input i n  the bank and
department store is so skull-crush-
ingly daft that I can't understand how
anyone would guess t h e correct
words! In the bank, for example, there
is a clerk behind the counter, and you
have t o  cash  a  cheque. C A SH
CHEQUE would have been easy to
use with the Quill's "fall through"
method of decoding, but the phrase
actually needed is CLERK CHEQUE!!

The scoring is slightly erratic, as I
found when at  a  score o f  55
0
/0  I
stumbled across Mr Richards and it
jumped to 100% although there was
clearly a  good deal  o f  the case
unsolved. Incidentally, Rad ar i s
offering a prize for the first person
who g ives t h e  most  satisfactory
solution to the case.

Confidential is for the 48k Spectrum
from Radar Carnes, priced E6.95.

Personal Rating: 6
Jim Douglas

Aplay. But it  is so easy to get yourself
k illed, and thereby get the option to
restart, that it's a problem easily over-
come!

Personal Rating: 9
Keith Campbell
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COMMODORE 64
COMMODORE 64  = M S S  d i s k
Puma..   9 . 0 5  - 1 4 . 9 5
Pok P e e r in i . . . - - - - - •   - - - -  995 - 1 2 - 9 5
Zork i    8 4 4  1 1  95
look II__  _  _  - . . . . - - N e A  _ 1 1  95

Simeon I A A  1 1  95
Suspended    1 1 . 9 5Craning
Meek al the I m e _ - _ - .-  -  - ....- 1 1 4  - . . . . 2 6  95
Cuttlanett -  - - - - -  -  - I N A_  ...... -2 9 .9 5

Ito Eke -  -  ..- ... -  7 . 2 5 -  995
- - - 5 1 . 9 5 - ......._14.95

Pmplop II_ M I
 759   .  895

Deountee -  9  95 . 1 2  95
Titans 0  the Soma
Settle len I mmo*  -   1 4  95
Central
,
' 
L e
a n '    
1
4
.
9
5

Inchtt of the We d    _ 1 4  95 1 4  95
Sb.unus I     9 . 9 5 . . . . . 14.95lalsSpelunket
toale Rome,   9 9 5   _ 1 2 .9 5
Owe& Mnin
,
tdu 
M i r a
m . - -
- - - - -
- -  
. .
. .
.  
9
.
9
5
_  
_   
-
_
1
2
.
9
5

Cowmen, leihrlooked 1 4  95
Rad tat %Nelms Ole _  - - _ _ _ .   9 .9 5 ...  1 2 .9 5
Choplotte  - - -  .... 9  95.. 1 2  95Maid Bet Mack  _
Realm of entoomallaty - - - - - ..... -  9.95  .  12.95
Archon   - - - - 1 1 9 5  _ _ 1 4 , 9 5Minn' on the imeleased
One on DM - • • _ _  .   -  g  95... _ 1 2 9 5MULE   _
N u n

1 1 95
Amman _ _ _  -  ..... -   9 .9 5  ... - -1 1  95
Inspossrae * mon   1 1 . 9 5
Nye' Ica -  - - - „ , .  -   9 9 5  ....... __14.175

msera -
1 1 _  
- -
- -
A
B
M
S '

Miura Sa e t    _  41 95
S AIM lapeechl.  A l i A   4 1  95

Maim, 1 no- -
Al actrdisAm mitt S. Grad itedicass) bran in neck.

ZOOMSOFT
46 HUNTS WORTH MEWS, LONDON NW1 6DI3

ATARI 400/600/XL
ROM c a p s
la 95
 14.95

0 Beg  . 1 4 9 5
Centipede  9 . 9 5
Jungle Mont _   _   9 . 9 5
Pecan., ..     9 . 9 5
Piston
Eloper, Pent.
flunkey Kong Nerial_____„- _ _ 1 4 . 9 5
law   -    1 4 9 5
Ms Penmen - . . - - - -  _ 1 4 / 5
Pole Posora ct..._ -- ..... -......_   N A  9 . 9 5
Iceman - -  -  - - - 1 4 - 9 5
D o  Di l a
Miner 0429ra  -  _  1 2 1 5
Ors * e t -  _ _ . . -   1 9  95
BC', Omni tor Tore a _ -_ -- - -  1 8 . 9 5

...  - - -    1 4 . 9 5    0 1 9
Decetteloo - - - - -  1 4 .9 5 _    9  99
Space SIMI, ........ - - - - -  -  ..... __MI5 9 . 9 9
Bmanla Bob Sollars Bask-- ..... - - - - -  ,49 95
B u c k  R o o m a  _  - - r . . •  . . . . . . . .  • • • • • • • • •  • . • • •  . . . . . .  1 9 9 5
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case d e s k
A C I  Enimmeef-... - - - -   _    7  95  N I A
Emt Macrame. -  -  ..... 8.45._......-12 55
Shamus _  _ _ _  1 0 .9 5 - -  .... _INA
Protector   N I A
Bruce Le e _ _ _ _  -  -
Oran Da se i_ .--- ..... - - - - . . . . .  _NIA _  1 2 , 5 5
Spin Inhi, ..  - _ - - -  ...... -  1 3 6 0  1 2 . 6 0
SmINra ke .._ ......._ ......... _ . . . . . ._   8 4 5  _ 1 1 . 4 5
Nato Cameo& ..... ________ . . .  ...... _ 8.45_  1 1  45

M, Robot -   _  N 3 A.  -  14 95
Boulder Oath
Attack of the %lent . . . . . . . . . . . .  6 .2 5
Encounter   _   8  4 5 ._  1 1  45Ghorabottem
Coneo The Badmen  1 4 . 9 5
F15 Serial Emile
Atom Smash Mek -  .....  -  1 4 .9 5  _ _ _  17.95
CoMssos Oran 3  9 9 5  1 2 . 9 5
Combat toddle - _   9 4 . 0 5 ....... -.1495Zenon
Tale of Berahram N I A  1 4 . 9 5

ATARI 400/800IXL
.a l ld o s k

'4 95
'Adv. PI the Sam   : 9  95
Su' Icsal 1 Toted_  2 2 0 0  : • 3  00
Star Teague Baseball 2 3 1 8  , !  AO
Cutthroats _ _ _ _  : 9  95
Erakenter.  - . -  .._  I N A  _ 1 7  95
Soave.  N A  3 5  95
Seesteke,    N  A : I I  75
Goauhics Art Oeperratemt__ ...... -  ... _  A . A  2 3 2 5
Arran Coneaructera Sell - - - - - - - 1 1 , 1 4  _  2 9 .9 5
Somme Games    W i l  2 9 9 5trams III
Damen; Feats 'mot uldityl...._ .. - - - - N M . _  ...... -2 1  55Combat Leona
50 Missal CroM  -     3 3 . 9 5
Rams Nem   . I I I A    3 2 9 5
Ihoht Smulatoe 11 - / I I I  _  41.95
SAM leratmck3-  .  .  „ M A .   4 1  95
PM Aninlillet,,   -  _ _ N I A_  _  .2 5  95
Deck Crystal - - -  I N A  2 4  95
eight WsSinn Raba_    2 4 1 6  .... 2 4 .9 5
11 S.  ° D U M P '  - .   .  -  - N I A  6 1 3 . 7 5Sparta Doe
easic Mugger A N .  2 5 . 9 5
Um; CommeMit...- ...... -  .  - . .  -  N I A  - - - - - 2 5  95
Data Manage,   _ M A  3 4 . 9 5
Oita Monona I
Dela Perfect   _ M I A  7 3 . 7 5
Al a n  i g rrg i r   -   3 9 5 5Nome Mott  K C  .............4895
Oatt XL -  _  NOM.. ....... .6 6  95
ACTION   1 1 0 1 1 1   6 1 3  95
Mra 65  _ R O M   7 2 . 9 0

NOM _....57.135M . 65 tomb OSiA
Atm, 850 lantana  9 9 . 9 5
The Protect hrade to both Wiled NM I__
ask Collettm tCatelogue disks!  9  95

ATARI SOFTWARE
Trade enquires

welcome

Plus 1005 more tit les available. Send S.A.E. for free Catalogue or
telephone 01-723 0562 between 10am and 7pm. All cheaues..P.O made payable to Zoomsoft .
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COUNTRY QUEST
This is  a  tex t Adventure running at
machine code speed, enhanced with
colour with a "Quilled" feel about it.

On h o l i d a y  a t  a  f a r m  i n
Herefordshire, you hear rumours that
the previous owner buried his wealth
in boxes under the fields.

From the farmhouse, you make your
way outside to visit cowsheds, vege-
table fi elds, and many other places
heavily laden with a country atmos-
phere. In fact, you can almost smell
the silage!

Despite the detail, muc h doesn't
ring true! I've been through fields and
farms, day and night, countless times,
and not once been attacked by a cow
— I was in Country Quese There are
locked gates at many fi eld entrances
in the game. With no key, I  "can't go
in that direc tion," yet five-bar gates
just ask to be c limbed!

However, the main trouble with the
game is  its  limited understanding of
what is actually going on!
A GINGER CAT IS HERE.
A GINGER CAT ATTACKS YOU.
"GET CAT"
IT'S NOT HERE.
Not exactly the sort o f  dialogue to
inspire confidence, is it?

One other grizzle while I  am at it!
The Quit command takes you straight
back t o  t h e  b e g in n in g  w i t h o u t
question, and a valid abbreviation is
Q. Q  is  next to W (for West) on the
keyboard. I  rest my case,

C o u n t r y  Q u e s t  i s  f o r  t h e
Commodore 6 4  f r om W y e  Valley
Software.

Personal Rating: 3
Keith Campbell

BLACK TOWER
Your quest is to find three keys and a
scroll and return them t o  the hu t
where you started.

With one o r  two exceptions, the
graphics are not worth v iewing. The
text scrolls smoothly on a split screen
under the graphics, but the response
is painfully s low at about 10 seconds
which is a long wait. Worse is the fact
that k ey  location details  disappear
under the graphics by  the time the
response is complete. Although there
is time enough to read all the text, a
quick look aside to jot down details on
your map and you'll miss other v ital
information.

Other shortcomings include a QUIT
with no RESTART?, a failed TAKE that
gets no response at all, and a blanket
reply YOU CAN'T DO THAT Y E T !
to commands that are unrecognised.

Any attempt t o  examine either  a
character called Josh, who might be
man or  beast for  all I  know, or  any
other feature results in  the hilarious
reply: CURIOSITY KILLED THE CAT.

This i s  a  p it y ,  s inc e t h e  m a p

developed in quite an interesting way
and so d id  some of  the events, lik e
helping a servant with a crossword
p u l e  G iv e n  a  b i t  more thought,
more memory  a n d  les s  graphics ,
Black Tower could have proved quite
interesting and enjoyable.

Black Tower is from Dollarsoft for
the 48k Spectrum.

Personal Rating: 4
Keith Campbell

•REVIEWS•

JEWELS OF BABYLON
3.000 years ago some fabulous jewels
were created by  master craftsmen in
the o ld c ity  of  Babylon. They came
into English hands in the 19th century,
but were lost to pirates who left all but
one of the c rew of the boat that was
carrying them for dead_ This is where
the Adventure begins, for you are the
one who survived and have vowed to
reclaim the jewels.

Sc it  is  that you fi nd yourself on a
bright p ink  s hip o f f  some remote
island. Yes, it 's  br ight pink , and no
amount o f  fi ddling with the TV w il l
make it go the colour you thought 19th
century ships were supposed to have
been. The is land itself is a place of
golden sand and clear blue skies, just
the place to spend a holiday — except
for the cannibals!

The graphics  a r e  mor e  o r  les s
instant and are among the best I have
seen on a Spectrum. The text allows
full-sentence input, although in most
cases you have to get the wording just
right.

Babylon is  said to  have over  100
locations, although most of them are
maze rooms, making pen and paper a
must for this Adventure. So is a "save"
tape, for  there is  plenty  o f  wildlife
about and a spider might just happen

•
Paul Coppins

THE TRACER SANCTION
You fi nd yourself at the headquarters
of the STA o n  the planet Mongo
facing a man who greets you with the
warmth of a Jovian winter. He gives
you your assignment as head agent —
capture "Wing" ,  the notorious inter-
planetary criminal.

A space-ship is  a t  y our  disposal
and, after sorting out a few problems
you are a ll set for  the galaxy trail
tracking d o w n  y o u r  quar ry . T h e
problems inv olv e learning how  t o
pilot y our  s hip and how  t o  ge t  i
fuelled up for the journey!

The game comes on a double sided
disc and has full sentence input which
allows abbrev iations a n d  mult ip le
c ommands .  T h i s  m e a n s  t h a t ,
providing y o u  k n o w  y ou r  galax y
(within the game!), y ou are able to
travel around and land on different
planets whic h c an b e  explored o r
exploited to further your quest.

A novel feature is the provision of a
"liv ing tutor ial" whic h is  loaded in
separately f r o m  t h e  game.  T h is
contains full information, with an on-
screen demonstration or  what form
your input should take and how to
play the Adventure.

There is  a  four- line tex t w indow
below the graphics and, if a response
doesn't fi t, a  "p ing"  announces that
more w ill follow when you hit a key.
The graphics  lac k  the  f u l l  us e o f
colour, but are detailed and very fast
to display. The response time when
moving ( w hen  t h e  gr aphic s  a r e
redrawn) is a mere four seconds and,
during this period, the graphics clear
to a full text screen showing the most
recent conversation.

I f o u n d  t h is  a  v e r y  enjoy able
Adventure to play, giv ing the satisfac-
tion of being able to get around a fair
number of places without any unduly
difficult early problems.

The T r a c e r  Sanc t ion i s  f r o m
Activision for Apple II, IBM PC and
PCjr, and Commodore 64 on disc.

Personal Rating: 8
Keith Campbell
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to d r op  f r om the trees  onto y our
shoulder, or  a water snake give you
the once over as you battle your wa
yacross a  swamp. Mos t o f  the time,
such encounters are just for fun, but
there is  always that chance that t h
espider w i l l  s ink  its  fangs into your
neck!

Most of the puzzles seem to be t h
e"find your way around" or  "get past

something" ty pe and, although they
all seem to have logical answers, it's
getting the r ight words in  the r ight
order that's the real trick. That made
playing Babylon a little on the difficult
side at times, but still a very interest
-ing Adventure with lots of action.

Personal Rating: 6

A
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We a r e  constantly t ry in g  t o
improve both the program quality
and production quality of our list-
ings. I f  you look at the Spectrum
and Commodore listings in  this
issue, you' ll notice that  w e've
adopted a new approach to try to
improve matters, and  w e hope
things will get even better over
the next few months. Neverthe-
less, one or two errors have still
found their w ay  into the fi nal
pages.

PORTRAIT
DUNGEON
Eagle-eyed readers spotted that the
instructions to this listing in our Apr il
issue, referred to "both programs",
but could only see one. Listed below
are the missing lines from the header
program. We'v e also repr inted line
10 o f  the main program for  people
with poor  copies. I n  addition there
are a couple of alterations:
( a ) C h a n g e  C L O S E  */ 2 w i t h
CLOSE* Ni in line 2520,
(b) Add'line 1585 as ..
1585 I F  O C ( 42 . N ) <>N 5  T H E N
11$(14.M I) = 'What and get my hands
dirty!!":GOTO RT

SUPER CLOWN
We've had  qu ite  a  f ew  enquir ies
about t h i s  p r o g r a m  i n  Ma r c h .
However, after consultation with the
programmer himself, there appears
to be only one error, This is the POKE
statement in  line 1010, which should
read:
POKE 756,P(1)

It seems that the or iginal program
was des igned t o  w or k  o n  a  16k
machine, a n d  th is  pok e  wouldn ' t
allow it to work on any other, but P(1)
is set t o  the correc t value in  l ine
30055.

HERO
We wrongly stated that this program
Would work  on a 3.5k unexpanded
Vic — but 16k expansion is actually
needed. We would like to apologise
to a ll our  readers with sore fi ngers
because of  this!

