
87 S$4,60 Dro5.50 285pto

I MAIL SPECIP 'TER T ic REAL ABYF
PULL OUT LEVIATHAN POSTER/TOTALLY MAD COMPETITION
JAPEk M ,  v I N F C  OM PROFILE/ RiY O U
DESIGN A JOYSTICK COMPETITION/TAKE OFF IN THE GUNSHIP!/WIN FLYING LESSONS



Elite Systems Ltdhor .,
Anchor House, Anc R o a d ,  Aldridge,
Walsall, West Midlands, WS9 8PW
leiephone: (0922) 5916S.
Telex: 336130 ELITE.G• FO: (0922) 647359

HERE!!
Scooby Doo In his own
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14 REVIEWS THIS ISSUE:
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Plus the Helpline.

MAD COMPETITION/P74

DODGY GEEZERS/P80

LABYRINTHE/P101



,
1
1
1
,
1
1
1
1

INSIDE STORY
If you thought the last issue of C +VG was totally awesome well, in the
words of the great prophet, you 'ain't seen NOTHING yet! Within
these pulsating pages — waddya mean you con't feel anything? — is a
collection of the most brain-fusing features, news and reviews you've
ever read. We've persuaded ace-coder Pete Cooke to reveal the
secrets of the Academy and tell YOU how to get a degree in
skimmer-ingl And you can win a FREE flying lesson in a 20th Century
skimmer. OK, so it's on aeroplane. But it still goes up into ihe
atmosphere doesn't it? Lost month we told you about Bowie's
Labyrinth — this issue we tell you about the REAL Labyrin th . .  It's a
live adventure role playing game which takes place in the dark
caverns somewhere underneath South London. And talking or
role-ploying we introduce Wayne, the chairman of the Play by
Ma il P layer's Association, who tells you all about mail
domination, AND gives you the chance to win FREE games. Talking of
free games, flip the pages instantly to find the Mastertron ic MAD!
Competit ion. The budget-masters want to GIVE away all the
games they've ever released. Euromax, the UK's leading joystick
manufacturers, want to get in on the act as well. They're giving away
lorry loads of joysticks in our special designer competition. You want
more? Well how about the absolutely FREE and almost legendary
book of games. Listings for top computers, including the Amigo!

SAM CRUISE/P14

ATARI ST SPECTACULAR/110
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•  Want a FREE robot? Well all you
have to do is joing the Robotic
Society of America No, it's not
the same people who brought you
Mr Reagan, This society deals in
intelligent robots. As part of its
1 987 Membership Drive the
society's International Division is
giving away an experimental
sound-activated robot in kit form to
each new members. New
members will also receive a copy
of the Robot Sourcebook, and
a subscription to the RSA. The
Robotic Society of America is
involved with the study,
experimentation, creation, and
advancement of robotics and
other artificial lifeforms. The annual
membership fee is $50, which
should be paid by cheque, in
dollars, arc Post Office
international money order.
Interested? Then contact: The
Membership Secretary, Robotic
Society of America, Box 54-H,
Scarsdale, New York 10583 —
and mention C VG!

•  Golden Girl, Lynda Britwell
kept the C-o-VG flag flying bravely
when she cornea magnificent
fourth in Domark's El 0,000
Trivial Pursuit challenge held
in London recently,

The solid gold version of the

addictive board game was finally
won by polytechnic lecturer John
Cooke who represented
Commodore Computing

International magazine_
The twelve finalists had °treacly

won a Trivial Pursuit competition
run by Britain's computer
magazines_ The finalists were
wined and dine by Domork before
playing in o knockout competition
of the IP board game.

The final was played on the
computer version and was hosted
by Johnny Ball, presenter of
BBC TV's Think of a Humber
and Think Again programmes.

Lynda, of Wickford, Essex, said:
"If I could make it through to the
final I would be satisfied_ I would
have done my best." As with the
other finalists, Lynda was
presented with a souvenir Genus II
edition of TP.

Lynda belongs to a keen
computer games playing family.
She likes adventure games,
husband Bob likes war games,
and their 5-year-old twin sons
Stephen and David like
playing Donkey Kong. Her
one-year-old daughter
Kimberley is the ortty one not
into computers — yetl

•  No, don't be confused. Those
ARE ex-Virgin games being
released on the Bug Byte
budget label. The classic
Strangeloop and the pretty
neat Falcon Patrol II ore now
great value at 1 ust E2_99.

A Strartgeleop

A Elevator Acton

Strangeloop is a big and
colourful arcade adventure, Falcon
Poirot is an action pocked shoot
'em up. Other titles out include
Skyhawk for the BBC/Electron;
Deothwoke originally o full price
Quicksilva game, for the Amstrod,
Spectrum and C64; and Zogon
Wornorfor the 06 .

•  Yet another new budget label
hos appeared with games for the
Spectrum, Electron and 06 .
Alternative Software has
released a series of E1_99 titles for
these machines. Howzat is a
pretty good cricket game which

•  Once upon a time in the world
of movies, there was Allen. It was
very, very horrible and scared the
absolute beeiabers out of people
writes Marshal M. Rosenthal.
This was good and the movie
made a lot of money_

Then the Powers-That-Be
decided that if one Alien could
make a lot of money, perhaps a lot
of Aliens could make lots of
money! Thus was spawned the
sequel Aliens,

Meanwhile, in the world of
computer gaming (another reality
altogether), a British company
called Electric Dreams produced a
game called ALIENS.

Little did they realize that a team
of crazed programmers were
toiling away in America on their
OWN version of this romp. So we
finally come to Aliens: The
Computer Game by Steve
Cartwright and Activision.

There are six separate scenarios
to overcome, but first identify the
various weapons and electronic
to overcome, but first your must
identify the various weapons and
electronic equipment prepared forthe mission.

Cartoon panels appear
throughout the game and include
word bollons. Great sound, fluid
action, and an urgency to win
make this a killer game. No news
on a release date for the UK yet

A



includes the I 7 county sides plus
seven test match squads. You get
detailed game analysis throughout
the game and even put the
scoreboard onto a printer. Could
this be the best budget cricket
game around? Pheenbc is o
space shoot 'em up for the Cl 6.
Night Strike, for the Electron, is
a maze type helicopter gome,
while Henry's Hoard,

A Henry's Hoc,'

A Howzott
another Speccy game is a platform
arcade adventure with 50 different
locations.

Elf you're into role playing games
then you'll know about the neat
little figures that you can buy to
enhance the games. Now there's a
book which tells you all about how
these models are mode and how
you can make them look really
professional. Stuart
Parkinson's book Heroes for

Wargamin? not only features abrief history o role-playing gomes
but also reveals painting
techniques used by experts to
make these models come alive. The
book is packed with colour pictures
of finished models and dioramas
— that's a whole bunch of models

•  Take all your combat flight
simulators and stick them in the bin.
Gunship is the ultimate says
Marshal M. Rosenthal.
Micropose have armed their
AH-64A Apache Attack helicopter
wth incredible realism, 3-D cockpit
views, and realistic flying
techniques.

It even includes a template that
fits over the keyboard to use in
conjunction with the joystick. This is
a true simulation, not just another
"point and shoot" program.

• T h e  truly perverse con even
speed up the program, fun if you're
a maniac, There's even a huge
booklet which includes details
about helicopter oerodynamics.

Plenty of sound effects to satisfy
anyone, ond you can't just lean
bock and yawn as you go.
Gunship is without doubt an
awesome example of Micropose's
talent for taking reality and
shoving it into a space smaller than
a kitchen sink. Not to mention
being more fun than washing the
dishes. More on Gunship in
Tony T's Hot Gossip page this issue.
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in a proper "scene". Heroes for
Wargames is published by
Dragon's World and costs
El 2.95 in hardback or E7.95
softback. You should be able to
pick it up of ony good book store
or from Dragon's World Ltd, Paper
Tiger Books, 19 Hereford Square,
London SW7 4TS•

•  Ball Breaker is the new
game from CRL. New? Why do we
question this statement? Well, read
this quote from their press release:
"In the game the player controls a
bat whch hurls a ball against a wall
of bricks. The objective being to
destroy the wall and then to
precede to the next levels to repeat

the task. Different coloured bricks
cause the ball to react differently
— some bricks will send the ball off
at different angles. Sounds like
Breakout with frills to it. Still it's
out now for the Amstrad, E7.95 on
tape, El 4.95 on disc, with a C64
version on the way.

MIThe spring Atari Show, originally
to be held in February, has been
put back to April, orgonisers
Database Exhibitions announced.
The show will now be held at the
Novatel, Hammersmith, on April
24, 25 and 26.

•  Computer and Video Games
would like to apologise to Fanatic
Software of Bournemouth and E &
_I Software of Enfield for the
mistake in the advertisement on
page 23 of January issue. Due to a
typesetting error the address on
the bottom was printed as E 8,1
Software and should have read:
Fanatic Software, 70 Western
Avenue, Bournemouth, Dorset
BH 10 6H.J. Readers are advised
that should they wont to order
games from Fanatic they need to
send orders to the above address
and NOT to E &J Software. These
companies ore in no way
connected and C +VG is sorry for
the inconvenience this may cause
both to the companies involved
and our readers.

•  Hot on the heels of the successful
Red Max, now available on the
Atari by the way, Code Masters
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A Terra Cogeth2
are now releasing new games and
new versions of current hits.

N owl's include Super Robin
Hood for the Amstrad and
White Heat, a Spectrum blaster
.All sell at E 1 .99. All this and a text
adventure called Necris Dome
for the 64. Code Masters ore a
company to watch in '87.

•  Ever wonder what day it is
Here of C-F VG we're lucky if we
remember what month it is. I mean,
here we ore bringing you
February's issue and it's not even
Christmas yet. That's where Level
9'5 giant poster Year Planner
comes in handy. it's a day by day
look of the yeor ahead. You can
mark your holidays on it, release
dates for that long awaited new
game, or even the date when
C -VG hits the streets! Or you con
lust stick it on your wall and look at
the pretty pictures. We've got five
of these incredibly useful things to
give away thanks to Level 9. The
first five people to write in and ask
for one will get one. You'll have to
answer a simple question of
course. That question is — which
three adventures make up Level
9's Jewels of Darkness
compilation recently released by
Roinbird? Answer the question, fill
in the coupon and rush your entry
off to Computer and Video Games,
Level 9 Year Planner, Prior Court,
30-32 Farringdon Lane, London
ECI R 3ALL
C VG/LEVEL 9 YEAR PLANNER
COMPETITION
Nome
Addresc

The three adventures are

•



• Gra nge  Hill, the computer
game based on the popular BBC
television series, will be released
by Ou icksilva  during February.

The plot is taken from After
Hours one of the Grange Hillnovels.

•  New from Telecom's budget
Silver range ore Twin ky Goes
Hiking Rebelstar, Caverns
of Eriban and the evergreen
Spiky Harold. Twinky Goes
Hiking, for the 64, is a sort of cross
country race for cute characters.
Rebelstar — if you missed it on the
Spectrum — is a fast, fun strategy
game in which you control a team
of crack space marines on a
mission to regain control of an
alien invaded base. It's now
available for the Amstrad — don't
miss it. Caverns of E n
-
b a n  f o r  
t h e

Atari is a scramble type game.

•  Here's a story with a moral for
all programmers tempted to pinch
other peoples ideas, Ga ry
Partis, the 19-year-old
programmer of Audiogenics
Undium clone, Psycastria,
dedicated the 64 version of his
BBC hit to his girlfriend Tracey with
a huge scrolling message at the
start of the game. Just after he'd
put the finishing touches to his
labour of love, Tracey told him it
was all over between them,
Enough to make even I t  Laww
shed a tear or two. You won't see

10

the message on production
versions of the game because
Audiogenic took it off_ Anyway, the
moral of that story is, if you're
going to put your girlfriend's name
on a game make sure it's an
original o r  you never know
what might happen.

We've had board games being
turned into computer games— but
never the other way round. Until
now anyway. CDS has just
released Brian Clough's
Football Fortunes — which is
a computer moderated board
game, and not a dodgy TV quiz
show. Brion's realistic football
fortunes have been mixed to say
the least — why he's never been
mode England team manager is
beyond reason. Still, now you can
try your hand at becoming a
soccer superstar, Two to five
players take on the role of team
managers. Each manager must
steer his team through the season
— successfully a n d  use hi skill to
make his team stronger. Some of
the opposing teams are managed
by fellow players, and the rest of
the ten strong league is managed
by the computer.

There are many opportunities to
follow Brian Clough's example and
strengthen your team — both by
landing on the correct place on the
board, and by "wheeling and
dealing" with your fellow players
— demanding huge sums of
money to lend or tronsfer
footballen_

The package consists of a
computer cassette or disk, a
playing board, five coloured
counters, a pack of football player
cords, immunity cards — and a
heap of money!

Brian (laugh's Football Fortunes
is due for release on 14th January
1987, for most formats. Prices will
be El 4.95 for cassette, and
El 7.95 for Commodore 64,
Amstrad, BBC and Atari (8 bit) disk
versions. Other formats to be
covered include Amstrad PON
machines, IBM PC (and
compatibles), Atari ST and the
Apple II
, 
p r i c
e d  
a
t  
E 2
4 .
9 5
.

•  Here are more shots of Delta
by Sanxion programmer
Stavros Fasoulas, It's another
shoot'em up in which you must
battle against the Dacoits, an
unruly band of brigands who
terrorise on area of space knownas Delta.

Delta will be released by
Thalamus next month, price E9_95
on cassette and El 4.95 on disk.

Meanwhile here's a rundown on
Stavoros, who must be Finland's
top games programmer.
Name: Stavros Fasoulas
Born: Helsinki 1968
Favourite food: pizza
Favourite drink: Koskenkorva
"It's Finnish lemonade."
Favourite TV programm:
Dempsey and Makepecce
Favourite computer game:
Dropzone
Favourite music: Heavy Metal
Bands such as Dio and Iron
Maiden.

•  Who Dares Wins is the motto of
the SAS. And it should also be
adopted by 15-year-old Alex
Glassbrook, of Horpenden,
Herts. He dared to enter the
C +VG/Mikro Gen's Strike
Force competition back in
September — and won.

Strike Force is the name of
Mikrogen's soon to be released
game based on the Special Air
Services regiment and their tough
training. In the game they must
complete six special missions. We
asked you to design the seventh
and final mission.

The winner gets his scenario built
into the game plus a replica of a
semi-automatic rifle.

Of the hundreds of entries,
Mikro Gen picked Alex's_ He
based his mission in a nuclear
power station where mercenaries
are planning to blow up three
reactors — unless they got Elmillion.

They are holding 37 station
workers hostage in the main
control room. The SAS must get
into the power station, kill the
terrorists — without hurting the
hostages—and defuse a bomb. A a
tough mission, we think you'll a
agree. eiThe two runners-up— who each ofget replicas of .44 Magnums are foAndrew Barraclough, 12, of
Haywards Heath, West Sussex, to
and Byron Huxley, 15 of Grimsby. r t i

in
a

•  MSX 2 has been creating a stir in n o
Japan this Christmas, according to g r
C V G  eyes in the Land of the f o
Rising Sun, Hiroshi Ono. m i

Panasonic and Sony hove h e
begun selling their new machines i t e
at around El 15 and El 30 r a
respectively. Pa

Meanwhile, on the games front, l u c
software houses hove been putting re l
out product using using a super S p

•  C - VG reviewer Lee
Braithwaite helped BBC
Radio Lancashire raise over
E79,000 for the BBC Children
In Need appeal. Lee was
sponsored by a number of top
software companies and roised
E850 during a 24 hour computer
games playing marathon, C+VG
also lent a hand by donating free
t-shirts and subscriptions which
were auctioned to raise more cash
for the appeal.

•  After blowing everyone away
with Fire lo rd  and the awesome
twin pock featuring L lrid ium and
Paradro id , reviewed this issue,
Hewson are sot to unleash Steve
Turner's latest epic called — as
revealed by C + VG ages ago —
Ranarama, a magical mystery
our. You control Mervyn, a
sorcerer's apprentice. He is the
nly survivor of an invasion of evil

wodocks_ He managed to evade
apture as he hod by accident
ansformed himself into a frog

whilst trying to concoct a potion to
oke himself tall, handsome and
uscular. You have to tackled

twelve wizards per level who are
uorded by troops scattered over

he 50 to 100 rooms on each level.
ou view the rooms from above
ith five or so to a screen, A room

sn't revealed until you visit it. Once
ou encounter a wizard, you tackle
im in a series of sub-games yet to
e decided' The game is basically
shoot-em-up, where the noshes
re continually generated to give a
ontinuous action feel. There ore
ght levels of missiles, eight levels
power and eight types of shield
r you to accumulate and use. The

asiest way to accumulate items is
beat the wizards to win their
nos and then convert the runes
to the items. The missiles, power
rid shields ore all graded and the
sties an the later levels are
tided too. It's no good hitting a
will level nasty with a first level
ssile. It will only enrage him so
'II chase you all the harder_ Spell
ms can also be obtained
ndom'y in certain rooms at spell
its. This adds on element of
k. The game is scheduled for
ease in March on the 64,
ectrum and Amstrad.

high capacity ROM cartridge
called MEVVGA-ROM for MSX
and MSX 2.

And, according to Hiroshi,
Japanese experts predict the
games market will move away
from Nintendols
Entertainment System, with
sales claimed of more than seven
million in Japcin alone, to the MSX
2 in the middle of the year.

Panasonic's new MSX2 machine
the Al. Priced ot about El 15,
Main RAM/64K bytes. Video
RAM/128K bytes. ROM/64K
bytes. Two slots. CRT Output/
analog RGB, video and RF.

1
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Mail order. lulest send a cheque or postal .
order payab t o  Elite, or quote your Credit
Card nuMber.
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Elite Systems Ltd.,
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Telephone: (0922) 9 .
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Fresh troM pinging
around the screen in
his fi caper, Jack'srst
back in a brand new
arcade game.
This tiMe it's a great
new coMbat game
-in fact you could
call it a
Jack Attack!
The veri beSt Elite T i d h e s  of

es are

available 'at selected II• b r a n c :_AV I t;;;



21st CENTURY WARRIOR:
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The APACHE -  as  fi erce and elusive as  its  warrior namesake.
Equipped with an arsenal of today's most advanced weaponry, it can
attack f rom nowhere against overwhelming odds, then slip away to
strike again without warning. It is capable of defeating the enemy's
armoured columns, infantry and, if necessary, hostile aircraft on the
modem electronic battlefield.

The attack helicopter -  the gunship -  came of  age during the
Vietnam War. Starting as a primit ive patchwork of machine guns and
rocket pods strapped to the side of a utility helicopter, it evolved into
such sophisticated weapon systems as the armed Huey and AH-1G
Cobra However. the deadly armoured arsenal of  today's Warsaw
Pact demands an even stronger front line.
The AH-64 Apache is here to give America all the muscle it needs for
the defence of  freedom. This  war machine is  a  fully  integrated
acquisition/firepower system designed to let the pilot find, lock Onto
and destroy the enemy with the greatest possible accuracy and
effectiveness. Now actively in production at Hughes Helicopters, the
first 675 choppers should be delivered to the U.S. Army by early 1990_

II

tt

But you don't have to wait  As the latest addition to the ever growing
line of MicroProse Simulation Software. GUNSHIP now brings all of
the danger and excitement of attack helicopter action home to your
computer in this true-to-life simulation_
With GUNSHIP, you, the pi lot  will fl y confidently into the world's
hottest trouble spots Cen t r a l  America. the Middle East Southeast
Asia and Central Europe You'll use an unbelievable array of high-
tech information and weapons systems to get the job done including
lasers, v ideo cameras, night  viewers, radar warnings, jammers.
computers, missiles, rockets, flares and a 30mm cannon! Successful
missions will be rewarded with medals and rank promotions; build
your career as you go!

4111041111



• I  of the GUNSHIP action is presented in revolutionary 3-D graphics_
The cockpit instrumentation i s elaborate: the maps, stores and
damage displays are extensive; al l  flying manoeuvres are fully
accurate. A comprehensive Operations Manual and keyboard overlay
complete the package.
See your software dealer today and become a part of the GUNSHI
adventure! Challenge the enemy, the sky. and YOURSELF with this
extraordinary simulation
GUNSHIP for Commodore 6 4
,
1 2 8 ,  C a s s e t t e  
1 _ 1 4  
9 5 .  
D i s k  
f 1 9  
9 5

Addrs

MICROPROSE SOFTWARE LIMITED, 2 Market Place, Te

ses of GUNSHIP CBM 64/128 Cassette
Details of the full Mitroprose range

P o s t c o d e
Which magazine have you cut this coupon from?

Please debit my Access/Visa Card Expiry Date
No.
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This ts C VG's highest honour.
Ws granted to the game which, in
our honest opinion, is the most
playable, original and exciting
game released during the month.
We look for all the key points
listed below— but also that extra,
added ingredient which makes
the game stand head and
shoulders above the rest.

I A
This symbol is C w a y  of
telling you a game is theBUSINESS!
'Who writes your reviews?"
That's a question our readers
often ask. Name the guilty ones,
they demand. So that s whatwe re doing. Satisfied now?
TIM METCALFE: C -VG's
veteran editor enjoys shoot
'ern ups, arcade adventures
and basket weaving.
PAUL "Man at CAA"
BOUGHTON; Slick sports
simulations are Paul's thingbecause he can wear his
smooth tracksuits at the same
time.
LESLY WALKER: Sorcery was
still is Lesly's favourite. Will
anything every match up to it?
LEE BRAITHWAITE: Star of
Radio Lancashire and ace
reviewer, Lee will tackle any
t y
p
e
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V
'  
g
a
m
e
,  
I  
y
v
i
t
T
i
z
r
T
a
h
n
e
1

man who owns an Amiga —
but still plays C64 games forfun!
HAKAN AK BUS: C- VG's
Atari addict knows a dodgygame when he sees one
NICK Y TREVITT: The
enigmatic Nicky is our
reclusive BBC expert.
TONY TAKOUSPH: The mouth
makes guest appearancesnow and then

El

SAM
CRUI

M O =

ID. MACHINE: SPECTRUM 48/12$
SUPPUER: THE EDGE

O. PRICE: E9•95
P. REVIEWER: TIM

n't an adventure for the
erted_ Ws big and

rous to start if you've got
g things to do — like going

school, sleeping and eating.
like that. Cos once you
re into the world of
lit you're going to find
If hanging around with

for some time to come.
I get the impression that this
what programmer Bo
ngborg wanted Fairlight the
t to be like.

Bo has come up with an
hanced version of his 30
orldmaker system to make
itlight I/ substantially larger
d much more complex than
original hit game.

FairlIght II takes up isvar's
ry where the first adventure
off. He's discoverd that he

ve the Book of Light to the
ong person! It wasn't Segar

e Immortal in the tower but
e Dark Lord himself. And

MACHINE: SPECTRUM
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A A detective story in the best tradition of Holtrvood

Fig m i

El El DRT1121
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A A brilliant game thorn well worth spending 'VW Christmas pennies on.

i l e a d  of freeing the land of
.
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nteed its doom and
ction. Stupid boyt

tut ,  unlike real life, !war gets
a second chance to defeat the
Dark Lord by finding the book
and the big baddie — again.
And that's where YOU come in,

You begin the game in a
forest with twisted trees and
nasty wolves roaming about
There are many problems to be
solved. Bricked up doorways to
mysterious ruins, passages that
lead nowhere— apparently and
the enigmatic female who Isvar

It was raining. The neon light
outside IDEAS Central flickered
fitfully. Big Red was snoring
soundly in the office next to
mine. I walked to the window
and pulled down the blind,
shutting Out the windswept
world outside.

I sat back at my desk and
pulled out the Sam Cruise file.
Poor old Sam. Once a top
IDEAS man — now reduced to
scratching a living as a private.
eye in some sleazy downtown
area. I'd been thinking about
Sam because his name had
featured in headlines about the
infamous case of the Blue
Budgie.

That woman he tangled with.
Lana, her name was. What a
nasty piece of work she turned

sOut to be. AV a  he solvedthe case i n t o
thin a' a  t i n g
his m i t h  l p  of a
case
OthersO
kidnap
gan
thei 4 . 0

So ' t  1
5
"

think ab the tape0
,

that arrived • •  sk  a few
hours earlier. A computer tape
that seemed to tell Sam's story
up to the end of the Blue Budgie
case. Perhaps this held some
clues.

The first thing I picked up was
that Sam seemed to have
developed some strange
personal habits. Like doing
somersaults onto dollar bills
that were blowing along the city
streets! I was surprised that the
cops on the beat didn't pick him
up for this odd behaviour.

It must have just been Sam's
way of picking up cash he really
needed with out making it to

encounters and who may
may not be an important
character in the adventure.

Isvar's world has edges— or
more exactly cliffs which he can
plunge over if he's not careful.
Afterwards he'll find himself
back at the starting point where
something strange always falls
from the sky only to be hidden
by a tree.

What is this globe thingy. And
is it important?

The graphics are similar to
the original— intricate black
outlines on a base colour. The
blackout between screens
which put a few people off the

V Fairligh/ Is is o game tor map makers and adventure addicts alike,
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obvious what  he was doing!
Never very subtle was our
Sam

Hit -men were after him. They
hid down alleys and in stair
wells  to get in a shot at him.
Most of the t ime he was quick
enough to jump Out of the way.
But somet imes even Sam
wasn't  fast enough to dodge a
stream of lead f rom a Chicago
piano I Luckily he always carried
first aid kits with him.

He often seemed to get on the
wrong_side of gangsters and the
cops. Ending up in the s lammer
if the boys in blue got their hot
lit t le hands on his collar. Which
was a lot better than being
thrown f rom the top storey of a
tenement  block by some heavy
hood!

Luckily he never got hurt
badly -  but his friends got fed
up paying to get him out of jail.
Cost a lot of dough to do that.
Dough that Sam just didn't
have. Maybe he's still behind
bars somewhere.  Hadn't
thought  of that

The tape shows that Sam was
a master of disguise— he
chopped and changed,
somet imes even gett ing himself
up as a nun!

His diguise often fooled
people. But then again it often
let him down at crucial
moments. He forgot the cops
had sussed some of them!

He spent a lot of t ime
answering the phone and
switching lights on and off in
the buildings he explored on his
quest for clues to the Blue
Budgie case.

People on the other end of
phones often gave him useful
info. Turning lights off covered
his getaway f rom places where
he wasn't  wanted. Blowing

fuses was another of his
favourite tricks.

The tape shows that Sam had
some ideas about  the case —
but he really  started having to
think on his feet after he
discovered the body in the hotel
where Lana had asked him to
meet  her. Some crooked dame
that one.

He was also having real
money problems and Daisy his
long suffering assistant was
threatening to run off with the
v iolin case maker if she didn't
see any cash soon. Even the

A Spedrum thrifierr
rats were gett ing bored with
Sam's attempts to teach them
to ice-skate.

Something very crooked was
going on in the district where
Sam had his office. Odd people
on the streets, mysterious
shadows behind blinds in to
fl oor windows,  suspicious cops
patrolling the streets.

Sam was onto something.
That's probably why he
disappeared_ Someone wanted
him out the way. But why?

One thing was for sure this
would make a brilliant
computer game. Maybe I
should talk to the guys down at
Microsphere about it
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A This game volt keep you occupied for ogel Great valu&

first game has been reduced to
a minimum.

The 48k version comes in two
parts while the special 128k
edit ion — one of  the few proper
128 games around current ly—
loads in one go and has a neat
musical intro.

You can take bits f rom part
one into part two with you —
but there's always the chance
that you haven't  got everything
you need to complete the game.
This makes the 128 version

slight ly easier to deal w i t h . d
i
o r

Fairlight  II isn't a game for the
novice arcade adventurer. It's
just to big and rambling for that_
But if you were one of the few to
solve Fairlight  the first then
you'll be dying to take up the
challenge of this sequel.