AMSTRAD LAUNCH
Amstrad, the producers of  the CPC
464, t h e  c omputer  w i t h  a  built - in
monitor a n d  cassette dec k ,  hav e
launched a  new  c omputer  w ith  a
built-in three inch disc dr ive named
the Amstrad CPC 664, Apar t from a
few c h a n g e s  t o  t h e  g r a p h ic s
command and an enhancement of the
disc operating system, the mic ro is
exactly the  same as  the  prev ious
cassette-based CPC 464.

Although all programs wr itten by
Amsoft for  the CPC 464 w ill run on
the new computers, some games and
utilities produc ed b y  independent
software houses will not run on both
computers.

So, if you've bought or are planning
to buy  an Amstrad CPC 664 then
check w i t h  t h e  manufacturers t o
make sure that their  software works
with your computer.

FUTURE PROGS
A mas s iv e s elec t ion o f  reader 's
programs come into the offi ce each
month f o r  pos s ib le  pub lic a t ion .
Unfortunately, many of these, though
almost good enough to publish, are
let d o w n  b y  tr iv ial matters whic h
could easily b e  rectifi ed. Listed
below are a few points  whic h you
may l i k e  t o  co n s id er  b e f o r e
submitting a program.
Type of Game:
Most games tend to be of the arcade
type, s imply  because w e  rec eiv e
more o f  these than any  other. W e
sometimes p r in t  a  g o o d  s trategy
game, or two player game, especially
if it's an original idea.

Adventure games  don' t ,  o n  t he
whole, f are  t o o  w el l .  T h e  most
obvious reason being that i f  some-
body has  gone t o  the  t r ouble o f
typing i n  the program, they  have
probably read all the solutions. One
way around this is to code the data,
which may also help the other main
drawback of Adventure programs —
their size.

We d o n ' t  o f t en  p r i n t  u t i l i t y
programs — after all, who wants yet
another spr ite des igner? Neverthe-
less, w e  w i l l  cons ider  any  good,
original programs in this category, if
they would be useful to the games
programmer.

Languages:
Any printed programs must  b e
printed u s in g  a  mac hine 's  h o s t
language, whic h w il l  almost always
be either Basic or machine code.

Even humble Basic programs can
be diffi cult to type in  at times. You
should bear this in mind when writ-
ing the program. Try to structure the
program, u s e  meaningful names ,
don't let the line lengths get too long,
and try to keep the unusual symbols
to a  minimum. Mos t ty ping errors
tend to occur in the middle of a long
line w h ic h  is  f u l l  o f  user-defi ned
graphics, cursor movements, or  the
like.

We rec eiv e qu i t e  a  number  o f
machine code programs, and some
of them are excellent games which
can't be published because of  the
way they have been written. An y
machine code programs or  routines
should b e  presented a s  a  Basic
loader. This can load either decimal
data or character data, which is then
converted.

If there is a lot of data (this applies
to ANY data, not just machine code),
then inc lude a checksum — this  is
just a  counter  whic h adds  u p  the
value of all the data to ensure that it
finishes with the correct total.

Presentation:
It's surprising just how much the way
a program is presented can affect its
chances. It should go without saying
that your program should be totally
error free. Doesn't it?

In add i t ion ,  t r y  t o  m a k e  t h e
program enjoyable. This can be done
by mak ing it  "user  fr iendly", ensur-
ing that the user knows exactly what
to do.

This d o esn ' t  m e a n  t h a t  t h e
instructions have to be included in
the program — after all somebody
will have to type them in — but make
sure that the user knows what to type
when you prompt him. Also check
manually f o r any mistakes i n  the
user's input, don't just leave it up to
the computer t o  g i ve  a n  erro r
message.

Finally, though w e realise many
people use monochrome televisions
for their micros, try to make good use
of colour wherever possible. Multi-
hued graphics and a colourful title-
screen can  g ive a  program that
professional touch.
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ftware companies grow on trees .. at least that's the way It
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ENGLISH SOFTWARE was launched three years ago with a
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onestly, that's what they used to say! Anyway,

the face of this rather strange attitude, we went and committed the ultimate
ATARI GAMES AT f 9.95!

We expected some slight resistance to these
prices from Atari owners who only equated h
quality with high prices, but we were wrong:
everybody thought the prices were great, and th

mes tool
even produced the fantastic ATARI CASSETTE
MAKER at f 7.95, a superb utility program for

IC programmers_
now, for those of you who might have missed out o •

I our excellent Atari titles, we are releasing something
ry, very special:

TARI SMASH HITS Volume5 1,2 and 3
om ErieLISH SOFTWARE.
e great games on one cassette for only f 14.95,
on disk atf 17.95!
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ch cassette features our top-rated JET-BOOTJACK plus four other popular titles 5o now you have no excuse
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enough. I  found an unlocked sky-
light and sneaked into the building.

Finding the  Softstone office was easy
after that and my trusty set of skeleton
keys did the rest.

Sifting through the paperwork I  found
in the wall safe, I soon had what I wanted.
I slipped o u t  the  micro-camera a nd
snapped the plans of their new project.

Swiftly I  replaced the papers and left
the office. I  could examine the plans in
comfort later. Back through the skylight
and down the fire escape —  narrowly
avoiding a guard walking a vicious look-
ing elbg. In the car I sat back and relaxed
for a  moment —  007 would have been
proud o f  t h e  w a y  I  handled th i s
mission...
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RASPBERRY SEASON

It's q u i t e  appr opr ia te t h a t  t h e
season f o r  raspberr ies i s  almos t
upon us because this month I have a
number o f  them to hand out. The
loudest must go  to  a  game that's
grandly called Superpower — The
Final Strategy.

Foisted u p o n  the  unsuspecting
public  by  Howard Marketing, i t  is
without doubt a s trong contender
for the coveted Worst Game Of All
Time award.

The pr inc ipal elements  o f  the
game are highly  derivative. There
are 24 countries, each of which has
different number s  o f  fac tor ies ,
armies, miss iles and shelters. The
aim is to conquer the lot.

Ex-readers  o f  t h e  m o u r n e d
Pe r s o n a l  C o m p u t e r  G a m e s
magazine w i l l  be familiar  with this
scenario — it 's  the basis o f  PCG's
Final Confl ic t,  t h e i r  mult i-player
postal game.

In Superpower, however, all the
subtleties o f  F inal Confl ic t hav e
been lost. With an unfailing knack
for tedium, the des igner of  Super-
power has  e v e n  res tr ic ted t h e
orders you can give to one country
per turn.

Since the orders you can give are
simple —  bu i ld  armies, miss iles,
shelters, factories or attack a neigh-
bour (but only  one of these) — the
player is faced with making a series
of Noddy choices.

Although Final Confl ict's options
per country  were equally  s imple,
the fact that you had to give orders
for all your countries in a single turn
presented t h e  p lay er  w i t h  t r u e
strategic choices, for each combin-
ation o f  or der s  w o u l d  hav e  a
complex effect.

Apart from all this , the present-
ation o f  the game is  awful. T he
continent y o u  a r e  s uppos ed t o
conquer i s  a  4  x 6 rec tangle o f
squares and — you've guessed it —
each c ountr y  i s  a  s quare. N o
attempt has been made at graphic
frills — a  n ic e lit t le  pic ture o f  a
missile or  factory for  example. It's
all bare words and numbers. Input
of orders is equally annoying; if you
make an illegal order, the computer
doesn't bother  to  te l l  you, i t  jus t
waits dumbly  for you to try again.

I d o  w is h people l ik e  Howard
Mar k et ing w o u l d  s e e k  s o m e
professional or  at least knowledg-
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BY MIKE SINGLETON, AUTHOR OF THE BEST STRATEGY GAME, 1985

able advice before wasting a lot of
time, money  and effor t tr y ing t o
promote a disaster.

What's  w o r s e ,  t h e y  e x p e c t
Spectrum owners to cough up E4.95
for something that would have been
more entertaining if it had remained
a blank cassette!

A CASE OF LISTITLIS

Now it's  the turn of the C64 to have
the odour of raspberries wafting in
its direction. I speak of the Dragon-
riders of Fern, released by CBS Soft-
ware in conjunction with Epyx. It's
art arcade-strategy game of the sort
where you do a bit of strategy, then
you get a bit of action and so on.

The arcade section is  very  well
done — although it  seems to lack
the variety a true arcade freak pines
for. Perched on the back of your pet
dragon, you roam the skies of Pern
trying t o  inc inerate t h e  d e a d ly
Threads that assail your planet.

The Threads , w h ic h  lo o k  l i k e
pieces o f  string to me, are micro-
organisms t h a t  b u r n  fl es h  a n d
consume a l l  liv ing matter. I f  you
don't manage to  s top them, y our
lands w il l  become a barren waste.
High quality graphics and action to
be found here.

The des igner  o f  t h e  s trategy
section, however , seems to  have
had a  severe attack  o f  lis ts . T o
quote, " a  v iv id  m a p  o f  Fern i s
displayed randomly throughout the
Negotiation/Intr igue phas e" ,  b u t
since this  is  used mainly  to deter-
mine who is going to intercept the
latest Threadfall, i t  has lit t le rele-
vance to strategy.

The s trategy  phas e i s  p lay ed
entirely by  manipulating lis ts  and
menus. The event screen is a table
outlining the current events associ-
ated with each Weyr. A  Wey r  is a
habitation o f  Dragonriders, so w e
are told.

The ac t ion menu/s tatus  sc reen
lists eight different actions open to
you and gives more details of your
own par t ic ular  Wey r .  T he r e  i s
another screen whic h the instruc-
tions s imply  refer  to as the lis t o f
major holds, craft halls and Weyrs,
and las t ly  ther e  i s  t h e  at t itude
screen which lists the five attitudes
you may select dur ing negotiation.

The polit ic s  o f  Pem makes the
Balkans look  lik e a piece o f  cake
and the strategic options open to
you a r e  almos t  a l l  t o  d o  w i t h
diplomacy (although you can opt to
fight a duel).

Competition is fierce between the
six Weyrs, up to four of which may
be c ontrolled b y  human players.
This should make for an interesting
game o f  Machiavellian manouevre
but the fact that any of your actions,
at best, results in a number or word
in one of the many lists dramatically
changing t o  another  number  o r
word makes the intr igue about as
interesting as  dishwater. So l i t t le
attention has been paid to creating
"atmosphere" that  y ou  migh t  as
well be manipulating school time-
tables or laundry lists.

In fact, you might as well forsake
your computer and play  the board
game D ip lo m a c y ,  y e t  t o  b e
equalled for back-stabbing intrigue.

U.S. MOULD

Battle f o r  Normandy  i s  another
game for the 64 from the seemingly
bottomless coffers  o f  US Gold. I
hesitate to  say from the bottom of
the b a r r e l  bec aus e, l i k e  mos t
American software, t h e  game is
s uper fi c ia lly  s l i c k  a n d  w e l l -
presented. However, it lacks in that
most impor tant ingredient,  p lay -
ability.

The format is  familiar  — larger
than screen hex  map in  glor ious
technicolour that  sc rolls  a s  y ou
move the cursor, coloured squares
with a  v ar ie ty  o f  s y mbols  t o
represent the different units, a small
section o f  the screen devoted to
messages and unit data.

All this  works  and works  well,
looking good  a t  t he  s ame time.
Unfortunately, i t ' s  n o t  s o  muc h
Rommel's bombardment that makes
you quail as the barrage of statistics
flung at you by the computer, all in
garbage-out mode (you know, so
many abbrev iations and numbers
flung together that i t  looks  lik e a
high-security c ode) .  T h is  alpha-
numeric nightmare occurs  every
time you look at a different unit.

When it comes to giv ing orders to
units, a l l  inpu t  i s  i n  garbage-in
mode. As  you might guess, this is
the reverse o f  garbage-out mode;
instead of trying to decode abbrevi-
ated data, you have to type it in!

For example, you may choose a
defence lev el f r om one t o  nine.
Each o f  the digits  has a different
meaning and it's  a better memory-
bank than I who wouldn't be able to
play sensibly without the rule-book
permanently to hand.



In fact, the rule-book gives  two
important clues as to the reason for
this statistician's paradise. First, the
game is  des igned by  SSI. Second,
four pages consist entirely of charts,
lists a n d  v ar ie t ies  o f  c o mb a t
resolution tables. Conclusion: SSI, a
w e l l - k n o w n  b o a r d  w a r g a m e
company, have s imply  taken their
standard boar d game techniques
and grafted them Onto the C64. Will
someone please tell them that one
of the joys of playing wargames on a
computer is that you no longer have
to bother  with all those dreadfully
boring combat resolution tables, all
the fi nicky calculations and all the
welter of naked numbers? This sort
of game makes  lo g  tables  light-
reading.

So far, so good; Archon could still
be j u s t  a  run-of- the-mill c hes s
variant, b u t  now i t  takes of f  at a
tangent. I f  you so desire, you can
miss out on an ordinary move and
instead cast a  spell. Six  different
spells are possible but they must be
used with care s ince each can be
used only  once. This is just as well
because some o f  them are pretty
powerful.

Finally, and to  the horror  o f  all
dedicated purists, there is  arcade
action. Instead of s imply moving to
take a piece, the display switches to
a c ombat arena wher e  t h e  t w o
pieces battle it out in real-time.

Since each of  the pieces has its
own indiv idual way of fi ghting and
its ow n  vulnerabilities, this  is  far
from a simple shoot-'em-up. Even if
you los e,  t h e  wounds  y ou  hav e
infl icted on the victorious piece will
make it less effective the next time
round. It certainly adds to the fun, if
not to the meditation, but the draw-
back is that you must have two joy-
sticks to play.

If you do have two joysticks and
you o w n  a  Commodore 64, y ou
really should try  Archon. It 's  rare,
original and unusual and, as a fun
strategy game, it's not to be missed.

YOU AIN'T SEEN NOTHING YET

Since games  w e r e  fi r s t  p lay ed,
certain c reative indiv iduals  hav e
always been tempted to tinker with
the rules ; usually , th is  i s  c a l led
cheating. O n  r a r e  oc c as ions ,
however, the new angle is  recog-

nised as the stroke of genius it was
always intended to be.

We a l l  k now how some c lev er
clogs invented Rugby Football by
actually p ic k ing u p  the  ba l l  and
running with it instead of sticking to
the stodgy old rules.

Chess, i n  i t s  lo n g  his tory , has
been n o  ex c ept ion. I ndeed ,  i t
wouldn't be  the game i t  is  today
unless a few brave souls had had
the c our age  t o  d e f y  t r adit ion.
What's more, chess variants such as
rifle chess (you shoot pieces instead
of moving to take them) and los ing
chess (you must take if you can and
win by  getting yourself in  check-
mate) are well-known and popular.

But, i f  you think  that chess must
surely have reached the end of  its
long r o a d  o f  r efi nement  a n d
elaboration, you ain't seen nothing
yet!

Arc hon f r o m  Ar io las o f t ,  v i a
Electronic Arts, does for chess what
Busby Berkeley d id  for  swimming
pools and what Hollywood d id for
the Olympics last year.

It gives it  the full treatment with
zip, verve and razzamatazz. As  i t
happens, I  thought t h e  open ing
ceremonies o f  the L A  O ly mpic s
went wildly  over the top and could
do nothing bu t  laugh when they
wheeled out all those grand pianos,
but Archon, thankfully, stays fi rmly
within the pale.

The board, whils t remaining an
eight b y  e ight  array, has  h a d  a
c ons iderable f a c e l i f t .  C e r t a i n
squares change colour rhythmically
throughout the game, lending more
or less power  t o  the pieces  that
occupy them. In addition, five of the
squares have become power points
which can heal the wounds  your
pieces have suffered and can also
win y ou the game i f  you capture
them all.

The pieces have been completely
t r a n s m o g r i fi e d .  W i z a r d s ,
phoenixes, dragons, unicorns and a
host o f  other  fantastic  c reatures
replace the  familiar  k ings , rook s
and pawns . Eac h piec e,  as  y ou
would expect, has its own particular
modes of movement and attack, but
to mak e th ings  mor e  intr iguing,
each p la y e r  h a s  a  c omple te ly
different crew.

SELDON'S GAME

Those of you with weary fingers will
be g lad t o  k now there's  no  more
listing t o  b e  ty ped i n  this  month.
Instead, I 'm going to take some time
out to explain the mechanics of the
game in more detail.

First, let's look at the four numerical
variables associated with each star —
growth, centralisation, strength and
power. A star's strength is a measure
of i t s  in t r ins ic  ec onomic /military
status a n d  changes  eac h tu r n  i n
accord with the star's growth rate. It
does not, however, directly influence
the star's political status.

Power is  the var iable that deter-
mines whic h star rules  which. The
infl uence o n e  s t a r  ex er ts  o v e r
another is calculated from that star's
power and the distance involved. If a
star exerts more infl uence than any
other s ta r  o v e r  t h e  t a r ge t  ( th is
includes the target's own infl uence
over itself), then it becomes the ruler
of the target star. Because o f  the
distance factor, some stars may  be
rulers o f  nearby stars but be  ruled
themselves  b y  a  v a s t ly  m o r e
powerful but more distant neighbour.

The power of a star depends on its
strength p lus  a  propor t ion o f  the
strength of stars it rules and minus a
propor tion o f  i t s  o w n  s t r ength
(strength that it lends to its own ruler).
This proportion is  the centralisation
factor.

Now, s o c io t y p e  a n d  e p o c h .
Sociotype i s  t h e  o n ly  t h in g  tha t
remains c ons tant  a b o u t  a  s tar .
Basically, i t s  soc iotype determines
how and when a  star's epoc h w i l l
change. For instance, a Zero Normal
star c a n  o n ly  hav e  t w o  epoc hs ,
Imperial and Communal, The Zero
Normal s oc ioty pe s ubroutine w i l l
determine a t  w h a t  thresholds  o f
strength, centralisation, power  and
growth the switch from one political
system to another will be made.

Epochs s imply  determine how a
star's g r o w t h  a n d  c entralis at ion
change with time. From last column's
listing you will notice that an Imperial
star's centralisation diminishes as its
power increases whils t a Communal
star's centralisation every phase.

Now c omes  the b ig  ques tion —
what does  the player  actually  do?
Every phase he has the opt ion (as
Seldon p lanned  f o r  h i s  ps y c ho-
historians) o f  intervening in galactic
history and changing the epoch o f
just one star system. His  aim is  to
shorten the time it takes for a single
star to dominate all the others, thus
re-establishing the Galactic Empire.
As a  yards tick  f o r  h is  degr ee o f
success, he can first let the game (or
history, if  you like) run without inter-
ference, t o  see how long i t  would
have taken without his  intervention.
He can also compete with his fellow
psycho-historians ( i f  he 's  g o t  any
friends) to  s ee i f  they  c ould have
done b e t t e r  w i t h  s ame galac t ic
scenario.

This month, I 'm  going to ask for
suggestions. We' ll re-name the Zero
Normal ty pe stars after  the person
who sends in the best subroutine for
determining when Zero Normal star
switches f r o m  Imper ia l epoc h  t o
Communal and vice-versa. There will
be s imilar fame for  the person who
designs the bes t new sociotype o f
star, c omplete w ith  a  fresh set o f
epochs a n d  as s oc iated r out ines
(although you can inc lude the ones
given already  i f  y ou wish). G ood
thinking, till next time

1
1
1



continued f rom page 21

11 IMPOSSIBILITY
MACHINE: CBM-64
SUPPLIER: Ariolasoftt

Broderbund
PRICE: E9.95 icass.)

E11•95 (disci
Nice g a me  —  sh a me
about t h e  g r a p h i c s !
Realm, a lo n g  w i t h  t h e
classic Archon, must be

one o f  A rio la so f t ' s  m o s t
interesting games to date.

The b a s i c  i d e a  c o m e s
direct f ro m Dungeons a n d
Dragons — you have to go on
a quest through 13 dangerous
dungeons in  sea rch  o f  t h e
seven crowns o f  the  Middle
Kingdoms, stolen b y  the evil
cleric Wistrik.

Zombies, snakes and other
nasties inhabit the dungeons
— but you can pick up various
spells a long th e  wa y  wh ich
are useful when  fighting o f f
these horrors.

The dungeons a re  d rawn
3D style and don't look that
bad —  bu t  th e  re st  o f  the
characters you find look not
unlike pin-men!

The so u n d  i s  good ,  t h e
program we l l  presented —
with a n  extensive  s e t  o f
instruction scre e n s o n  t h e
disc version — and the list of
game Options i s  impressive.
You c a n  s e l e c t  w h i c h
dungeon you wish to explore
and the difficulty level

There is a neat two player
game which features a unique
" r e s u
,
r e c t i
o n '
.  
o p
t i
o n
.

•  Graphics
•  Sound
•  Value
•  Playability
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BERKS TRILOGY

112

MACHINE: CBM•16
SUPPLIER: CRL
PRICE: f6•95 teach)
Arrghh! Th e  Berks have
arrived i n  fo rce !  Th re e
action-packed a r c a d e
games from programmer
Jon Williams.

The t rilo g y k icks  o f f

with a B e rs e rk
-
s t y l e  
s h o o t -
o u t .

The B e rks  have a rrived  —
protected b y  t h e i r  fa ith fu l
homing drones who cannot be
killed. Only stunned.

Your mission is to pilot your
expanding Te rro r Ta n k a n d
destroy e a c h  Berk-in fested
area. 32 screens of mindless
destruction — great isn't it!

In Berks II, subtitled Ma jo r
Blink, you'll find yourself doing
a bit of painting.

You have t o  guide Ma jo r
Blink around various screens,
tilling in the squares with your
paintbrush and  avoiding the
nasties. The further you ge t
into the game, the more com-
plicated it gets,

Berks 3 is perhaps the most
complex o f the three games.
Its an arcade Adventure style
game with  a  good  dea l o f
zapping involved.

All the Berks games feature
colourful graphics and good
sound, but you really need a
joystick to  p lay them as the
action gets fast a rd

•  Graphics
•  Sound
•  Value
•  Playability
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12 ENTOMBED
MACHINE: CBM-64
SUPPLIER: Ultimate
PRICE: £9.95-
Sir A r t h u r  Pendragon,
hero o f  t h e  S t a f f  o f
Karnath, is back in action
in U l t i m a t e s  s e c o n d
offering for the 64_

This time he's trapped
u n d e r g r o u n d  i n  a n
archaeologist's parad ise , a
labyrin th  o f  c o n n e c t i n g

G r a p h i c s :  A r e  t h e y  r e a l l y
as  m i n d - b l o w i n g  a s  t h e
adv er ts  s a y  t h e y  a r e ?
D oes  t h e  s c r e e n  s c r o l l
e f f e c t i v e l y ?  D o  t h o s e
a l i e ns  r e a l l y  l e a p  o u t  o f
t h e  s c r e e n  a t  y o u ?  T h is  is
h o w  t h i s  c a t e g o r y  i s
j u d g e d

chambers, s t u f f e d  w i t h
treasure, secre ts and  some
nasty surprises.

Excellent g ra p h ic s  a n d
clever puzzles a d d  u p  t o
another smash fo r Ultimate.
The o n l y  g r i p e  i s  t h a t
Entombed is a litt le too close
to Indiana Jones

•  Graphics
•  Sound
•  Value
•  Playability
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NOW AVAILABLE ON THE AMSTRAD

Brian Jacks, world famous
Judo and TV Superstars
champion made it very clear

i t  better be good," he said
We didn't  feel like arguing the

point„ so we just got to work.
The result is one of the most exciting,

addictive arid challenging games you will
ever have attempted.

We feel it only fair to warn you though — challenge
Brian Jacks to anything and YOU'D better be good!

Brian Jacks challenges
you to these eight events:

*  ARM DIPS *  SQUAT THRUSTS
CANOEING *  CYCLING

*  FOOTBALL *  SWIMMING
*  ARCHERY *  100 METRES

Awake*  torn all fearing software retailers
OR order to t r y  mal

CEta-64 La 95 fast load creatne C19 95 clitc
48K SpectrurnSIK allerdcrwAnolrod E7•95

pnces include V AIL pip

m a t t e c h  mart ec h is the registered trade mark of Software Communications LimitedMartech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE
TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456 TELEX: 87465 EXIM Brighton
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-MACHINE: CBM-64
SUPPLIER: Llamasoft
PRICE: €7.50
We make no excuses for
delaying o u r  re v ie w o f
Jeff Minter's new game.
He h a s  been  a  h a rsh
critic o f  reviewers wh o
don't read game instruc-

tions before they write — and
before you start playing Mama
Llama you have to read Jeff's
very own version of Wa r and
Peace before you can load up
the game.

He describes it  as a  very
unusual video game. And it is
It mu st  b e  t h e  o n ly  g a me
around which gives the player
the ch a n ce  t o  change  t h e
structure a ro u n d  q u i t e  s o
much.

You can set up each game
you play exactly as you wish
— which gives the beginner a
chance to  get into the game
and an expert the chance to
really show oft.

The basic idea of the game
is to protect Mama Llama and
her t w in  bab ies, w h o  fi n d
themselves in various hostile
locations, using  t h e  un ique

Jeff's con t inu ing  fascina -
tion with  gravity a lso gets a
look in  as the different loca-
tions h a ve  va ry in g  g ra v it y
factors.

The g a me  co me s in  t wo
parts —  t h e  in it ia l " g r i d "
phase I n  wh ich  yo u  se le ct
which wave location you wish
Mama Llama to  visit and the
main " wa ve "  screens them-
selves. S o m e  w a v e s  a r e
simply shoot-'em-up screens
— but others are puzzles,

The graphics are bright and
bold and the sound —  with
mu s i c a l  a r r a n g e m e n t s
credited t o  James Lisney —
are nice too.

Mama Llama is a game for
dedicated Minterites. Lesser
mortals might find it a mite too
complex for them. It 's essen-
tial t o  re a d  t h e  d e ta ile d
instructions B E FO RE  y o u
even think about playing. Me?
I still reckon Ancipital is Jeff's
best game to date.

•  Graphics
•  Sound

9
9

el.= gm
MACHINE: BBC
SUPPLIER: Icon
PRICE: E7,95
With Frankenstein, Icon
have managed to do the
impossible and come up
with a n  original idea fo r
an arcade game. It could.
however, h a v e  b e e n

better executed.
The scenario  i s  st rong ly

remin iscent o f  F a n t a s t i c
Voyage, the movie in which a
submarine is  Injected into a
man's body to  save h is life .
Here, you 're inside Franken-
stein's monster's body, a lurid
assembly o f  h u ma n  p a rts,
only the object is to do him in.

It's a  great idea, b u t  the
graphics aren't that hot, the
movement is  jerky and a  b it
slow, and above a ll,  i t ' s  too
easy t o  d is p o s e  o f  t h e
hazards. Y o u  w o n ' t  f e e l
challenged for very long.

•  Graphics
•  Sound

7
7

Playab i l i t y:  Wi l l  t h e  g a m e
k eep  y o u  u p  u n t i l  t h e
ear ly  h o u r s  o f  t h e  m o r n -
ing,  a s  y o u  a t t e m p t  t o
c o m p l e t e  j u s t  o n e  m o r e
s c r een  i n  a  d e s p e r a t e
a t t e m p t  t o  b e a t  i t ?  O r
d o e s  i t  s e n d  y o u  t o  s le e p
t h e  m o m e n t  t h e  i n t r o -
s c r een  a p p e a r s ?  C o u l d
y ou  s p e n d  h o u r s  l o c k e d
a w a y  i n  y o u r  b e d r o o m
w i t h  i t ?

FANTASTIC VOYAGE

I
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SUPPLIER: Quicksilva
PRICE: E6.95
A l t h o u g h  F a n t a s t i c
Voyage w a s  a  f a i r l y
chronic film, the program
from Ou icksilva  i s  f a r
from that.

Cast your mind back to
Raquel We lch  a n d  D'onald
Pleasance in charge of a sub-
marine w h i c h  w a s  min ia -
turised a n d  in jected, a long
with i t s  occupants, in to  the
comatose body of a  scientist
suffering from brain damage.

Ouicksilva hasn 't  fo llowed
the p lo t  t o  t h e  le t te r,  b u t
a lmost.  Y o u r  s u b ma r i n e
couldn't stand the  shock o f
miniaturisation a n d  disinteg-
rated into six parts throughout
the scientist's body. You have
to put it  back together again
by finding a l l  t h e  b it s  a n d
taking them to the brain.

If y o u r  k n o w l e d g e  o f
anatomy isn 't  that hot, don't
worry because a  comp le te
body shows where  you  are.
So, i f  you've never heard o f
the hepatic artery and you find
yourself in It, at least you can
see where It is in  relation to
the rest.

Unfortunately, t h i s  p a rt i -
cular scientist Is a sickly chap,
prone t o  infections, viruses
and growths. Fortunately, you
are equipped wi t h  a  la se r
which b la s t s  these  nast ies
away a s  yo u  s w i m a cro ss
them.

Swimming  i s  a  p re t t y
exhausting activity at the best
of t ime s,  b u t  i n  Fan tast ic
Voyage you can  top up your
energy leve ls b y  absorbing
oxygen — the red blobs.

Don't expect  rea lly spec-
tacular g ra p h ics w i t h  Fa n -
tastic Adventure —  but you
have a  g re a t  e xcu se  th a t
you're doing something worth-
while with  you r Spectrum if
your mum asks!

•  Graphics
•  Sound
•  Value
•  Playability
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Only
E9.99

Gran% Gang is a
software club whose

membership have the opporturity
through the w ile s newsletter to get a
direct insigittl into one CPI the premier
software houses_ to exchange ideas
with other members and to benefit
from many exclusive offers. Every new
member win receive an off kial
enrolment certificate. oersorkally
euthorised by the Gremlin master. Moog with the amazing
Gremlin Gang sweatshirt. if  you're looltirg to Ott shoed of
your friends, jolo the Grenada Gems today.

Omer Form
Please complete the following and return with a cheque or portal
order fcs El° 74 iliscludes 75p for poet end predting). made payable
to Gremlin Graphics Ltd. Allow 21 days for delivery of (KOCK.
Name

Add rem

Post Code

Chest Slto

ler

• • • .m,M• • • • • • • • IMP ,M•  r a n -, M , M O N O C E . M .

Age

1231 O t
h
e r

The original adventure of thb famous friendly wile. Swathing out coal he
encounters enormous danpers, mechankal and humeri, and bravely faces the

awesome challenge of the mighty King Arthur and his personal bodyguard. armed
to the teeth with mammal repellents.

A battle spectacular In the clank mould — defend your mother planet from
the alien hordes. Put to test your skith as gunnery commander as the space

invaders launch wave after wave of laser bombs. Will your nerve last out and
reflexes quicken as each sua:ess you attain is met by an even faster Ettack

the following level.

Ageing, losing his sight and panic stricken with overwork can Gninigurn;
the geriatric store detective, hold down ids position in this depareht vt

fantasia. A kind assistant Is needed to help round-up the thieves, cepa g
and tidy the werehouse. Would you lit the bar?

MEM!GRUMPY CIUMPFIREY--.••

ot

a

Trapped within an
plantation reach full pih. (

finally disappear. 8 u t
a j l  tioout to stamp your limbo th

*
i
n
n

The Gremlin master enjoys his computer entertainment just as much as etry
helpers have devised this classic collection that'll guarantee hours of foto

Colour, Outstanding, Graphics and lots of intrigue are the features kw
reputation for quality softral

So when you y o u r  keyboard, follow the Giml

r Avail

fingers over a Gremlin s I

abl m  all ge
/
md s o f t



614:1 er
...n m i l l  pat ctvern. the only way home is to help the flower
kin Brut rtk My then will energy curtains blocking your way

t u t  ti ldes*  space sitect outs. the plant-eating bugs are
flowery a Sigmund. See the free world again -  only if your

trigl  rhea/ can match the challenge.