Am I alone in thinking that the
hero looks a bit like Bo

Jan bo r g  himself? And why not ftin . !
Fairlight  II is a game for map

makers and game purists alike.
If you've got a few months to

are pick up a copy today
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1Ib• MACHINE: C64/128
▪  SUPPLIER: BUBBLE BUS
•  PRICE•• Et% (TAPE) E14 95
IDISKI

. 110. REVIEWER; TIM

heeel If you're a failed skate-
arder, like me, the next best

hing is playing Skate Rock! It
puts you on board a super-slick
skate-board. The challenge is to
complete ten courses of

k increasing difficulty and
' become one of the elite Slime

'SKATE t
l

Rat Skaters. And it 'aint easy! p a v e m e n t s .
But at least you don' t  suffer A n d  you'll also have to learn

all the bumps bruises and w h e n  and how to make jumps
broken bones that you'd get o r  do wheelies to get oven
at tempt ing some of the moves a r o u n d  obstacles.
required. Y o u  can't move up a level

Each course requires you to u n t i l  you've completed a course
pick up eight fl ags— as well as —  and that means you have to
dodging dogs, punks, cars, 1 2 4collect all the flags. But you can
remote control aircraft and c o l l e c t  them in any order you
other assorted hazards. You l i k e  as the game allows you to
have to guide your board over s c r o l l  backwards and forwards
pavements ramps and around a t  will,
road works in an effort  to collect O n c e  you've completed a few
those flags. c o u r s e s  you can choose which

Luckily your board is o n e  you want  to play.
extremely manoeuv rable— T h e r e ' s  a t ime limit  on each
once you've learnt the joystick/ c o u r s e  too— didn't  I ment ion
fi rebuf ton combinat ions that t h a t  already? But you do get to
make your skater jump, spin k e e p  any t ime left over as it's
nd perform perfect wheelies l a d d e d  onto the limit  for the next
This is one of the really nice c o u r s e .

. eatures of the game. The T h e  graphics are colourful
' fl exibility and f reedom of a n d  for the most part pretty well
movement  is outstanding. As is d r a wn .  The chunky cars !et the
the animat ion,  which matches g a m e  down a bit t hough. . .
the fl uid movement  of the S o u n d  is good and there's a
skater. t u n e  which drives the action

There are several start up a l o n g .  Skate Rock is a dif ferent
options. Skill levels range f rom g a m e  which skate-boarders and
beginner to Thrasher! You can g a me s t e r s  alike will enjoy
set up your board t oo— how p l a y i n g .  Join the Slime Rats
the boards trucks — wheels to t o d a y !
you — are fixed determines
how quickly the board turns.

You'll have to learn how to
make quick turns to avoid
pedestrians, dogs and ends of
v Skate Rock is on original, entertaining and dihicuit game
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Sim Raiders II is a trademark ot the Atari Corporation
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The future of the Atarian Federation is in your hands as the evil
Zylon Master, Chut, plans to destroy the Celos IV Star System.
Pilot the hottest fighter in the galaxy, the Liberty Star and wipe
out the Zylon Master Force and its super Attack Bases.

The sequel to the game that astounded
the world STAR RAIDERS II T" will leave you
stunned; there is simply no other game to
compete with its sheer excellence.

AVAILABLE ON:
Amstrad CPC cassette  £ 9 . 9 9
Amstrad CPC disk   E 1 4 . 9 9
Commodore 64/128 C 9 . 9 9
Commodore 64/128 disk ............... _ .......   1 4 , 9 9
ZX Spectrum 480281Q+   E 9 9 9

S O F T W A R E

ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT,
SOUTHAMPTON SO1 2EW TEL: (0703) 229694.
Mail Order 23 Pond Street, Hampstead, London'NW3 2PN



MACHINE: COMMODORE 64/
128
▪  SUPPLIER: ELITE
s• PRICE! 19.95 (CASS) E14•95
(DISK)
▪  REVIEWER: LEE

A fi l e have, managed So incoporato grew graphicl wiN, the original gamesplay
. Al

k.

P. MACHINE: AMSTRAD/
SPECTRUM/CBM 64

R. SUPPLIER: OCEAN
▪  PRICE: E7,95 (SPECTRUM), E0.95

I AMSTRAD/CAM)
P. VERSION TESTED: AMSTRAD
P. REVIEWER: PAUL

Paperboy is an exceitem conversion of a ckusoc aome

I first played Paperboy on the
Spectrum a few months ago.
and found it instantly playable.
Instantly addictive and, what's
more, instantly FUN!

I've now played the

Top Gun u m b e r  one film
starring the r  screen's
current number one heart-
throb. Tom Cruise. Ocean has
snapped up the licence and, no, . • •- •

mmodore version, and I'm
glad to say that Elite have done
a superb conversion job from
the original arcade game of
which I was such a fan,

For those of you who have
never played any version,
arcade or otherwise, the game
sounds fairly boring. Simply
deliver newspapers, (why not
copies of C + VG?), to the correct
addresses, try to persuade
other non subscribers to
subscribe, by lobbing papers
through their windows, and at
the end of the day, complete at
BMX course in one piece.
Simple eh?

Well, not quite. You see, as on
a real paper round, there are
hazards such as cars, dogs, and
drains. Unlike real life, there
GIANT dogs that walk on
back legs, skateboarde
rollerskaters from the
ads, and rather overw
ladies, in what look like

doubt, is hoping for a number
one Christmas hit,

The resulting game is a pretty
neat combination of flight
simulation mixed with sky high
duelling. With the Top Gunname it s a winner.

The film deals with the

jogging suits!
To gain extra points, you can

try and throw papers into bird
baths, knock lids of dustbins,
and hit various targets on the
bonus course.

You start the game with three
lives, and lose one of them if
you come in contact with any
hazard, or crash into a wall.

One advantage is that you
don't lose any lives if you crash
on the BMX course. That basic
object of the game, is to
complete a full week's work
intact — that way you get paid.

As I said, I've played the
Spectrum version as well. and
completed it within a few days,
but I've been at the Commodore
version for over a week now,
and I can't seem to get past
Thursday —so any pokes for
infinite lives, send to IDEAS
Central at the usual address?

The graphics are a great
improvement on the Speccy
version, On that machine, they
took up only a small section of
the screen, whereas on the 64
version, they fill the whole
screen.

They are big and bold,
although some of the sprites
are slightly chunky, and the
streets do become repetitive
after a while,

Sound is well above average.
with a fast-boppin' title tune, a
slower, more leisurely paced
game tune, and another fast
'Ingle during the bonus game.

At the end of each day, you
are given a report on how well
you did, and if you missed
delivering any papers to the
right addresses, they may stop
their subscriptions.

Overall, a well executed
game, and another worthy
C+ VG hit for Elite. Many of the
most recent arcade conversions
have been very poor. Paper boy
is the exception. Rush out and
buy it NOW. You won't be
sorryl
.

training of F16 Tomcat fighter
pilots. The game puts you in the
seat of the F16 and into battle,
either against the computer or
another player.

The screen is split into two
indentical displays. At the start
you see a side view of your F16
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Fancy a knuckle sandwich?
Then try tangling with Deke the
double-fisted dynamo who's
the hero of Melbourne's latest
64 offering.

Deke's a sort of flying Fist. His
main aim in life is to escape
andronisation at the hands of
the powers that be. Deke's a bit
of scallywag you see. And the
punishment for crimes is to
have your entire body a n d
mi nd— transformed into a
zombie like andie.

Dirty Deke has sabotaged the
city computer which means that
the entire city is going to blow

KNUCKLE BUSTERS
up in a few short hours. But
Deka doesn't plan to stick
around to see what happens to
the city. He's legging it to
sanctury which lies outside the
city walls.

Only trouble is that he has to
fight his way through the cell
blocks, guard area, prison wall,
the city, downturn precinct and
ultimately the city walls.

That means' he's got a tou9htask on his hands— which will
soon be a bloody pulp as his
two-fists are all the weapons he
has— apart from his ability to
plant a swift kick in his enemy's
most vulnerable parts.

The aim of the game is to help
Deke escape. But it isn't easy —
and at times it'll seem
impossible,

The game scrolls horizontally
backwards and forwards as
Deke runs kicks and punches his
way through the five different
types of android enemies he
encounters in his bid for
freedom.

Deke will also discover useful
items— some which reveal
mysterious words when he

k ing
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trier. The display then
switches to the view from
crafts cockpit.

The flight simulation part of
the game is the kind I like.
They're are no huge manuals to
digest, hundreds of controls to
master or hundreds of failed
attempts to take off.

The controls are very much
simplified and the layout is
clear and easy to understand.

Most of the controls are
grouped on the lower half of the
screen, the exceptions being air
peed and altitude which are
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A AN action — bvi doesn't capture Me imagination.

picks them up. Make a note of
them as you go.

Others grant him more
strength, extra lives and bonus
points.

To find these Deke has to kick
over oil drums or run over
crates with question marks on
them. What he gets is displayed
in a small window at the left
hand side of the screen.

Some objects are booby
trapped and will drain Deke's
energy or simply kill him.

Some droids Deke attacks will
go up in a puff of smoke at the
merest flick of a foot b u t
others are tougher and take a
lot of kicking to get rid of.

All the screens are divided
into platforms which Deke can
leap up and down on at will.
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A Great graph,a, excellent sound but disappointing awriesakay
at

The most important
instrument is the radar
locks on to enemy aircraft.
Others are plane altitude
indicator, damage indicator,
cannon temperature, missile
locking on countdown and
missile warning indicator.

A dotted line running across
the screen represents an
artificial horizon.

There are three weapons
which you can use. You can see
which one is in use by looking
at an indicator on the control
panel. But it's far easier just to

look at o f  weapon
aiming sight is being displayed
on screen.

The first is the machine gun/
cannon, shown on screen by a
small crosshair sight. A total of
25 hits are needed to destroy an
enemy. The hits are shown by
border flashes. This wasn't my
favourite weapon. I found it
quite difficult to "down" any
aircraft

The second weapon is the
side-winder heat-seeking
missile, shown by a larger
square sight. To fire the missile
is quite tricky to start with, Once
the enemy aircraft is in your
sights you must keep it there for
three seconds to enable the
missile to "lock on" to its target.
Complete this successfully and
you guaranted a "kill".

Your main defence against
enemy side winder missiles are
heat generating flares. It's also
possible to Out run the missiles
which "burn out" after about 20
seconds. There is no sight

There are doors to different
areas some which lead to
freedom — some which just
land Deke in more trouble.

The graphics are nice and
well animated, the scrolling is
super-smooth and the music —
well it's by Rob Hubbard. Need
we say more?

Despite all the things it's got
going for it t h a t  music, good
graphics, smooth scrolling —
Knucklebusters is a strange
game. It should be good — but
somehow it just doesn't. And
the sad thing is that I can't put
my finger on just what's wrong I

It's an action game which
doesn't capture your interest
immediately. Maybe after a
couple of hours more play
things will be different?

My advice is to play a friend's
copy before you decide to shell
out your hard earned cash —
unless of course you just want
to hear the neat soundtrack.
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dispalyed when you are us i ng1. 11111111111.this weapon.
Each level of the game has

three aircraft which must be
destroyed before you can
progress to the next. The battles
become progressively harder, if
you are playing against a
human opponent the winner is
the one left flying.

I'm not sure if the game I had
contained a bug. At certain
times the white dot on the
radar, which I took to indicate
the enemy, was juddering
around like matt, leaping from
one part of the screen to
another. No matter howl  tried I
couldn't manoeuvre my F16 to
get the aircrift into vision. I had
to reload the game to carry on.

All in all, I found Top Gun
enjoyable to play. The 3D vector
graphics are okay and the
sound adequate. I'm not sure if
the game will have a really long
playing life after the initial
newsness has worn. I can't see
myself returning to it in the
future.
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Hypaball was in grave danger of
get t ing the 0.B.E.— Order of
the Big E lbow—wi t h in  a few
minutes of being loaded into
the Commodore.

First of  all no instruct ions
were sent with the game. All I
could tell was that it was some
sort of futuristic sports game.

Secondly on the version sent
to me the colours of the teams
were virtually identical. It was
exceedingly difficult to tell who
was who. I am, however,  given
to understand that in versions
sent to other reviewers the
colours were visible.

However,  I carried on and in
the end found myself  playing a
highly  entertaining and
addict ive game. It's a sort of
aerial Rollerball combined with
basketball — only the basket
moves.

There are two teams in the
game— Hawks and Vipers. You
can either play against the
computer or another person.
Each team consists of three
players and you can select
these f rom a group of dicey
looking people with names
such as Alex Grunt  and John
Machine. Each has dif ferent
characteristics such as weight,
strength, agility and speed,

Now this could have been a
really nifty game if the
programmers  had decided to
make it scroll instead of using
an irritat ing screen fl ipping
technique. This slows things
down and eventually  becomes
frustrating.

Xeno is basically a two-player
ice-hockey game. The idea is
simple. Just score goals! It
comes with an imaginat ive
cassette inlay which pretends to
be a match program for a Xeno
game. A nice touch this. You
can play against a f riend or the
computer.  The two-player
opt ion is the best.

You control a blue or red
round thing which you have to
fire at the white puck in such a
way to make it zap down the
rink and into the back of the —
well,  it's not a net, more of goal
area. You have an arrow cursor
which you move around to
select the direct ion of each shot.

A A complex but fun game f o r e
although I 'm not sure whether
these are purely  cosmetic or if
they actually alter the way a
player reacts.

Once the team selection has
been carried out, the scene
switches to the stadium. This is
div ided by a central column
which has a "goal" mov ing up

A The gameploy can be confusing to begin with but once you re practised fore
while you'll be stuck to your computer,

The t ime you get to set up
your shot is controlled f rom an
opt ion menu at the start of the
game. Don't  make the delay too
long as it only serves to s low
things down.

V Somple. basic game that isn't worth the asking once,

and down it. The players take
up there posit ions, either on the
ground or in the air. A ball is
fi red into the arena and the
players chase after it, pass to
one another, bounce it off the
sides of the arena and
hopefully,  shoot it into the goal.

Each team is not restricted to

The action is smooth b u t
because of the fl ip screen effect
your player can disappear off
the main play area. Confusing
at first this— until you
remember the arrow cursor and

CVG

a part icular side. They can roam
around more or less at will,
during the ten minute game.

The ball cannot cross f rom
the left side to the right side of
the screen because it will
bounce back off the central
column. It can — and often does
— zoom off f rom the the left and
reappear on the right  and vice-
versa.

The ball cannot be held by
any player for more than a few
seconds without  passing it. If he
does the opposing side gets a
free shot.

The other gripe about
Hypaball — and it is only a
minor one — is that after the
team has been selected before
the action starts you get a short
dance rout ine by a group of
cheer leaders. This is all right  to
begin wit h but  it becomes a
litt le boring.

The other is price. I think it
could have been a litt le cheaper
for what  is basically a game
with just a few screens.

ALUE *
R A P H I C I I I I M 6
m
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twiddle your joystick to get back
into the picture.

You can knock your opponent
off  the puck or even attempt to
"snooker" him by placing
yourself  between him and the
puck.' So it's not  all just
zooming around blasting the
puck up and down — there's a
bit of strategy involved as well.

Each game is div ided into
four quarters— and you can set
the length of each quarter at the
start of each game. You can
also decide on the computer
skill level if  you are play ingalone.

Apart  f rom the "fl ipping"
screens another aspect of the
game which gets a bit  t iresome
is the setting up each shot. Why
can't you just control your
player independent ly  and guide
him around the rink.

That would allow you get in a
bit of tackling too! Xeno is a
nicely presented and fairly
playable game. Nothing to write
home about — but at under CB, I
guess it 's not bad value. Play
before you buy.

7
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i"Yeah, Brian. I was sick as a

parrot and over the moon at the
same time. ra been playing for
Spurs in Div. One for a few
games when I was transfered to
Wigan Athletic. OK, I hadn't
scored many goals and I had a
few words with the ref in our
last cup match. . .  but Wigan?
Then I realised that my share of
the transfer fee would help me
buy that Porsche I'd always
wanted and I'd be a proper
superstar in a team like Wigan!"

Such is the stuff of Gremlin's
Footballer of the Year, the latest
in a long line of games based on
our national winter sport. Will it
challenge Addictive's Football
Manager  for the computer cup?

Well, now we've seen it,
F o n
,  
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compete with the above
mentioned classic. It's a whole
different ball game— if you'll
pardon the pun.

You don't play to help your
team in this game. Your only
aim is to claim the Footballer of
the Year title, earning as much
cash and getting a good
reputation as your career
progresses.

You start the game aged 17
with E5,000 and the whole
world at your Adidas clad feet.
You find yourself in a fourth
division team — you can pick
which one— and with a
burning ambition to make it into
division one.

A Footballer of the Year allows you to play arcode-style football as .011 as trying to
program in your football career.

r i i  -
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A The gc.ine keeps a record of your goal scoring exploits as well as your earning.
The game is icon driven from

a menu screen. You access the
different parts of the game via
an arrow cursor and the fire
button. Here's a run down of the
symbols and what they do.

The Globe shows you the
state of affairs of your team,
their position in the league
table, their morale and the
usual WDL-points table. The
numbers show how many
games your team has played —
but if you go through more than
one season in a session the
numbers keep on adding up.
They don't reset to the start of a
new season. The number of
goals you've scored and in
which sort of game -cup, league
etc— are also shown in another
table.

The other teams in the league
aren't indicated —so you could
be top of the league but you
don't know who is chasing you
and how many points behind
they are. This is a disappointing
feature of the game and takes
some of the interest away from

the actual matches you get to
play. But I suppose it comes
back to the individual being
more important than the team
in this game.

The Footballer's Head icon
gets you into a status screen
which shows your skill rating,
your earnings and the league
you currently play in. Status
points go up and down as you
play.

The Scroll allows you to
purchase transfer cards — once
you've earned enough cash.
Buy a card and you could be
spotted by a scout from a
bigger and better team. A
successful transfer will bring
more money and more status.

The Question Mark is a sort of
Monopoly style "chance"
section. Here you can buy an
incident card for E200 a shot.
This can lead to many things, a
win at the Casino, a transfer,
free goal cards, and disasters
like injuries, burglar ies and
fines,

Sometimes nothing happens

at all!
The Football Boot icon gets

you into the game proper.
There's an arcade section which
allows you to control shots at
goal e i t h e r  proper goal-
mouth incidents or penalty
shots.

You get the chance to have a
shot at goal by purchasing goal
cards. You begin with ten and
can buy more as you go. The
cost varies depending on what
league you're in. If you run out
you could try to get free ones by
purchasing an incident card.

But there's no indication if the
goals you score help your team
to win or not.

The arcade section is fun. You
have to set up your shots
quickly if you're being chased
by defenders. But a penalty
allows you to take your time

and beat the keeper. Graphics in
this section are pretty good.

After the game comes the
Grandstand style teletyper
which prints out reports of the
matches you've played to
suitable tickertape sound
effects. You can speed up the
printer by holding down a key
— a  good idea this as it speeds
up the game.

You often get a chance to play
for the international squad—
but I was never good enough to
have a crack at an international.
I did get into trouble with the ref
a few times, was injured and
scored some beautiful goals—
but I still didn't manage to win
the ultimate accolade despite
bein9 promoted to the first
division after a couple of
seasons. You can jump right in
at the top and try division one.

Be careful how you use your
goal cards. They are worth a set
number of goal chances per
match. Use them wisely and
you'll be able to enjoy the
arcade section throughout the
season.

There seemed to be a couple
of bugs in the version I played. I
seemed to be playing Oldham
many more times than possible
in a proper season and the
teletype machine developed
terminal spelling difficulties
after a couple of seasons. And
since when has Roma been in
Div One?

Footballer of the Year won't
replace Football Manager b u t
it adds a new dimension to
computer soccer simulations,
Despite its limitations it's fun to
play and will appeal to all
would-be soccer superstars
everywhere.

111-
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Do you hove the nerve and skill to guide your bouncing
impossaball through the corridor of doom?Time is running out.

Bounce onto a spike and Impassoball is obliterated, touch a
column and Impossaball will rebound at electric speeds.

Against this constantly moving background 01 death
dealing obstacles you must squash all the cylindersto complete the game

Are you good enough?
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The ultimate compilation. Two
classic 64 games in one
package. and not just satisfied
with re-releasing the original
games together Hewson have
come up with enhanced
versions of both these smash
hits. Talk about vale for moneyl

A 64 owner without a copy of
Uridium is a bit like a goldfish
without a bowl. But even if you
have already got Andrew
Braybrook's stunning shoot 'em
up you'll still want a copy of this
new version.

Andrew has gone back to the
game, altered the configuration
of the Dreadnoughts, made the
alien attackers even swifter and
much more deadly, given your
Manta fighter increased
firepower AND put a lot more
stuff to shoot on the giant
spaceships!

You also don't have to wait
for the land now message to
appear before you land on the
Dreadnoughts and enter the

MACHINES: C64/128
SUPPtIER: US GOLD EPYX

to• PRICE:
REVIEWER: PAUL

M. Flo
er. re
ship 1 I i n
1 1 sa m u c h w l
a h g nell, I'm not so sure about

that. It is better than what is
probably its only rival,
Sielbourne House's Rock 'n•
Wrestle.

am es are very similar
and presentation. You
various exotically
nt 'n' groaners and
t until someone
riumphant. You score

pol p e r f o r m i n g  around 20
oyes — all controlled
tick and fire button.

on takes place in a
th e n s i o n a l  ring. which

lows the wrestlers a great deal

A Liddyth ,s cortsPdered y  many as the best shoot-4mq* written For C64_

slot machine style sub-game.
You can gamble on getting hi-
scores by zooming across the
giant ships and landing to play
the bonus game or simply by
staying in the air and gunning
down alien attackers by the
score.

The Dreadnoughts come at
you in a different order this time
just to acid to the intrigue. And
there's more deadly flying
mines — so watch out!

This enhanced and improved
version of the classic shoot 'em
up only seerves to show, once
more, what a great game
Uridium is. All the imitators

of freedom to move about.
Balloon insults appear above
the crowd. Such as "kill,"
"mangle" or "gel a job."

There are two playing modes,
practice and competition. Up to
eight people can take place in
the competition mode in a
knock-out battle for a title belt.

Each wrestler can perform a
wide variety of moves including
atomic drop and body suplex,
drop kick, throw, spin kick. They
can thrown themselves onto the
ropes to enable them to rocket
back into the ring, climb onto
the ring posts and jump down
on their opponent. Each
wrestler also has a "speciality"
move.

All the wrestlers enter the
ring with the same amount of

ridium
pale into insignificance as you
grip the joystick and prepare to
take your Manta screaming
across the surface of the
Dreadnoughts once morel
(Iridium is the ultimate 64 shoot
'em up. Nuff said?!

This package also gives more
people the chance to try out
Andrew Braybrook's first major
release, Paradrold• Largely
under-rated when it first
appeared this is the game that
inspired Andrew's partner,
Steve Turner, to write his
Spectrum hit Ouazatron. It's
also the game that introduced
the idea ot the bonus game to

S USE! c o
energy.

ap your
r than

64 software.
Pararold doesn't have the

instant appeal to Uridium — but
it's long on playability AND
lastability. You control a droid
.::Omplet with an "influence
device" out to destroy a whole
host of rebellious droids on
board a space freighter.

Once again this isn't the
original game first released in
85. it's a speeded up and
enchanced "competition
edition" which will appeal to
old Paradrold hands and new
recruits to the Braybrook fan
club alike.

Your aim is to destroy the
mutinous crew by zapping them
or taking them over via your
influence device.

PARADROID

Airplane
muscle pa
others.

Here's a brief rundown of the
grapplers you can get to grips
with:

KC.  "I'll rip your ears off and
feed 'em to ya" Colossus
Custom move: the trash
v The odion a fag furious and great

The transfer game is the key
to success. You won't be able to
progress through the game
unless your master it. After all, a
puny 301 droid isn't going to be
able to deal effectively with a
605 unless he's really lucky.

You have to move from deck
to deck destroying and taking
over rebel droids, moving your
way up through the droid ranks
by transferring your influence
device to progressively more
powerful enemies.

The transfer game is
described fully in the first
IDEAS Central Handbook which
came free with CeiNG's July 86

be
move. 8

Colonel u r y
squash like turnip"
-Custom move: great bear;

Prince "O000h I You look
enough to smash"

Custom move: the
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A Andrew Braybraaii's anderated Paradroid
issue. If you missed it here's a
brief summary of what
happens.

When you've locked on to a
rebel droid— by bumping into
your target and hitting the fire
button — the screen changes
from a overhead view of the
ships' deck to a puzzle screen,

There are a series of
horizontal lines or wires,
divided by a horizontal column.
The idea is to move your little
triangular pulsars up and down
the wires and fire them to make
the central column change to
your chosen colour — yellow or
purple.

If you're successful you then
control the rarget droid which
should preferably be more
powerful. Fail and your droid
burns out and the game is lost.

As I ve already mentioned
this is essential to successfully
ridding the frieghter of the
rouge droids. Blasting away just
isn't enough!

However it's a good idea to
leave a supply of less powerful
droids around just in case you
suddenly loose control of a
powerful droid and and need to
start building up your own

A Choose between eNght chtlerent choracters Each has ha own specfc/ rrPo
Zantaklaw "Mmmmm Fftfaph
mmmm phuff ffuomm".

ustom move: the klaw
a m m e r•

Zeke "When I'm dun, yet
cell be hog slop" Weasel.

cm move: the block and

„
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Berserker "haaarggh I
orowrrr . . .  KUL! "  Custom

ova: the pop top.
Howling "Scalps? rrn talking

eacts" Manslayer. Custom

This package is brilliant value
for money, awesomely playable
and totally addictive. Don't miss
it — you won't see a better
compilation for the 64 this side
of the decadel

move: the bow and arrow.
The graphics are excellent.

You get a really neat close-up
them as the y pull outrageous
faces— or, as in the case of
Prince Vicious, Outrageous
pouts.

The action is fast, fun and
very realistic_ The only
the constant reloading

r a
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-This game takes you back a bit
Ito the days of the old Atari VCS
machine. An overhead view of a
trace track with little flat-looking
'ears driving over a flat-looking

But don't think I'm criticising
ere. Street Machine is a
rprisingly entertaining game,

he Amstrad graphics outshine
he 64 version however.

Amsters get a better looking
background which makes the
games look slightly more

pressive.
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power all over again.
Once all the droids on one

deck are knocked out the lights
go out! Then it's time to look for
another infested deck to deal
with. But make sure you're not
going from the frying pan into
the fire. Make a quick sortie to
dind out what rating the droids
on each deck have. This is
shown by numbers on their
err,-chests, I suppose you'd call
them_

Paradroid Isn't a game you'll
solve in the first sitting. But it is
one you'll keep coming back to
time and time again. And
thanks to this compilation more
people will get the chance to
play it.

DON'T for get to check out the
terrific Paradroid loading scree
- a l  • ' " c '
t  ?
6 1 c i c h i n e  
y e t  
a n o t h e
r  
a r c a
d e  
r a c i
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ksb— it's a killer/ C a t  somu ons
The basic idea is to drive you da m a ge .
reet machine— which on the R e p a i r  the wrong things a
ckaging looks like Geoff t h e  race is over— so a
own's Ferrari but on the r e a s o n a b l e  knowledge of what
reen looks like a beefed up k e e p s  a car on the road is useful
-kart — around a tortrous h e r e .  After all, a car on the road
ck, racing other cars and
mg to get the lap record. i s  useful here. After all, a car willwork perfectly OK without a

There are three stages to the w i nds c r e e n—  but could have
ce. Stage one is the easiest t r o u b l e  if the steering is totally
th fine weather and dry s h o t !  Try to keep everything
ads. This doesn't prepare you unde r  79% damage and you
r stage two which takes place s houl d  be free to go on.
night in a thunderstorm T h e  track is quite demanding
ich is slightly preferably to w i t h  some tight corners and
go three which takes place d i f fi c u l t  obstacles.
era bilzzard leaving the road T h e  "car" is pretty responsive
vered with snow and ice. —  more so at higher speeds.
The C64 version features. A n d  yes, you can get into a

or cars which try to bump n a s t y  skid if you try to corner
u about. The Amstrad version t oo fast. As I've already said, the
emed to lack these extra A m s t r a d  version is the more
ponents — on stage one a t t r a c t i v e  of the two. It has a
yway. What makes this game bet ter  feel to it and looks nicer.
which reminds me T h e  64 version has flat colours

raphically of the coin-op called a nd lacks visual appeal — but
print 111-- different from other i t 's  still pretty playable.

e type games isn't just the S t r e e t  Machine is by no means
erhead view, a  classic but if you like the
Crash or damage your car in c o i n - o p  I've already mentioned
me way and you are shown t h e n ,  for the time being at least,

"maintenance chart". This t h i s  is the nearest you're going
a screen— or in the case of t o  get to it.64 version, screens— which

w detailed percentage
mage to different parts of .r car. You have a time limit •
which to move a highlighted
rsor around "repair ing' the

burng d you're a racing fanatic
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REVIEWER: CHRIS

I don't believe It! A tape that
includes five brilliant games.
These miracles are very rare.
Get it quick!