6611111
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rumMti *prey. C h a s e d  by sharks, crocodiles . Ma  hest of underwater nestles. Hounded by Inete
Parting *Bare t o w n s f o l k .  angered at the drought Ms dams are causing. Bob sours destined for a

It?. of havoc, not the peaceful rest he has always longed for.

1 ev wyone else that's why he a A s  team of specialist
fun lad absorbing challenge from your computer. Skill,

by which the Gremlin master has established his
eV, me.

Gillen master ) ( amp le  and run your
; p i .esto ists. 1

1

Tycoon Tex is a Actin'.  oil tycoon in the true wild west trod/boo- Guns blaring. the
faster he can make Ms pipeline patrol the quidur he can add to ttb bank balance.

Sand_ ice or STIow can t halt Tex's speedy draw as he Hghts off the dangers of
falling boinbs arrows, surface m l e s .  and crash expkolves.

•
WHERE IS HE NOW?

MONTY'S (
ON TH
RUN

Ak

The underworldare rifting round to help thb Innocent W I S E  off the dieing
of oppmssion and find a new life in a sunnier climate_ But evan the I t  kept secrets cal

be betrayed and Monty must surface at some time on hie journey to the channel porta.

•
•
•
•
1
.
1

11



13 G A TES OF DAWN

•  Graphics 8 •  Graphics 9
•  Sound 8 •  Sound 9
•  Value 7 •  Value 9
•  Playability 8 •  Playabilit y 10 1

1

It's s e t  i n  t h e  shadowy
world b e twe e n  s le e p  a n d
waking — a world of pleasant
d re a ms  o r  o f  g h a s t l y
nightmares.

Your quest, as an armour-
clad kn igh t  f ro m a  bygone
age, is to travel through these
endless, timeless passages in
search o f  wh a t  Virg in  ca lls
"the subliminal experience."

Progress t h ro u g h  t h i s
arcade-style game is charted
on a  c h e s s  b o a rd  ma p .
Objects encountered may be
collected and an inventory is
displayed below the map.

Another c o l u mn  s h o w s
lives a n d  strength le f t  p lu s
current score.

118

MACHINE: CBM 64
SUPPLIER: Virgin
PRICE: E8.95
Stand on the threshol• of
a dream. Take one step
over ,  • a n d  t r y  t o
discover the "enigma as
yet unsolved."

That's t h e  perplexing
lure of Gates of Dawn, the 64
screen challenge from Virgin
Games,

But what is encountered in
this surreal world of d reams
2 bats a n d  g iant spiders,
bottomless pits, a n  a rmy o f
knights, ghostly visions a n d
losts more!

Gates o f  D aw n,  w i t h
superb g raph ics,  an imat ion
and sound, combines joystick
action with strategy, enabling
you to pit your wits in an effort
to so lve the  myste ry o f  the
dream and the  " myste ry o f
the mind."

And j u s t  w h a t  i s  t h a t

central mystery? That
be telling.

would

•  Graphics
•  Sound
•  Value
•  Playability

9
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CAVEMAN CAPERS
MACHINE: BBC
SUPPLIER: Icon
PRICE: E7.95
Caveman Capers i s  a
significant improvement
over s o m e  o f  I c o n ' s
e a rl ie r e f f o r t s  —  I
remember Space Station
Alpha in particular. Here

you h a v e  t o  d i r e c t  t h e
character, who's standing on
something th a t  looks like  a
hedgehog, a c ro s s  a  p r e -
h i s t o r i c  s c r e e n  w h i c h
continually scro lls past  yo u
even wh e n  yo u ' re  standing
still.

It s t a rt s  e a sy.  T h e  fi rs t
thing you have to do is jump
over a  hollow in the ground,
and as you can still move left
and rig h t  e ve n  though t h e
landscape's moving past you
it's not too hard Then things

get a  lit t le  mo re  fraught a s
you have to  cope with  such
nestles as crows and snakes
while a t temp t ing  t o  c l e a r
tougher o b s t a c l e s ,  l i k e
ditches and some wretched
mushrooms.

It's a l l  good fun  and  the
graphics are above average,
with p a r t icu la r ly  smo o t h ,
judder-free movement.  T h e
sound is tolerable, too, but in
general I  fee l the game is a
shade overpriced.

Sound: D o e s  t h e  g a m e
sound like  a  Duran Duran
LP pla y e d a t  ha l t  s pe e d
— or  does the  noise from
your m i c r o  k n o c k  y o u
ha l f-wa y  a c r os s  t h e  r o o m ?
The C & V G  r e v ie w t e a m
don't j u d g e  ga m e s  w i t h
their ears plugged up, we
can te ll you!

BUCK ROGERS
MACHINE: All MSX
SUPPLIER: Electric

Software
PRICE: f 11.95
Buck Rogers has been
available on a  few other
machines, but there a re
several features o n  th is
MSX version wh ich  a re

new. The theme music f rom
the TV series is a n ice intro-
duction to the game, which is
the d e t a i l  l a c k i n g ,  f o r
example, on  the Texas cart-
ridge.

This version g ives Buck's
star fi ghter a  re a r la se r t o
shoot aggressors approach-
ing from behind.

As the surface of the planet
moves underneath you ,  th e
object is to steer between the
pylons. An indicator at the top
right of the screen shows the
amount of pylons left, together
with rema in ing  c ra f t .

Push the st ick forward, o r
hit the  cu rso r key, and  the
craft will accelerate, making
negotiating th e  pylons more
difficult.

After the fi rst  run  through
the pylons, t h e  se co n d  i s
made m o r e  d if fi cu lt ,  w i t h
saucer m i n e s  approach ing
from a l l  angles, a n d  th is is
where t h e  re a r fi ring  lase r
helps.

The th ird  run  involves the
space hoppers as well as the
saucers and is more difficult.
After successfully running this
gauntlet, the battle continues
in space ,  w i t h  wa ve  a f t e r
wave o f  saucers needing to
be shot, before a  final con-
frontation w i t h  t h e  l a rg e
mother ship. This needs a real
pounding to destroy it!

The same sequence is fol-
lowed, but this time the pylons
emit bolts o f  energy and the
hoppers fire back.

Good sound  e f fects a n d
title t h e m e  a n d  smo o t h ,
colourful graphics make use
of all the MSX has to offer.

O f t

••••

•

qb



ARCHON is brilliant There's
something in it for all games
addicts, arcade, adventure
and strategy are all here, My
only complaint is that it's best
played against a human opponent — the
computer's just too good and you can't
give it a handicap.

Bryan Skinner
Personal Computer News

HIGH ORENFONIIIINCE PROGRAMS

Features *  Play the computer or a fr iend* Computer
player gets tougher as you d o *  64 Battle combinations
i1 Separate battleground screen* Medieval pieces
like the wizard and the sorceress — magic spells and a board
that changes as you p lay* Deluxe boxed package includes
full instruction and hints manual•  Joystick controlled •

l•fAILABLE FROM ALL GOOD SOFTWARE RETAILERS -  IF ITS NOT THERE, PLEASE ORDER IT
• e n d  or  k ey boar d  c on tr o l  ( S pec tr um  &  A m s tr a d  versJonS)
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TI 99/4a EXCHANGE
UK TI USER GROUP

Good Tidings
We Won't Desert You
Still working hard hnnging you all that's BEST, to get
the beg from your TI 99r4a Horne Computer.

7 GOOD REASONS TO PIN US
•  i l * ME S  - a regtaLir quarterh magarme. No less

than 60 pages of new,. trVieWS, hints, tips, programs
and articles on all Ti languages.

et SOFTWARE - a unique collection of puNic
domain software exclusive to members.

*  USER SHOWS - no tar two major shows have
been successfully organised by the [(Trull.
Free Admission to Members.

*  DISCOUNTS-on si/frereilssolralhardware.
•  HELPLINE - Personal C.orsrijcts to help out with

your problems.
*  GUARANTEE -Ir'alue-tormoney or refund.
*  We•ll even supply you With a gold-embossed plasticMEM BERSVB P

1
' C A R D .

SEND CHEQUER
-
) F O R  
1 . 6  
t o

n  994a EXCHANGE, 40 BARRHILL.
P A T O
-
1 A M .  
B R
I G
H T
O N  
F
I
N  
I  
8
L
I
F
.

Tel. No. 0273 503968
NOW CELEBRATING OUR 3rd YEAR

NEW FOR THE ATARI
ZAPPING-ZOMBIES

See if you can get the las/ Zombie!
Available on: disk (7.95 cassette f  6.95

COMPUTER S UP P ORT
26 S aac otiet Road. A b b e y w o o d ,

London S E 2 9 U W
Tal, o i - a i i  7 3 3 9

ATARI HARDWARE
SJB SUPER SAVERS

ATARI 800XL +  ATARI 1050
DISK DRIVE E234.95

onc ludes  h o m e  fi l ing m anager  and  Pay
o ff a d  y a n d  dem o  disks )

A TA RI 8 0 0 X L  - i-ATARI 1 0 1 0  RECORDER E 1 2 4 .9 5
tinc ludes  P ole P os i tion r i  In tr o d u c ti o n i

to  P r ogr am m ing c as s ettes
A TA RI 8 0 0 X L  COM P UTE R ( 7 9 . 9 5
A TA RI 1 0 5 0  DIS K  DRIV E  E l  7 9 .9 5

(inc, fr e e  box  o f  disca1
All pr ic es  inc lude  V A T.

FREE. fa s t  del iv er y  i n  U K
Send c eou r t. ' P O to :

SJe D i s k  SUPPLIES.
Dept 0 1 . .  1 1  Ou n d l e  ° n y e .  N o tt i n g h a m

NGB 1 B N
Tel, 0 6 0 2  7E12310

M E W
A SPECTRUM ARK / M E M  URE

THE MARIE CELESTE
tai  yo u  d isco • ki In s P c
,
e 1  o f  
O t i s  
a r r a n g e  
s h p  
a n d  
i t
s

rereterrd cre w? Dr an t yo u  stri fe ,  the  same  late  on
t  he M S r E e i e s re i

To find ow xend ( 1 .9 4  oei rape olus 50p postrips to:
WA LRUS  C OM P  7 3  LA NDOR DRIV E ,

GLA NY M OR P A RK , LOUGHOR, S WA NS E A
S A 42GL

Also available on Micronet BOO

SPECIAL DEAL
FOR ATARI

400/800IXLIXE OWNERS
No, 1 ,  Hi r e  y our  fi r s t t w o  gam es  FREE fr o m  our
os tens iv e r ange o f  s o ftw a r e . U p  t o  th e  m inu te
releases av ai lable.
No. 2_ B uy  al l  th e  la tes t s o ftw a r e  ti tl es  a t  bes t
possible pr ices ( new releases available d e e ,/  fr om
US). A tar i  har dwar e and  MOderns  n o w  av ai lable
at d is c ount pr ices . Fr i
, f u r t h e r  
d e t a i l s  
s e n d  
s  
0
n

to :

CHARMW000 GAMES
27 Warwick Avenue, Quern,

Leicestershire
Tel: 0509 412604

120
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E First company in  all  UK, to  introduce while-u-wait
E service. Now first to offer an international repair service.
n I  have come acrosa a Bins Mai will be more then willing to advise you Oslo how

..tras,,,I.obrivenseprfrdi 1 3
e a  your problem. T h e y  
a r e  c a l l e d  
M A N C O M P
.  
a n d  
a s  
w e l l  
a s  
r e p a i
r i n g

-  fa u lty Spectrums. a re  a lso quite  willing t o  d i y o u r  ur problems with-
-  yo u . and offer reasonably cheap, and ( m o re  insporta ntly)  correct cures

1. ' P O P U L A R  COMPUTING WEEKLY"

PHIL ROGERS 'Peek &  Poke
-

Ja•uals 1985 (Vol IV No I ).
C.

"I S
,  
P
o
s
t
e
d  
i
t  
o
n

toesdeS arid received
it hack on  Thozsde

tWO danas la te r
, V •  •I've n i f t i

e rhad such sonalce"
1( I - CAIR.Ns

Eos,
= •  PHONE/SEND SPECTRUM-
=  FO R FREE ESTIMATES. ENC £1.80 (U.K. I.O.M. EIRE, Cl. ) C 6 . 5 0-
=  IEUROPEAN/SCANDINAVIA) •  NO HIDDEN HANDLING CHARGES
E •  24 HOUR TURNAROUND •  OPEN TILL 7PM MON -  SAT
E •  KEYBOARD FAULTS £9
-•••

z e e -  e l . 9 5 •  ip acp  2 1 1 0
=  4 1 1 6 -C1 . 1 0
-
l e S i ts  
2 0 p 1  
( D
e p
t  
P
M
) .  
P r i
n t
w o
r k s  
L
a
n
e
,

=  4 5 3 2  -  C-1.00' Mate 20eI_

-  U p g r a d e  Kit -  f2 7 0 0  ( p&p CI)  J : 1 0  M a n c h e s t e r  M  119 U P .z  U p g r a d e  P lii• d -  C-34.60

-

-Thanks lot your
speedy se nike
-
-

i. J. TONWS
itKESED
1
S1

•Excellent and quick
- B. P. ANDERTON

MAIDSTONE'

• • • • • •

APOLOGY
In the May  issue of  Computer & Video Games, there was a
major pr inting error on an advertisement by SJB DISK
SUPPLIES. The Atar i 1050  Disk Drive was printed at a price
of £17.95 when it  should have been £179.50.
Computer & Video Games apologise for any inconvenience
caused to the SJB DISK SUPPLIES and our readers.

ATARI 110016001800XL
OWNERS UTILITIES

BACKUPS
Teoes or Disk,. SAC for Lista,CRACKER
Will list KC  wogs to screen, you edit. download
your oersonasised WBISIOn With Or without mac
knowledge. Hours of fun chenging test to leave
pit/sanel messages on screen Slutk an an
e dve nture  st arch  fo r clu e s A l so  ac t s  to  be Cir u p
VOM Atari  l ace s.
All for  only £ 1 0  on 1 0  K. Tope 1164(i P e a t  Fres
GHOST BUSTERS
By Actnosicn S ean the Mrn? Now P ay the game.
,uSt in On dtek £ 1 5  P o s t  Free'BIND
M o ve s O rne ry fi l e .  to  844'0 0001  tap e  o r d isk.
Comes on double s ided disk a t E 1 0  Post FreeXS-FIKER
Will  e lbow yo u  to  Islay u srn e s wri tte n  to r 4 0 0 .  BO O
rtrige on your X L tape £ 6
Disk version [ 1 0
PICTURE DISKS
4 Di sks cram m e d  wi th  g i sp h i tl
i  p e c t u r e s  
8 . d
d e rre s to  sn O w th e  wo rl d  A tari ' s No .  I  co m e s o n
two double sided disks at Only £ 1 5THE T R AN S
-
PAC
Bougut a disk Tinve Stuck with programs on rape
,THE TRANBiPAD salves i t. M ath nose It. ;Ink . disk
Up tap e .  tap e  to  d ish . O ak 1 0  d isk,  mu l ti  mo ve r.
ti c . Comae on tw o  double s ided Memorex
{Was £ 2 5
A l  o rd e rs p o st fre e  M a i l  circle . o n ly 2 4  h o u r
despatch

STOCKSOFT
15 Woodbrooke Road. Birmingham 1130 loE

ATARI original software required, Anything
considered. Phone 0509) 412604 or write to
2 7  W a r w i c k  A v e n u e ,  O u o r n ,
Loughborough. Leicestershire.

• • •
• • • • •

• • • • • •
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MANCOMP LTD.

Tel: 061-224 1888
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COMPUTER REPAIRS
All machines dispatched within 7 2  hours Of receipt

Spectrum: E16. 00
ZX-81: E 1 2 0 0

Spectrum 16-48K Upgrade: E27.50
' Inc ludes  par ts , V A T  and  r e tur n  pos tage ]

For a last and reliable service. send machine, brief
des c r iption o '  ,
a u l t  
a n d  
c h e q
u e  
o r  
p o s
t a l  
o r
d e
r  
t
o

the ex per ts .
CAPITAL COMPUTER SERVICES

Dem. C8rvG. 4 4  Rich's Road. Cardiff CF4 4 AA
Tel. 102221 6 1 4 4 0 1

We also service Acorn. Dragon and Commodore
systems.

Please tr InDhone  fo- f OuOre

•

• •
• 1 1 0
•

= N M

TI -99/ 4A BARGAI NS
Me rrchmor. . . . r a d e .  £ 7 . 5 0  l ' are e c £ 1 1 .5 0
arne s•  e tc, E 5  so  A rd ri t i e W S u b i re c t i o .  E 5  5 0
flO O KrGe ttrie  SNO W, WI N the  T I 9 9 .4 4  E a  9 5
Console dust cows,. L3  25
iFIPSW add 50” oosreoe and pecking
0014PuTEll HOME SERVICE. 40 BARRHILL AVE.

(PUSHED'S e a t 'Jur

SPECTRUM OWNERS LOOK!
Are y o u  bor ed o l  B A S IC? Th e n  w h y  n o t  loam
machine code
,  W e  
o f f e r  
a  
m o n
t h l y  
m a
c h i
n e

code tor  beginners course whic h will also
contain a section on writing adventures and

20% off selected games m u c h  morel Send
SAE +  E l  for mformation Or E9  for 1 0  issues
'complete course' or E6 tor five issues. Make

cheques or PO's payable to:
P. DAVIES

Victoria Inn, Brad wall Village
M ilton Keynes M K 1 3  9 A 0



COMMODORE 64 AMSTRADMS/CATARI
MIDLAND COMPUTER LIBRARY

The first and the largest Commodore 64 library in the world.
Often copied but never equalled.

1 A l l  th e  la tes t to l es  o n  c as s ette , d is c  a n d  c ar tr idge.
2 H i r e  y ou i  fi r s t g a m e  abs olute ly  fr ee  u p  t o  th e  walue o f  E 1 .5 0 .
3 L i f e  m em ber s hip E S .
4 H o e  c har ge fr o m  on ly  ( 1 . 2 5  inc  p & p  fo r  fu l l  7  day s .
5 N o  l im i t to  th e  am oun t o f  gam es  y o u  c an  hir e.
8 A l l  gam es  or iginals  w i th  fu l l  doc um en ta ti on
7 G a m e s .  B us ines s  and  E duc ational  s o ftw a r e ,
8 R e t u r n  o f  p o s t s er v ic e
9 L o w e s t  n e w  har d  a n d  s o ftwa r e  pr ic es  in  th e  UK .

10 J o i n  n o w  o n  1 4  day  m oney  bac k  guar an tee .

Over 1200 different tit les in stock. Send cheque or postal order
for E6 with your two selections or large SAE.

Due to continual expansion we are moving to much larger
premises at:

28 COLLEGE STREET, Dept_ CVG
WORCESTER WR1 2LF

Telephone: Worcester 0905 611072

ARCADE SOFTWARE (UK)
No. 1  Ma il Order in UK

For Commodore  1 6  and 1 6  -4- 4;
Commodore  64:  Spec t rum;  MSX;
BBC 'El' Elec t ron;  Ams t rad;
Dragon;  Tandy ;  Vic  20;  At ar i
2 6 0 0  Cart idges .

Prices s tart  f rom E1. 99
Fast service

Over 6 ,000  titles in stock
Send large s t amped addressed
envelope (please s tate mic ro).

Arcade Sof t ware (UK)
2 0 2 / 2 0 3  Shopping Hall
My rt le Road,  East  Ham

1 L o n d o n  E6.  Tel:  01-471 8 9 0 0

FUZE
FUZED

DEFUZED
CONFUZED

VIC 20IOBM 64 SOFTWARE HIRE
Free membership,  t op t it les f rom 50p
per week.  Two  fi rs t  class stamps f or
your hirekit to VSH(CVI .  242  Ransom
Road, Meripedey, Nottingham. Please
state which machine.

ATARI
4001600/ 800 XL

SOFTWARE
We have an all r ound selec tion o f drsks, 7,asse1tes and
Car/60001 FOR HIRE A p p l y  n o w  and  hire y our  fi rs t 4
games fr ee. We l l  over  BOO di ffer ent or iginal ti tles . F
u rfull detai ls  send s tam ped addressed env elope or  te le

phone evenings 70111 -  ICIDM or weartenittS

LOW ATARI PRICES
1050 DISC OEMS 111115

Purchasers o f th e  abov e •eceive fr ee membership
&EST DUALITY DISCS, BOXES OF 10

Soule density don  E113.50
Eistokir Pensity d o n  E l l  00

Antic &  Analog reasolines soliseir

GAMES &  SOFTWARE M O
Dept 3 5  Ti l l oy  Road D o r a n  Close

Senderlaed 5R3 IP C 1 .1  E nI3  2E6351

REPAIRS
For al t c om puter s  •  T V .  gam es
Good r ates  In s u r e d  del iv er y
Fast tu r nar ound,
IF LiSt th e  people  w h o  k n o w .
Parts r eplac em ent des pa tc h .

MERLIN GAMES
111 DOVER RD., DEAL, KENT.

Telephone: 0304-361541.

SPECTRUM SOFTWARE HIRE
FREE me mb e r s h i p '  A l l  t o p  t i t l e s
available, for hire details send s.a.e. to:
S.S.H. ( CV G  r. 2 1  Chac e ley  Wa y .
Wilford. Nottingham NG11 7EG.

HIRE Onc-mico software E5 membership,
games e l  fortnight.  Details l o  GL 12th
Garth, Yardley Wood, Birmingham.

Z O O M S O F T
FOR T H E  VERY B E S T SPECTRUM,
COMMODORE 6 4  A ND ATARI  GAMES
(including U.S. SOFTWARE)

See page 1 0 2

to:

BLANK DISKS
Blank Disks — price
Per box of  10

Single Side/Double Density
SCOTCH 3 M £ 1 4 . 9 5
DYSAN E 1 6 . 9 5
MEMOREX (wit h free case) £ 1 2 . 9 5
Double Side/Double Density
SCOTCH 3 M E 1 9 . 9 5
DYSAN E 2 4 . 9 5
MEMOREX (wit h free case) E 1 6 . 9 5

SJB SUPER SAVERS
50 M e m o r e x  s i n g l e  s i de / doub le
dens it y  b l ank  d is k s  i n  a  pers pex
s torage box ,  on ly  f  59.95.

50 Me mo r e x  d o u b l e  s i de ldoub le
dens it y  b l ank  d is k s  i n  a  pers pex
s torage box ,  on ly  E74. 95_

All prices INCLUDE VAT.  Delivery  in
UK is  FREE. Please send cheque/PO

SJEI DI SK SUPPLIES,
Dept .  01 ,  11  Ound le  Driv e.

Not t ingham NG 8  1BN
T e l : 0 6 0 2 7 8 2 3 1 0 v I
r •
A

C A R T R ID G E C I T Y
Simply  t he bes t  c art r idge

rental serv ice f or At ar i
Comput ers .

Full in f ormat ion pac k  f rom
CARTRI DGE CI TY
25 Gait s ide Driv e.

Aberdeen,  AB1 7811.
Tel.  ( 0 2 2 4 )  3 7 3 4 8

WORLD SERI ES CRI CKET,  Captai n
England against West Indies or World XI
Includes speech, 48K Spectrum. f4.95.
8 0 0 .  Dept 2, Borth,  Dyfed,

P R W S  '
I T A
E
G  A  
Z  I  
N E

FOR ALL ATARI
COMPUTER* OWNERSwrawyri-vixt,Krixt.•

NEW

REVIEWS
•

1711Y3RIALS
•

LITIES
•

iNTSl'IPS
i.s,morp

PAGE S p u b l i s h e d  lb- m onthly .
Annual S ubs c r iption Is  E7.00. S and TODAY So:

PAGE 6, P.O. BOX 54,
STAFFORD, ST16 1DR r
-11IP

Tel. 07195 4 1 1 6 3

ATARI
THE BF2T
PROGRAM

from
USA

•
UK
•

AUSTRALIA
JEUC

•

SGFrWARE
LIBRARY

•
SPECIAL
OFFERS

ATOMIC STRUCTURE
A COMPUTER VIEW

Award winning 48k Spectrum programillustrated. 13 important physics experiment
with high•res graphics and text. Suitable for

'A' level. Price E5.50,
S e n d  c h e q u e i P 0  t o :

NEW CONCEPTS SOFTWARE. C&VG.
ROSENYTHON. ST KEVERNE.

HELSTON, CORNWALL TR12 6OR

ATARI COMPOTE OWNERS
Make the most of your Atari 400.6438,800. by
hiring trom our Software Library. We otter a
wide selection of the many games and adven•
hires on the market for your computer
For lull details send a S AE to Star Hits, P.O.
BOA 41, Bracknell, Becks RG12 4W0. CGaa

NEW CONCEPTS IN SOFTWARE
1 B B CComputer a de d learrkng template system for

teachers. Enables any teacher to  oteckly acquire a
library o r  porsonansed teactking software  P r K a
( 2 5 0 0
Caltalle

Or Jonn and the battle of ttke entropy; The Energy
Rca E ducational fun  game for  0  and A  Loyal!
Technican murales. Tenches tunderneroal concepts
or engmeanng a nd he a t A  rarrabliOnary n e w
aoprotten 10 leaching with en emphasmo n  learneng
through play  w i th  lul l  back u p  materiel P r ic e
( 9.95.
SPECTRUM

; 0  and A  Lento Physics packages:
NEWTONS LA WS . . . . . . . .  . . . . . . . .  . . E 6 . 9 5
WORK AND ENERGY. . t 6 . 9 5
Snow SASPC EDITOR A r s /e v e s  space e q : 4 0

01 REM.. FIND AND REPLACE evertythm0 .terebrie
speed TRACE. DELETE blocks of PaSIC. and much
more Send to:

NEW CONCEPTS CVO
Rosenkthen S t KIPIO PM*. Heletcon,

Comore. TRI2  SOR

121
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Ultimate swept the board at the second Computer &
Video Games Golden Joysticks Award ceremony.
The company collected the  Game o f  the  Year,
Software House of the Year and Programmer of the
Year awards at a  special awards luncheon held in
London.

Louise Stamper collected the awards on behalf of
Ultimate — and thanked the many readers of C&VG
who voted for them.

The C&VG awards are unique in that YOU decide
who wins the  prizes —  not  a  panel o f  experts.
Several thousand C&VG readers voted in our annual
poll and threw up a  few surprises in the process.
You'll find full results detailed on this page — but
don't forget to look out for voting forms for the 1985
awards, coming soon to these pages!

John Woods of Ocean Software.

Christran Pentold of Ultimate_

Louise Stamper of Ultimate
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Rod Cousens wins the C&VG Special Award
for Sollaid•

Tim Chaney of US Gold with Jools Holland.

_Ai

1

Shelley Saddler of Acomsoft.

The Beyond winners with Tim Metcalfe_

C&VG GOLDEN JOYSTICK AWARDS

GAME OF THE YEAR: Kni ght  Lor e by
Ul t i mate  Pl ay t he  Game.
R U N N E R - U P :  G h o s t b u s t e r s  b y
Activision.
COMMENDED: A
v a l o n   
b y  
H e w s
o n

Consul tants.  I mposs i bl e  Mi ss i on b y
CBS /EPYX.

SOFTWARE H O U S E  O F  T H E  Y E AR:
Ul t i mate  Pl ay t he  Game.
RUNNER-UP: Beyond.
C O M M E N D E D :  H e w s o n
Consul tants / Mi cr oGen.

BEST O R I G I N A L  G A M E :  E l i t e  b y
Acor nsoft.
RUNNER-UP: D e u s  E s  M a c h i n e  b y
Ul t i mate .
C O M M E N D E D :  A n c i p i t a l  b y
L i a m a s o f t .  P y i a m o r a m o  b y
Mi cr oGen.

BEST ADVENTURE GAME: Ci oymor gue
Castl e by Adv e nt ur e  I nter nat i onal .
RUNNER-UP: E r i k  t h e  V i k i n g  b y
Mosai c / Level  9.
COMMENDED: Eur eka  by Domar k.  Fi r
Na  Nog by Gar goy l e  Games.

BEST S TRATE G Y  G A M E :  L o r d s  o f
Mi dni ght  by Beyond.
RUNNER. UP: B e a c h  H e a d  b y  U . S .
Gol d.
COMMENDED: Ba t t l e  f or  Mi dw a y  by
P S S .  N a t o  C o m m a n d e r  b y
Mi cr opr osei  U.S. Gol d.

BEST ARCADE  STYLE G A M E :  D a l e y
Thompson's Decathl on by Ocean.
R U N N E R - U P :  B o u l d e r d a s h  b y
Statesoft .
C O M M E N D E D :  M o n t y  M o l e  b y
Gr eml i n G r a phi c s .  S t o r s t r i k e  b y
Real t i me.

PROGRAMMER O F  T H E  Y E AR:  T h e
Ul t i mate  team.
RUNNER-UP: Mi k e  Si ngl eton.
C O M M E N D E D :  T o n y  C r o w t h e r ,
Acor nsoft.
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Bounty EkibTo returns In this new and exciting follow-up •
adventure to Miner 2049er.• This time around it's even -

tougher than before and Bob needs your help more than ever C A S
S E T T E  C 9 • 9 5
to guide him through the mine. The mutant csvanisms have
multiplied and overrun the mine entirely, making It extremely
difficult to survive the hazards of the underground
passageways. Using the high-powered special equipment in - - -
the twenty-five new caverns is Bob's only hope of achieving „
r o this objective of securing the mine and defeating the plans of —
the evil Yukon Yohant'm

DISK £1495

Twenty-five all-new levels
Muiti-channerniusic
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HEALTH WARNING: BOUNTY BOB CAN SERIOUSLY DAMAGE YOUR SANITY!
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Why Splash out on fancy adverts
When the products Speak for themselves?

PARCO
letiectric5

For free price list etc. send s.a.e. to:-
PARCO ELECTRICS, 4 DORSET PLACE,

NEW STREET, HONITON, DEVON,
EX14 4 0 .  TELEPHONE (0404) 44425

GOOD BYTE
SPECTRUM

042111
0 0 0 0 . 1 2 9  I A S I N G E

EAAM O N
; W E T  T HO M ASO N E AS AH- L o s
L O M A0 0  p e t w e i NT
G NO STI LI STEAS
5 AANE F A A ,
u2 0 1 , 4 1 . 2 1 L0 1
L1 4 G f e  W e t
Tel  NA NO G
797  M O N
Ant  W I A ,
s t ATCH 0
4 0u922140. 14 , 42

r t r r A l .
" 4 1 2 E .x 0 2 0 7 0 2 2  W M
c O M AAT  L e e .
AVAL O N
FL
5,0111LOCA H O L M .
NAT E ' 17
0
,
- A M I A 1

1 1 1 4 C
,
2 4

2 4 2  9019
L y n a m '
JO 2
7 2
4  
1
,
2 1
1

9 AM  7157120 2 1 7 ; 2 r Ar 4
FI G Ht t i l  "L O T
90241 S H A M .  As t o
O7,7 O F T H,  6 0 0 6
7 E- CHN
,
C
,
AN 
7  
t o

M A P
0 7 1 0 5 C/  ,
U T U E9 AL
,
CE 
L
E
E

S . W . .  a  A W At t  T
? e r t e n
Low w A, T E R
11411741.0 s k t

NI CHT  G o z gI  .SAAN
• 4 0  05719 2 . 4 4 0 1 2
MEG A H a s
WO AL P 91011,2 • 4 5 2 . 1 , 1
s11s00 . 2  0 9
7 (A Q a t  I N 7741 . .
0 2 4 0 0 2
,
0 0 C
Li tAttO  P AT M NAS
WWAREIFS s e .
C
,
0
2
1
6  
0
5  
H
A
1
1
4
1
2
1
1
,  
.
.
.
.
.

o rs  w  SO F
1 *0 0 5 C a E S T A  . . .
L t put uSi ow
M A T .  ST AR O FTENEEPT01
7
1

$117. 0 0 0 1 C1
62141  ? A c t s
1 l 1 nI A8 T5  0 2 1 * 1 .sraurst
CHAO S
St
ST PEET HAWS
CAHAL AN.