Yes, its true, all the games on
this tape are of star quality and
are hits on there own. The tape
consists of:

Spindizzy (Electric Dreams):
You control a Geographic
Enviromental Reconnaissance
Land-Mapping Device, Gerald
for short. What you have to do
is map-out a new world that is
just found floating around in
space. An everyday occurance
no less!

You have only a certain
amount of time to complete you
mission, and every time you
V Commodore version

11111.9
,
44.11 
I I  .
1 1  
1 1 1
1 1 1
1 ,

11•111,11

Scare-
Lines -  84309Hi-cc -  A

im

have a little accident like falling
into deep space or smashing
yourself to pieces from a great
height you lose a vast amount
of it, so be careful. A well
thought out game. Nothingshort of fab.

Batalyx is a huge blast, cum
strategy, cum just about
everything as well. This game
actually consists of five sub-
games which are all extremely
good.

Based on Jeff's never ending
Zzyaxian/Trata saga, you must
once again defeat the might of
all that is eve!. To complete this
mission you must light all six
icons, which appear at the
bottom of the screen, each icon
requiring a separate task, in a
separate game.

The games are, Hallucin-o-
Bomblets: Destroy anything in
order to gain everything. The
blast is made harder by the fact

min I m a m
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that you must fly in the opposite
direction to you bullets, A real
brain test.

Next its Attack of the Mutant
Camels 2. I'm sure all of you
remember AMC 1, well this one
is the same— but it's been
made prettier. Just blast those
camels!

Subgame 3 is the 'Activation
of the Tridis Base' in which you
find yourself astride a mutant
came.

The other subgames are
Cippy on the run, a paint the
walls job and Syncro 2, where
you must match things up.
There's also a interesting pause
mode, which is a small version
of Pysychedelia, another Minter
creation.

Zoids (Martech): This
strategy game is based on the
Zoids, robot stars of comics and
model shops.

Equinox (Mikrogen): An
arcade adventure of great depth
and addiction. In Equinox you
must solve various logical
puzzles, fight a horde of nasty
aliens, in order to make the
complex fit for human
inhabitation. A VERY tough
game.

Scarabaeus (Ariolasoft): You
must get to the Pharoah's tomb
and collect the many treasures.
The game is displayed in solid
30. which is very impressive.
Also the sound if amazing
realistic, featuring heart beats
and your heavy breathing.1
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Five Stars? Dead right. The
Spectrum version is more a less
a galaxy of goodies all shining
bright ly.  Quite s imple a great
buy. If you know somebody
gett ing the first Spectrum, then
this would be the ideal gift for
them,

Because so many  of the
games are repeated on the
various formats I've just
concentrated on my personal
favourites.

But first the full list: Zoids
(Martech), Equinox (Mikro•
Gen), Back to Skool
(Microsphere),  Spindizzy
(Electric Dreams) and Three
Weeks in Paradise (Mikro-Gen).

Zolds  is a nice lit t le game but
really doesn't  match up to the
standard of the Commodore
version. It could almost be a
dif ferent  game. Spindizzy is
marvellous arcade fun.
Addict ive, frustrat ing but
always hugely enjoyable. Three
Weeks in Paradise is classic
arcade adventure. Large,
colourful and very smooth
'animat ion.

Now for my favourites.
Equinox:  You begin the game

with three lives. Any contact
with an alien will reduce your
energy. Prolonged contact with
an alien will result  in the loss of
one of these lives.

Each level contains a canister,
disposal chutes and Level Pass.
You will have to collect the level
pass in order to access the next
level_ As you search each level
for these items, your t ime will
elapse.

The unusual combinat ion of
arcade adventure and shoot
'em up had me hooked right
f rom the start.

The graphics are not  bad and
the animat ion of  the characters
is pret ty good.

Back to School: you are not
l imited to the interior of your
school in your efforts to return a
forged school report  to the
headmaster's study.
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to MACHINE: AMSTRAD 464/8128
•  BEAU JOLLY
•  PRICE: £995
M r  VIEWER: DAVID
The festive season has always
been a popular t ime to release
compilat ions  and the quality of
the games on offer this
Christmas has been
except ionally high. One such
package is Beau Jolly 's Five
Star Games featuring five hits
form 1986 including the
fantastic Spindizzy.

For once, the twin cassette
box actually contains TWO
tapes, The games are arranged
as follows:  Tape A has
Spindizzy (Electric Dreams),
Three Weeks in Paradise
(Mikrogen) and Who Dares Win

(Aligata). Tape B comprises
Zoids  IMartech) and Equinox
(Mikrogen).

At the heart of the galaxy,
millions  of light  years f rom
Earth, lies the planet Zoidstar,
scene of the longest  war in the
history of the universe. You are
Earthman, who innocently
crash landed onto the planet,
but now you find yourself  in a
posit ion of power within the
Blue Zoid camp. This is the
world of Zoids!

The Red Zoids, enemies of
the Blues, have captured Blue
leader Zoidzilla, and broken him
into six pieces which now lie
scattered about  the planets
surface.

Your mission is to find all six
pieces of your leader so that he
can be reconstructed. Then, by
merging minds  with 70idzilla,

go off  to give the Red Zoidb
taste of their own medicine.

Full marks to Martech for
designing each version of Zoids
to the strengths of the host
machine, altering the gameplay
where necessary and, although
the Amstrad is sadly unable to
support  the Hubbard
soundtrack used in the C64
version (arguably the best
music yet for a computer
game). Amstrad Zoids is an
excellent game requiring a high
degree of strategic thought and
planning combined with a nifty
t rigger finger. Not  a game that
can be mastered in one sitting.
Three weeks in Paradise finds
our hero, Wally, lost in the
jungle.  Wilma and Herbert  are
about  to be the main course at a
Can Nibbles  banquet.
Obviously, this is not a good
state of affairs so you must  help
Wally  locate and rescue his
loved ones before its too late,

Three Weeks is a "s ide-v iew"
arcade adventure set against a
well designed jungle backdrop
rich in colour and variety.

Finding Herbert  and Wilma is
easy but freeing them is far
f rom simple.

Three Weeks is a good jungle
jaunt  well up to the high
standards Mik rogen have set in
past.

It is unlikely that Spindizzy
escaped anybody's notice the
first t ime round but just in
case. • h e r e  goes. IT was one of
the first top class games writ ten
for the Amst rad and was also
one of the earliest Marble

Madness clones. However,  it is
an original game in its own
right, even though it based on
rolling a ball around a map.

Spindizzy is a near perfect
game!

Equinox is the the second
Milcro-Gen game on this
compilat ion.  The act ion takes
place below the surface of
asteroid Sury-Ani 7. A litt le
disposal drold is engaged in a
race against t ime.

Equinox has playability in
abundance. You' ll need to be
nimble-fi ngered to kill an
annoy ingly  high number of
assorted aliens, and nimble
minded to solve the
increasingly complex problems
put in your way.

Who Dares Wins i s  very
much in the Commando/
Rambos style of game where all
you have to do is destroy
everything that moves and then
go off the top of the screen and
do the same and do the same
again.

The enemy comes at you with
everything he's got including
bazookas, tanks, machine gun
posts. and planes that drop
bombs and fire machine guns at
you as they sweep past.

Beau Jolly have put together
a superb combinat ion of games
that should appeal to almost
any gamer except die-hard
adventurers.
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FOUR HYPO JETS
FOUR PILOTS

ONE COMMANDER
900,000 ALIENS

BILLIONS OF PEOPLE
MUST BE SAVED!

OUT IN FEBRUARY
FOR COMMODORE 6
1
- 1 / 1 2 8

C
1
3
.
9
5  
T
a
p
e
/
E
1
2
.
9
5  
D
i
s
k

Maxwell House, /4 Worship Street London EC2A 2EN
Tel
- 
0
1
-
3
7
7  
4
6
4
5



C+VG

MACHINE. SPECTRUM/C
AMSTRAD

•  SUPPLI EPj cOLD
P. PRICE C T R U M I •  ES 99

( 9 9  (DISKS'
- SPECTRUM

He's the original hunk— the
most powerful man in Eternia.
HE-MAN!  The star of small
screen cartoons, dodgy plastic
models,  comics and a mill ion
and one other spin-offs finally
reaches the computer.

His musc le-bound form takes
a bit of hammering on the
Spectrum. Not  so much a
Superman figure — more a
Clark Kent. And, oh dear, is
this a black box surrounding
him to get around the colour
clash problems? Yes it is!

First impressions are
important  —and this could well
make you think that the game
was going to be generally
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MASTERS OF THI:
UNIVERSE

A Searching for a sward
dodgy. Even the fact that
HeMan has acquired a body
shield and this could be used to
explain the black box
surrounding our hero doesn't
help much.

But take a deep breath and
play the game and you'll find
that Masters of the Universe —
In the Hearth Stone, is a
splendidly  colourful plat form
adventure.

OK, so it may only be another
graphically  good plat forms and
ladders game, but it somehow
has a real atmosphere.

You are HeMan, batt ling as
usual the evil Skeletor and
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at tempt ing to destroy the
Ilearth stone which grants old
skull-face his deadly powers.

The game sets you the task of
f reeing the litt le wizard Orko
f rom one of the many stone
towers of Castle Greyskull. Only
his magic  can help you destroy
the stone.

But before you free him you
must find the correct
ingredients for a spell that will
turn your Sword of Power into
an atom smasher.

To get through the game you
have to collect various objects
while fi ght ing off Skeletor's
clones. Watch out for the
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A Masters of the Universe is good platfamt game which manages to capture the spirit of the original characters.

- S P E 1 1 1 1 1 1• ; T I M

Bouncing ball games seem to
be all the rage right now. Quite
how they've crept up on us all I
don't  know — but not to be left

impossokaill i5 totally addictive and
•••••.*--tresaliser,

1
1
1

Out Hews-on have come up with
Impossaball to join the ranks of
Trailblazer, Marble Madness
and the like.

It's f rom a programmer new
to the growing Hewson stable,
John Phillips. It's original, it 's
fast, and its  a whole lot of fun.

The basic idea —like all good
vorY PleYoble

as m o l e .
control a bo b a l l  In a
chequered co r .

You have to knock out
cylinders project ing f rom the
fl oor and the roof  of the corridor
within a given t ime limit.

The cylinders are protected
by nasty spikey things which

shimmering patches scattered
around — these give your
Sword of Power more power to
wipe out your enemies.

When killed some transform
into things you need. On the
opening screens a clone turns
into a plant which you require
for the spell.

The game begins outside
Castle Grayskull— HeMan has
to find a key to the castle and
beat off some clones before he
can really get down to the task
of freeing Orko and getting rid
of the stone.

This serves as a t raining
session for the rest of the game
— you learn how to control
HeMan as he runs, jumps and
fights his way through the
opening hazards.

Then it's into the castle where
the real game starts. Here you
come across loads of clones
and robot  creatures all out to

are deadly to your ball plus
her equally  deadly mov ing

hingies which hinder your ball
on its mission to boldly bounce
where no ball has bounced

'before.
You can flatten a cylinder —

[which often come in groups
'hidden behind each other b y
jumping your ball on it.

These nasties come in several
shapes and forms. Some static
some moving,

Spikes: These are stationary
and consist of a spike on top of

Yet another excellent and original arcade game from He W50f1



A Mashers of the Universe is a splendidly colourful platform adventure.
end your career as the world's
toughest character. Just think of
all the royalt ies you'll lose if you
let them kill you off,

The castle is packed with
platforms, some moving,  most
static, as well as all those
enemies. There are hidden
doors to be opened by mov ing
levels and many  secrets to be
uncovered.

US Gold says that the 64 and
Amstrad versions won't  suffer
f rom this blemish on the
character of HeMan — and they

A Monster— friend Or f001
1

add that the 64 music is pretty
spectacular. We'll have to wait
and see

Masters of the Universe is a
good plat form adventure and
unlike many other cartoon,
movies, book, comic spin-offs
actually does manage to
capture the spirit  of the original
characters.

a c o l u m n J
•
r s i C e t u r n
r
-
l
i
r s  
s a f
e  
t
o

touch, but  touching the spikes
causes instant death.

Plasma Fields: These can be
either stationary or mov ing and
wil l  destroy the ball if touched.

Fire Bolts: These appear first
on the second corridor and will
leap into the air at predictable
intervals and again are deadly.

Magic Rings; These appear
either on the fl oor or ceiling.
When they are flashing they will
give you some extra t ime if
touched. However,  they wil l
then stop flashing and become
deadly.

At the beginning of each
corridor is a start line. The game
will not start until you cross this
line so you have an opportunity
to practice controlling the ball.

Once a level has been
finished you then progress to
the next level. If the ball is
destroyed by contact with a
deadly object then you will
return to the start of the current
level, but any cylinders which
were flattened will remain
flattened. The game will end if

you don't complete a level
within the t ime allowed.

The corridor is depicted as a
side-on v iew in true-pespective
3D. The ball can be moved left
or right  and in or out of the
screen and as it has built  in
inertia, it will s low down before'
s lopping or changing direction,.

If the ball hits a stationary
object it will bounce back.
However,  the front and back
walls  of the corridor will absorb
the force of the ball.

You start the game with four
lives, an extra life is awarded
for every 5000 points scored.

All that and the litt le bouncing
chap is followed around by a
neat shadow that changes
perspective as you move.

John has even built  in a
special keyboard opt ion for left
handed players— how
thought ful.  Now Paul will
actually be able to beat me at
something

impossaball is totally
addict ive and very playable. A
great debut game from Mr
Phillips.
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111. PRICE: E8_95 (TAPE), £14.95
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come up with the goods when it
comes to arcade games. Their
new Streetwise label has a
couple of goodies in Orbik  and
Kat Trap.

Kat was the result  of a
"search for a game"
compet it ion in Crash magazine.
The winner was 15-year-old
Jonathan Eggelton who had his
design coded by a member of
the Design Design team,
Graham Stafford.

Design Design may have

disappointed people with their
Rogue Trooper offering but Kat
Trap will help revive their
reputation. It's a cute arcade
blaster and arcade adventure
with a hero MTED, who
hopefully  will be turning up in
other games.

MTED — or Mult i Terrain
Explorat ion Droid — is Earth's
only hope against the dreaded
Kat Man.

MTED has to fight his away
across earth's devasted terrain
— encountering Kat Men and
their horrible minions — in
search of the Kat Men's
computer which he must
disable to rescue the Hercules 1
attack force, captured by the Kat
Men.

MTED can pick up an
impressive array of  weapons to
help in his task t h e s e  include
fi amethrowers,  grenades.
water(?), lasers, electric lances
and so on.

But he has to work  out which
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. . ils what — and work it out fast,

nose Kat Men are mean
..achine manglers!

He's also got a neat grenade
.
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Ju're walk ing to fire your laser
gun — s imply pressing the
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button just operates the
grenade fi ring mechanism,
which 'aint a lot of good if you
haven't  picked up a pile of
grenades.

Once MTEd has penetrated
the Kat peoples defences— and
it's a tough job — he must deal
wit h the Deathgrid,  a device set
up to protect the computer.

This is a sort of Minter-esque
grid game in which you have to
fire pulses to short-out electrical
energy zapping around the grid.
MTED gets just 60 seconds to
final 15 electrical charges,
otherwise he's doomed.

One irritat ing feature is that if
you die the weapon highlighted
switched back to your init ial
laser gun. If this happens when
you are in need of an electric
lance to kill Kat Men, then you
have to be quick on the select
key to stay in business. The
joystick interferes with this
process too as it can also be
used to select weapons. But you

end up in a tangle if the action is
fast and furious.

Graphics are nice, sound is
good and the game is very
playable—addic t ive even. Just
shows what  you can turn up
when you let the people that
actually play games have a
hand in desinging them. But
what  has John got against cats?

Kat Trap is a sort of futuristic
Green Beret with a few nice
gimmicks added in. It's a
winner.  Check it out.
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Now you can experience
theWarldss fireateist Sporting Challenge. • •

Now Epyx bring you their most outstanding sports
simulation to date — G a m e s .  featuring eight
exciting new events from around the world to test your
joystick mettle to the full:' Z z a p  64

Commodore 64/128 &9.99 cass. £14.99 disk
Spectrum 48K & 8 . 9 9  cass.
Amstrad & 9 . 9 9  eass. &14.99 disk
Atari ST & 2 4 . 9 5  disk

SCREENS A$ SEEN ON COMMODORE 64
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6. REVIEWER TIM

No, there's no sign of Arthur
Scargill despite the name of this
latest offering f rom Durell.  You
find yourself  flying a World War
One bi-plane,  riding shotgun to
a World War One bomber.  Both
of you are on a miss ion to
destroy an enemy fuel dump.

Your job is to protect the
bomber y o u  get four of them
— from the ons laught  of enemy
fighters and guide it to its target
across enemy held countryside,
You also control the bombing
end of the bomber and can rain
bombs down on gun-
emplacements and
encampments as you fly toward
the target.

The landscape includes pretty
accurately represented hills and
valleys. You use a compass on
your inst rument  panel to find
the way to your target — you
must always fly in the direct ion
it is pointing. Stray off target
and you run into heavy enemy
fire and loads of fighters. You
can check your progress by
calling up a map. This also
pauses the game.

You'll come across barrage
balloons. You can shoot them
down for extra point s— but
must avoid them as they'll
destroy your bomber as surely
as a blast of gunfire.

Enemy fighters come in three

V Deep Strike rs OVerpriced aS CIO, it  should have been cheopee

types, Red and Black Barons
and Blue Maxes. Red planes
behave pretty normally ,  Black
Barons have kamikaze pilots
and Blue Maxes are sharp
shooters.

The screen display shows a
pilots-eye-v iew of the

DEEP STRIKE
landscape and the bomber
you're protecting. It's a good
idea to posit ion yourself  a lit t le
below your companion as a
misdirected blast of machine
gun fire f rom your guns can
knock him Out of the sky as
surely as a burst  f rom the
enemy planes.

The Spectrum version has
pretty useless sound and a tune
which gets irritat ing —and the
Amst rad version noises aren't
much better.

There are several skill levels
and joystick/keyboard options.
Plus a high score chart.

You always have to start back
at base when you've been shot
down or lost all your bombers
which is a bit of a pain, and
remember to save some bombs
for your final target i t ' s  no
good gett ing all the way
without  anything to blow things
up with,

Deep Strike is a playable and
dif ferent air-combat game. But I
reckon that at nearly El 0 it's
overpriced. Knock a couple of
quid off and it would be much
better value.
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A new name on the game
scene, Midas, brings a new
graphic style to the fl ight-s im
shollgt-'em-up. You may have
see lf this sort of game before

• t never with the sort of
• phic s  Fighter Mission
ows at you.
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Asking for a burst of machine
1.1 n fire.
Your mission is to take your

fi ghter on a search and destroy
mission to the enemy base. The
base is protected by a cloaking
device generated by becons.
You have to destroy 10 of these
beacons t r a c k i n g  them with
your on-board computers— in
order to destroy to see the base
and destroy it.

Hindering you are the aircraft

A tt's the solid graphics that make X
-
2 9

different

fl ow by enemy pilots — two
sorts of jets and a helicopter.

Talking of helicopters —
remember the big of equipment
that most  famous of TV
helicopters Airwolf  has? The
computer that allows
St ringfellow Hawke to fi nd
our just what  the latest
airborne geezer is t ry ing to
shoot him down from. It's a
computer that flicks through
loads of aircraft plans on a
computer screen, before fixing
on the one the baddy is flying.
Got it? Well you get something
s imilar in this computer jets
ins t rument  panel, A nice touch.

Other than that X-29 is a
pretty basic flying shoot -'em-up
with smooth fast scrolling and
good graphics.

The sound leaves a lot to be
desired — especially the
irritat ing helicopter sound. And
the explosions are a bit
wimpish too. Especially as you
have to pump the enemy
aircraft full of lead before they'll
go down!  The enemy bases
takes a good bit of shoot ing aswell.

You track down the cloaking

beacons by using your homing
bleeper which ups its tempo
once your flying on the right
course. The radar doesn't  seem
to have much use apart f rom
showing you what  direct ion you
are flying.

The enemy jets fire rockets at
you which you can dodge or
at tempt  to shoot down.

Damage to your aircraft is
registered by the three on-
board computers.

A few direct hits will knock
one of these Out. Once they've
all be knocked out it's t ime to
say goodnight  Irene..

You get  three skill levels,
selected via the joystick and the
aircraft controls are extremely
s imple—jus t  right/ left/up/
down.  No messing about with
the keyboard here!

You've seen it all before —
but if you can live with the naff
sound you may well enjoy a
couple of fl ights with X-29. Just
don't  expect it to have lasting
appeal. Strike Force Harrierthis
'ain't !

The s o l id  graphic s  a r e  t he
thing t hat  mak e this  game —
reminds  m e  a  b i t  o f  t he  o l d
Tymac jet fi ghter shoot-'em-up.
The helicopters are part icularly
nice —  d e s p i t e  t h e  j e r k y
animat ion.

At E2.99 X-29 is  pret ty  good
value — and Midas  could be a
company to watch.
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SIGMA SEVEN
Sigma Seven is a shoot 'em up,
with a bit of puzzling thrown in.
But there's something wrong. I
usually like this type of game,
but I don't like this one.

It start's off looking like
Zaxxon, a classic game and a
personal favourite of mine, but
after six or seven goes, there's
nothing new, nothing exciting,
nothing original.

The game starts off with
impressive graphic detail of
your launch site, and being the
only impressive bit, Durrel used
it for the loading screen as well.
The game goes considerably
down hill from then on.

As soon as your fighter
launches, you come under
attack from other ships, w:tich
must be kamikaze pilots as they

shoot, they try to crash into you.
There not very good at it, so I'd
say it was their first time. Think
about it?

Having passed this section
with great ease, I moved on to
section two which was a
factory.

Inside this factory was a maze
of flashing blobs which you
collected by running over them.
Some are fixed to the ground
and play an important task on

the next level, but lets take care
of this one first.

While moving around the 3D
maze in your funny looking car,
you are tracked by robots who
look like small green coloured
ice-cream wafers. You can
destroy these robots by hitting
the fire button/key and sending
an electro beam directly in their
micro-chips, Nasty!

This screen should keep you
busy for another two goes, but

eventually you'll crack it. Which
leads to the third phase.

The third phase displays a 3D
grid, which has some flashing
squares on it. You must, within
the time limit, press in the
correct pattern of lights.

How do I know the correct
pattern I hear you cry, Well, the
pattern is the same as the fixed
dots on phase two, so just
punch in that. What do you
mean you don't remember.
Tough!

After this, you restart the
game but at a more difficult
level. You must complete all
three sections seven times in
order to win, but I think we'll
have to wait a bit for somebne
to do that.

Overall, this game is not
original enough to stand in my
selection, and the gameplay
gets amazinglq boring after a
while.

If someone does complete it, I
think they deserve a medal for
their staying power.
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A Rockford returns in a new DIY. venion of Boviderdash

BOULDERDASH
CONSTRUCTION KIT

- -
BooOderdash fans are in for a
real treat! Databyte have
produced the Boulderdash
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A Good Yalu* if you're a Bouldendash fan.

Construct ion Kit (BCK) which
allows you to create your OWN
screens of never ending
playability l

BCK allows you to edit or
create you own Bouiderdash
mazes. You can build one of
your own or edit one that

already exits. You can create
fi endishly difficult ones for your
mum,  dad and friends or s imple
ones for people like the Ed.
(Watch it! Ed)

To make your own screens,
you select an icon f rom the
menu displayed at the side of
screen. The menu consists of
the following:

Boulders: Boulders fall when
unsupported and will crush
poor lit t le Rockford if his
standing underneath.

Diamonds:  The object of the
game. For those who don't
know, you have to collect a
specified amount  of diamonds
f rom each screen and then
escape through the flashing
exit.

Enchanted Wall:  One of the
new features. When hit by a
falling object, this wall will
transfer boulders into jewels
when the hit it. Be careful
though,  as it works the opposite

way  as well.
Wall:  Pretty obvius. Can be

destroyed by explosions.
Titanium wall:  Like a normal

wall,  but indestructable.
Extra Rockford: This is one of

the new features. These litt le
idols can't move, but you must
protect them f rom boulders,
fi refl ies and butterfl ies.

Dirt :  Just used as a fi ller.
Firefl ies: These nasty

creatures will kill you on
contact, and are good for
guarding jewels. However,  they
move in a predictable fashion,

Butterfl ies: These guys will
kill you, but they can be turned
into jewels by explosions,
pressure of amoeba.

Amoeba:  This stuff lives on
dirt  and will crawl around the
screen. If it makes contact with
butterfl ies, it will turn them into
jewels.  Beware, it can also block
your path as you can't go
through it  and will turn into
boulders if it reaches the 200
mark.

Slime:  Acts like a permiable
wall.  Will let boulders and jewel
pass through it, but nothing
else.

Hidden Exit Door: Looks like a
wall,  very sneaky.

Entrances and Exits: The
places that Rockford appears
and escapes f rom on each
screen.

Once you've created your
screen, you may save if for later
use. To make up an entire game
you need to design 16 screens/
intermiss ions and then save
them as a sequence• Just follow
the s imple on screen
instructions.

For those of you who don't
wish to construct their own
screens (Why did you buy it?!)
there's 16 screens already on
disk, so you can start playing
straight away. Good fun and
defi nitely  good value,
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HARDBALL and TAPPER
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Hardball Solt 06063'07063 (Keyboard or Joystick)

Hardball puts you in the field as both player
and manager with control of physical play
and strategic decisions, testing your split
second reactions and your planned
approach to the game.

Order your copies now
at only E9.95 on tape
and E13.95 on disc

Available from good Amstrad computer stockists.
Or send coupon to Marketing Dept, Amstrad,

Brentwood House, 169 King's Road,
Brentwood. Essex. C M14 4EF.

AMSTRAD
Brentwood House, 169 King's Road, Brentwood

Essex. CM14 4EF. Tel. 0277 230222

For your CPC 6128/464
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Tapper Soft 06007'07007 (Keyboard or Joystick

You are the frenzied bartender trying to
keep the never ending flow of thirsty
customers well watered. There's the Old
West Saloon, the Jock Bar, the Punk Rock
Bar and the Space Bar. Keep the sodas
coming, but not too fast.
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169 kings Road. Brentwood, Essen CA114 4EF

Name

Address

Post code   T e l .  Na

HARDBALL
TAPE (064:63)

TAPPER
TAP E  (06007)

(PLEASE 00  NOT SEND ANY MONEY WITH THIS COUPON)
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7
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Banlezone meets Mercenary in
this sequel to Ariola's biggest
hit to date. Skyfox. Don't  expect

A  The  lo x sneaks up on a  ia rge t
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ARTIC Fox
the fast action of either game
though. Art ic fox is much more
of a strategic game despite the
odd bit of zapping you get
involved with.

You find yourself  in charge of
Art icfox — an armoured and
beweaponed polar terrain
attack vehicle. Your mission is
to wipe out the alien infestation
within the artic circle.