0 • • • • fi ot  m a d ,  t e d  L i  So

ALL 7 w C1 1  I NC11411 P I P
o w n  asCi l  •  .50417 i n
1411  N o v  I t  T o l t e  011010

• • E 1 C2 , 0 5  1 5 5  v O u r  •  • •
l s m H A M A R  E4 5 6 . CA. 0
SENO  C H E M . ,  PO  t o

G O O DS .  . L 8 2 1 2 0 1 1 2  1 2 8 1
L o t t p 0 2  1 C1  T o  0 1 - 4 6 4  4 2 4 2
5 1 4 1 4 1
7
1 7 ,  
w H i
C H 1
0 0 $
0

01. 1
No c e

P5
7 SO
5 Sh
4 2 0
4 8 5

TS
a a s
•  i th
a 9 5
a a s
h 8 0
6 7 e
5 2 0
h 7 0

4 T S
7$

5 0 0
4 4 0

l e
IQ b e

5 2 5
1 2 h

76
4 7 9

l a  CO

7 0
7 75
S 7 5
T 7%
5 7 5

1 6
? 5 0
6 6Q
5 5 0
S W

Ta
5 0
SO

1 9 4
77

ZS
7 5
2 1
a s
75

. / S
35
as
SO

1 0

95
75

COM M ODORE  5 4
v .

U M W  9 2 0  N e t t
WO AL D 5491E1 1 4 5 F NAL.  7 9 0  .
BR I A A  0 . 1 2  ?  CO i S
•21 w 2 . 1 9 , 3 9  2  .  .
5 1 . , 2 8  1 1 0 4 1 7 2 1  7 9 0  t o504051812511a5 ! D a n  M I
KY T ACI N 6 4  7 9 9  S O
5 . •  s I  Si tu 9 9 9  2 5
Ms  CHES-5  I  l l  on  2 1
T. WES CO 4 0 , 4 1 5 9 4  fi t t -Htfi  7  0 0  7 5
M AKE  L t t  9 9 0  2 5
A L M ,  ,
0 9  
M o D
o w t s  
2  
.  
I
S

0 . 4 1 2 , 4 0 0 0 1  I P 9 7 1 6 7  ?  9 0  9 0
KO NG  511201  1 I m o ,  ?  9 0  9 0
5 7 3 . 4 E4  G AM ES I I  on I
5 7 4 9 1 0 D0

... . .  '  ;  8 2  * 9h t . ?  CO 9.0.12414 1s o
0 0 2 . 0 .  5 7 2 4  t i us tfi Cf  OTOS 2  US N I X ]
1 0 1 0 1 0
1
1 1  
W A
,  
I
I  
9
0  
S  
2
5

2 7 L7 C,  1  , /  / 9  2  0 2
r o m e AT  L PN%  2  2 5  7  7 s
E M E
,
7
,
4 0  
I
S
L
A    
I
I
.  
5  
5
0

9 9 1  6  ?5
D N A ? .  NAT I o NAL   ?  I th h  US
c w
,
H C
A D  
2  
.    
.  
A
S  
1  
.

4 0
,  
w
o
L
,  
7
9
1
1  
0
9
7
.

. n o i t  Ifiscpol r  Mb I  us
5
,
“
C
t
l
a  
I  
A
S  
6  
7
1

V I G A fi rre  I s  2 5  1 4  os
T o  102 NO G    A  I S  I  8 2
808277 M D  .    I ?  2 5  I  3 9 7
4 0 1
0
0 1 1
9 2 1  
M
O
W
N  
9
.
4  
a  
r
t
.

S lA P  SHO T •  AS 8 1 1
W O N  CO P M A. .  7  9 5  5  9 1
M A N  4 4 0 7 , 1  6  OS 2  r ,
1 5 , 4 0 0 2 E  5  a  * * a y  •  a s
5 1 0 1 2  P . 1 7
,
2 1  2  
9  
9
5  
7  
5
)

O M  O F F . r  5 9 5  4 5 ( 1
109114 C .  M I DNI G HT  •  I S
CAAAPAt e ,  ,
1 2  
5 .

RI T E 1 4  I N 1 1  0 0
G ATES 0 ,  DAW N a  1 4  •  7 6
1 4 1 0 1 0 9 0 0  I I I  2 2 5
2 1
-
2 ,
E T
H A
W
L  
?
.  
S
.

AMSTRAD
SO NCrol e  ?  2 5  0
1 . 00 8 , 1 Y  PAPM AS0
7
2  8
9 0  
4  
7
1

OI G HT I 4  PLO T O M  4 1 5
1.4144 l o n a  I I I  4  SO
0 2 0 4  1 7 4 1 1  . .  ? l e  $ 1
0
1

A T  S I T  WI L L '
,  
7
9
0  
0
9
0

•OSEST a f wOltrai lab 4  00 4  SO
HISIEFT t 4  2 5  1
1  5 0

..
CHO PPt i o W S W
,    
S
O
D  
•  
S
O

st,PCIES 0
,  
L 0 - 7
1  
. .
. _   
4
0
0  
1
9
0

AWE L L S  O r M AI T I O N 1 0 0  4 _ 5 0
8 4 1 7 4 ,  F O A MI 0 O 0 2 5  .  2 .  7 0 1 7 1
CO A7 8 AI  LVAI A I  PA I I  ,
Q UA0 1 0 0 3 0 0 0  1
,
2 , 2 2 6 1  
a
.  
4  
,

KO NG  2 1
.
2 . 0 1  
W s  
8  
.  
6  
,

8 . 2 7 ,  J ACKS  ?  176
114E7 I s toset 8 9 5  6  -Is
31) S t a n  5 1 1 1 4 ,  6  9 5
9 , 4 2  C810088A1020 8  2 2

BBC,'ELECTRON
CO MBO -
,  
L I S
P

T A L .  O F A M M A N  S I G . ,
M AI  0
,
4 7 D E
. .

2 1 0 1 0  O L I AANCS
141121 WO O F 11016 O N,  •
O RAN p o D I N

7 OS
1 0 9
6 efi
5 . 95
2 115
7 9 5

2 2 2

•
A 2 •
7 22

124

UnitSoft
Cl I CI NDABLE 7900,26177 WAI L  L I D
AP I  2
I l l  M U M  V e t t ,
2142(212

6.26
9.25

11.25
• 7 .75

7.75
7 75
1 15

,7 75
7 75
7.19
8.95
8 95

Impassable %atom i t  95
fords of % dr ool 7 . 7 6
Sl e e t s  7  1
7 5Son Aid 4  75
Up •
n
•  
D
o
w
n
.  
,  
7  
7
5

Super Huey.. 9  2S
Daptantany 7  75
1 1 2 2 2  04.79.  1 4  9 57 75
G r o p 'S  1
7
1 2 5 1 2 •
9 2  
7
.
7
5

eetwiin,irrie 7  75
Bounty Bob 7 . 7 5
Di a p t 0 9 2  7  7 5Brew Ms 7 . 7 5
DINH bonne 7 . 7 5
inlet Boting„ ..„  7  75
Bk. M at 2 0 0 1 , -  7  1$
New T o *  Crry...... 7 . 7 5
Ke n n e d y  AP 1 7
0
0 2 I 7
7
.  7  
1 . 2
5

22207 H e .  11 7 . 7 6
Ouessnodo. 7 . 7 5
Posted M„ . 5 9 5

G.T 711  7 . 7 5
Street Hawk 8 . 2 5
D•lova Surto Tast 6  25
E•Ones a Walls ,  7  75
Doe 1 1 . 2 S

125
Macon &mete 8 . 2 5
Pictimer Hollywood  7 . 7 5
S 2 • 8 8 , 0 6 1 .  7 . 7 5

COMMODORE 8 4
Cauktrrn
1 1 . 2 •
,
0 4 4 7
9
,
2

Mspc S tud.
P a s t I n d e r
Ro c k  ' n '  5 E0 1
M o s t a !  e l  t h e  M . P .
Web thownwen.
•  5 4 n I N I A
1 1 . 0 1 0 1 . 2 1 . •
9 1 1 4 8

99C
fi n p o s u b l e  1 5 2 9 , 2 0 0  8  9 5
Lastle Opest 9 . 5 0
Co n t e t i e w 5.25
&aunts flab. . 7 . 7 5
Grog e Revenue . 7 . 7 5
Da r n b u  .   9
2 5

SPECTRUM
Cepa:Iran
E ndo.
Sludawlire

HARDWARE
Graplwa Tablet 'Ca.,.
M u s i c  I CAO sfi sord_ . .

e rnporl on Ni t e r i s t e
tbos l i o 1 1 9 5 1  p e o b

lards of MccinroN
Bock Rogos
9111$
Rock n  Boll
Station
Soft Aid
51.44 Lee
S p y  1-12.22122
Timm.
T 12v Before . . . . . . . . . . . .
Etwasefrel
Raid Over M asco*

..........
leurtelehook I I
Gttt from the Gods
Flea . . . . . . . .  . . . .
Cordovan.
Mope Hos
Rocks Halsor Shaw
Grog •  Revenge
Worriniord
Eo s i n 's  8 2 2
Dasntanters.....
Conan
Up 'n•  Down.. .
et557961 Eagle

Snob Hawk.
Detey's Super Test
Moon Create ,
1
7
1
1
7
9
.
1
2  
L
e
a
r
.
.
.

SASX
Chu41b57atera
Decathlon
Beerrnder

0,155 I I
fEver Rand
Lk
, 
e
g
o
n
s
'
e  
L
e
u
e
d
t
e

Blabber. ...........
Foots 737.,,
Chock* Ego
Geihee DOSgrer . 7
3D Ant Attack ,  .
5 2 1 .... ....... ........... 2 5
Chewy  9 . 7 5

69.95 CBSALII
24 95  CBM

7 OS Za
74 95 CBM IC

Deatv4 Suotri Teal ,......8 .25
Emerald asle 2 5
Dawes °treat I
I  2 5Beach Head 1 1  25

Portage incIuded105 Meese stare M oot ascot 0140121110 8770172 add [ I  cc  pet lern All clwdocc
Disable to Affordable thodun
-
re I G I M I  
L t d  
S e n d  
6 1 . 0 0  
I c a  
• i , e h i
s m o  
L a m i
n g . *  
w i
r d  
t
o  
r
h
o

rranole maw relaapra tor INC Arnsnad'Alan.EIBCCBMISSIC Spar 'MSC



HAL'L OF FA M E •

ELITE
I) Paid Guirdham.
Sheffield —
20,182,50.9 (Elite)
2) D M
Ilford, Essex —
10,106,43.9 (Elite)
3) Mark Earshaw.
Preston, I  ancashire
— 2,189,302.2 (Elite)
4) John Finney,
Feather Dell,
Hatfield —
)142,791.4

PARSEC
I) Mark Gibson,''
.Crewe, Cheshire —
8,990.750
2) Paul Walker,
Rockingham Park,
Western Australia —
2,468,200
3) Neville
Harrington,
Dagenham, Essex —
2,196,300
4) Andrew Scott,
Sheffield — 519,800

BRUCE LEE
1) Fergus Hynes. Rathfarnham, Dublin —
734,275
2) S. Pullum, Luton, Bedfordshire —
147,475
3) Trevor Anderson, Wick,  Caithness —
103,000

CBM 64 GHOSTBUSTERS
I) Don Murray, Tooting, London —
$149,800
2) Andrew McDermott, Sutton Coldfield,
Midlands — 5125.100
3) Paul Robinson, Connah's Quay —
$43,000 •
3D STARSTRIKE
I) Jonathan French, Great Yarmouth,
Norfolk — 1,470,030
2) Justin McNaughton, Eastcote, Middlesex
— 1,135,200
3) Andrew Perry, Wimborne, Dorset —
607.000

JET PAC \
t
N
.
_

I) Simon Hughes, Chepstow, Gwent —
57,423,585
2) Craig Ilumphries, Staines, Middlesex —
48,948,540
3) Janne Nerg, Lahti. Finland — 26.246,500

SABRE WULF
1) Richard Brown, Grovelands, Kidlington
— 17,999,860
2) Peter Coldhourne, Cwmbran, Gwent —
15,975,965
3) Ask Davidsen, Fredrikstad, Norway —
5,653,325
4) Christopher Ramsbottom, Radcliffe,
Manchester — 4,528,344

OUR HALL OF'
FAME GAMES
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with some new games, yo u r hi-scores
have been flooding in. Keep it up! I f  you
look below, you'll see we've added a few
more new games for you to try your skill
at. There's ,S'tarbike — the space game
with a  difference f ro m Th e  Edge —
Acornsoft's Elite, a  very sophisticated
trad ing  g a m e  a n d  M i c r o - G e n ' s
Py jamarama — a sort  o f  Jet Set Wal ly !

JET BOOT JACK
English Software's excellent platform ad en-
lure t h e  man with the Jet-powered
110

STARSTRIKE
Classic space shoot-out based on the Star
Wars theme. For ace blasters only!

JET PAC
Fly Jet Man around the screen collecting the
three sections of his space ship.

DONKEY KONG
The king of climbing games. The ape, the
carpenter, and the blonde are now available
on Atari, Vic 20, 64, and I I
-
9 9 / 4 a .MANI C MI NER
The z any 20-screen cl imbing game that
Introduced Miner Willy.

JET SET WI LLY
What Miner Willy did next. This time there
are 60 screens.

THE PYRAMI D
The Pyramid has Fantasy's unique high score
verification system.

ZALAGA
Splendid arcade clone for the BBC.

SABRE WULF
similar to Atli: Awe but twice as lough and
thrice as pretty.

PSYTRON
Beyond's first big hi( for the Spectrum. The
Psytrort is a computerised defence system for
the planet Betula 5,

ELITE
Acornsoll's sophisticated space tr adi ng
game. Great graphics and action.

STARBIKE
The Edge promise a gold BMX  bike to the
highest scorer on their new game.

JUMP CHALLENGE:
Eddie ki dd's brand new computer game
which features buses. barrels and bikes. Es en
Eddie found it difficul(!

PYJAMARAMA
Wally steps into a nightmare —  and into

l'G's Hall of Fame.