Apparent ly  these aliens have
set up atmospheric
reprocessing plants which are
turning the atmosphere into
something they like to breath —
but is deadly to humans.
They've established a fortress
behind a force field — but you
have miraculous ly  beamed
through the field in your

by so r s o m e  characters
who u I v e s  or breath fi re
and are generally  out for Lee's
blood.

The action takes place over
Scooby Do style platforms.
Enemies patrol these plat forms
and appear f rom doors. Your
job is s imply to kick and punch
your way through the several
levels of the game.

Knock out several of the
menial enemies  and release a
ball of energy — catch it arid
Lee will be equipped with one
of several mystical weapons
Weapons like fire-balls, part of a
Black and Decker sawl, a
vicious whirling ball and chain
to name but a few.

This power lasts for a short
while and Lee must make the
best of it to progress to the next
level,

Each level is also guarded by
a character with extra special
powers  who is much more
difficult to defeat than the
regular opponents. You have to
learn the various and best ways

Art icfox alien-buster and have
to set about fi nding the alien HO
in order t o— you've guessed it!

blow the thing to
smithereens.

It isn't easy. The aliens have
loads of tanks— heavy and
light  — aircraft, rocket
launchers, floating mines — the
list goes on. Art ic fox is armed
with rockets and shells and
mines — but the supply is, or
course, limited.

Your instrumentat ion
includes a neat rear v iew
screen, a scrolling map, and
various other bits and peices
which come in useful as your
play the game but when you
first start you won' t  be bothered
with!

Shells behave normally  when
you fi re them. Rockets can be
guided by joystick to the tar9etwhich adds another dimension
to the game.

There are several levels to
play at. Training.  Beginners
and, the real test, Tournament ,
Training is like a briefi ngsession for the mission in which
you get used to controllingArtictox.

Prior to this you can call up a
rev iew of the enemy forces
ranged against you — pictures
complete with a text
description.

The screen display is a mix  of
Battlezone vector graphics and
solids. The ground/sky are solid
— but enemy tanks/

Apsoolotwo II or o
A Hey thot funk is really heavy. Get iH

of d h e s e
char O s t  need
mar n c e — s o m o
Lee n e  of the specie
wea a c q u i r e s  during the
game.

Bonus points are awarded for
punching out flying jars and
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installat ions/hills are drawn in
vector style. You can actually
drive your Artictox up and over
some hiils— and fog descends
when you reach higher ground!

It's a good idea to check out
the hills as you may find a radar
station or rocket emplacement
on top of it.

Watch out for the enemy jets
they bomb you mercilessly.

Use the radar map to check out
your progress and to get early
warning of enemy attacks f rom
the air and on the ground. and
watch out for crevasses. These
are just about the only thing
Articfox can't cope with.

If you find yourself  under
sustained attack you can always
"dig in",  That means hiding in a
hole in the snow, stupid! But
there's no guarantee the alien
attackers will go away .

At the end of each sesion you
get a status report  on your
mission. It tells you what  you
destroyed, how much ammo
you used doing it arid a
percentage success rating.

Init ially I found Art isfox very
slow. But it's one of those
games that creeps up and grabs
you without  you not ic ing.  I
found myself  sneaking back to
the Commodore for just one
more crack at those aliens. I
found it more playable that
Skyfox in fact.

Sound is extremeley limited.
Just whooshes and explosions.
but this doesn't  detract f rom the
overall atmosphere.

Don't  expect fast and furious
action. But DO expect to enjoy
playing the game!

YellttirTY r

see
me r e e  fa
sac

The J at f orms  scroll a
the left and right t h e
is a bit jerky — but as you re
don't  need to move to the si
of the screen too often this
doesn't really take anything
away f rom the game. Succe
in complet ing a level and Lee.
lifts his arms above his head
and shouts "Guts ! " in a lit t le
speech bubble.

The characters are big
well animated —althou
graphics look nothing like
screen shots on the peckagin
Why? Because The Edge hav
been sneaky and printed
pictures of the arcade machi

Can't wait  to see of the C64
and Amstrad versions match
t o S p e c t r u m  game
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Mart ial arts mania lives on —
and Imagine have come up with
yet another ninja game in the
shape of this conversion of a
Taito coin-op. I must confess
I've never come across this in
the arcades.

Legend is a mix ture of Yie Ar
King Fu and Kung Fu Mas ter
It's a scrolling "ques t " through
forests and castles.

Kage is the name of the hero
who has to rescue the
kidnapped princess (yawn I,

He has to fi ght  his way
through regiments of ninja's
wizards, sword masters and
female boxers.

To progress f rom stage to
stage you mus t  kill of a set
number of opponents. To
escape the first forest section.
Kage has to kill the Red Wizard
in order to get through to the
next stage. To make the Red
Wizard appear he must wipe
out four Blue Wizards, to make
the Blue Wizards appear he
must kill four Red Ninjas — andso on.

Kage can perform amazing
ninja leaps— just like in the

A He mean and moody -  but he does walk funny

mart ial arts movies. He can hide
in trees and jump overs his
attackers fi ring deadly stars. As
well as the stars Kage has his
trusty sword to beat off the
Dragon Lord's minions.

It's a sort of king-fu shoot 'em
up really. There's  no Fist type
kicking and punching ivolved
here.

The scrolling is smooth — but
the animat ion of the characters
is s imply natl. Kage and the rest
of the people he comes across
look as if they are hopping
about on one leg. Too much
saki the night  before perhaps.

The joystick response is a bit
alow too— I often found myself
furiously trying to duck a flying
star or swing my sword and
nothing happened. Tried the
game with two dif ferent sticks
as well.

Music and sound effects
aren't  really up to scratch for
the 64 either. A t inny litt le tune
at the beginning and a few
dodgy  spot effects. Could this
game have been rushed out for
Christmas and not finished
properly?

Having said all that the game
is pretty playable. There's lots
of action to be had.

A couple of hints— watch out
for the "prayer wheel" a
flashing object hidden away in
the branches of trees. Collect it
without  being killed and it acts
like a smart  bomb w i p i n g  Out
attackers in your immediate

tyl
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CVG

vicinity for a short t ime.
And beware the Red Ninja's

who don't  fall down after one
hit. They are tough cookies.
Score bonus points by picking
up the litt le chain things which
appear when you hit  them
t hough. . . .

Wizards breath fi re— kill
them f rom a distance with your
stars after they've sent a
withering fl ame at you.

Does it have that all important
testability factor? Not  really, my
guess is that once you've
rescued the princess you won' t
be coming back for a second
try.
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Can )ou deliver ihe Mosquito's Ming I. the
beau of Germany

'No British sough will ever bomb Iktlie, Lakin& del  Hamm Coruna bad often boasted.
Bat in the middle of a Nazi anninnary gold I  y ,  1,
1
43,  h i s  l i s t e n e r ,  
d u c k  l o t  
c o v e t  
a s  a

carehdlt timed raid t4 RAJ Mosquitos elks leas la end dastisbc
Ace rof Aces capture, the spirit and pasts posa e s t  magi it the Moogoito. maverick RAI fightm
bomber ol M odd Mu II Down the Nui bombers, oblit lit U-boats. moon the .1 rockets and
stop the cooly MUM IIIMItt vow wespou and led IMO - uice you're out on mission, Moe,
no going back,. To become Ate at kes, you most complete all nonoinsts soccessiolls.
I from the moment you moon through the &suds in a hasp with Nati !Wen to the heart-stopper
second toe spot the ki-letuts ol kid, the detente ol the Allied *odd ih in vent hinds. Ale sou equal
to the challengel
2 Once you masses s kw flying trills io rum speed bemba. sou tickle stratege; selecting the teght
number of machine gins, magas and bombs to arideve yam mnsiort

Veer iotercom Bashes •waroimg• on your sailboard tfigillit. An emu], lighter attack ha, left soar
Rolls Role engine to flames. Cut back your boost and (bractr. Du the estingsishet before the Mr
spreads.
What does it take', be sit Au from you, 'Crainy p r i c k  and goIN.F m t  S Gold
legendus plaublity, US Gold has done its pan. The rest is up to von.

CBM 64/128 19.99 Tape Spectrum 48K £8.99 Tape
E14.99 Disk Amstrad £ 9 . 9 9  Tape

E14.99 Disk
U.S. Gold Ltd.. ni t,  2 3 Holton/ %ay, Holloid. Birmingham Kb IAA. Tel: 021 35633fill



ANNALS OF ROME
CBM 64,pss

Iik• PRI 5
The ancient world believed that
every city had its gods watching
over its fortunes, and surely no
city ever had better gods than
Rome. From 273 BC, when it
had no more than shaky control
of Italy, the Roman republic
expanded into a mighty  empire,
the last vestige of which, the
city of Constant inople,  finally
fell in 1453 AD, 1,726 years
later.

The best way to describe the
single player's role in this
exciting and unusual game is
that of the city's gods,
overseeing its fortunes.

The known world of ancient
t imes is shown as a map
centred on the Mediterranean
and split  into 28 separate areas,
each with its own populat ion
and possibly a ruling power
controlling i t

Moves are of variable length,
depending on how much is
happening, but average at
about eight a century. The
player must control the careers
of the senators of Rome,
deciding which to assign to
which task of protect ing and
expanding the city's rule.

This is not a case of separate
battles but  out of ten or 20 year

I .  MACH!
SUPPLIER;
PRICE; £9.95

How many of you have ever
heard of the First Punic War?
Well, go and buy the game and
find out.

In 264 BC Roman forces
crossed into Sicily in their first
at tempt at expansion.

They were opposed by the
strongest power in the western
Mediterranean, the city of
Carthage in North Africa, with
its t rading links and client cities
in Sicily, Sardinia and Corsica.

Carthage was a naval power
with more experience of sea
warfare, but the Romans had
more money to buy ships with,
and after a bit ter struggle won
the war by capturing enough of
the Carthaginian and neutral
cities and establishing
superiority at sea.

It was a hard-fought  war
which could have stopped the
power of Rome before it had
really begun to exist.

Sea warfare was as much a
matter of economics as tactics.
Tribute had to be collected and
used to build war coleys.

These were mighty  ramming
vessels crewed by rowers, f rom
the bireme with two banks of
oars up to the quinquerme and
even larger ships.

This can be a two-player
game, or the player can take the
Carthaginians against the
computer with the Romans —

struggles in which great leaders
rise to prominence,  grow old,
and ret ire or die in battle.

New threats appear on the
front ier or ambit ious  legates
rise in revolt.

Books and epics could be
writ ten about this game. Over
such a t imespan indiv idual
effort shrinks to nothing,  and it
is the city itself which becomes
the game's only hero.

This is an excellent game for
the strategist, and could easily
be used to teach the basics of
polit ical theory b u t  it is not
fast.

The play of even three or four
moves takes about two hours,

Airwrodedb.
LEGIONS OF DEATH

who are aggressive.
Once built ,  ships are given

orders and manoeuvered
through the Mediterranean
defending or at tempt ing to
capture ports.

If enemy ships are met they
must  be outmanoeuvered by
plot t ing courses for the attack,
shown as a rather fine graphic
display.

It's more difficult than it looks
— I spent most  of my first game
try ing to stop my  own ships
colliding.

The player decides the victory
condit ions, in terms of gold
accumulated in the capital,
ports captured and enemy  ships
sunk.

The catch is that these
condit ions are the same for
both sides, so can't be made too
easy.

The game is driven by a set of
icons which after a lit t le practice
become second-nature.

Legions of Death takes a
while to set up and starts
slowly,  but once first contact is
made it becomes really
engrossing.

Just one small point  w h y
did they pick a t it le like that for a
naval game without  a single
legion in it?

wit h the computer cycling
between provinces to
determine the consequences of
your decisions.

It is realistic in the sense that
most rulers spent a lot of t ime
looking at the map and
worry ing,  but it can get very
dull.

The game has no actual end-
point, the player decides when
to stop if the empire has fallen
and he sees no future in
cont inuing.

The game has also two
drawbacks when it comes to
actual play. The instruct ion
booklet, while giving a general
out line of the game, does not

MACHINE
UPPLIER. CCS

£9.95

The Gallipoli campaign was
something fine in theory which
failed in practice. The same is
true of this game, although I 'm
glad someone has looked at the
First World War, which has a lot
of variety in it.

By early 1915 there was
deadlock on the Western Front.
so a Brit ish amphibious  landing
was made on the Gallipoli
peninusula, which guarded the
capital of Germany s ally
Turkey.

f p
T
h
e  
i
d
e
a  
w
a
s  
t
o  
f
o
r
c
e  
t
h
e

Turks out of the war and open
up a supply route through to
Britain's ally Russia.

Unfortunately  the Turks were
far better fighters than anyone
had expected, and ground

A condit ions at Gallipoli were
II every bit as bad as anywhere on

the Western Front.
Unfortunately, whereas the

real campaign taxed the
abilit ies of even the best
commanders  the game has
been made quite s imply too
easy for the British to win.

This is traceable to a king-
sized historical blunder in the
briefi ng booklet, "there was
litt le art illery and this did not
play a decisive part in the

•  fi ght ing".  Exactly the opposite
I - '
-
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The Turks and Allies foughtVALUE
-11611611011111111 s o  hard over the Incredibly

WAR GAMES'
actually explain which keys to
press and what  the symbols  on
the screen mean, and the player
must work this out for himself.

Don't  be put off by the
artwork on the box, which
shows the ugliest Roman I have
ever seen.

R
b. P L A  5
to V A L U E  a

AIL d i t

GALLIPOLI
rough and difficult terrain of the
heights because it was these
that prov ided art illery
observation. With this condit ion
gone, all the Allies have to do is
come down off the plateau and
outflank the Turks through the
far easier plains to the south of
ANZAC Cove.

Yes, you've got the idea. You
put all your forces together into
one massive pile, break through
a Turkish unit, come down into
the plains and steam roller
round into the rear and capture
their supply dump,  which is the
basic victory condit ion.
Although CCS don't  often put
out bad wargames  I 'm afraid
this is a rare exception.
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EUROPE ABLAZE

•-• '
- •  0 0 CI;

• • i 0 .

/ 0 0  0

k e g
'

0  0 . 0  0 /
C .  0C .

NE: C l a i r
IER: SOFTWARE PLUS/

TEGIC STUDIES GROUP
RICE: E 34
r
96The Strategic Studies Group

(Roger Keating, Ian Trout  and
now Eric Baker) f rom Australia
have now,  after two previously
successful strategy games,
taken on the problem of air
combat in Europe in the Second
World War.

The program offers three
basic scenarios, the Battle of
Britain, the Brit ish-led bomber
offensive of 1943, and the
American-led day offensive a
year later, plus the now usual
scenario-building package.

You can take Bomber
Command in 1943 and cope
with a commander in chief who
just doesn't  understand as well
as allies who won' t  co-operate.

Or you can become Hermann
Goering in 1940 and plan the
doctrine which will force Fighter
Command to waste its aircraft
against you.

In theory up to twelve people
can play using one computer.
but a fairly high level of
knowledge of the actual events
is assumed, and this is not a
game for the beginner.

The commander in chief can
only set basic doc t rine— what
kind of  targets should be hit,
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For those of you wondering
how a game with a title like this
got to be a new releae in 1986,
the s imple answer is that it
wasn't! It was writ ten in 1983 by
Roger Keating, now with the
Australians of the Strategic
Studies Group.

Germany 1985 is a corps.
sized action between American
and Soviet forces, with no air
cover. It is s imilar in
construction to SSG's
Battiefront, with many of the
same strengths and
weaknesses.

First among the weaknesses

priority.
All he can then do is watch

the screen for the day-by-day
battle, wit h the opt ion of
changing doctrine every 24-
hours.

Unless the commander asks
he is not even told which
targets his force has attacked,
and he is never told the
condit ion of his subordinate
format ions.

The subordinate commander,
on the other hand, has too
much to do in each of his 12-
hour moves. He must organise
reconnaissance flights, select

S
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s .are the graphics, which are very

poor indeed. The battle map is
basic black, scrolls with a ripple
effect like water in a pond, and
the symbols on it are more or
less incomprehensible.

If you can cope with this the
game is not a bad one. The
player has no part icular

which always takes the Soviet
s ide.
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indiv idual battalions like chess t
mechanism in search of a
context, and the SSG have

Germany 1985 is a game

viewpoint ,  he s imply  directs

moved on a lot since it first
appeared.
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divers ionary targets, check up
on his own squadrons and
those of his allies and plot the
fight-paths of the main raids.

This level of complicat ion
reaches a high point  when
c ommanding the Brit ish
defences in the Battle of Britain.

With the game running in
fi ve-minute (game t ime)
segments the group
commander has to control ALL
the intercept ing forces himself .

Even with one player acting
as both commander and one
subordinate — which gives the
most interesting game— it
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Old admirals  all agree that their
best command was their first
destroyer. The US Navy's
Fletcher Class destroyers did
thirty-six knots flat out and were
used for submarine hunting,
patrol and escort duties and
anything else needing speed
and nerve in every theatre of
World War Two.

It is a mark of the destroyer's
versit ility that this program
offers seven dif ferent scenarios.

The player moves between
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beaut ifully drawn graphics—
for the bridge, observat ion
deck, sonar, radar, depth
charges in the stern, torpedos
amidships,  anti-aircraft
batteries and main guns,
depending on the threat.

The seven scenarios are
Subhunt,  seeking out and
destroying the enemy; Screen,
protect ing your carriers f rom
airc raf t  Scout, checking for
enemy patrols; Bombardment ,
provide covering fire for a
marine landing;  Blockade
runner, beat enemy forces to
get supplies through;  Convoy
Escort, lead a s low merchant
convoy; Rescue, recover a shot
down pilot.

But running through the
choices it soon becomes
apparent that this Destroyer is
just a shoot-'em-up arcade

WAR GAMES
takes more than an hour to play
through a game "day".

Altogether,  trying to play this
way  seems to reach the point  of
diminishing returns when it is
better to switch off the
computer and use a pencil and
map instead.

lio • REALISM
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DESTROYER
game in disguise. On anti-
aircraft duty, for example, the
object is s imply to use the guns
to bring down every aircraft in
the sky.

The scenario I was most
looking forward to was the
submarine hunt, but
unfortunately  when detected
these submarines  do better
than 40 knots underwater and
dive happlity below 700 feet (9
knots and 300 feet is realistic)
while the sonar gives no depth
readings at all.

Also, the graphics are small
compensat ion for the lack of
rout ine signals. I found myself
being repeatedly sunk by
running into islands and enemy
ships which nothing,  inc luding
my own v iew from the bridge,
had ment ioned were actually
there.

The appeal of this game
comes down to the speed with
which the player can cycle
between the action screens.

At least, if there was ever a
real case of a destroyer on
escort duty being attacked
simultaneously  by aircraft,
submarines, a surface raider
and shore batteries I haven't
heard of it.

This is a fast, lively game with
good graphics, but I had been
hoping for something more.
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8 Herbal Hill, London EC1R SEJ
Telephone: 01-278 3143 A g e

•  Does your micro chat to 70,000 people across the UK?

•  C an  your micro interview pop stars, hackers and doyennes
of the computer industry?

•  C an  your micro provide the answer to your technical and
software problems?

•  Could your micro send and receive telex's worldwide?

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

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

NO. •• • ••••••• •••• • •• • •• Shame!

a  r o o t  #te?leo
To: Micronet 800, 8 Herbal Hill, London EC1
Please send me a brochure on Micronet 800

Name

Address

Telephone No
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o
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SPECTRUME7.95

REPEL ME DOPPELGANGER WORLD OF ANII-MATIER

wo worlds t h e  mirror image of each
other, touch in space through a
Time-Warp.

ne is positive, good,  familiar o u r  World;
the other is negative, evil yet unnervinglyfamiliar.

heir interface a  time window through
which objects and beings can pass;
contac t  has resulted in the beginning of
exchange,

estore our World s t o p  the invasion, but
do it now
, f o r  
a s  
t h
e  
e x
c h
a n
g e  
a c
c e
l e
r -

ates, the time window grows larger —
dominat ion is a hand!

E8.95
COMMODORE 64 -

STARTLING ACTION • INNOVATIVE GAME PLAY • STATE OF THE ART GRAPHICS

6 Central Street. Manchester M2 5NS• Tel_ 061 834 3939. [flex 669977
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DartsINDOOR
SPORTS
Here's a game for all thobt_.
people who are always saying
"I am going to take up some
kind of sport — tomorrow!"
Being one of these people
myself, I couldn't believe my
luck when Indoor Sports landed
on my desk. The answer to my
prayers_ I can play Darts. Air-
Hockey and Ten-pin bowling
without leaving the comfort of
my armchair.

I have an obsession for Ten-
pin bowling, so I settled down
to read the manual.

You have to decide on the
weight of your ball and the alley
slickness — rather the computer
will decide on the slickness for
you. It changes every time, so
keep an eye on your ball's
weight and adjust accordingly.

After lining up for the first
shot, I had to decide where on
the alley I wanted my ball to
land once I had taken my swing.
Fixing the curve on the ball, I
approached the foul line and let
go— wow, look at that ball
curve and _ y e s s s t  A strike!

This is great, no problem at
all. Until the next shot,
Obviously it was only
beginner's luck, because after
that it was down hill all the way
— or I should say down the
gutter! I

After each shot you will see
your bowler's face light up at
the top of the screen and from
his facial expression you can
tell what kind of shot you threw.
At the bottom of the screen you
will notice a frame by frame
tally of the score,

Set in what looks like a typical
darts room in any pub, Darts is
a game you can either play by
yourself or with one other
player. Before starting the game
you have to decide whether you
V Te f t
-
pi n 
b o
w fi
n

want to have a "Double On" or
"Double Off" — this means
either throwing a double to start
or to finish.

Your next choice is the game
length, 301,501 or 701 y o u
will also have a game timer
counting against you.

When you start the game,
your first screen is a close-up of
the dart board. This is where
you have to take your aim b y
moving the joystick to the right
or left — and then make your
choice of angle and decide how
much power should be behind
the throw.

And so onto Air-Hockey,
which I am told has been voted
number one game in American
bars, Once again you have a
choice as to the number of
players, skill level, alternate
sides and overall game spear..

While I was playing against
one of the guys in the office, we
discovered that if you are the
opponent on the far side of the
table and just sit in front of the
goal there is no way a shot can
go past you, whereas if the
other player tries this, the shots
go flying past into goal.

Is this a bug, or have the
programmers got their
perspectives wrong? All in all it
was a fast moving game. Just
make sure you have your best
joystick handy.

On the Amstrad and
Spectrum versions of Indoor
Sports you will find a fourth
game— namely Superstar Ping
Pong. The game will not be
included on the Commodore
version as it has already been
released by US Gold_ Read last
month's issue to hear our
reviewer's comments.

Indoor Sports is not in the
same league as Summer and
Winter Games, but, you will
probably find yourself coming
back to it, when you get tired of
v ow a
,
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g
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P. MACHINE: CBM 64/AMSTRAD
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OW PRICE: E9:99 ICASSETTEI/E14.99
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P. REVIEWER: PAUL
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WHATEVER YOUR STAR
THE FUTURE HOLDS EXCITEMENTS

A 4-game
compilation of
outstanding

hits.

2. BARRY McGUIGAN
WORLD CHAMPIONSHIP BOXING
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C B M  6 4 / 1 2 8  tape £ 9 .
9 9
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Star Games,
Alpha House, 10 Carver Street,

Sheffield Si US. Tel: (0742) 753423
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Commodore CassetteC 9 • 9 6 BBC Micro Cassette C9.95
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The Screen Editor.

The Character Editor.

Are you ready for the ultimate challenge?
Our original Repton game was immediately  ac c la imed as a refreshingly new concept:  a game requiring dexterity to complete its arcade-style
elements, and c lear logical thinking to solve Its strategic puzzles. Repton involves retrieving treasure from cleverly-constructed traps of foiling
rocks whilst avoiding the fearsome monsters and haunt ing spirits. This  is an as tounding game reaching new heights in BBC arc ade adventures,"enthused the Micro User magazine.
Last Christmas saw the release of Repton 2, larger and much more c hallenging than before Acorn User's Technical Editor Bruce Smith wrote:
''Repton 2 is better than any thing I've played on the BBC Micro or Electron. Brilliant!"
Now, completely  rewritten and Improved for the Commodore,  Amstrad, BBC Micro and Electron, we proudly  present Repton 3, For the first time, a
screen-designer Is inc luded!  try to devise screens that will perplex  your friend& then see it you con solve their newly-des igned screens Another
innovat ion is the character-des igner which enables  you to design your own monsters, rocks, eggs, spirits, diamonds  a n y  or all of the gamescharacters can be redefi ned as you wish.

Repton 3 is much larger than its predecessors — it has 24 fascinat ing screens, and players who ore skilful enough to complete them all con
enter our prize compet it ion described below All the favourite Repton characters have been retained, together with several new features: a
c reeping poisonous fungus which grows at an alarming role; t ime bombs  and t ime capsules (for puzzles in the 4th dimension);  and golden
crowns as well-deserved rewards for your endeavours. Con YOLI c omplet e Repton 3?

PRIZE COMPETMON
If you complete Repton 3. you can enter our compet it ion.

Prizes inc lude over E200 in cash, with T-shirts, mugs, badges
and pens for runners-up

SUPGRi011SOITWAM ACORNSOFT
Dept. R14, Regent House, Skinner Lane, Leeds LS7 1AX.

COMMODORE 64/128 • AMSTRAD CPC 464,664,612B
BBC MICROS: S. I+ MASTER, MASTER COMPACT ELECTRON

L . _

The screen pictures
above show the
BBC Micro version of
Repton 3,

Telephone: 0532 459451
24 HOUR TELEPHONE

ANSWERING SERVICE FOR ORMRS

OUR GUARANTEE
W S A  •  All moll m i e n  ore c lespotchedwithin 24 hours by ArsScioss post

•  Postve  and packing is tree
•  Fautly cassettes and di$cs will be

r e pioc e d irnmechoksiy.



CAVERNS OF
ERIBAN

IATARI
FIREBIRD

99
. RAKAN- .

After seeing War Hawk I thought
Firebird would be doing some
great games. But what a
letdown Caverns of Eriban is.

The graphics are crude, there
is no tune and the sound is
naffer than naff.

All you have to do is to fly
some c rummy  old spaceship
around the caverns and that's it.

Well if  you like a good old
shoot -'em-up then give this a
miss. As a mat ter of fact, if you
like any type of game then, I can
assure you, you' ll hate this.

If you have friends who keep
on coming to your house just to
play your games then buy this it
wil l kill them of boredom.

If I'm to play this again it will
be with a bucket beside, for me
to be sick in.

V I P
lik• VALUEPuler

PHANTOMAS

.99
EWER. BRIAN

Code Masters must  be using
some sort of games designer
program for their Spectrum
games. The s imilarit ies
between Phantomas and
Vampire are many.

The graphics are s imilar in
style. Clouds in both programs
are identaical.

The gameplay  in both is very
similar. Even the way the
energy levels are represented
are the same and the rate of
descents are identical.

You play the part  of
Phantomas who comes f rom a
far away galaxy. His only abilities
are to rob and plunder
wherever he goes.

As Phantomas you must  find
the hidden treasure in the
millionaire's  mansion.

To do this you must  travel to
the planet Earth-Gemma and
search out the mansion using
helicopters and planes.

When you arrive at the
mansion you must always be
on the look out for t rouble
which includes boulders that
chase your

To help you in parts of the
game there are riddles on the
game cover.

This is a good game but it is
too much like Vampire.  Let's
hope they can fi nd a new set of
graphics to use in the next
Spectrum release.

ZUB
SPECTRUM 4811

ST ERTRONIC

This is one of the most
f rustrat ing games that I have
EVER played. You could have
travelled up fifteen plat forms
when along comes a security
droid and you get knocked back
to where you started f rom or
quite a few plat forms down at
least.

It does not take long to get
back up, but no sooner are you
back up there when the same
thing happens again, and again

The idea of the game is to
travel f rom Zub 1 to Zub 10.
steal the green eyeball of Zub
and return with it to Zub 1.

To travel between Zubs 1 to
10 you have to negotiate the
tricky plat form c limbing stage.

At  the top you can use the
teleport  system which is a bit
out of  date. Each planet has
three teleporters so you may
end up travel back a bit_

This may not be the best to
come from Binary Des ign— 180
is their best to date— but it is
well worth buying.
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1986 is going to be
remembered for two things.
Firstly is the enormous amount
of arcade conversions coming
out for home computers.
Secondly, and the most
important ,  the amount  of
budget software that is being
released.

Budget titles account for over
half of the sales of software.
This is yet another of them but
it's one of the worst.

Your mission is to rescue
almost  a thousand survivors
f rom a hibernat ion dome,
damaged in the recent nuclear
war. To help you on your way
you are provided with three
different droids to control.

To hinder you on the miss ion
are MK1 Guardian Droids which
cause a serious loss of power
on contact. If one droid eats the
wrong earth, boulders can fall
and prevent further progress.

Sound is needed in this game
— even only  spot effects.

Movement  is jerky and the
graphics are very simple.

VAMPIRE

I would recommend this tit le
just for the loading screenl The
game itself is just above
average by today's standards.

You play the part of Brok a
space warrior.  Your task is to
search earth in the year 2987 to
fi nd and destroy Count Dracula,
To succeed in this task you have
to fi nd three keys to open doors,
a list of key objects which
enable him to progress through
the labyrinth.

When you find Count Dracula
you must  have three special
items with you. These are a
stake, hammer and a cross.

The graphics have been well
thought  out and take it  away

f rom the average run of the mi I
arcade adventures. Sound is
limited to spot effects and a
eerie piece of music on the tit le
screen.

The cassette inlay includes a
clue packed poem which gives
pointers to items required in the
game.

Vampire is a slight ly above
average arcade adventure.
Check it out before you buy.

PRO GOLF

NES., SPECTRUM
IER: CODE MASTERS
£1.95

PRICE: El.99
SUPPUER1 ATLANTIS
MACHINES: SPECTRUM 481

REVIEWER. BRIAN

If you're gett ing bored wait ing
for the release of Leaderboard
on the Spectrum, then Atlantis
have produced something to
chase the boredom away. Will I
be wast ing my  money, I hear
you ask! Most  certainly not I
reply.

There are two courses in the
game which can be loaded f rom
either side of the tape. These
give you a real challenge to
undertake especially if you
fancy playing a round of golf in
America without  paying the air
fare. The two included are
Sunningdale (England) and
Pebble Beach (U.S.A.).

Up to four people can play at
any one t ime. If a championship
match is chosen, you play four
rounds against seventeen other
players which four can be
controlled via the keyboard.

A cup is presented to the
winner after the fourth round,

but  in the event of a tie the
computer will decide a play-off.
A save game opt ion is available
after each hole, and after each
round you are able to change all
the condit ions that you want,

If you are not ready for a long
game then a single round or
practice opt ion is available, four
players can still join in the
single round. In practice you are
able to choose any hole and the
condit ions that you need the
practice on.

This must be the best game to
come f rom Atlantis, especially
withthe fabulous title screen
music.

The only thing I dislike is not
having a Pitching Wedge in
amongst  the selection of clubs.
I'm of f  for another round!

ORTS

KINGS KEEP
SPECTRUM

0

This game will keep all
Spellbound lovers happy. It has
the same sort of menu
operat ing system as
Spellbound. This means that
the only  difficulty in the game is
making the tricky moves that
are needed at times.

The graphics are average and
the at t ribute problem is kept to
a minimum.  The movement  of
your character is very fast and
can cause a few problems when
a delicate move is required.

If you do try to enter one the
game comes to a sudden end.
The playing area does not seem
to be all that big.  Certainly a
must  for Spellbound fans, but
otherwise just an average
game.

GRAPHICS -
SOUND •

tb- VALUE
A• PLAY
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DEFCOM
to M / C 6 4 /

0
.  S  R :  OUICKSILVA
.  PRICE: £8.95
IP- V E RS tO N TESTED: SPECTR
I.  REVIEWER: TIM

This is one of those games that
probably  started with a
programmer coming up with a
nice r outine and then trying to
build an ent ire game around it
In this case the rout ine is the
nicely animated space ships
which zoom in and out of  the
screen at great  speed. Trouble
is the rest of the game just
doesn't  match up to the
promise of the graphics.

The game is based around an
alien take-over of Uncle
Ronnie's current favourite toy
— the so called Star Wars
defence system. The aliens are
using the system to attack earth
—t urning the atom weapons on
suddenly defenceless cities.
Your job is to take off in your
second hand space ship and
defeat the aliens by attacking

(
SC 00243
HI 08213 j t,

ci

their ships and blowing up the
possessed defence
satellites_You can earn dif ferent
weapons  by blast ing aliens. The
weapons  have silly names and
the only  really useful ones are
the Blaster which can be used to
zap the oftencing satellites and
the Dyno Ray which knocks out
any bombs  which the satellites
drop on an unsuspect ing Earth.

It's not too difficult to get
weapons — apart f rom the
Blaster which requires 144 hits
to obtain. This process is
essentially tedious as the shoot
'em up skill required to kill off
the aliens seems s imply to be
the ability to stay awake for the
durat ion.

You also have to "t urn-on"
windows  containing your score
and the essential VDU message
readouts. Quite why  they aren't
there to start with is a mystery
as you need to seethe
messages and score. Playing
the game with them turned off
just leaves a pretty empty
screen full of the nicely
zooming space craft.

You are supposed to navigate
yourself  around above the earth
— represented by a crude
revolv ing "hal f -moon" shape at
the bot tom of the screen. But as
you don't  get any reel
impress ion of movement  —
there are no stars— you have to
rely on the map to discover
where you are. This is called up
f rom the menu — which you
keep having to call up in order
to change weapons. This holds
up the action terribly.
Defcom, f rom Binary Design,

the people who brought  you the
disappoint ing Max  Headroom
game, is dull and uninspired. It
wouldn' t  be much of a bargain
at a budget price— but at 1'8.95,
it's something of a rip-off.

•  V ALUE
▪  PLAYABILITY

GLIDER RIDER

: OUICKSILV
: C9.95

;,•. REVIEWER; CHRIS
Glider Rider is Quicksihea's
latest but unfortunat ly-not
greatest release. The game is
terrible in all respects exceptsound.

Gilder Rider is not the sort of
game that your average
Commodore owner likes to
spend their hard earned on. The
game is slow, graphically
minute,  and almost completelycolourless.

The plot of the game is good.
Destroy ten mini power stations
and rendezvous with an
await ing submarine.  Real
James Bond style stuff. But
when you play, the only
Bondish bit is the fact that your
motor-bike turns into a hang-
glider.

Yes, using very tricky
manoeuvre,  you can change

your bike into a glider which
floats around the screens. That
is until it gets hit by a really
blocky laser, the kind you used
to see on ZX81 games.

You have nine grenades with
you, which you mus t  use to
destroy the reactors. As there
are ten of  these you must
obviously collect more ammo
f rom the somewhere on the
island.

After several hours play (four
in all), I didn't  discover anything
new about the game. It didn't
pull me in or even slight ly excite
me. The game is a no no.

The only good thing was the
music, which kept pounding
away. It seems a shame to
waste such a good soundtrack
on such a naff  game.

The main display is the
island. An island apparent ly
made ent irely of plastic so it's
not detectable by radar. I've
read some silly plots in my
t ime, but this one.,

You drive your bike around
various hills, roads and forests,
passing by lasers which greet
you by put t ing yet another hole
in your head, too many holes
and you die, ending up as a
bacon fl avour crisp.

One thing that gets me is you
can only throw grenades f rom
the glider,  making the power
stations almost impossible to
hit. Would it not be s impler and
more realistic if you could
t hrow them whils t  on the bike?

When you finish the game,
you connect your bike engine to
the glider and sail away. Ha!
You s how me someone who
can do that in about 20 minutes,
let alone 20 seconds.

A rather poor game if ever I
saw one. I thought  it was going
to be good after reading the
plot, but  was disappointed.
Don't  make the same mistake.

M rVAL
PLAYABILITY

THEY CALL ME
TROOPER

ACHINE: SPECTRUM 128
UPPUER: CRL

Ca.95

This is one of the few new
games writ ten exclusively for
the Spectrum 128. But don't  get
too excited. This  sprawling
arcade adventure won't  be
making 4-8K machine owners
jealous. In fact they might  be
glad that they stuck with their
regular machine.

Trooper takes an absolute
age to load and when it's done
you end up wondering why you
bothered to take the t ime
anyway. It doesn't appear to
take advantage of the 128's
extra capabilit ies — not even
the superior sound.

Here's a quick look at the plot.
You play the part of the one
they call t rooper.  Your mission

is to escape the planet where
earth polit ic ians captured by
treacherous aliens, have been
t rans formed into killers by a
nasty bit  of alien machinery.

You have to find a way off the
planet by batt ling your way
across it, fi nding useful objects
along the way  and dabbling in a
bit of unarmed combat as well.

If you've seen Astern( you'll
remember how a lit t le window
appears when you encounter a
Roman soldier and you have to
indulge in a bit  of  Fist type
punching and kicking.

This is what happens here
except the whole screen
changes and presents you with
an enlarged v iew of your
t rooper and his opponent.  If
you're in two player mode you
take a fi ghter each.

Once you've KO'd the enemy
it's back to exploring the planet.

But c limbing isn't easy
despite the instruct ions which
tell you that by s imply  mov ing
against a low stone you'll be
able to c limb it. I couldn't  make
it happen.

You can pick up things like a
gun, rope — useful for c limbing
higher cliffs — and stones to
build steps.

Graphics are crude and tiny
— apart f rom the "c lose-up"
fi ght  screens. And sound —
well,  I can't recall actually
hearing any.

Trooper isn't a game that will
make you want  to rush out and
get a 128 for. Save your cash
and get hold of CRL's Academy
— it shows they are capable of
MUCH better things.

GRAPHICS
Ile SOUND
le VALUE

PLAYABILITY

ATARI SMASH HITS 6
10 MACHINE: ATARI
•  SUPPLIER! ENGLISH
SOFTWARE
•  PRICE: £9.95 itspel E14.95 (disk)
•  REVIEWER: HAKAN

Now,  you may be forgiven for
think ing that it wasn't  long agoyou saw Smash Hits 5 which
was brill_ Number six isn't quite
so hot,

You get  four games —t wo
English ones and two
American.  They are Drelbs, Fort
Apocalypse, Electra glide and
Time Slip The idea of  Drelbs is
to travel around a grid mak ing
squares to t rip Trollaboars.

Fort Apocalypse looks a bit
like Airwol l  and Blue Thunder.

Elektraglide is a fast paced
racing game with lots of
wierdness and a neat
soundtrack. The graphics are
excellent and it's fun to play.

The final game, Timeslip,  is
the best of the four in my
opinion.
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SHEKHANA COMPUTER SERVICES'
ORDER BY CREDIT LINE 01-809 4843

• •  • SPECTRUNI *  • •
RRP O l t  Pam

PAPER BOY  6 . 9 9
EXPLODING FBI II 9 . 1 5
FAIR:LIGHT 13 9 9 5  7 . 9 3
SHAD LENS ROAD 1 9 6  5 3 5
a r t  M C =  9 . 9 6  6 7 5
IZADDI BOARD 8 . 9 9  5 7 5
SILENT SERVICE a fi l  1
9 5Afirsr II 1 4 _ 9 5  1 2 . 9 5
BREAKTHRU 8 9 5  6 7 5
AVENarlit -  TIGER II 9 9 5  7 5 0
ACADEMY 9 9 5  7 9 0
HAPD BALL 6 . 9 9  6 7 5
ACE OF ACES 9 . 9 5  7 5 0
SKY RUNNER 9 . 3 5  7 3 5
VYBORG 6 9 5  6 7 5
MARBLE MAINESS 8 3 5  6 1 6
fiArrLE OF BRITAD4 9 . 9 5  7 2 6
ELITE 1 4 3 5  1 1 9 6
93200KA BILL 8 9 5  6 7 1
FOOTBALLER OF YEAR 7 1 5  1 9 5
SHOCXWAT REDER 7 9 5  5 9 6
I  7 RACER 9 9 5  7
9 0TOMAHAwK 9 3 5  7 9 )
GALLIPOLI 9 3 5  7 5 0
DEEP STREEE 9 3 5  1 9 )
MASTER OF UNIVERSE 8 9 5  6 7 5
CRYSTAL CASTLE 8 9 5  fi n
LIGHTTORCE 7 3 5  5 9 9
ANIMATOR I 9 3 5  7 5 5
STRIKE FORCE COBRA 9 . 9 5  7 . 9 0
PS1-511ADWO COMPANY 9 3 5  V S
TENTH MARE E L %  5 9 8
ROGUE TROOPER 9
9 8  
7 . 9
0

THANATOS 9 9 8  7 . 5 0
771MAIRE EURCIT 9 9 6  7 1 5
THE BIG 4 -  E la m  9 9 5  7 9 5
TRAP XOR 1 9 6  5 8 5
WORLD GAMES 8 3 8  8 , 9 5
TRIVIAL PURSUITS 1 4  95 1 2 3 5
T.P YOUNG PLAYERS 1 4 9 5  I R  35
71 QUESTION PACK 7 7 5
ELIE PUT PACK 9 . 9 5  7 , 9 5
ICONAMI GOLF 7 , 9 5  5 9 8
IEVIOLIS 9 9 5  6 . 9 5
CYRUSS 2 mass 1 1 9 5  1 3 1 5
DRUID 7 3 5  5 9 5
COBRA 7 9 5  5 3 5
ENFILTRATO1 9 . 9 6  7 5 0
FIRELORD 8 . 9 5  6 7 5
MEDIUM 8 3 5  9 7 5
DYNAMITE DAN II 1 9 5  5 9 5
STRIKE FORCE HARRIER 9 9 5  7 . 9 5
• CHOW 1 4 1 5  1 1 9 6
REVOLUTION 9 9 5  1 5 0
YEE AR KUNG EU II 7 3 5  5 9 5
GLIDER P/DEP. 9 9 5  5 . 7 5
DESERT FOX 7 . 9 5  5 9 5tufinint t i e  6 7 1
PARALLAX 7 9 8  5 9 6
ITOGE DREAD 9 3 5  6 , 9 5
1312 7 . 9 5  5 3 5
GAUNTLET 8 . 9 5  6 9 6
IAIL sla m 7 9 6  5 9 9
'COMMANDO 56 7 9 5  5 9 9
• BOMB JACK II 1 9 8  5 . 0 5
LEAK WARRIORS 7 9 6  5 3 5FUTURE nfiun
-

735 5 . 9 5
TRAILBLAZER 7 9 6  5 , 9 5
SUPER SOCCER 1 9 6  fi n
SPACE HARRIER 7 9 6  5 . 9 5
NAPOLEON A7 WA41 9 9 6  7 . 5 3
DANDY 7 9 6  9 9 5
VERA CRUZ 9  96 7 . 5 0
SOLD A MILLION 3 9 9 6  7 . 9 3
HARDBALL 9 9 6  6 3 5scAux
-
rfix 
9
9
6  
7
9
5

sCOORT DOO 7 . 9 5  5 . 9 5
COP OUT 9
9 5  
6 .
7 5

BA200ICA BILL 8 . 6 5  6 . 3 5
IIONAMI COEN HITS 9 9 5  7 . 9 5
ANNALS OF ROME 1 2 . 9 6  1 6  95
BATTLEFIEIAI GERMANY 1 . 9 5  1 0 9 8

• •  • sPEcTRUM 123 TITLES •  • •
INTERNATIONAL MATCH DAY 3 9 6  7 . 9 5
FAILETEI 9 6 6  7 . 9 5
ARTIST
E 
1
1
9
6  
1
4
.
9
5

TAU CETI 1 6 5  7 . 9 5
Y MIELIGHT 996 7 . 9 5
CALL ME TROOPER 9  95 7 . 9 5
wa rm GANES 9 9 8  7 . 9 5

CONEM0DORE 54
SODOBY DOO -  D2 9 3 5  1 5 0
EIPXOINO FEE -  Da 9 . 9 5  7 . 9 0
BAZOOKA BILL -  DO 9 3 5  1 . 5 0
PAPER 110T -  DO 9 9 8 . :  95

! Or Mail Order Customers
please send chequelP0 to:

S.C.& (Dept CVG12)
PO Box 394

London N15 6rr
P&P inchmled in UK. Europe add El per tape.

Elsewhere at oast. Send a SAE for free list
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3irt M O O  -  02
!INDOCILE BLISTER -  DO
REPTt)N 3 -  DI
BOULDER DASH CONS KIT -  02
SPY V SPY -  Aftric ANTIC -  D2
VIETNAM -  02
LABARENTH -  02
SPACE HARRIER 0 2
SEATIIENEL -  D2
SHAG LINS ROAD - - D2
MARBLE MADNESS -  D2
AVENGER -  TIGERLIGHTrofict
RICCRWAY RIDER
FuruRE !NICHT - 02
JEWELS OF DARKNESS -  D2
TRAILBLAZER -  02
YEE AR KUNG EU II
TRANSFORMERS 0 2
ALIENS D 2
TRACKER 113
LEADER BOARD -
D lGAUNTLET -  02
GOLF CONS SET -  D2
DANDY -  D2
TOBRUK -  DR
IIEVIOUS -  1)2
THANATOS
CYBORG
TOMAHAWK- D3
DANDY -  02
SARACEN -  DI
BMARX -  Da
IATLETII
SUPER HUEY II -  D2
MIELE BIG 4
CHAMPIONSHIP WRESTLING -  02
1942 -DO
'00504A600 85 -  D2
ELITE - 130
60546 [ACK -  02
MARI WARRIORS - 02
I m a m  HEAD ALIGNMENT
FOOTBALLER OF YEAR 0 2
WORLD GAMES -  Da
ATTACK ON CENTIME -  02
TRIVIAL PURSUIT -  04
BREAKTHR -  D2
TEMPLE OF TERROR -  DO
ACE OF ACES- 02
SAIGON D 2
MASTER D I
-
U N I V E
R S E  
D 2

ACE D 2
TENTH FRAME -  DO
FIRELORD M
STOLE A MILLION -  D2
ALIENS -  02
SAIGOON-
DOSOLID A MILLION 1E 132
EI1TE Hr.,. PACK
COBRA
THE GREAT ESCAPE
LEADERBOARD TORN I D Alt  /6 %I
MARL WARRIORS -  DO

91(5 1 9 1
9,95 7 5 0
9,35 1 8 3
9.95 7 . 9 0
9.95 7 1 8
9.95 1 9 0
9,95 1 . 5 0
835 7 9 5
9.35 7 9 5
995 1 5 0
9.95 7 . 9 5

790
995 7 9 5
995 156
9,95 6 1 9
8.95 6 . / 5
995 1 . 9 0

1435
9 95 7 , 5 0
835 6 . 7 5
935 1 5 0
918 7 . 5 0

1435 1 2 3 5
9.95 7 5 0
999

12.% g u n
9-99 7 , 9 5
995 7 . 5 0
999 1 5 0
998 7 . 5 0
695 6 . 9 5
3,95 7 . 9 5
995 1 . 9 5
996 7 . 9 2
9 95 7 9 5
9 % 7 . 5 0

7.50
9 95 7 . 9 5
9/8 7 . 5 0
a 95 7 . 9 )
156 7 . 5 0

14 96 1 2 9 5
996 7 . 5 0
'9 99 7 , 5 0

015
996 7 . 5 0
998 7 9 5
996 7 . 9 5

1496 1 2 . 9 5
9.95 7 9 0
996 7 9 5
9119 7 3 5
996 7 . 9 5

% 7 . 9 3
996 7 . 9 5
996 7 . 9 5
898 6 1 5
996 7 5 0
9 99 7 . 9 5
996 1 . 5 0
398 7 . I • 5
996 7 . 9 5
695 6 . 7 5
898 6 7 5

439
996 L S D

• •  • COM5TODORE 64 •  • •
LEATHER GODDESS OF PHOBAS
ALTERNATE REALITY
DUNGEONs
PEN/MASTER
NEWSROOM
THE PAWN
Fuwr SIMULATOR])
EAST MACE
ACTION REPLAY
TEE FINAL CARTRIDGE
THE EXPERT CARTREDGE
EXPERT PLUS ES M
TREF= FRAME
EXPIX5 FAST LOAD CARTRIDGE
WICK DISK •
1941 PHYSICAL Wibl
DISC DISCE7OR Its

EWE HIT PACK
EXPLODING FIST -  E2
PAPERBOY- 02
MONOPOLY 1 )2
TOMAHAWK -DO
THANATOS -  02
EL I TE-
D I

29 95 1 4 . 9 5
1996 1 7 . 9 8

2996 2 7 5 0
19.95 3 7 2 8
9.96 1 7
9 84596 4 5 6 0

1935
2496
3968
3198
3750
39.95
24.96
2495
*91
29.95

ALSO AVAILAILL ON DISK FORMAT
DI -1111135, D2 S1215, DI LIILSS,

D4- 81750, EIS 82.2.50.

• *  • AMSTRAD •  • •
396
995
6.96
9.95
9.95
9.95

14.95

795
750

150
7511
198

11115

If you would like  to p ick up your discount
software fmm out shop please produce

your copy of this adven to:
S.C.S. Compucentre, Unit S
221 Tottenham Court Road

London WiR 9A1
(nearest tube station -  Goodge St)

Open six days a week ICLOOnm-18.00pm

511.LAKIIC813 -  L:C
ALIENS - 02
MERCENARYTRIVIAL pintsurr - 04
7 P YOUNG PLAYERS -  02
T.
P 
Q
U
E
S
T
I
O
N  
P
A
C
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cAuNnEr -
MARI WARRIOR 0 2
FOOTBALLER OF THE YEAR
L942 -  DO
SCARED ANTRIAD -  DO
TRAP DCOR
THE ART MIDI° (Disk]
SPACE HARRIER 0 2
'AIL BREAK -
WINTER GAMES 0 2
LEADER BOARD -
STRIKE FORCE COBRA
MIN/ OFFICE 2 -  DI
CITY SUCKER 132
SOOOBY COO -DO
SILENT SERVICE -DO

• •  • DISKS •  • •
TRIVIAL P A M  tPCW I
JEWELS OF DARKNESS -  5123 PCW
TOMAHAWK ( PM
GODDESS or PHOBAS fi m p e w
STRIKE FORCE HARRIER PO W
LORD OF THE RINGS -  POW
INT'ORCOM rrr.m IN STOCK FOR
L a  AND PC w

5 STAR RIM (5 t •
-
• - -ne s
TRIVIAL PURSUIT -
GRAPHIC ADV CREATOR - Ds
FOOTBAIIDI OF YEAR D 2
CRYSTAL cAsrLE
DODGY GEEZERS
PEPTON 2 D i
IMPOSSIBLE MISSION -DO
ELITE D I SK
GRELN BERET

SPY V SPY tkA) -  DOcowman' - D2
LEADER BOARD -  D2roontaint OF YEAR
SKY RUNNER 102
SUPER HUEY - 0 2
SILENT SERVICE 0 2
TOMAHAWK -  DO
ALTERNATE REALITY n

MERCENARY COMPENDIUM
CHAMPIONSHIP WRESTLING
ALTERATE REALITY 11
WORLD GAMES
STAR GLIDER
LEADER BOARD
GODDESS OF PHOBAS
GAUNTLET

FOOTBALLER OF YEAR
SCRABBLE
VERA CRUZ
GAUNTLET
SUPER CYCLE
ANY KONAMNI CARTRIDGE
1EWLLS OF D AMIE%
WINTER GAMES
AVENGER TIGER

QUICK VIDT I
QUICK SHOT PLu5
QUICK atar 5 TURBO
XONDIS
COMP PRO 5003
nutomAx PROFESSIONAL PUB
FIROMAX ARCADE TURBO
EUROMAK ELITE AgrortfiE
ELEROMAX SURESIKtT DELUXE
EUROMAX MICRO PRO
CHEE7AN MACH I
KOMI 5FEEDKINC - C ifi
COMP PRO 50% -  BBC

9 *
% 1 9 5

396 1 5 9
1498 1 7 9 8

615
795

995 7 . 9 5
8
9
6  
6
.
9
5

D2 9 . 9 5
8.95 6 . 7 5
8.95 6 . 9 5
735 5 9 5 .

19,95 1 7 , 9 J
8-95 6
8.95
995 7 9 :
995
995 7  SC'

1498 1 2 9 5
995 6 9 0
8.95 6 5 9
9% 7 9 6

19% 1 7 5 0 )
1995 1 7  50
1996 1 7 . 5 0
29 96
1995 1 7  90
2498 2 1 .
9 02915 2 4 . 9 5

• •  • !Bo 'ELECIRoN •  • •
6.95 7 9 5

14.95 1 2 . 9 6
22.05 1 9 *
9 95 7  95
995 7 *
995 7 %
9,05 7 *
995
1996 1 7 . 5 C

l•a0

• • •  Am u  be  •

6.99 1 %
995 7 . 9 5
9,95 7 %
9% 7 3 5
996 7 9 5
995 7 9 6
916 7 9 5
9% 1 9 9

1999 1 7 9 5
995

• • •  ATARIST • • •

2495 2 2 . 5 0
24.95 2 2 5 E
24,99 2 2 5 0
2439 2 2 9
34.95
24.95

,

• •  •  95531 •  •  *

69)
3 7 9 5
9.9) 7 9 1
935 7 %
998 7 9 8
1795 L S %
14 95 1 2  %
935 7 9 8
935 7

• • • IOTSTICIIS • • •
11 3'.

1195
1195
1298
14135
1398
2396
1896
19.98
1896
1496
1496
1695

Access and Visa card orders
01-809 4843 -  Credit Card line

24 HOUR ANSAPHONE
01-800 3156
01-631 4627

Creole card ordets despatched saline day
sublect to avatlabarty
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* DDIMIDOORE SI •
SCOCI3Y D00- DI 6  Rg

* *  SPECTRUM **
PAPER BOY . . . . . .  __--550

****0411S1RAC****
LEVER BOARD -  02..___.6•99

BAZOOKA . . 6 99 19t2 M O UHT - D4 .  .......... 10.95
VACUA -  D2 699 MMMANDO 96 150 FIST II -  02 ..... .......otrumgoe-D2.... ...........6 99 SCOORY 000. . ..............--550 TOMAHAWK-112 6 . 9 9
BJTE-D5., 10 95 SHAO LINS ROAD , 550 MANS - D2 6 . 9 9
PAPER BOY -  112 6 99 RST S. . 6 50 KONMAI GOLF -- D2 6 5 0
SIMO LINS ROAD 699 C1TY RACIER 650 SCDOITY 000 -  D2 6 . 5 0
LORD OF RINGS -  D3 .. .9 95 ARTIST II , . .. 10 c6 ECOTEALLER AAA- 02 6 . 9 9
TRAPDOOR 550 DRINA . 6 . 9 2 BREAKIHRU C12. _
HIJACK- D2 699 XL BREAK . 5

6
0

TRiom RAMO -  DE 10 . 95
ThMN.PLR9J1T -0 4 1095 HEAD CD

1
01

610 THANATOS . . . . .
NOCE IT TIGER II ................6.99 PEKE FORCE CORA ----699

SPACE HARRIER -  D2 ..... 93 ACADEMY 591 GANTLET-02 6 , 9 9
MCKIE BLISTER D2 ..... 6  99 FAT WORM MOWS _____ 6,99 DANDY -  02  6 , 9 9
AVENGER TIGER II- 02 93 HARD BALL .550 1942 -  Cr2 6 . 9 9
DM DARE - D2

.6
599 ELOI 1095 ORION -   6  50

TIE AR CMG RIK 6 50 WIMIER aKmEs _550 SPACI KAMER -  D2 6 . 5 0
BOIM JACI1 II -  D2 ....... 93 BATHE OF BRITAIN 699 9LENT SOTYCE - D2...-- .6.99
GAMUT -  02 599 DEEP STRIKE , 6,99 IMPOSSIBLE AASSION -  D2 _6.99
COMMANDO -  D2 ..... 99 TOMAHAWK 6,99 INE ART FLOC- 1 4 . 9 9
XLIAOLIS -  02 693 FOOTBALLER CITTAI , .. „ , 5.50 HITCM1KEAS

,
6129909...._. 
1 9 1 6

GURU BC 4 ... 9 3
ATTACK ON SENTINALS_,„_, 6 99

LIGHTEORCE •
MRS FORCE COBRA

. .5.50

...6.99
Let HIT PICK.... ..... . . . . .  619

* nam e RCN or
LEADE'RD TOUIMAIENT.„__.4 99 ACE OF ACES.... „ . . .6.9g /DAAAMOK .....................14.