DECATHLON
1) Simon Baylis,
Stevenage, Herts —
624,801
2) Lee Sargeant,
Newcastle upon
Tyne — 618.755
3) Richard Thomas,
Camarthen, Dyfed
— 568,216
4) Andrew Sharp,
Ely, Cambridgeshire
— 443,246
P Y JAMARAMA
(Amstrad)
I) Mark Bunk, Earisfieid, London — 100%
(719 paces)
2) Rob VVillock, Trentham, Staffordshire —
98% (3,783)
3) Tony' Skinner, Newbury, Berkshire —
97% (3,987)
4) Mark Howe, Moretonhampstead, Devon
— 91% (5,552 paces)

ANDREW LAWSON

(Spectrum)
I) Stuart Wright,
Sheldon,
Birmingham —
100q'o (1,918 paces)
2) Philip Norris,
Farnborough, Hants
— 100% (3,665
paces)
3) Derek Grubb.
Fife, Scotland —
WON (3,554 paces)
4) A Lawson, Forest
Hall. Newcastle
upon Tyne — 100%
(4,715)

(Commodore 64)
I) Andrew McDermott, Sutton Coldfield,
West Midlands — 1 0 0
0
7 0  ( 4 , 5 8 9  
p a c e s )

2) Nicholas Coffey', Droylsden, Manchester
— 100% (4,850 paces)
3) Michael Phillips, Warlingham, Surrey —
WO% (5,612 paces)
4) Damien Drabble, Sheffield — 100%
(6,100 paces)

HALL OF FAME
Name
Address

T-shirt size sm m e d  i g e

I scored
Time taken
Game
Computer
Witness's signature

L— 1
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ATARI 4001800(XL s of tware t o  s e ll o r  s wap
roms, cassettes and disks. Telephone Burnley
0282 72799 ask for Simon after 5pm.
CBS C O LE C O V I S I O N i n c l u d e s  R o l l e r
Controllers  with Slither also Super Controllers
with Roc k y  and  Turbo  wit h  Steering Wheel
also 21 o t her games  E150. Phone Darlington
57994 after 3.30pm
STUCK on these adventures? M1 Hulk .  Na 3
Miss ion Imposs ible,  No  5 Count,  No  2 Pirate
Adventure and others : Then send E l and sae
for our comprehens ive Hin t  ' N  T ip s  sheets .
Cheques  p a y a b le  -  C .  Ha r r o p ,  S t a t e
Adventure. Skarab Hints .  6  Edgewood Road,
MeoIs. Wirral,  Merseys ide L47 SAL.
ATARI 800XL s e l l  f o r  E100. 1010 p rogram
recorder sell for E25 -  Pole Pos it ion cartridge
sell f o r E15. Ouickshot II joys t ick  s ell f or E8.
Ring 7 8 9  8248  9 a m  t o  4 p m  M o n d a y  t o
Saturday
VIC 20, C2N recorder. 16K rampack, joystick, 7
games .  E 1 0 0  o n o .  T e l e p h o n e  M a r k e t

- • - Ha rbo rough  (0858) 32954.
'
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programs on  one  d is k  f o r  on ly  E9.50 F r o m
Silvasoft, 'P ax '  Ho u s e .  Ding le .  Co .  Kerry .
Ireland.
COLECOVISION, E 6 0  inc lus iv e ,  Ca rn iv a l.
Space Panic ,  Mous et rap.  Spac e Fury ,  Gorf ,
Cosmic  Avenger. all E8 each M r  Do!, Looping,
Pepper II, all EIO each. All items brand new and
still wrapped in  cellophane. Kev in Rus t ill,  55
Uplands Av enue,  Connah 's  Quay ,  Dees ide,
Clwyd, CH5 4LF.
SPECTRUM 48K, new Marc h 1984. Complete
with t e n  g a me s  in c lu d in g  P o l e  Pos it ion ,

_ Dec a t h lon  III, Suba Div e als o Horiz ons  tape
I  a n d  book  o f  games .  E70 ono.  Te l  Leighton

Buzzard (0525) 377822 after 5pm.
ZX SPECTRUM 48K wit h  ov er E120 worth of
original g a me s  inc lud ing  Ch i l le r  Mon t y  i s
Innocent, S t ar St rik e a ls o  joys t ic k  interlac e
and sound amplifi ed wit h  tape recorder. Ring
Chester 314827 evenings between 4 and 8pm.
Will sell lo r  E150 ono.
GAMES, books ,  magaz ines  and lightpen f o r
sale for Dragon 32, Phone after 6pm 578 0106
( + accessories),
ATARI 400/800XL garnes for sale or swap. Also
blank cassettes at very cheap prices and back
issues of Ant ic  Analog and Computer & Video
Games. Phone Dean Hedges  7771842.
CBM 64. I have now over 800 great games  to
swap with your latest t it les  on disk. Send your
complete l i s t  t o  T .  B lanc hot ,  5 1  r u e  d e s
Fougeres. 57070 Metz, France
FREE S P E C TR U M  s o f t w a r e .  O v e r  1 7 5
Spectrum games ,  inc lud ing  Ps y t ron,  Sabre
Wulf and Jet Set Willy ,  absolutely  free, when
you b u y  c as s et te rec order f o r  E50. Phone
Darlington 56580 after 6pm.
48K S P E CTRUM,  K e m s t o n  jo y s t ic k  a n d
interface. casset te player,  32  games  lo t s  o f
magazines and manuals  worth E450 W i l l  s ell
for t  155 ring after 4.15pm 01-888 6506.
ATARI tex t  graphic  adventures  wanted. Dark
Crystal, Sands  o f  Egypt,  Sc ot t  Adams  Saga
Adventures n u mb e r  3  t o  1 2  a n d  o t hers .
Prepared t o  p a y  reas onable pric es .  P hone
anytime 0703 420016.
CURRAH S P E E C H  U N I T  t o r  C B M  6 4 .

B • Unwanted g i f t  1 y ear guaranteed Comp le t ewith manual et c .  E22 o n o  Cont ac t  Andrew
Philpot, 115 Fordwic h Ris e,  Hert ford,  Hert s
SG14 213F. Tel Hert ford 57671,

SPECTRUM 48K pl us OK Tronics keyboard,
Interface 2. Quickshot 2 also several originals .
ILL,  Wheelie, Pedro etc. other tapes inc luded.
All a lmo s t  n e w,  box ed  w i t h  rec e ip t s  a n d
guarantee worth E200 s ell f o r  E145 ono.  107
Grove Road. Grays. Essex RM17 6LA.
FREE • J o in in g  • Commodore*  6 4 '  L ib ra ry •
100•5 o f  t i t les .  S e n d  s . a  e. t o  Sou t hern•
Software',  14 Shorts  Road.  Fa ir  Oak. Hants
505 7EH,

' S P E CTRUM 48K, interface two, quicksnot two
E90 sof tware inc luding Beach-Head, Psytron,
Combat Lynx, Boxed as new. Magazines. Book
on mac h ine  c ode.  E110 ono.  Ca l l  Ke it h  o n
Stirling 814805 after 5prn.
MATTEL Intelliv is ion Intellivoice plus  18 good

lir g a me s .  E4 each for details . 11 Lindfi eld Road,
Reddish, Stockport. Cheshire SK5 &SD
BBC B  F o r  Sa le .  Cas s et t e Rec order a n d
Joystick. 15 games. Excellent condit ion. E300
ono, Call Missenden 4581 and ask for Sean.

COLECOVISION, Atari and Turbo modules, ten
Colecov is ion cartridges, Inc luding Tutankham,
Zaxxon. Mr Do!,  Pepper II, Looping and f our
V.C.S. c art ridges  inc lud ing Las er Blas t  and
Reactor. mak ing 14 cartridges altogether! Cost
over E500 sell f o r E180 ono Kev in Rus t ill,  55
Uplands Avenue, Connah's  Quay, Clwyd.
SPECTRUM games to sell or swap. Many t it les
inc luding Valkyrie 17, Knight  Lore, Tech • Ted
Will sell, or swap for any games like Tir.Na.Nog •
etc. Telephone 0858 62510 or 0158 34902 and
ask for Ellis .
SPECTRUM S O FTWARE  t o  sw ap,  Daleys,
J 5w,  Fa l l  G uy .  Beac h Head .  De l t a  Win g ,

& B's, Sys tem 15000 for Deux  Ex  Machina,
Knight Lore,  Matc h Day ,  W i l l  o r  others . Te l
Adam on 710784.
S H A R P  M Z •  8 0 A 4  8 K p e r s o n a l
computer: integral t a p e  dec k ,  mon it o r,  k ey -
board. Muc h sof tware p lus  books. E210 Te l:
Southend 341856.
FOR S A L E  4 8 K  ZX  Spec t rum,  t a p e  dec k ,
Kempston interlac e,  ov er 50 s of tware t it les ,
magazines E230 o n o .  T e l  (091) 2 5 0  1 8 0 0
evenings.
BEAMRIDER, RIVERRAID -  games for  any
MSX. Worth E12 each. Sell f o r E8 each ono.
Good condit ion:  unwanted c ompet it ion prize.
Ring Colches ter (0206) 868812 evenings Only.
DI S CO UNT S O F T W A R E  f o r  S p e c t r u m
bargains: E8 cassette 50. E6 Fighter Pilot .  E4
each Trans.Am. Birds & Bees, Galaxians, E1.50
each Chiller.  Booty. Byte Bit ten A l l  originals .
Send s.a.e. and lis t  of games requires  +  c as h
to A .  M o h a m m e d ,  2 9  A m h e r s t  R o a d ,
Withington, Manches ter M14 WA.
WILL SWAP 48K Spectrum & Kemps ton inter-
face & Ouickshot II joys t ick  & Kisho cassette
recorder +  E 3 5 0  wo r t h  o f  s o f t ware  f o r  a
Commodore 64 + cassette recorder + games .
Can meet  anywhere in Yorkshire. Tel 090 484
414.
TI99/4A owners  -  ever wished you had proper
lower-case ins tead o f  t hos e s mall c apitals ?
Well. now the solut ion is here. Just send E1,50
to Tr is t a n  Dr iv e r ,  5 4  B ou rnv i l le  A v enue ,
Chatham, Kent. 0634 43542.
WANTED TI99(4A mini-memory  module mus t
be in  good c ondit ion wit h  ins t ruc t ions  A ls o
ot her T I 9 9 ) 4 A  h a r d w a r e  a n d  s o f t w a r e
considered, Contac t  Adrian,  61 T a t a r  Road.
Gleadless, Sheffi eld 51220Z.
ACORN E LE CTRO N 5  mo n t h s  o l d .  N e w
cassette recorder.  To p  magaz ine +  E 40  o f
great software inc luding Mic ro Olympics. Total
price E280. Will sell for E170 ono. Tel Peter on
Burford 0993-82-3511.

ACORN E LE CTRO N 5  mo n t h s  o l d .  N e w
cassette recorder.  To p  magaz ine +  E 40  o f
great software inc luding Mic ro Olympics. Total
price E280. Will sell tor £170 ono. Tel Peter on
Burford 0993-82-3511,
SPECTRUM ORIGINAL games  f o r  s ale a ls o
Curran mic ros peec h a n d  joy s t ic k  interface.
Send s.a.e. -  Hight ie ld,  Eastgate, Sleaford,
Linos NG34 2EE -  A K irk .
MINO A ND v is ion  c ompendium O i l  St rik e,
Noughts  and Crosses  Mind.  Snake. Fungus .
Breakup v is io n .  F i v e  g a m e s  o n l y  E2, 50
cheques and P.O. t o  Brian Brass . 33 Kellet t
Middle, Crewe and Alsager College of  Higher
Education, Has s el Road,  Alsager,  Stok e o n
Trent.
ATARI SOFTWARE, a l l  orig inals  f o r  s ale o r
swap.  i n c l u d e s  S t a r  Ra id e r s ,  M i s s i l e
Command, Donkey  Kong. plus  others. Offers
to C. K .  Man,  299  Southend Lane,  Cat ford,
London
COMMODORE 64, and Colecov is ion sof tware
originals  mo s t  a t  h a l f  p r ic e  o r  les s .  E9,
Coleco'S Zaxxon. E12.50 C64's Mega Hits. SAE
to Alan Chapman, 176 Ramsay Road, Fores t
Gate. London E7 9ET.
COLECOVISION, TURBODRIVE module, Atari
adaptor,  S u p e r a c t io n  c o n t r o l l e r ,  R o l l e .
controller, s ev enteen g a m e s  i n  ex c e llen t
condit ion £190 Telephone 01 555 9506.
48K SPECTRUM. Ex c ellent  c ondit ion,  p lu s
joystick interface and 50 top games inc luding
K n ig h t l o r e ,  S k o o l d a z e .  P y j a m a r a m a ,
Malchpoint  and many others  worth over E200
sell for E150 ono. Phone Truro 0872 71669.
COMMODORE 6 4  o wn e r  wis h e s  t o  s wa p
software. Many  Americ an and Englis h t it les
such as Track and Field.  Contact Peter, 150 St
Georges Road.  Stoke, Coventry  CV1 2 DF o r
phone Coventry 25402.

48K SPECTRUM Spec t rum a n d  1 9  games ,
inc luding Jet Set Willy ,  Snooker, Hunchback
and Scrabble. and many other good games, 15
months  o ld ,  wort h  1250,  w i l l  s e l l  f o r  E120.
Telephone 0723 360778.
DRAGON 3 2  (guarant eed),  O u ic k s h o t  2
joystick, books, manuals  and leads. Over E70
worth o f  s of tware inc luding Cashman. Time
Bandit and Hulk .  Bargain on ly  E135, phone
Southampton 813228.
SHARP MZ•00A pers onal c omputer f o r sale,
built  in monitor and cassette recorder plus 23
programs inc lud ing games  educ at ional and
database. E250 ono  phone 0387 61702 af ter
6pm and ask for Richard.
M  OWNERS 1 mon t h  o ld  Koalapad f o r sale
with Co m b a t  L y n x ,  R a i d  O v e r  Mos c ow.
Valhalla. Danger Mous e in  DT when boug r
total c os t  E120 bargain at  E75. Write t o  Pau
Manning, 1 0  P a r k  Av enue,  Cra igy ,  D o  r
Llandudno, Gwynedd.
COMMODORE, 64 cassette Football program
forecasts results  cons is tent ly  well f rom y our
database. send E6.99 or E9.99 with database to
D. Gown, 8 Olivers Mill,  New Ash Green, Kent
DA3 BRE
MICRODRIVE +  interface 1, 10 cartridges, DK
Tronics, Lightpen and Cheetah s weet  talker.
Swap f o r  A tari 810  o r  o i le rs  around E100,
phone 0634 62792 after six ask for Adam.
HINTS AND pokes brochure on the top arcade
and adv ent ure games ,  s e n d  e l  t o  C .  B .
Din n e e n ,  1 5  G o r d o n  S t r e e t ,  G o r t o n ,
Manchester MI 8  85L.
ATARI 48K, 1050 d is k  driv e.  Dos z  recorder,
basic, assembler,  plus  over E350 of  sof tware
inc luding Fl ig h t  S imu la t o r 2 .  To t a l c os t  o f
system £900 Bargain at E270 or possible swap
for BBC B. All super condit ion, hardly  used. Tel
Bris tol 631770
48K SPECTRUM with Jetpac. Manic  Miner and
many more. £100. Tel Winscornbe (84) 3868.
CBM 64 I have the best and the more recent
games of all the East of France. Send your lis t
to T.  Blanc hot .  57 rue des  Fougeres .  57070
Metz, France.
ORIC 1/ATMOS software for sale 100 many to
name. s end f o r  lis t  t o  37 Guanock  Terrace.
King's  Lynn, Norfolk  PE3050T R  I  Standring
(0553) 765880
48K A TA RI  4 0 0  c omput e r w i t h  bas ic  a n d
assembler cartridges and manuals . E50 worth
of books inc luding de-re-Atari with a selection
of t o p  qualit y  s of tware E50 ono.  Ca ll Chris
Humphries  on (0993) 850961.
EASY SCRIPT disk based word processors for
the Commodore 64 brand new,  cos t  E75 but
will sell for E45 phone (0642) 608713 evenings
only ask for Torn.
COMMODORE VIC 20 plus  CN2 f or sale 16k
ram pack inc luded E20 worth of  software plus
introduc t ion t o  Bas ic ,  V ic  games  programs .
E100 phone 0322 345628 for informat ion A s k
for J im. Phone after 3.30pm. Would cost new
E200 4
MODEM VTX 5000 +  4 8 K  Spec trum. Dixons
datarecorder. Ouic k s hot  joys t ic k .  Kemps ton
interface, 80 games inc luding Knight lore T.L L.
The lot  f o r only  E199 one or wil l  sell modem
s e p a ra t e ly .  C o n t a c t  R a j  P a n j a w a n i ,
0458252329.
BBC MI CRO  mode l B  inc lud ing t ape deck .
Ouickshot joys t ick ,  sof tware, books ,  manual
and lo t s  o f  magaz ines . Worth ov er E500 will
sell for E320. Ring on Hollingbourne 259.
ATARI 800XL, cassette, 1 joy s t ic k ,  2  books.
software. Self for E250 ono or swap for CBM 64.
Tel 01-231 9593 5prn-7prn weekdays.
COMMODORE 6 4  o r ig in a ls  Ghos tbus ters ,
Gridt rap,  S h e e p  i n  S p a c e ,  D e a t h  S t a r
Interceptor. G a lax y  s w a p  f o r  Matc hpoint ,
Black Thunder or others  plus  many Atari disk
games t o  s wap ring Wes t  Wrat t ing (022029)
830 ask for Michael.
BBC, COMMODORE 64, Elec tron,  Spectrum.
Four friends selling originals  never used brand
new. Have huge amount  o f  sof tware write to
No 3 Malvern College, Malvern, Worcs in TERM
lime for list t r y  and return quickly, also Club
E1.50 membership cheap games,

SNOWY SOFTWARE. Sensational bargains
on C o m m o d o r e  6 4 ,  A m s t r a d .  A t a r i ,
Spectrum, Elec tron, BBC.. Commodore 16,
Oric and Vic  20. Bes t prices  ever. For lis t
state wh ic h  c omputer.  We ' l l  ev en c ov er
postage f o r  p o s t  a n d  s o f t ware  wi t h in
Britain. 3 6  Curz on StTeM L o n d o n  W l Y
/AF.

rosell M i c r o s e l l  M i c r o s e l l  M i c r o s e l l  M i c r o s e l l
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BATTLE FOR ANT WERP
For Spectrum 48 C o m m o d o r e  64
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Free Games to type in by:
Jeff Minter, Tony Crowther,
Tony Gibson, Mike Singleton
Charles Goodwin,
Mark Harrison
Richard Leinfellner,
and Jon Williams.
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are where it's at says
Prof V ideo !  A n d
next issue we'll have
a whole bunc h o f
readers' ma p s  f o r
you t o  s tudy . T h e
secrets o f  t h e  t o p
games at your finger-
tips in July's Cct VG.