99TEMPI Of TERROR -CIL -.6 99 CYBORG 6.50 LEADER GOODESS _  1915
CRYSTAL USTI" -D2 6 9 9 TRPAIL %MIT 10.95 TRIVIAL PuRsurr 1 4 . 9 5
RRELORD -  D2. ,  . ..... 650 BAZICORA BILE. _6.50 A T A M * * * * *
TOIMAAVA- 02..... ......._6 09 F IMIORD • ........ .... ....... __ISO MERCENARY CC&IPENDIUM .10.99
TIUMSFORMERS- D2 ...... 6 99 WCAILD GAMES 6 50 90' MAO -  02 , , 6  99
LIGHT FORCE .........__..6 50 I TRACER ........................ 5.99 SPITFIRE 40- C12 , .  6  99
SANCONS 02 199 CRYSTAL CASTLE 6.50
SOLD A MILLION 3 02 6.99 PSI-S IRADMG 1.50 FCHT MGHT -  D2 .............6.99
ELITE HIT PACK 6,99 THANT% . . . IN ALTERNATE REALM' II 1 4 . 9 5
SHOWY RIDER 5 .

5
0

THEATRE EUROPE - 6 9 9 FOOTBALLER OF 'rEPAI -02 ...6.99
1942-01 6.99 SWER SOCCfR 193 •  ATP/ ST •
FOOTBALLER YEAR- De °DRELL BIG 4 ................ 6996,96 HMO II 1 9 9 9___6,99
KIVU WARRIOR-99 5 9 9 ROWE TRODPER . . .  _699 2 1 %
ACE OF ACES -- D2 .. 6  99 KOMAR MIS 699 k g

-
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1
4
1
9
9

CYOCRO . . . . . . . .
STRIKE FORCE .

699
..... 699

POUT .............. ______
KAYLEDI

650
5 5 0

LEADER BOARD......... __AA%aconfr .................1999
THE PAWN -  ,  .„. ....... 14 SS INFATRATOR 6.93 STRIKE FORCE HARRIER 1 9 9 5
A .
R
U i
j T
Y I
I -
.

1495 FAIRLIGHT II 699 WINTER CLUES , 1 9
9 9ORD MIAS -  02 699 ARNALS OF REAM 999 •  AMMO •

DANDY , 6 99 EUROMAX PROF PUS l a  0)
KAYLETH ....................... 699 SPAZZ HORS 550 EURO AR M  TABO
SUPER HUEY II -172 699 KNIGHTMARE MALLEY___. 510 QUICK SHOT 4 TURK 1 2  99
WERT CARTRIDGE 1

, 
9
5

soto A MILLIC44 3 ... &Se XONIXS SPEE01083 R )
FREEZE KASE 3 _ A 95 JLOGE DEIEAD ,  „..... .. , 6 50 03141

, 
P 8
0  
9 :
C
C  
3
9

I INALCARTRIDCi_. . 3903 LEATER BOW „  6  75 CHEETAH MICH 2  30

ve•Lion avaitabie D I  r 9  95 0 2  E1015, 03 E i2gs. CM E14.95.14

HOVER BOVER. ADVANCE MEGA CAMELS
SHEEP IN SPACE. ANCIPITAL ACTIVE COMP
LEARNING. WEB DIMENSION. ROCK 'N BOLT,
PASTFINDER, MASTER Of LAMPS, TOY
BIZZARRE, JUICE, SUICIDE STRIKE, DRELBS,
FORT APOCALYPSE, DOUGHBOY, WORLD CUP
MAMA LLAMA, 30 LUNAR ATTACK, SUICIDE
EXPRESS, IODSMIC KANGA, HEROES OF KARR.
EMPIRE Of KARR, T Ky.. AUTOMANIA• SPYS
DEMISESPY STRIKES BACK. EUREKA, CAVELON,
WHIRLAIURD. CHINESE JUGGLER, SILICON
WARRIOR. LUNAR OUTPOST, JUMPMAN

12 95 EACH

WHO DARES WINS. ARC PANDORA. •l'. BOMB°,
MATCH FISHING, MONTY ON THE RUN. MONTY
MOLE, POTTY PIDGEON, SHOOT THE RAPIDS,
TONY HARTS ART MASTER. SPIRIT OF STONES,
COMBAT LEADER. BEAMRIDER. DEATH STAR
INTERCEPTOR, WIZARD OF WOO. Quo mAols,
ZORRO, BEACHEAH. ROCKY HORROR SHOW,
DIG DUG, UP & DOWN, BOUNTY BOB STRIKES
BACK. GHOST CHASER. KERMITS STORY
MAKER. OUTLAWS, IMHOTEP, CONGO BONGO,
JOURNEY, CAUSES OF CHAOS. BLADE RUNNER,
WILLIAM WOBBLER. BASILDON BOND, EDDIE
KIDS, FLAK, GRIIMLYS DAY OUT, KNOCKOUT,
JET SET WILLY, MANIC MINER. EVERYONES A
WALLY DUMMY RUN, HIGH NOON, MR WIMPY,
ANDROID 2, DARK TOWER. VIEW TO KILL.
FIGHTING WARRIOR, MAK, HARVEY SMITHS
SRC/WU/AKA, MOTOCROSS, MOEBAJS GEOFF
CAPES. RISTOP, AoNG STRIKES BACK,
SPIDERMANMULK. GYROSCOPE, SPELLUNKER,
DESIGNERS PENCIL BLACKWYTCH, BC'S OAST
FOR TIRES, ZAXXON. QUAKE MINUS II, TAPPER
BOUNCES, STARION

[3  95 EACH

DRA3ONSKUL_E BRIDGE PLAYER II
, P I N B A L LWIZARD, GROGS REVENGE, WIZARDRY.
KNIGHTS Of THE DESERT. LAW OF THE WEST,
FIGHT NIGHT. TIGERS IN THE SNOW, SKY FOX.
BOUNDER, THING ON A SPRING. BATTLE
NORMANDY, HENRYS ROUSE VOL I . HENRYS
HOUSE VOL. la. RED HAWK, SELECT I 112
GAMESI, ADVENTURELANDSECRET MISSION,
PIRATE ADVENTUREVOODOO CASTLE,
OUESTPROBE. WORLD SERIES BASEBALL,
ZOOS, COMBAT LYNX, TERRORMEuNOS
MUSIC STUDIO, CHUCKIE EGG, MIASYS
REVENGE. VIDCOM

COMMODORE IMES
14 95 EACH

INTERNAT IONA-. SOCCER, SOUTHERN BELLE,
NEVER ENDING STORY,. LOGO ICOMMOOOREL,
NOW GAMES COMPILATION. ADVENTURE
GUEST, LORDS OF TIME, SNOW BALL,
COLLOSAI ADVENTURE

15 95 EACH

SUMMER GAMES II. WINTER GAMES, WRITE
LIGHTNING

19.95 FOR 4

'0 ••EVE,. MATHS. 0  ,EVEL PHYSICS
..'0' LEVEL CHEMISTRY. '0 ' LEVEL BIOLOGY

COMMODORE 64 DISCS

GALACTIC C O N
-
F I C I L I R
HIGH FLYER
SPIRIT OF STONES
FIGHTING WARRIOR
AZTEC CHALLENGE
WILLOW PATTERN,CHIMERA
KILMER LEARNING IN PUZZLER
BUILDER, CHASER
THING ON A SPRING
SUPER zAxxoN
'Awry ON THE RUN
MY CHESS II
SOLD A MILLION
ARCADE EXTRAVAGANZA
uLT1MA II
REDHAWK
ADVENTURE CONSTRUCTOR SET
THEATRE EUROPE
BATTLE OF eRrrAIN
ZORK I
ZOOK II
ZORK
STAR CROSS
DEADLINE

t 3 95
E3_95
13.95
E4 95
£3.95
C4.95

(3.95
£5.95
£3.95
£3.95
(6.95
(1.95
C3.95
£4.95
(4 95
(7.95
(4.95
C4.96
(3.99
(3.99
(3.99
E3.99
E3.99

SUSPENDED
SUPERMAN

McGRAW HMI  EDUCATIONAL
SOFTWARE

Onler 5  P e cs AL L  1 1 .5 0  EACH

ALGEBRAIC RELATIONS. EMBLEM SOLVING I &
SKILL TESTER. SHAPES, COuPmK, FRACTIONS
; 5  8. WATER CYCLE, DECIMAL FRACDONS.
PLACE VALUE, MULTIPLICATION I &
ADDITION & SUBTRACTION. MEMORY TRAINER.
DICTIONARY USE, BALLOON GAME, ALPHABET
KNOW HOW, WORD POWER, HANGMAN 3. 4 . 5.
6, GRAPHS I ,  2, DIVISION 1, 2, SET THEORY

VIC 2 0  S OFTWA RE
ALL 1 1 .5 0  EACH M i n  &de l 5  Pieces
SUPER WORM ROBOT ATTACK. MANGROVE
BOSS. PIT, SLICKER PUZZLE. ABDUCTOR,
ANNIHILATOR, THE CATCH. READING, MATHS
JUNIOR. ENGLISH LANGUAGE. KNOW YOUR
CHILDS 1.0., SPACE SNAKE KNOW YOUR
PERSONALITY. MARTIANS, CONNECT 4, FROG
CHASE SNAKE. ROAD USER, JIGSAW, TRAP,
NURSERY SONGS, ROB CARRIERS MENU
PLANNER, SUPER GAMES PACK 1, SUPER
GAMES PACK 2, MATCHMAKER MATHS 2.
ARITHMETIC 1, GEOGRAPHY. MATHS 1, HOPIIIT,
SKI, pitoyArivE 7 PROGRAMS. PIXIE PACK

BARGAINS FROM 1 ,
1  
P U B L I S H I
N G

8 BOOKS FOR JUST (9 4 5  •  E2 SO pAc
Memel RRP over (50.00
YOUR 84 CASSETTE BOOK. GRAPHICS BOOK
FOR THE COMMODORE 64, PEAKS & POKES
064, TRICKS & TIPS FOR YOUR COMMODORE
64, ADVANCED MACHINE LANGUAGE BOOK
FOR THE C64, IDEA BOOK CSC MACHINE
LANGUAGE BOOK FOR THE C64
1 et PUBLISHING PROGRAMS ON DISC. -
ALL JUST £10.95 EACH
FIRSTWORD WORD PROC.)
FIRSTBASE !DATABASE'
BASIC 84
PASCAL 1LANGUAGE
ADA TRAINING COURSE

()THAWS & PERIPHERALS(3.99
(3 99

&MONS ,
B A S :  
E X T
E N S
I O N  
D
I
S
C  
a
,  
C
A
S
S

E4.95
1551 DISC DRIVES FOR C16 ono •  4 E 7 9 , 9 5
FASSEM AMC LANG_ ASS E  2.9g
TOUCH TYPE IGASS 1 ( 1 . 9 5
MONEY MANAGER (DISCI 1 1 . 9 5
INTRO TO BASIC PT I I  ICASS , E 4 . 9 5
EASY FILE IDISCI £ 9 . 9 9
PROGRAMMERS REF GUIDES £ 3 . 9 5
MACRO ASSEMBLER DEVELOPMENT 'DISCI

£4.95
FUTURE FINANCE IDISC1 ( 9 1 . 9 9
EASY SCRIPT ( 9 . 9 9
DR, WATSONS SI  ASSEMBLY LANGUAGE
COURSE 1DISCI ( 9 . 9 5
COMMOOORE 129 MUSIC MAKER ( 9 . 9 5
MUSIC STUDIO BY ACTIVISION 'CASS I
EASY SPELL (DISC
,COMMODORE 84 %MAKER
BREDENS usa c DISC 6 CASS
SCRIPT A WORD FROC. CAFT1
FOR C16 & - 4

£3.95
E999
(7.50
C9.95

(9.95
COMPANY PACK 113 A
C C O U N T I N G  
C O N T R
O L

SYSTEM FOR .4  ON DISC E 9 . 9 5
ASSEMBLER TUTOR DISC ( 4 . 9 5
PROGRAMMERS UTILITY DISC t 4 . 9 5
MARKSMAN TALLY EP 80 -

C149,94 •  ES OD d&p.
HARM VIC swrrcm MULTI USER SYSTEM

C9,95
EPSON P40 PAINTERS
DISCS 10 FOP

p&p 75p all orders
OVilf5805 1  0 0  pe r tape,

£39.95
E8.95

LOGIC SALES LTD
6 %r ipe P e i  erborou9h Cambs
24 hour °Merin on 0733 313870

'Have You Had Enough
Of Arcade Games
Or Spreadsheets?'

'There Is An Alternative.:

ATARI XL/XE
C64 ATARI ST S O F T W A R E

S TRATE G I C  P LUS  S O F T W A R E  P O  BO X  8  H A M P T O N
M I  ( ) D X  T W I 2  3 X A

STRATEGIC
PLUS

IBM
APPLE It

AND NOW
AMIGA

SPECIALISTS IN QUALITY COMPUTER GAMES FOR
THE DISCERNING GAMER

Ring for our FREE Catalogue
AND DISCOVER A WORLD OF ENTERTAINMENT

01-979 2987 P21

MAIL-SOFT

POsi & Packing included on UK. Europe add CI per tape.
Elsewhere a i cost ChciiP0 to

Maii.Soil PO Box 589, LOndon N15 16.1.1•
Access and Visa onters welcomed
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What better way to finish off the
year of the arcade conversion
than with a real classic like
Xevious? Well, U.S. Gold

, r e c k o n s  it is anyway. I, for one,
can't disagree with them I

The original coin-op
appeared way back in the mists
of time — but the game hasn't
dated. You won' t  find any

• c o b we b s  on this shoot 'em up.
It's been converted by the
underated Probe Software team

• — w h o  are also work ing on
other arcade conversions for

r Activision as reported in our

news section last issue.
If this is anything to go by,

we're in for a few treats in the
New Year.

Xevious is a pretty basic,
horizontally scrolling zapper.
You fly your space fighter over
a landscape of trees, lakes and
built up areas in search of your
goal —the alien mothership.

On the way you'll encounter
hoardes of intelligent alien

•

TERRA CRESTA
Like Xevsous, rev iewed below,
Terra Cresta is a coin-op classic.
Imagine has gone back to the
vaults, dusted the cobwebs and
dragged it on to the 64 — and a
pretty good job they've done
too.

It's addictive, fast mov ing and
extremely difficult j u s t  what
eve'N shoot em addict wants
from a game.

If you're never seen this
arcade game in the flesh then
you won' t  know that the object
of the game is to orbit  a planet,
blasting away at nasty alien
attackers and collect ing extra
bits of your ship, the Terra
Crests. These extra parts give
you extra fi repower and can be
fl own in format ion to enable
you to complete more difficult
stages of the game.

•

• Alg

It's this "Trans f ormer" style
gimmick  which makes this
shoot 'em up dif ferent f rom the
vast selection current ly
available to the square-eyed
zappers out there,

The extra parts of your ship
are stores in numbered silos on
the planet  surface. Aliens will
do anything and everything to
stop you collecting the bits of
your ship.

They fire all kinds of missiles
at you. Most of them are
homing missiles s o  you have
to use the superior
manoeuvrabilit y  of the Cresta to
outwit  the missiles, rockets and
flying mines.

You can move up, and down
left and right  as the screen
scrolls — somet imes  —
horizontally. Try to shoot

.attackers in many different
shapes and forms.

There are also ground
emplacements  to deal with.
These fi re at you — but you're
armed with bombs which you
can use to blitz these buildings
and the odd alien tank using the
roadways which you overfly
during your mission.

The scrolling is pretty smooth
— and the graphics are
generally  black on one colour,
but pretty detailed for all that.
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everything early enough to give
you a chance to dock safely with
the extra bits of your ship which
appear slowly f rom the silos
once you've blasted them.

At first you are limited to a
mere double shot laser. Pick
up the second craft and you've
doubled your fi repower a n d
so on. Watch those suckers
blow!

Being able to duck and weave
and fire at the same t ime is the
key to success in Terra Cresta.
Learn the waves — the aliens
come at you in the same
format ion t ime after t ime. And
watch out for the deadly flying
Jammy-Dodgers  — they can be
irritat ingly  lethal

At the end of each orbit  you'l
come across a deadly robot
which must  be destroyed.

You can generally dodge alien
fi re because their bullets move
pretty s lowly,  but watch out for
clusters of  bullets—these can
really catch you out.

Also try to shoot the alien
craft as far up the screen as you
can this gives you more t ime to
bomb the ground installat ions
which send up those bomb
clusters. And don't  get trapped
in the corners of the screen.
That 's old advice for
experienced zappers like y ou—

CVG

• n •  I

Generally you'll need all the
bits of  your ship to get rid of this
mechanical foe. You'll definitely
need all the bits to wipe out the
third and most deadly robot of
all.

Code-master Dave Collier and
his graphics man Steve Wahid
have produced a classy coin-op
conversion which is enhanced
by Mart in Galway's nifty
soundtrack,

I didn't  like the long start-up
sequence. It seems to take
forever before you get down to
the serious business of blasting.

Terra Cresta is one of
Imagine's better offerings — it's
a challenging zapper which will
please even the most
demanding joystick jockey.
Watch out for it.

88

but it 's still useful!,
And watch out for the

awesome flying mirrors !  They
are real killers.

Commodore graphics are a
bit confusing to follow at first.
The choice of colours isn't that
great. But you do get the
enhanced sounds of course.

There are 32 dif ferent kinds of
alien ship and no wave is the
same, 16 levels, four skill
rat ings and bonus screens—
just like the arcade original.

There is a two player opt ion
plus a nice high score chart.
Screen layout differs f rom
machine to machine. The
Spectrum has a split screen
effect while the 64 is a full
screen game.

Xevious is a good thumb-
busting zapper for shoot 'em up
fans of all ages.

It may not have the colourful
graphic frills of something like
Lightforce but it's still pretty
addictive. Check it out.
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•
Commodore 64 available Novem ber 20th
Spectrum & Amstrad available February

Sales dept.,  1 1 . 1
3
.  E 9 . 9 5  
•

I L A E L L  C a s t l e  Lodge, Castle Green,

Taunton,  Somerset TA1 4 A8
E n g l a n d  T e le p h o n e  (0823) 544E9 & 54029 T r a d e  e n q u i r i e s  t o  C . e n t r e s o f t• o n  021 3 5 6  3388

software jet t ing harder..



Spectrum & Amstrad
available November 20th
Commodore 64
available January 20th
Trade enquiries to Centresoft

on 021 356 3388
Sales dept.,
Castle Lodge, Castle Green,
Taunton, Somerset TA1 4A8
E n g l a n d  T e l e p h o n e  108231 M e l  5 4 0 2 '9
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MACHINE. C64
10. SUPPLIER: VIRGIN

PRICE 7 E8.95
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The scrolling shoot-'em-up
takes on a new twist with Steve
Lee and Mart in Wheeler's  latest
offering. Instead of a super-
duper,  gizmo-space-fi ghter with
double-turbos and a sun-roof
you get a ball. Yup, you read it
right  a  ball. And why not?!
But it shows what  watching too
much snooker on TV can do to
you.

This ball is armed and
dangerous and has an almost
imposs ible miss ion to attempt.
It has to venture forth to the
planet Erebus a  planet used
as a dumping ground for
Earth's dangerous waste
products.

There's a refinery on this
future Sellat ield which has been
taken over by tea ladies! No,
sorry, make that aliens— can't
have any originality  creeping incan we. . .  ?

Anyway  these alien tea-ladies
have decided that they'd like to
produce nerve gas to poison the
populat ion of earth. See what
happens when you leave
noxious waste lying around?
Heey, heavy social comment .

Better not say any more
otherwise we' ll be gett ing
MORE lef t -wing propaganda
letters,

Anyway, you take the ball-
blaster and roll around the
surface of Erebus, zapping alien
attack craft and gaining access
to the dimens ion duct. This will
take you further into the core of
Erebus, where the aliens are
cooking up their deadly home
brew.

The waste refinery is split into
many  different circular sections.

To gain entry to the dimens ion
duct you have to orbit  each
section and shoot enough
aliens to turn off the lasers
blocking the the way to
your goal.

You have to weave your way
through the obstacle course
while at the same lime blasting
away at the many and varied
alien ships that come after you
f rom both directions.

They fire at you — beware of
the part icularly nasty homing
discs which whirl around
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your destruction.
Watch the light display at the

bot tom right  hand corner of the
screen Once all the litt le
"bulbs " have turned green
you've sucessfully orbited a
sect ion— and if the "duct
open" message appears in the
info window in the centre of the
screen then you can have a
crack at the dimension duct_

The scrolling is silky smooth
and you can move to the left or
right. The graphics are well

d
,
-

drawn an interes t ing.  The
sound effects get irritat ing after
a bit  es pec ia l l y  the twangy
alien explosions, but  the
opening tune is nifty.

Placability? Well, apart f rom
the init ial f rustrat ion of trying to
learn how to get into the duct
entrance, this is a pret ty good
blaster and at under nine quid
isn't bad value.

The game has no real faults
and is slickly presented. But you
have played games like this
before, so check it out before
you decide to break into your
Aunt ie's gift token.

le SOUND 1
11. GRAPHICS

11. V ALUE
IP• PLAYABILITY 9



BARGAIN SOFTWARE:
Dept. C+VG 4; Unit 1; 1 Esmond Road; London Wit 1JG

SPECTRUM
R_R_p

OUR
PRICE

PARER SOY 7.95 5.90
3 WEEKS IN PARADISE 9.99 5 99KARI WARRIORS 715 5.90W_A.R, 7.95 5.90DAMBUSTERS 9 95 4_99LEADER BOARD 7.95 510PSI-S TRADING Co 7.95 510
DRACULA 9.95 7,45KIT TRAP II 95 6.70
DAN DARE 9 95 7.45LIGHTFORCE 7 95 5.90KwAH 1 s5 6,79OARK SCEPTRE 915 7_45T.T. RACER 9.95 7.45UCHT MATA 5.95 6.70REVOLUTION 9.95 7.45TIE AR MING FU IT 7.95 5.90FIST II 5.95 6.70SKY RUNNER 9.95 7.45KENO 195 570STALLONECOBRA 7.99 5.941
Pus GAMES 17 Games' 9.95 7.45TRIVIAL PURSUITS 14.95 11.29ACADEMY 9 95 7_45ACE 9_95 7 45G GOOCH'S CRICKET 9 95 1.45FOOTBALL MANAGER 0 15 6.70GHOST 5 GOBLINS 7 95 5.90TERRA CRESTA 7,95 5.99arm 14 95 1 1 .

2 0JUDGE DRUID 8 95 6.70
ORM THE TERROMMI.L. 715 5.90DRUID 7 95 5.90CAL VAN 7 95 5.90
SURF CHAMP 9.99 3.99SHADOW SKIMMER 7.95 5.90HyPA BAIA 995 7.

4
5

SUPER SOCCER 1.95 5 90ROLE POSITION 7 99 2.99sKTIOX 8.95 6 79ASTERix 9.95 7.45EXPLORER 7.99 5 MIGAUNTLET 8 95 5 70tiRIDIUm 115 5 70HARDBALL 8.95 6.70TARZAN 1. 6.70
FOOTBALLER OF ME YEAR 7 95 5.90
FUTURE KNIGHT 7 . 9 5 5.90
WAY OF THE TIGER 2 (THE AVENGER) 995 7.45MAJL BLAZER 7.95 5•90DANDY 799 5.90
KNIGHTMARE RALLY 7.95 5 99THE GREAT ESCAPE 8,95 6.70PRODIGY 7191 5 90
STRIKE FORCE COBRA 9 95 7.85MAC NAG 7

.
9
5

5 90
SACRED ARMOUR OF ANTIRIAD 8 99 6.

7
1
1

INFILTRATOR 9 95 7
4
5

HIGHLANDERseEmcniau 8 95
11.91

5 76
5 70

ITS A KNOCKOUT 7 95 5 90SHOCIIWAvE RIDER 7,95 90FIRELORD 8.95 6 701942 7.45 5 90JAILBREAK 715 5 90DEACTIVATOR 8.95 11.70CYBORG 9.95 7 45SNOOKER 7.99 2 99DODGY GEEZERS 7.93 590
MASTERS OF UNIVERSE 'ARCADE) 8,91 5.7000918JACK II 7.95 5,99
AiRwOLF (Nowl 7.95 5.90

R.R.I
1

OUR
PRICE

FAT WORM BLOWS A SPARKY 9.95 7.45KAYIJETH 999 7,45
SPACE HARRIER 7 95 5.90
SCOOBY DOD 795 590
DOUBLE TAKE 795 510
BAZOOKA BILL 5.95 6,70
SHAG LIN'S ROAD 8.95 6.79
WORLD GAME 8.99 6.70
SELECT 00E112 GAMES' 1219 4 99

COMMODORE 64
INFILTRATOR 1.95 7.45
GAUNTLET 9 95 7.45
BAZOOKA BILL 9.95 1.45
BRAG MAX 8.95 6.79cYBORG 8.95 6.78
MOVIE MONSTER 9.91 7.45
HOT WHEELS 919 7.45sANXION 9,95 7.45
ACE OF ACES 9.99 7.45VIETRAm 9.95 7.45LEGEND OF siNBAD 9.95 7A18WORLD GAMES
scOOBY DOO
SPACE HARRIER

995

I . " 9 95
7-IS7.415
7.45

TOP GUN 5.95 6.79
1942 995 7.45
SPY VS SPY 3 9.95 7.45
HIGHLANDER 95 6.70
SACRED ARMOUR Of ANTIRIAD 8.99 6.70SUPER HuEY 2 9.99 7.15
FocITIALLER OF THE YEAR 9.15 7.85
WAY OF THE TIGER 2 'AVENGER) 9.95 7.45
MASTER OF UNIVERSE IARCADEIKAYLETH 9-I,9.99

7.45
7.45

JAILBREAK 1.95 5.70TARZAN 8.95 6.70
PAPER Boy 995 7.45SENTINEL 9.95 7.45INFEIORola 995 7.45
KNUCKLE BUSTER
TIE AR MING Fu II

995
995

7.451.10
EXPLODING FIST II 9.95 7.45
OAN DARE 9.95 7.45
SUPER CYCLE 9 95 7.45SKY RUNNER g 95 7.45
LIGHT FORCE
TRACKER I . " 14.95

6,70
11.21XEIKI 095 6.70

TRIVIAL PURSUITS 1495 11.20
UCHI MATA 995 7 45
miti BOXING 7 95 5.90
ALLEY KM 895 6.70
CliAmploNSHIP WRESTLING 9 95 7.45
LEADER BOARD 9.95 7,45GAL VAN 95 5.70
SHAO -  Lim ROAD 8.95 5.70WAR 95 5.70
PUS GAMES 17 Games1 1195 7.45STALLONE.CORDA B 95 6.111
MERCENARY 9.95 5.99
THE TRANS FORMERS 9 95 1.45
HERBERTS DUMMY RUN 9 95 4.99
INTERNATIONAL SOCCER 14.95 4 99ACE 915 7 45
TERRA CRESTA 8.95 6 70
JUDGE MEDD 1 .

9
5

7.45
TOMATtAwK 995 7 45
HYPA BALL 9.95 7.45
ASSAULT MACHINE 9.9$ 7•45WARRIOR II 995 7.45

PRICE PROMISE
It you wish to purchase any product from our list and
find that you can buy the same product cheaper from
another mail order company, simply enclose the lower
amount, stating the name of the other company and
where you saw the advert. (It must be a current issue).
Price Promise does not apply to other companies
-
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COMPILATIONS

SIARSTRIRE
SLUE THUNDER
SON OF BUGGER
AUTONAINA
SMAIDO

SPEC 4 CRAIN I M A M  2
MONTY ON THE RUN
MEV()  S WORLD
MOUNCEIT
STARMARE

WM 4 um  VIDETIS 2

IMAM' ON THE RUN
BOIMOIR
WARTLIKE

SPEC, SPORTS PACS
ANDOMER
DARTS
FOOTBALL
OLYMPICS
DERBY DAY
GOLF

014 SPOTS PACS
WORLD OW N or m a .
PILOT 44
DOW 44
H IT MATCH CRICKET
DERBY DAY
GOLF

/ M O M  SAMOS PAGE
MEW TO A Kai
COCK SAME MATT 2
FRIDAY rge 1311i
T M  MATCH
PYRAMID
g u n  I  COG SNATCHERS

M t  WS W P ia
MISSION IMPOSSIBLE
EKTERMINATOR
ANMAGEDDON
MIEE2 ICES
SAM SPADE
BRAIN DAMAGE

SPEC.
SOADERONS SHADOW
ENIGMA FORCE
000MDARK5 REVENGE
SHADOSOMITE

CAI
PSI WARRIOR
DUABE NUMIS ONE
SIOCIDWFIRE
ENIGMA FORCE

SOU/ A AMAMI
FIGHTER PILOT
RAM SC
BUM FU MASTER
GHOS ?OUSTERS

07 Pact
AIRW04/
COMMANDO
MIAMI M OD S  ADVISE
10111UACK

V IC  41
DEPT 'ma
POLE POSIMM
WIDE% I
power, FUTURE
HULL
MOON MESTA

OIMMTIREAS SPECIAL M TH
CONIMIDOWN
COSMIC UNGAR

SNOOKER
SWAG
ARCADIA
DARE D M  DENIS

SOUK MILLIONI I
tott,
BRUCE LEE
KNIGHT LORE
MATCH peorr
MATCH DAY

• W M  I  SPECTIIMM
MINIAINICIIII-OP NITS
GREEN BEGET
TIE AR CMG Eli
MSG PONG
INIKIE
NEPA SPORTS

IIIINELL PACS
SPEC. B4 r
SABOTEUR
TIMM) ESPRIT
COPAILAT V IM
CRITICAL N W

MIN OM NI
M A I M
NICK MOO'S GOLF
SOURCERY
COM NAME MAT II
HERKIMER A WALLY
VIEW ID A S U

WK . OM OWNW IMIES
OMAN

c*ST RANGE L ,
PYMMARAMA
MARIAN KNISHES
FALCON PATROL A
LORDS Of MIDNIGHT

SPEC. •  DM
M I M E S
NA WOLF
CINICitE E N  II
WEI NA ROG
CAULDRON
WORLD CUP

SPECTRUM

I BARGAIN SOFTWARE ORDER FORM
I P l e a s e  send me the following titles, BLOCK capitals please!
1 T y p e  of computer

Amount

Total Enclosed E

Please make cheques or postal orders payable to BARGAIN SOFTWARE.
Prices include P&P within the UK:  Europe please add E0.75 per tape:

Elsewhere please add E1.00 extra per tape

Name

Address

Tel. No.



MACHINE: C64
Po SUPPLIER: BEYOND
•  PRICE: £9.95
Po REVIEWER: PAUL

This is an intriguing game and
quite honestly I don't know
what to make of it, It's initial
appeal is so limited that it's
doubtful  whether I'll summon
up the enthusiasm to continue
playing it. Playing the role of a
robotic delivery droid just
doesn't seem much fun,

This Denton Designs creation
is set in a massive city which
takes up an entire planet, Most
of the communications
between different parts of this
complex are electronic but
parcels and vital documents still
have to be physically transfered
about the city,

Enter the Droid Despatch
Company and its delivery
robots called Infodroids.

You must control this droid
all over the city carrying out
delivery tasks. However, you
have to cope with rival
company droids and pirate

INFODR I
robots who will steal your T h e  droids travel the planet
packages— a sort of futuristic o n  superfast speeding
highway robbery. p l a t f o r m s  — eight lanes of them,

In fact, all moving at different
speeds. The packages must be
picked up and delivered to their
right destinations to earn cash.

Each droid comes with
standard equipment but the
more you make, the more extra
parts can be fitted to the droid.
These are selected by means of
icons.

You should really play it in
your local software shop if
you're interested in buying.

Scattered around the system
are various rooms to visit.
Some are dispatch points,
others junctions which connect
with other speed routes and
other repair shops. Most of
these rooms are sign posted.

The speed platforms certainly
move fast. Impressive to look at
but a little hard on the eyes. It
does have, however, some —
multi-soundtracked — pleasant
music.
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P. M A C M .  C64/128
•  S UP P LI M  EUROGOLD
P PRICE f9 . 95 (TAPE) C12•95
IDISPG
P REVIEWER; LEE

The t ime is the Twenty-First
century. Af ter many serious oil
crisises, energy product ion on
the Earth has been switched to

nuclear fusion, and Uranium
has become a vital raw
material.

Its scarcity on this planet
means that new sources have to
be located. The moons of
Saturn proved a valuable
source, and a trade agreement
between the Earth and the wise
Saturn Dictator, Rayol I, has

been drawn up.
Unfortunately,  because he is

the ruler,  he has demanded
1,000 Earthlings as payment
upon delivery of the Uranium
supply. Obviously, this request
has been turned down by the
Earthly Commit tee,  and so
Rayol has enforced an embargo
on deliveries to the Earth.

Since we need Uranium to
survive, a cloak and dagger raid
is the only  answer. Just don't
call on Ronnie to arrange it . .

As the pilot  of this mission,
you have been prov ided with a
space rocket, warp boosters,
and nine robots.

That is the basic storyline
behind the latest game from a
fairly new company, Eurogold,
who released Miss ion Elevator
a few months ago.

You may  remember that this
was a CANG HIT!, and we said
that if  that was a sample of what
was to come, we'd be in for a
treat. Well.  I 'm sorry to say that
Nuclear Embargo was a great
disappointment  to me, mainly
because it was one of the most
boring,  monotonous,  dull,
unplayable (I think you must  get
the idea by now that I didn't  like
it!) games I've played for many
a month.

There are various dif ferent
elements to this game. Firstly,

t ravelling f rom one Planet to
another, locat ing the Uranium
supply, t ransport ing your robot
to the surface, collecting the
Uranium,  t ransport ing the robot
back to the ship, and secondly,
mov ing to another planet to
repeat the process.

The plot is fairly unoriginal,
the graphics are fairly run-of-
the-mill,  planet surface type, the
v iews f rom out of the window
of your ship look like a screen
shot f rom Codename Mat, and
the robots look like reject
Daleksl

The sound, what  there is of it,
is well below average for the 64,
with better quality explosions
coming f rom the Spectrum.

There is no title, or in-game
music, There is a loading
screen, but it looks like a four
year-old grabbed a joystick and
fi ddled about with it for five
minutes.

This, to put  it in layman's
terms, is quite simply, one, if
not the worst game I've played
this month,  and even at two
pounds, it would be doubtful as
to whether it would get a good
review.

5
3
4
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•  No high fixed price — you only
pay what the repair actually
costs.

•  While-U-Wait Service — spare
parts for all leading computers
— available over the counter.

•  State of the art test equipment
to provide comprehensive test
report and locate faults.

•  Repairs to all leading makes of
computer.

•  Amstrad specialist_
•  Spectrum rubber keyboards

repaired for only LE195.

II Commodore 64's, Vic 20's,
Atari, Commodore I6's and
Plus 4's repaired.

•  Discounts for colleges,
schools etc.

•  Every computer repaired by us
is completely overhauled and
tested before return.

•  All computers returned
carriage paid and covered by
insurance.

•  Three months guarantee
included.

•  Free Software worth £33 with
every Spectrum repair.

COMPUTER
 C E
N T
R E

Repairs also undertaken for all thefoltowing computers:
S P
E
C T
R
U
M ,

ODORE, ATARI,8
8
C
,  
I
B
M

NO HIGH
FIXED
PRICE

REPAIR!
SOFTWARE WORTH

WITH EVERY
SPECTRUM

REPAIR

We are the  best, forget the rest, look what we offer

BBC
REPAIRS

from
£12 to £45

DISCOUNT COMPONINTS
e.g. Power It sformers

Commodore L29•00
• L I  50  p.p

Spectrum
L9.95
.ci5orip

The established
company with a proven reputation
Over the years we have built up an enviable reputation
in the UK for computer repairs, which is second to
none. This is based on many years experience in
repairing Spectrum, Commodore, BBC and other
leading makes — and we were the first AMSTRAD
repair centre anywhere. This is why we have
customers all over
the world.

A Simply send your computer
securely packed, together

with a cheque or postal order for the
maximum fee to the address below.
Your computer will be repaired and
returned to you within 24 hours
together with the balance of the fee
and your FREE £33 worth of
software.

Or if you prefer a written
quotation just send 12.50 to
cover post & packing.

Alternatively just quote your
Access or Visa card number_

S P
E C
T R
U
M

REPAIRS
from

to 9 0

SP C MIST COM
REPAIR CENTRE

Dept.18, Unit 4, M.E.B.Works, Windsor Road,
Enfield, Redditch, B97 613J. Tel: Redditch 65671.
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sWE SET ME STANDARD BY WHICH EVERYONE ELSE IS JUDGED
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v ? they owned. If your name is in

the list below, please write into the
magazine and let us know which

version of the game you requested.
R Deaper, Cumbria, Anthony Dix-

on. Bootle. Peter Davie, Hants. Jake
Langwith, London. P Rayner, Kent.
Gareth moore, Oman, Jonathon
Hogg. Worcs.  S imon  Norton,
Cheshire. Havard Saetre, norway.
Niall Gilsenan, Ireland. Kate Birks,
Midfield, Paul Treglogo. W Mid-
lands. G J Mair, London. Shehzad
Yousaf. Berks. David Cociz, Switzer-
land. Anthony Coyle, Aberdeen. Soh
Kam Young, Malaysia. Ronald Dvo,
Gibralter. Stephen Alty, Merseyside.
Mark Hatch, Lancashire. Simon RIJS-
sell, Herts. Paul Murphy Gateshead.
Valene Bishai, Suffolk. Patncia Suen,
Surrey. Navdep Rajwanshi, W Mid-
lands. Vegard Goldberg, Norway.
Bryan Study, Hets. Jamie Dyer, Cam-
bridge. Gawaine Davis, Kent. Simon
Richardson, Kent. Kevin Davies,

C+VGIUTCHI MATA
COMPETITION
Name
Address

Suit Size  A g e
UTCHI MATA QUIZ
1. Which sporting hero did Briar
,Jacks defeat while competing in
BBC's Superstars.
2. Name one of the games which
features Brian Jacks.
3. What is the top belt you canearn in Judo?
1
2

/  Due to an oversight
by some one who will

remain nameless, we
forgot to ask readers who

entered the Tolkein
competition what machine

York. Chris Parker, Essex. Mark
Chamberlain, Hereford, Mark Nichol-
son. Lothian. Glenn Meaton, Sussex.
James Cullen, Coventry Yu n ys
Aswat, Clapton. Paul Rea, Leicester.
Anthony Ponsford, Devon. William
Rowe, Nairn. Darren Oueenan, Some-
rset, Andrew Walsh, Herts. Michael
Storey, Stockport. Andre Morris,
Staffs, Mark Lucking Essex. Anthony
Finnegan, Coventry, Steven Jakob,
Mid Glamorgan. Geir are Skieret.
Norway. Fraser Mills, Chelmsford.
Peter Lawrence, Nr Leeds. Bruce
Joiliffe, Ayrshire, Paul Webster,
Lincs. Tony Bristow, W Sussex. Mr R
Cavill, W Yorks, Miss K Roberts,
Herefordshire, Sean Campbell, Bol-
ton Geoffrey Hogg, Essex. David J
Carr, Durham. Ashley Cother-Cairns.
Herts. Jason Sankey, Norfolk. Steven

How does a judo champ get
caught up in the totally
unphysical world of computergames? Leslie Bunder visited
Brian Jacks to find out.

Since being introduced to Judo
by his father when he was 10.
Brian has competed in over
3,000 contests and travelled the
world three times.

Famous not only for his
sporting talents but also for his
amazing consumption of
oranges, has won numerous
medals and titles. One of his
most amazing achievements was
the winning of Superstars twice
on one occasion he even beat
Daley Thompson!

Brian spends time making
television shows, writing books
and columns in magazines_ And
one of his current interests is
computers.

He explained: "A couple of
years ago, the television show
Micro/ice, came to me and my
family and asked us if we would
like to choose a computer andthen use it.

"We looked at all the
computers on the market at the
time and decided to go for the
Atari 800XL. The main reason
was that it seemed to offer more
on the educational side for my
son to use and also it seemed

Nicol, Aberdeen. Phillip Defoe, Lon-
don. Matthew O'Connor, Halifax.
John Rowe, Ireland. Paul Gibbons,
Sussex, Simon Benge. Canterbury. J
Barratt, London. Steve Bishop,
Leeds. Richard Cooper, Merseyside.
Philip Walker, Cleveland. John Sel-
lers, Lancs. C J Finnie, West Mid-
lands, Jason Akin, Brentford. Sam
Kimmins. Nottingham. Chivtopher
Collins, London Ian Smith, Ireland.
Stuart Miles, Somerset. Mark Con-
stantine, Sheffield. Martin Grant, S
Yorks. Simon Ball, Sussex. Tim
McLellan, Herts, Stuart Hall. Glos.
Paul Greenough. Manchester. Nicho-
las Henstock, Rotherham Rob in
Woollinden, Stourport, Adrian Mad-
docks, Derby, Paul Eaton, Co Louth.
Stephen Panniers, Leominster. Trevor
Williams, Bristol. Ian Davies. Wilt-
shire. Nicholas Bailey, Gloucester.
Huw Howelles, Wales, Scott Semple.
Midlothian. David Ethehngton, North-
amptonshire. Phillip Mason, Herts.
Yvette Hardware, Birmingham. Tim
Dwyer. Salop.
Giuseppe deo Salvo of Rome is the
winner of our Asterix competition and
will shortly be receiving his copy of
the game, 4 copies of cased books
and a 611 long Asterix freeze — hope
it gets through the British and
Italian postal system wihtout too
much trouble, Another point
Giuseppe — can you read
English?

If your name is in the
list below you are one
of the 20 runners up.

Barry Bowman,

RCN MOE
quite strong on graphics and
sound. We then had to say how
we got on with a computer at
home."

The Atari is still in use at
Brian's home. "We've got the
computer, disc drive, cassette
recorder, printer, Koala Pad.
Naturally, there are games as
well. The ones I  personally find
most interesting are adventure
games such as Zork."

How did Brian link up with
Martech?"Martech, did a game
with Eddie Kidd. Eddie is a good
friend of mine and introduced
me to them. At the same time,
David Martin of Martech saw
me appearing on Micro/we with
my interest in computers. We
got together and they wanted me
to do a Judo game, but I said I'd
rather do a game based around
Superstars as I was better
known for it at that time.

"Martech agreed. and we did
the Superstar Challenge game
which did quite well. Then
Martech and I decided to do a
follow up on Judo.

"I really enjoyed doing it_
Although I'm not actually
involved in the programming ofthe game, I'm very involved in
the technical side about how it
should look and how the moves
work in real life and so on. I

Nicholas Hyde. Paul Woodley, R P
Wegman, Nicholas Davies, Michael
Barker. Paul Curren, Richard Wood,
Lee Neary, Matthew Clark, Craig
Jones. Peter Sonlos, Anthony
Blackhurst, Jac-cy Mendoza, Kenneth
Dryburgh, David Neale, Mr C F Price,
Justin Pearsclen, James Lundy, Mrs
Lesley Berestord.
Dracula descends on Cheshire! Or so
it will seem to the neighbours of G N
Ward of Stockport who is the lucky
winner in our Dracaula competition,
Along with his Dracula video he will
also receive copies of An American
Werewolf in London, four Stephen
King horror novels, a Dracula mask
and a copy of the game. The 10
runners up all get copies of the
game for their computers.

Ron Hoogenkamp, Peter
Gorman, Martin Schultze,
C J  Doig, Lawrence
Binks, Christian Bar-
loot, Carl Pugh, Paul
Worthington,
Noura A  Mno-
man. Biertho
Thieny,

cel
OMPETITIOP

think it's great fun to be
involved in computer games."

I asked Brian to explain Mehl
Math. "Utchi Mato is a unique
game. Utchi Mata is actually a
technique ofJudo, the one I
became famous for. Also it's my
favourite. People seem to think
that Judo and Karate are
similar— they are totally
different. Karate involves
kicking and punching while
Judo is more refined and is
about throwing and locking."

One of the questions people
often ask is what celebrities get
out of endorsing games,

"I get a royalty from the
number of copies sold, which is
very similar to what I get for my
books. I find the royalty the best
way of doing it. As! put a lot of
work and effort into it, I hope itdoes well."
You could win one of THREE
Rucanor judo suits, if  you enter
our C +VG MartechfUtchi
Mata competition. Five
runners-up will get signed
copies of the Utchi Mato on the64.

What do you have to do?
Throw Brian Jacks three times!
No, really all we'd like from you
is the answers to our Utchi Mato
quiz. Once you've worked them
out just fill in the coupon and
rush it to Computer and Video
Games, Utchi Mata
Competition, Priory Court. 30-
32 Farringdon Lane, London
EC I R 3A U. Closing date is
February 16th, normal C +VG
rules apply and Brian's decisionis final
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Academy/Tau Ceti II is PETE COOKE'S
latest smash hit. It isn't easy — and
that's why the people at IDEAS Central
persuaded Peter ever so nicely to bring
you this exclusive players guide to the
game that turns the Spectrum into a
space flight simulator! Read this and
you'll be getting pass marks in all the Gal
Corp Academy's toughest tests .  .
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Corp Academy for advanced
skimmer pilots, you must

complete 20 mission simulations
on different Inhabited and
uninhabited worlds against a
variety of foes. Each mission is
scored on a percentage basis, a
score of 90% or over qualifying
as a pass.
STARTING UP
Anyone who has grappled with
Tau Ceti wiN have an initial
advantage here as many of the
features have been carried
across. At first getting to grips
with all the weapon systems and
differing keys can take a few
Plays.

A good tip here is to select the
key layout that you prefer and
then save the game. They key
layout is saved with the files so in
future sessions — and I can
guarantee you won't complete
the game in one sitting — you
can simply load in the file and
your keys will all be set.

As a quick supplement to the
manual, your lasers are by far the
most useful weapon. Missiles are
best used to keep the pressure
off when the lasers are
overheating and delay bombs and
anti-missile missiles are really
only for specialist missions.
ON THE MISSIONS
The mision information section
will give a guide to planetary
conditions on each mission and
explain what your objective is.

A suitable skimmer is also
given and it is alwasy best to

follow this advice for the first few
attempts.

It may not be possible to
complete the mission if you
choose the wrong skimmer. For
example you may need a skimmer
equipped with a jump unit in
order to reach your objective,
and there is nothing more
fnistTating than battling through
hordes of aliens for twenty
minutes only to find that a vital
piece of equipment is not on
board.

Having said that, once you
realise the equipment needed for
a mission it is usually far better
to design a 'custom skimmer' for
i t The skimmers provided are
general-purpose ships and the
extra 'edge' given by a purpose
built design can make the
difference between success and
failure.
SKIMMER DESIGN
rips on skimmer design are really
fairly straightforward. In any
mission where the robots are well
spread out, a compass and
scanner are vital pieces of
equipment

It's also a good idea to go for
the most powerful lasers and
shields that you can manage.
Watch out for high power
steering units, some people find
them a shade too sensitive and
medium level is a better bet

Don't waste space with flares
or infra-red units unless you
really need them. You can always
wait for sunrise!

Designing the panel is a lesson



In ergonomics_ They most
important instruments — after
the main viewscreen — are
shield level and laser
temperature and it's best to put
them nearby so you don't have to
hunt all over the screen to find
them.

Tuck the less useful items like
the jump unit indicator away in
the corners.

Finally, if the planet has a dull
red or magenta sun, it's better
not to go for a dazzling white or
yellow panel as it makes the
display that much hard to follow.
ON SCORING
Each level' of four missions only
needs an AVERAGE score of 90%
to pass. This means that if you
have scored 100% in the first
three missions you only need
60% on the fourth to pass the
whole level.

As soon as you reach that
point QUIT from the mission.
There's no point in going for the
full 100% across the board as the
scores are not carried through to
the next level.

Conversely if in one of the
early missions you can't get a
score of ninety percent plus then
leave it till the end, you may not
need to!

While in a mission keep an eye
on the score. Each mission has
an individual scoring system and
the score tells you N you are on
the right track. If chasing and
wiping out reams of buildings is
not scoring then it's probably a
waste of effort.
BACK ON THE PLANET'S
SURFACE
Beacons play a very important
part here. If you see a trail of
beacons leading off into the
sunset, you can bet that there is
something interesting at the end
of them, so don't just blast them
away. If you're feeling ultra-
violent then take them out on the
way back to show that the area
has been cleared.

Most missions will start and

finish in the Gal-Corp launch
vehicle (GALVA, and it's worth
remembering that you can always
fly back and dock with the G.L.V.
to re-equip.

Equally, if the mission involves
a chain of jump pads then check
each destination for a military or
civil supply centre for fuel, the
jump pads form a one-way
network and It may be a long way
to the next garage!

A couple of tips that also
applied to Ceti are useful here

Since your skimmer can fire
lasers in any direction We quite
possible to run like crazy while
firing from the rear at any
hunters that may be chasing you.

If the mission involves docking
with reactors then be VERY
careful not to shoot at them.

One careless shot and the door
system will close for the duration
and you will not be able to collect
aH the codes.

Quite often one of two
fortresses will be tucked in
between a pair of reactors. The
best approach here is to circle at
a safe distance until you can see
daylight between them and have
a safe line of tire.
THE DIFFERENT MISSION TYPES
The missions involve a vareity of
a different skills from the
mindless violence of If It Moves
to the more strategic mission
such as Protector.

In general the levels are not
difficulty levels.

I found some of the hardest
missions in levels two and three.

Later levels involve more
specific tasks using particular
tactics and strategies.

Watch out, especially in later
missions, for some of the rarer
ships Suppressor Droids are
particularly useful.

Finally, here is a list of the
missions found in each of the
four levels with a rough guide of
the task required
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LICLIDteM
PLAYERS GUIDE

A Building a skimmer
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A Data on C -VG skimmer Zarjaz
, -  ! A l e t 1 4 0 : 1 1 1

M i s s i o n :  I f  i t  n o v e s . . .  S o u n d /S k i n n e r :  L e n i n

O p t i o n s :

C a de t :

Ac c e .  M i s s i o n

seLect a  Mis s ion
S e l e c t  a  S k i nne r
Pr ogr ess Re por t
Tape Menu

E nt e r  a  Ne e  Ca de t

i l i e v / Re de fi ne  Ke gs

F r e d  S n i t h  P l e a s e  S e l e c t :
A Opening menu screen.

Level 1
If it moves: Straight shoot-em-up
Red Dawn: Destroy the Robot
Factories (You'll need delay
bombs)
Meltdown: Eliminate the Reactor
before it's TOO LATE!
Softly, Softly: This one would be
easy i f  Gal-Corp hadn't
accidentally mined the whole
area.
Level II
Cipher: Collect and assemble
codes from nearby reactors.
At the OK Corral: One for budding
John Waynes.
Where to Guy?: Launch to a
solitary jump pad. Unfortunately
the jump network has been taken
over by pirates. You can always
jump out of trouble here but
watch your fuel.
Hide and Seek: This revolves
around eliminating several Solar
Disc complexes. You'll need to
find a suppressor droid to
complete this one.
Level III
Laserium: More straight ahead
blasting.
Hades II: Very poorly lit — infra-
red/flares needed.
The Sands of Time: A whole
network of Reactors to eliminate.

The best way is to sneak In a
missile at point blank range.
Mission Improbable: Collect and
assemble codes. Suppressors
come in handy here.
Level IV
Ceti Revisited: A bit of nostalgia
on Tau Ceti Ill. Watch your fuel
though.
Out of the Frying Pan: Shoot-em-
up with a nasty welcoming
committee.
Don't Panic: Solar Discs and
Reactor Complexes mean delay
bombs are needed on this
mission,
Needle in a Haystack:
Navigational skills needed, plus
finding a path through a
minefield.
Level V
The Coal Mine: Planet in
permanent darkness so infra-red I I I I I I k
is vital.
Paz!: No relation to any
magazine! Watch out for
indestructible Super Missiles.
Average survival time 35
seconds!!
Protector: Chase the Tracker
units. A fast skimmer is needed
but this mission is quite easy
once you get the hang of it.
The Shepherd: Find and bring
back (intact!) watch towers.

rracker

Jump Pad

Delay Bomb

COMPETITION
Have you a  cool nerve, steady hands a nd a  head for
heights? If so, we're giving you the chance of becoming
a Computer +  Video Games high•flyer in our fantastic
Academy Competition.

The first prize is a free flying lesson. Unbelievable, isn't
It — your chance to sample the high life with your hands
on the joystick. The next 30 runners-up will get a copy of
the CRL game which will be  available on the Spectrum,
Commodore a nd  Amstrad. The  flying lesson wil l  b e
arranged a t a  mutally convenient time and a t a  flying
Club belonging to Aircraft Owners and Pilots Association.
But remember, y ou  mus t b e  ov e r  1 6  t o  e nte r  the
competition a nd have the full approval, if under 18, of
your parents.

The competition is based around Academy, by  Pete
Cooke, follow-up to Tau Ceti. In Academy you are put
Into training t o  be c ome  one  o f  the  Gal-Corp's  top
Skimmer pilots. You have to pass 20 tough tests which will
push your space skills to the very limit.

And that's the subject of the competition — design your
own skimmer on computer. The sky is definitely not the
limit for your imagination. Anything goes. Just send us
the tape  or a  screen shot of your design to Academy
Competition, Computer -  V ideo Games, Priory Court,
30-32 Farringdon Lane, London EC1R 3ALL The competi-
tion closing date  is February 16th and the Chief SpacePilot's decision is final.

Don't forget to send your entry with the printed coupon.

Academy Competition

Name:

Address:

Please indicate which computer you own
Spectrum fl  C B M  64 Ti A m s t r a d  Ti



COCOMPETITIONO
D esigning the ultimate

joystick is a bit like
working out blue-print

for the perfect mouse-trap —
there's always going to be
someone who thinks you've
left something out!

I bet you've often moaned
about joystick design and
thought you could come up
with something much, much
better.

Well C+ VG and Euromax,
the UKts leading joystick
manufacturers, are about to
call your bluff.

If YOU think you can do
better here's your chance to
prove it!

Euromax currently produce
a range of top selling sticks —
here at C + VG we reckon that
their sticks are the best
around — but like all good
companies they want to keep
getting better at what they do.

And that's were YOU come
in. We want you to design the
perfect joystick. From fire.
button to the shape of
the base, from

the stick-grip to colour-
scheme, we want you
to design a stick from scratch.

YOU could just see your
design actually being
manufactured by Euromax if
they like it enough! And if
just seeing your stick on the
shelf of your local computer
store isn't enough to tempt
you to enter this amazing
competition, Euromax have
come up with LION worth of
joysticks for the winners and
runners-up.

THE FIRST PRIZE consists
of no less than FIVE Euromax
joysticks. Their complete
collection in fact. The lucky
winner will get a Satellite
Station, the top of the range
Euromax controller, a
Professional Autofire, the FA1's
favourite stick, an amazing
joyball, an Elite AND the
innovative Wiz Card! You
need never be short of a
joystick again!