We've got fairies a t
the end of the C&VG
office — awl an at-
chanted competition
— thanks to the people
at Otplietis who want
to give you copies of
their stututing new
game! G et  Cceel/G
ncrt mottth — i t's
magic!

U I

M•0•N•T•H

Fancy going out for tea
with Supergran? Yo u
could be enjoying some
cream cakes with T Vs
most popular heroine i f
you grab a copy of C&VG
next month!

CLUES — ACROSS
1. Com puter  memory that can be wnnen

to (3)
6. Centr e  of the Wor ld of Hobbits? (6.3)
9. N e w  standard of Japanese

microcomputers (3)

M y  name is Bond.
James Bond

And i n  nex t  month's C 8 V G  I ' l l  b e
revealing a  few top secrets from the
View to a Kill files. Find out how YOU
can win a copy of the new Bond game
based on my new movie. PLUS A • FREE
BOND POSTER! Don't miss it — I won't
miss you...

AIRWOLF
that super-copter zaps back to
your T V  screens fo r  a  new
series very soon. In July you can
win a special Airwolf Kit — with
posters and games and watches
— thanks to our friends at Elite
— the software house named by
C& VG readers.

•E•x.T.m•o.N.T.H
10. Bui lding in which software Ls wntten?

(5)
Places where public records are kept
(8)

I t  The  subconscious (2)
15. Space bus like Challenger M
I t  Chem ical  symbol for mercury (2)
19. Calendars — like Whitakers (8)
22. P ush that could be unlimited in fruit-

machine style game (5)
23. Fi rst colour of RBG monitor! (3)
24. Space warrior in game and ''The Last"

film (I I )
25. Mos t  significant bit (3)

CLUES — DOWN
2. Mi c r o for rats'

, 
t a
n a
c i
_  
X
T
)

3. Sti r  up — in the recording studio? (3)
4. Author  of Lord of the Rings (1.1.7)
S. Rooks play a major part in this game

(5)
7 Pr efi x for tenth (4)
8 BAS I C statement to follow IF

THEN ( 4 )
12. Ba r  chart (9)

ANOTHER ACTION PACKED
BOOK OF GAMES!

CRAIG has become rightly famous for these collec-
tions of top listings for top computers. And there's
another one coming your way in July featuring games
for the  Spectrum, C64. Amstrad, BBC,  Atari and
many more. Don't delay — place an order with your
newsagent today!

13. Visual  Display Unit (3)
16_ Na m e  of the speaking clock (3)
17. C ode  cracking computer enthusiasts

(7)
la Ba d magic spell (5)
20. Evi l  Norse god (4)
21. Vault in Barchester Chronicles?(4)
23. BASI C statement for adding

comments (3)
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ATARI 4001600/800/800XL
Why n o t c om plim e nt th e  greates t harm: :a n p u te r  o n  the  m a r k e t b y  obta ining
membership with M ID LA N D  GAM E S  LIBRARY .
The greatest. bigges t and best A la n library on the  market.
An ideal present for  old and ne w Ata r i owners .
M IDLANDS  GAM E S  LIBRARY : The company who over 2  years ago, fi rst conceived
the idea of a  s oftwa r e  library.
Now approaching nearly 1 ,0 0 0  titles  on disc. cassette  and Rare igames. business
educational and utilitres) . Ofte n  purchasing popular  programmers in multiples of 5
or 6  to give all our  members a  fair  change. A lwa y s  adding approximately 4 0  ne w
0
,
0
1
1
f
a
r
r
r
n
i
n
e
S  
m
o
n
t
h
l
y

Over 1 . 0 0 0  very satisfi ed members, m any  as far  a wa y  as Iceland. S we de n, We s t
Germany, Holland. Denmark and Eire.
A fa s t, effi cient and fr iendly service. Requests are a ttended to immediately virtually
assuring y ou  a  2 4  hour  r e tur n o f  service_ Regular  ne ws le tte r s  a nd programme
updates, plus  other  inter- club activ ities. N ow Introducing original software  wr itte n
Lit ex isting members: S end large s .a .e . to ,

MI DLAND GAMES LIBRARY
48 Roadway,  Bishops Cleese, Chel tenham,  Glos.

Tel: 0242-67-4960 930-4 . 30
All p r o g r a m m e s  are original% wi th  tol l  doc um e nta tion

Computer Support PRESENTS
A whole new range of affordable software and hardware

products for every •At ari  user
HARDWARE :
ao coltar in pa c k   - 1 6 9  9 5  C a s s  D i s k
Ultimon  1 4 9 . 9 5  S u p e r  Disassemble,,   C 2 4 , 9 5
The G a p - .    1 2 9  9 5  F i l e  loa de r  -  £ 1 4 . 9 5
Rom E m ula tor  ....... . . .   _  C29 .95  B o o t  Loa de r   1 1 4 . 9 5
Over Wr ite  ...,.. . . . .  . . . . . . . . . . . .  1 1 4 - 5  B i o r h y t h m   1 8 . 9 5  1 7 . 9 5
Badsector  1 1 9 . 9 5  M a i l i n g  L is t  1 1 2  9 5
Portprint ..., . . . .  . . . . . . . . . . . . . . . .  C 2 9  9 5  U t i l i t y  P ao O n e  C 5 . 9 5  C 9 . 9 5
M onitor Connection Lead 1 8  9 5  D i s k  Duplica tor    1 1 6 . 9 5
Ili- Fi C onne c tion Le a d.  1 4 . 9 5  D i s k  Duplicator  1 2 8 k   E 1 9 . 9 5
Replacement A na l Le a d  1
2
9 5   
C a r t r i d g e  
D u p l i c a
t o r  
1 1 5 .
9 5  
1 1 6
. 9 5

Serial Fly lead 11 m e tr e ) .   ( 1 1 . 9 5  C a s s e t t e  Clupecator  1 1 0 _ 9 5
Serial Flv irad 12 metres)  1 1 2  9 5  M a c r o  Library I M A C 6 5 ' )  -  C 1 2 . 9 5
Serial I . :0  plug  _ . . .  - ,.._ . . . . . . . . . . .  (
3 . 9  Z a p p i n g -
Z o m b i e s  
1 0 - 9
5  
f  
7 . 9
,
. ' :

We are continually adding new products to our range. Please
send S.A.E. for full details.

COMPUTER SUPPORT
26 Seacourt Road, Abbey Wood,  London SE2 9UW

Tel; 01-311 7339
*ATARI os a registered trademark of  A TARN CORPORATION

•MAC65 is a trademark a t O.S.S. h t .

S OFTWARE :
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T I - 99/4A  SPECIAL OFFER
TEXAS CARTRI DGES
MUNCH MAN
VIOE0 GAMES I
HUNT THE WUMPAS
ATTACK
ERASTO
TOMBSTONE CITY
AMAZING
ZERO ZAP IE DUCI)
ALIEN ADDITION lE OLIClli
NUMBER MAGIC rEOLPC'Ll
MIND CHALLENGERS IEDDC'Ll
Ti INVADERS
SOCCER FIVE A  S E
HOUSEHOLD MANAGEMENT
viDEO CHESS
TEXAS CASSETTES
OLDIES BUT GOODIES I
OLDIES BUT 000DIE S - 2

ES 95
E5 95
I:5 95
E5.95
( 5 9 5
E 5.95
E5.95
f'S 95
£6.95
[5 ,9 5
CB 5 0
E7.50
t7 .9 5
E7.95

E l l .9 5

e5.95
e5.95

l i t PASS CATALAN/MS SOS

f

INTRIGUE
SOFTWARE

CAS S E TTE  S O F T W A R E
ADVENTUREMANtA e 3  95
MANIA E 3 . 9 5
ATLANTIS 1 3 . 9 6solLotRAMINEFIELD ( 3 9 5
DADDIES HOTROD C 3 . 9 5
HUNCHBACK HAVOC C 3  95
HONK Y WARLOCK C 3 . 9 5
TROLL KING ( 3 9 5
QuASIMODO HELP a  E 3 . 9 5
INTRIGUE PENTATHLON •  1 3  9 5
LIONEL & LAM E RS  e  1 3 9 5
 CRAZY CAVER e  1 3 9 6
 BATTLESTAR ATTACK a  e 3 . 9 5
SNOUT OF SPOUT o b  E 3  9 5
OLICKSHOT I I I  VERSION e l  1.95
CASSETTE INTERFACE C B  0 0
JOYSTICK iN te  RFACE (double) 1 3 . 9 5

BrIDEAS SEW a t RENOIR posr
ACCESS OE TEUNICale Da
SEND PeoelrEDUES PAYABLE TO
INTRIGUE SOETWARE 1NANBAIIDA to
INHERED& (ENT TN3E1 BUJ
ACTED OMB MAE EBSTIG $IDOES LIST
EIBEEISEAS CRIMPS El 50 B4O PER TENI

-
S
P
E
C
I
A
L 
O
M
R
'  
t
2  
O
F
F

FEATIMES

lair oil •  Sir. time art Orbr Orktes Semi light
telt I N N  rid gamin Piny ifrough rocitipt * *nib.
M ut ayes in Sarre Salaam N o wow tram a Hark
ow *TAM  Eget Fel Soma Jetties of Kayoed
The most Authentic Flight E mulation game
For TI  on Cassette.
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CRANBROOK ROAD.
TENTERDEN, KE NT T N 3 0  BUJ.
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ring 05806 4726

INTRIGUE
SOFTWARE

.11-99/4A EXTBASI C

Aasvoguelle Product ions 5 4
Acomsoft  1 3
Activision 1 1
Addict ive Games 7 4
Affordable Products 1 2 4
Alligata Sof t ware 8 1
Ariolasoft 6 0 , 8 4 , 9 7 , 1 1 9
Argus Press Sof tware 1 2 7

Beyond Sof t ware 4 9 , 6 6
Bubble Bus  3 1

Commodore S h o w 4
Commodore User 1 2 8
Computer Support  1 3 0

Durrell  6 5

Elite  1 7
English 1 0 5
Enterprise 6 - 7

A D VER TISEMEN T IN D EX

Goodbyte 1 2 4
Gremlin Graphics 1 1 6 - 1 1 7

•Hpwson Consultants  7 6

Imagine 9 1 , 1 1 5
Incentive I F C
Intrigue 1 3 0

Martech  1 1 3
Megasave 5 4
Memorex 2 2 - 2 3
Micro-Ads 12
Micronet 800 4 0 4 - 1 4 2 6 1
Microsell  1 2 6
Midland Games Library 1 3 0
Miles Bet ter Sof tware 4 0
Mikrogen 5 1 , 7 3
Mirrorsoft 2 7

Firebird Sof tware 1 4 - 1 5 , 2 5  N e w  Generat ion

Ocean 5 0 , 8 9 , 9 2 , 1 0 7

Palace 4 1
Parco Electrics 1 2 4

Quicksilva  8 3

Ram Electronics 6 8
Realtime I B C

Silica s h
o p  
5
7

Sof tware Express 4 0
Sof tware Projects 3 4 - 3 5
Software Wor ld  5 4

Touchmaster 9

Ult imate 8 2
US Gold 5 8 - 5 9 , 6 7 , 9 8 - 9 9 , 1 2 3

Virgin  1 0 2 , 0 8 C

75 Z o o m s o f t  1 0 2



*  STEREO SOUND
*  FAST 3D GRAPHICS
*  GREAT VALUE FOR MONEY

PLEASE S t a r s t r i k e  (Amstrad) E6.95
RUSH ME! S t a r s t r i k e  (Spectrum) f5•95

Address

Cheques/Pas to:
Reattime Softwear, Prospect House, 32 Sovereign Street, Leeds LS1 4BT



Now by public demand the screen-scorching Falcon
Patrol ll is available on the Spectrum 48K as well as the
CBM 64.

tALCON PAIR& 2 i p

COMMANDING YOUR HARRIER JUMP JET YOU MUST SINGLE-
HANDEDLY DEFEND YOUR BATTERED TOWN AGAINST THE
FEROCIOUS ONSLAUGHT OF ENEMY HELICOPTERS. THEY ARE
USING EVERY TRICK IN THE BOOK BARRAGES OF LETHAL MISSILES
AND DEADLY GROUND-BASED FLAK BATTERIES RADAR JAMMERSBLIND YOUR VISION
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"FM is Virgin's best game yet"
-  Computer and Video Games

SPECTRUM 48k VERSION AVAILABLE FROM 29th APRIL FROM
All LEADING COMPUTER STOCKISTS.
CBM 64 version 1
1
1 . I t  P .  
£ 8 . 9 5

SPECTRUM 48K version £6.95
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"It's Unique, Graphically impresshe, Vast and Devious: in
short, BRILI"... PCW Net only all this but it's NOW
available on the Commodore 64.

STRANGELOOP IS A MASSIVE ARCADE ADVENTURE WITH
A WEALTH OF RICH AND COLOURFUL GRAPHICS.
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ON YOUR SOLE MISSION TOME ROBOT FACTORY DPI THE EDGE DF
A DISTANT SOLAR SYSTEM. YOU WILL UNCOVER MANY MYSTERIES
AND CHALLENGES. YOU WILL MEET ROBOTS, SOME FRIENDLY,
SOME HOSTILE. SOME LETHAL AND SOME FUNNY COUNTLESS
PUZZLES LtE BETWEEN YOU AND rHE SINISTER ALIEN FORCES IN
THE CONTROL ROOM—
YOUR 
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MUST REPROGRAM THE ROBOTS TO STOP THE DESTRUCTION OFTHE EARTH
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COM 64 VERSION AVAILABLE FROM 29TH APRIL FROM ALL
LEADING COMPUTER STOCKISTS.
CBM 64 VERSION REP £8.95;
S P E C1 N
4 1 1 1  
V E R
S I O
N  
-  
R
R
P  
£ 6
.
9 5

t ii6tE • N  O F F  Ma l

s 4  t t dOrs i  tfoiliZO FinszToBEz-to kmiN IANneev v I  a c g c s Irtiskt