There's THREE SECOND
PRIZES which consist of a
Professional Autolire, and Elite
AND a Wiz Card,

No less than 15 THIRD
PRIZE winners wil get a
Professional Aurofire AND 20
runners-up will get a Wiz
Card. Phew! This MUST be
the competition of the
century!!

When you're designing

your stick you might like to
take into consideration the
cost of the features you'd like
to see. Remember, the more
extra bits you add on to your
stick the more it's going to
cost to make.

And how about
remembering those gamesters
who are left-handed — there
must be a few thousand
around — why not design a
leftie-stick!

Or how about a special



t I
shoot 'em up stick with
designs that ease aching
thumbs!

Do sticks ALWAYS have to
be black? Do you want a
pistol grip stick or a more
traditional design? Maybe the
base should be bigger, maybe
autofire should be a standard
feature, or perhaps you've got
a totally revolutionary design
up your sleeve

Once you've designed your
stick — and remember to

include as much detail about
the features you've included
as possible — send it, together
with the competition coupon,
to Computer and Video
Games, Design a Joystick
Competition, Priory Court,
30.32 Farringdon Lane,
London, EC IR MU.

Closing date is February
I 6th, normal C+ VG
competition rules apply and
the Editor's decision is final.
All designs submitted will
become the property of
Euromax Electronics Ltd to do
with as they wish, inlcuding
the bringing to market and
sale of entire or part designs.

C+ VWEUROMAX DESIGN
A JOYSTICK
COMPETITION

PLEASE FIX THIS
COUPON SECURELY TO
YOUR ENTRY!

Name

Address

Age



The Ultimate in
Joystick Control
Arcade Quality

with 8-way microswitches
Faster response times provide a smoother, more accurate
playing action for higher scores and its tough, dependable
construction guarantees reliability during use.

COMMODORE
C64/128 disc Red Hawk
C64 disc &eon
C64 disc Red Arrow

11.99
10.99
9.99

Nemesis Rom
Kingsms
Snake it!
Monopoly
Chess Game

15.99
9.95
2.99
9.95
7.95

AMSTRAD MSX Artist 3.99
disc Ace 11.99 International Karate 7.95
A 64128 disc Red ArmW 10.99 View to a Kill 3.99
A 64 disc The Devil's Crown 10.99 Dagger 4.99
A641128 disc Heavy on the Green Beret 15.99

Magic 10.99 Jail Break 15.99
A64128 disc Bridge 10.99 Gauntlet 9.99

Gun Fright 3.99
MSXDambusters 9.95 Nightsnade 3,99

*  Ergonomically designed, nylon covered steel
handle and base for smoother playing action.

*  Rubber action return to vertical of joystick for fast,
positive control.

*  Large, dual fire buttons for quick leftor right hand
operation.

*  Non-slip, rubber base pads ensure joystick
remains firm during play.

*  Extra long 5 foot cable allows more comfortable
playing positions.

*  Guaranteed for 1 year.
Suitable for:
Amstrad; MSX computers; Commodore 64 and VIC 20;
Atari; Sinclair ZX Spectrum (when used with an interfoce).

Distributed in the U.K. by:

P
p
j
,
W
E
R

Unit 2,
Rothersthorpe Avenue
Trading Estate,
Northampton NN 4 9.IN.
Telephone: 0604 68711,
Telex: 311254 LEISFT G.

COMPETITION P R O  TM

Manufactured
\  \  /  /  i n  the U.K. by:

DYNAMICS marketing Ltd
A Coln indusires Company

•  Coin House. New Coin Street
Royton • Oldham 01.2 62 • England
Telephone- 061 626 7222 Telex: 669705 Coin G

GET THE BIG ONE!!

ALSO AVAILABLE FOR VIC 20 8( C16/1-4
MINI COMPENDIUM 20 GAME PACK C6.95

64

SUPER
VALUE

Nod
ADDRESS

V I C  1 2 0

THE BIGGEST GAMES PACK EVER

CHECKERS S I M  D R I V E R
SNUFFLE D R A G O N S  FR U IT  MACHINE
CLUES T H R E E S  A TTA C K
KINDER MATH SOLCOR 6 0 m 3 E N
NTTO S m A X I E  s z a l L E s
MUSICIAN S K I E R  S AUCE RS
I D MAZE S K Y D IV E R

NEW ORIGINAL
PROGRAMS FOR O N L Y
THE COMMODORE r t  n C

OR 128
T H E  • I O  O N E  C O N T A I N S . . . .

TILA7iFT S P A C E  ArTACE P . A 1
-
. 7 0 A
LAME OF KIWIS  KINDER MATHS
CHESS D R A D G M T s
RERZERK S U P E R  FROG
POKER S H U F F L E
TROLLS T A N I  BATTLEritexscle Nor CLUES
J D  MAZE M A T C H  !IDRIS
D u
-
L E
L
-
r i
c o  
B
O
M
B
E
R  
R
A
M
E
Y

DUCK S IE S I B O A T I N G
SUE HURTER R O G  FIGHT
WORD SEARCH D E A TH  TRENCH
SPACE DOCK B A R R IC A D E
3 D 0X0 H E A R  Olt
DITTO S O L I T A I R E
DYKE NIBBLER TERROR CASTLE
EDNEY GRABBER HANGMAN
TIC ta x  MATH A I M

A n  MANN MANY MORE

C 1 S / H I I
SOLITAIRE T H R E E S
PoNICEM P O K E R
CHECKERS S H U F F L E
CLUES N I M
TIC TAC MATH SOLCCE
FRUIT mACRINL I R  ONO
'MATZO M U S I C I A N

OTHELLO
PALA TAX
BASIC MATHS
MAZE CHASE
vAleIR/s LAIR
THE GORWI
ASTRO PANIC
SYNTHESISER
OREAKOOT
SWITCH AROUND
COLLECTION DAY
CONNECT
DRUM ILIT
MASTERMIND
DEPTH MARGE
DEFINITIONS
PEG PUZZLE

BASIL MAIMS
DEPTH CHARGE
PREDICTOR
?ANIS
CAME OP K IIZS
HANGMAN

PLEASE SE/AID HE ( u m  ssrsursta tt sc 11 Goods Drspetchad Within Fourteen Days
75 GAMES FOR CE4/128. ON CASSETTE ED OS DISEL341.4.95 each InE.PAP
20 GAMES FOR V IC 2 0 0  7 0  GAMES FOR C IA /'A  0 tiE6.5
1 e a c h  I n c - P A PI ENCLOSE A  E M M A / P .O. FOK C M A D E  PAYABLE TO V IV IC SERVICES LID .

SEED TO:
U.K.: 7 5  GAMES.GROUND FLOOR.AS VEST GREEN ILD.IDERPIELE LANE.LOKROS MIS 311I.
REP.of 'ALLARD; I S  GAMES.64 DUWSINN AaNa.pinGLAS .DIALIN

FACULTY
ENTERPRISES LTD
YOUR PERSONAL MSX STOCKISTS

ALL OTHER BRANDS STOCKED
ASK FOR DETAILS

JVC MIDI —
"Turns Room into recording studio"
SEND CHEQUES AND PO'S TO:

FACULTY ENTERPRISES LTD
NOW MOVED TO:

7-79 SHERWOOD CRESCENT,
MARKET DRAYTON,

SHROPSHIRE.
Tel: 0630 57465
COME AHD SEE USA T  OUR SHOP
,



available for
Amstrad/Spectrum Cassettes E8.95
Amstrad Disc E13.95
Coming soon for the
Commodore 64 0 .9 5
MIKRO-GEN
Unit 15 The Western Centre
Western Road
Bracknell Berks.

by







THE COIN•OP SENSATION FROM DATA EAST...
t a

111

DATA EAST

r1 T t, Ftr•I-11-1. 4111011momb•
I l l i g n i g g
E r  
J u s t  
l i k e  
i n  
t h e  
c l a s
s i c  
w i
l d  
w e
s t  
fi
l m
s  
o
f  
o l
d ,  
y o
u '
l l  
b
e  
i
n  
t
h
e  
t
h
i
c
k

7
I
r
m
l
=
=
=

of the act ion right  f rom the A v a i k b l e  in the lotion-iv formais: Cassette D i s k
start! Hold-ups, mbberies and Commodore E 9 . 9 9  E14•99
rooftop fights, Express Raider Amstrad •  E 9 . 9 9  C14•99
has them all S p e c t r u m   £ 8 . 9 9  —

U.S. GOLD—WE'RE AT HOME WITH THE ARCADE THRILLERS!(!.S.OLD LIMITED, 2/3 HOLFORD WAY, BUFORD, BIRMINGHAM 86 7AX,

. 4 t t m R e o n
,
n

orstrinv zee,  ,  D A T A  EAST



ii

WA• tiee514
6 50
5 50
6 50
5 50
4 59
5 90

7 ,
n ,  
S
l
a
i
n

e0 tOf ,3590,,
9BOO,
ROM 9
,
4 1
,
0 5 6  
O s
i d
n o
n

Voice 11•4164
Batooks 611
&wins Road
elammk
Nees Kncet

5 00
560
550

550
6 50

50
6 506 SO To Ein_k 660

LA9
5
, 
F
,
C
•

560

• W

660 C5
1 ,
. .
(1

5 50
AK Omsk 530 Dandy 5 50
Omaha Savarese enuise 22 00 E./ions

,
5 50

Tarcan 596 nosy Siver • 36113/1 kn
'Mastro Swope 650 Via At '(Sr. Fla II 3 50
Ansa el Boats 550 KO

,
1 5
1 S
,  
G
o
/

5 50
Sasebo 660 Dark Sceptre 660
C114181 I . . . Bazooka BO 09
Firf0664 II 5 50 Xnvictis 5n
Nicnopoti(niacin

690
660 E k "

A 0
B .
C 1

550
650

Scs mem 8 SO 5
9
.
9
5
0  
C
o
.
'  
O
p  
K
U

550
13.,001•2 Bit 6 50 Galles* 596
E9 1 0
,
0 n

650 5
9
5
5
5
,
5
1
8

650
Arsm li 6 50 Onentribt, ge
Disc.141 0 50 KM Tray S 98
Tot es•in 650 Thanatos 50
5 Sun Clan'aii 650 Fits Worm 13 50
10 Compuln
, 
F e i s s .  
2  
o r  
2

8 50 Big Fun, Dural 1150
CistM S iona
-
es 1  
2  
o r 3

5 99 Dyuld 5 50
Bien Turbo ~ tops  1;2
- .  e o n

1395 BcoOliy DC.
,

5 50
O. r m . , .  Duni Fic
, •  w i n o s

9 99 Stiocs Hamm 5 50
066  Pita Moro 5 Smoot 'I eg ktnglinate 5 50
Como Pro 5000 .. ,eackcbarann Pact 1356

, 8 95
SW
, 
D i
s
k
s
,

!sal Wankirs
0 99
5 SO

Kona Swan' j 11 09 CaLroni 5 99
Amhono • 660 Eas7E-,,t 6 SO
Teepee, 660

11951
650

0 50

WA• tiee514
6 50
5 50
6 50
5 50
4 59
5 90

7 ,
n ,  
S
l
a
i
n

e0 tOf ,3590,,
9BOO,
ROM 9
,
4 1
,
0 5 6  
O s
i d
n o
n

Voice 11•4164
Batooks 611
&wins Road
elammk
Nees Kncet

5 00
560
550

550
6 50

50
6 506 SO To Ein_k 660

6 50 Deno, • W
6 SO C90

0,
1

6.50
11 (661 Cianrrion00 650
2 99 Chas 6505.9G eienti Jects II 060

50 lop Gun e so
4 99 'Wad AsOnniten $50
6 50 Z•no on
6 50 Fire ttrd 6.50
6 03 51

9
66
. 
.
7

550
6 0:1 Moos rotnits Rieftwos 5 50
6 50n 500611 8 50

1 50
1.75 0 50
6 50 Eio•Norlrio 8 50
5 50 InicKaole 805 50 N o m  3 65.1
6 63 MO ea 5641

690
650 11.1P8150601d P5 0 . 590
if 50 Koslow 551
650 Scooliy Doo W
660 Donkey Kong S W
396 114Kaos ollarssiosa 50
5 MI Nyo• Bat 550650 AO;re Deed 650
6 50 Last Noss

I ts.  5)10050J
6,50

660
596

1150650Space Hamer550 Ye Al Kaig F. 11 6
5
0

550 esoss Eke 650
*SO Boutitir11611Coniatiction KS 650
5 92 Ars of Arse 550
550 See 1 a War . m A•rnou. Kum Fii Saloom650 Funks, Pool. Ohortsallin eso
650 e ne
el 93
599 i l t  Ao l f 5 1 7 1 1 . 0 •  CM d I N10 1 4 s 5

11951
650

0 50 1942 6 W
ACM AK 6 50

6.50 Abase 6 50
650 Seaoi 50 Anlaild 5 95

99 Awes), Wifrf ,a
, l i v e  
l i

0 MI
6 50 OW 01 Bernd 8 50
6 50 OuTund 60,t0056n F055,51 6 50
599 Camelot Ota

-
nos

6 50
650 Transiormais 6 SO
6 50 WO I KO  il 5.50
ISO Free.. 690
660 Hondtail Misradontio 4 Se
5 ge Knisi 3.96

Big ' No ma in t inin CNN, 6 SC
150 Donkey Koig 599
550 7160010.o. M ier 560650 SW** 7 5 09
503 Dow Seiko 5136
560 Disport. Lair P, 6

6
0

5 50
5 50 s simoztrasio
690 S
5 SO S Soke atm n
5 99 T Tatum
590 T Tann Crams
560
550
550
650
3.60

NATIONAL COMPUTER LIBRARY

Hire Software
Before You Buy It
•  OVER 8,000 different titles available for hire for the

COMMODORE, SPECTRUM, ELECTRON, BBC, AMSTRAD all
models,  ATARI,  and M SX compute rs.

•  ARCADE, ADVENTURE, EDUCATIONAL and BUSINESS
software too

•  HIRE PRICES from only 75p INC, P&P.
•  20% DISCOUNT off all purchase software.
•  LIFE MEMBERSHIP E6_00. Hire your first title FOC.
•  FREE CATALOGUE.
•  FAST RETURN OF POST SERVICE Ill reserves are given).
•  ALL GAMES manufactured ORIGINALS with full

documentation,
•  OVER 25,000 satisfied members.
•  EUROPEAN members welcome
•  UP TO 65% OFF software, regular sales lists sent to all

members.
•  Full computerised system keeps track of your order, We pride

ourselves in being the most professional Hire Library in the
United Kingdom, with staff of 14 who know what the word
service means. Backed by our own software company and
programmers.

Send large SA.1_ now for free catalogue.
NATIONAL COMPUTER LIBRARY
Una 4 M E B Works, Windsor Road, Enfield. Reddillth. ElEflEDJ Tel Redditth

NAME
ADDRESS

vriA
M I N I  COMPUTER MODEL

67/Leather Lane, London, EC1 7 T 5
Tel: 0 1 4 0 5  1515
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7A: a collvitkl‘
r)Bored with atomising aliens and defeating dungeons?

Need the challenge of real live opponents in an
ever changing game situation? Then make the
quantum leap to the world of play-by-mail gaming.
Hundreds of games on dozens of themes run
through the mail by professionals will be on
demonstration, display and under discussion at the
Second British Play-By-Mail Convention.

Attractions include
— Prize Computer Game Competitions

Role playing and Wargame Displays —
— Full Bar and Restaurant Facilities -

Can't make the Convention but interested in
PBM?
Send a large SAE for your free
information pack to
M. McGarry, 2 David Ct,
200 Lansdown Rd, London N17.

THE PORCHESTER CENTRE
LONDON
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PLAY BY
MAIL

Hi there! My name's Wayne and I'm the
chairman of the Play-By-Mail Players
Association (PBMPA). From this issue
onwards I will be bringing you an up to date
monthly report on what's happening in the big
wide world of Play-By-Mail (PBM). I'll be
offering you discounts on games,
competitions with PBM prizes, FREE
playtests in up and coming games — so YOU
can tell me what you thought of them while
getting to play for nothing! — plus lots, lots
more!!

F or you people out there who
have never heard of PBM and
arc wondering what it's all

about I 'd better explain. PBM is
the world of postal gaming where it
is possible for you to become
anyone — or anything! From an
evil necromancer, causing great
disasters throughout the world via
your strange arcane powers, to the
captain of a starship whose sole aim
is to save your galaxy from
impending doom because some
alien forces wish to annihilate it.

The whole hobby started off
many years ago, when Chess was
the major postal game.

When Fantasy Role Playing
(FRP) came along it wasn't long
before someone realised that you
could turn it into a great postal
game and promptly did so_

The whole PBM scene has really
taken off and at present it is one of
the most rapidly expanding hobbies
in the country, Now it is possible to
play almost any type of game, and
YOU have a wide range to choose
from.

The way to get into the hobby,
(apart from reading this column!) is
to flick through the pages of this
magazine, where you will find
many PBM companies advertising
their games.

Look closely at what they have to
offer. You must carefully consider
what type of game will satisfy you,
as there are many options.

Do you want a science fiction
game or one that is sword and

• sorcery based?
Do you want a game that is run

via a computer and has fixed dates
by which you have to return your
instructions.

Do vou want to run an individual
character or a team?

Once you have made up your
mind you send a cheque or postal
order for anything between £1.50
and E10.00 to your chosen company
and sit back and await the satisfying
thud of letters hitting your
doormat. Believe you me when you
get into postal gaming that sound
will be music to your ears!!

The next step is to read
thoroughly through the literature
sent to you several times to make
sure you totally understand to what
the game is all about.

If you encounter any problems,
most companies give you a
telephone number, which you can
ring for free advice,

You should now have in
your possession a rule
book, a start up

sheet, a copy of the latest newsletter
(most good games have one) and
other bits of paraphernalia which
companies send you to help you on
your way.

Once you are confident that you
know what you are doing, complete
the start-up sheet.

A couple of tips here. Make sure
you give your character/team a deep
and detailed background as it will
give the Gamestnaster (GM) more
scope to give you what you want
from the game. For example you
could not only give details about
your characteriteam's height/age/
hair colour/appearance but you
could go into detail about their

beliefs/family history/attitude to
fife/aims/political leanings etc etc.

You should then keep a copy of
this start up sheet for later
reference and return the original to
the GM.

After about a week you should
receive your "turn sheet" and
detailed information of your
starting position, rumours of
incidents and happenings that you
may care to investigate, plus
additional info which your
character/team may have noticed or
discovered.

It is then time for you to use your
skills as a player to explore the
unknown, to develop your
character/team — and most
important of all, survive!!

Once you have entered your
comments and ideas on the turn
sheet, you return it to the GM and

lo and behold you have then
completed your first

turn. At a later date, usually about
a week the GM or the computer
then examines your turns and using
either their imagination, dice or
programs (in some cases all three!)
comments on your actions and
returns them to you in a manner
that should be full of atmospheric
description and detail

This process is repeated and you
then develop and expand your
character/team, hopefully
becoming more powerful and
famous — or infamous_ A point
worth noting is that when you pay
for your start up package, you
nortnally are credited with some
free turns. Once you have played
your way through these you can
expect to pay between t 1.00 and
3.00 per turn, depending on the

type of game you are playing.
I personally find that if  I set ou.

from the begining with an objective
in mind, it helps a great deal. You
could, for example, aim to be the
most eviltgood player, the richest
team in a game, the most magical or
most immaginative character; the
list is endless.

One thing that I have yet to
comment on is the social side of
PBM. A lot of the games have
"meets" all over the country, where
players gather together (usually in a
local hostelry!) and swap
information and ideas. You get to
learn a lot of useful information and
also get to make a lot of friends.

Talking of making friends, it is
possible to do this without
attending "meets". What happens
is that your character/team may
meet another character/team in a
game, which is of course run by
another player.

When you send your turn sheet
in, it is also possible to write a
message to the player who runs the
character/team that you have met.
This way a lot of people write to
each other and if  they have the
same aims in the game they usually
form a sort of alliance and swap
information.

You then realise that the method
of swapping information via the
GM is a bit slow, so usually a player
sends the other pI ver their name
and address and thi -.ontact each
other via the more spt P o s t
Office.

I have made many frien 's, male
and female, from all over the world
and now write to them on a regular

basis as a perifricnd.



THE SECOND
BRITISH PBM
CONVENTION
This is Britain's — and probably
the world's biggests PBM
convention. It is being held on
February 7th at the Porchester
Centre, Queensway, London,
W2, between 10 a.m. and 5 p. m
Here you will get the opportunity
to meeting ALL the major PBM
companies arid chat to them about
their games. You will be able to get
large discounts off start up
packages, free advice, and most
importantly of all, the chance to
meet the players and see what
THEY think of certain games. Last
year 500 players turned up at the
convention and had a great time.
This year we believe the attendance
will be over 1500. The convention
has expanded and, to date, I can
confirm that 25 of the most
important PBM companies will bc
appearing. You'll also get a chance
to discover the following exciting
things.

The Labyrinthe
•  The ultimate live role playing
experience featured in this issue of
C+ VG! If you've read the feature
you'll already know that The
Labyrinthe is a network of caves
where you can go and live like your
favourite fantasy character. You
can go into the dark, cold
caves and act out the part
of a bold warrior, a
cunning magician or
devious thief.
You get to use
swords, shields
and actually
engage in
combat with
monsters such
as zombies,
ores and
goblins, to
name but
a few.

• r •

Can you rescue a merchant's
kidnapped son from a real live team
of Ores? To give you a full
rundown on what, where and how
you get involved the Labyrinthe
will be bringing many fighters,
dressed in armour, who will stage
entertaining live battles and give
organisers hints on how to use
swords and the like. Want to know
more? then come to the convention
and visit their large stand.
Games People Play
•  This  is one of London's major
games shops and they will with full
up-to-date selection of scenarios,
modules and miniature fantasy
figures for your campaigns; a wide
range of board games for you to
play, paints, brushes and plastic
models as well as other hobby
related material.
Dave Langford
•  Famous SF author, freelance
journalist and
one-time C +VG writer will be
there to present PBMPA awards to
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C L :  THE PORCH ESTER CENTRE
CWEENSWAY, LONDON

the players and the companies that
YOU vote for.
Players Association
•  You can join the PBMPA at the

convention as well as find out what
it offers. It costs E.5.00 to join and
you get a badge, membership card
and quarterly newsletter, as well as
reduced start-up fees for certain
games. Also, if you are having
problems with a particular game
you can write to us and we will do
our best to sort out your
difficulties, thanks to our expertise
and many contacts in the PBM
scene. All that and a licensed bar

•  Top level negotiations are also
taking place to secure the
appearance of London's only
I leavy Metal record shop as well as
one of the countries leading artists
who will be available to draw your
favourite PBM character for
FREE!
•  As you can see it is going to be a
big day and C +VG will make it
even bigger. The standard entry
price at the convention is E1.50,
But if you cut out the special
C+ VG coupon, above, you'll be
able to get in for f1.00!! Remember
to come early as people will be
attending from all over the country
and there is a real possibility of a
sell-out,
WAYNE'S WONDER OFFER!
I have managed to obtain half a
dozen free playtests in a brand new
fantasy game and I require six
readers to act as playtesters. The
first six readers that think of the
most original name for a new PBM
game that is based around brave
barbarians, mystic magic users,
cunning clerics and write to me via
C+ VG will be set up in the game
A ND play a couple of rounds for
FREE!!

Send your ideas to Computer +
Video Games, Play By Mail
Competition. Priory Court, 30-32
Farringdon Lane, London ECIR
3AU.

Also if players out there have any
problems, enquries or queries with
PBM companies or games, write to
me via C+ VG and let me know. I
will do may best to reply in this
column. In the meantime I hope to
see you at The Second British PBM
convention.

r.4



' " ...•
•
• • 7
0 , v
t i vv
-
va
m t •
• •

5 I t

•

I

Here we proudly present the first
report form the frontline. Ci-VG's
Game Master DAVID BOLTON brings
you news of the battle to dominate
Dexet.

writing this in early November. There has

been a very rod response to C + VG's PBMwith over 45 apolicotions. There ore 26
games on the go now, with three more about
to start.

The computer has a copocity fora lot more
players yet so yoiu wont to try PBM for the
first tme, fill in the coupon below. The rulebook
and first two turns are FREE, after that turns
cost 90p each,

There ace some vacant positions, so if you
wont to short in a game immediately rather
than wait for the next game start, put the word
"substitute" on the coupon.

I won't start anyone into a gome that has
reached turn 10, but before that new players
have as good a chance of winning as existing
players

If you are opolying fora 7. 10 or 12 day
game, PLEASE include your postcode n your

I WANTIO RULE 'THE WORLD' SEND MEA
DOMINATION RULEBOOK INSTANTLY!
Name
Address

Age D e s i r e d  turn around time
tring number) 7, 10, 12, 14 or 21. Send this
coupon to: Dominotiort/Cosus Belli, PO Box
11, Carrickfergus, County Antrim, 8138 7TH,
N. Ireland DON'T FORGET YOUR POST
CODE!

address. It seems the post office delvers
non-postcode mail 2nd class, even if stomped
first class and several players hove missed
deadlines by on much as five days!
GAME RESULTS
In the first 16 games, after turn one, there were
three evenly matched players with 62 Victory
points each:
Game 10, David Home
Game 12, A. Sinclair
Game 14, Jahn Twycrass

As there is no overall leader, I've shared the
firstisecand prizes and gyen each of these
four free turns. C
,
t -V G  
w i l l  
p a s s  
o n  
t h
e  
B i
g  
R e
d

hshirts.
Here is on interesting fact In one gome1231

there ore ptayers from Finland, England,
Wales, Channel Isles. France, Norway, Turkey,
Holkond, Denmark and N Ireland! Game 27,
shortly to start, will be mode of 16 non-UK
PlaYers•

Coming into December there will be delays
in the post, So I will extend deodlines over
Christmas Detuh will be given with your
game, so read the messages.

Some players have sent ts a few suggestions
for exra features for Domination, and one I
hove added is a new option allowing cities you
own to be renarried. By the time you read this,
all games will have the new option: Number
11. This goes 11, city number, New City
Name. Example: 11,2,TIMMETCALF.

The idea for that option came from D. C.
Lane, who also gave me a list of 60 new city
names and won himself two free turns I
welcome ideas for expanding Domination,
and will give away free toms for them, but
ONLY for the best!

No more than 10 characters in the name
please, and remember you can only rename
cities that you own, using letters A.2,a.z, 0.9

11111
C+VG'S PLAY BY MAIL GAME

DOMINATION THE FIRST REPORT
and space I will censor naughty names;
COMPETITION
This is open to any( +VG reader whether
playing in Domination or not. lam about to
develop the next PBM games and onnterested in ideas that are different from
space or fantasy exploration or D&D. The best
idea will get both a Free game of Domination
and the new game, if the idea is fully
developed into a PBM,

The next best idea will get 15 free turns in
Domination. I will give free turns for ideas kat
can be incorporated into PBM games as well,
so if you fancy yourself as a PBM designer then
write away.

Please send on SAE if you want ideas
returned.

Mark envelopes COMPETITION and send
to the address on the coupon, not C + VG.
DONT include the coupon unless you ore
applying to join Domination.
WHAT'S IT ALL ABOUT?
If you ore a new reader, or missed the
November issue of C +VG then you might be
puzzled by the references to PBM. It stands for
'Ray By Moir. PBM games are games that are
played by post and tend to be strategy games,
a little like the board games Ask or Di momacy.

'Mien you apply to -
p in  a  
P E N  
g a m e
,  . '
a u

get a rulebook and a start position. You then
hove to fill your orders in on an order sheet
and return this to the umpire who types them in
too computer.

On a certain dote the computer processes
all of the orders. The results and new order
sheets are then posted back to the player.

This continues unIr the player s knocked Out
or the game finishes.

Each him is usually two weeks long, though
there ore foster and slower games, varying
from 7
,
2 1  
d a
y s /
t u r
n .  
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from computer to player and back in one turn
there is sometimes only° couple of days to
work out your orders.

Diplomacy and alliances are usually very
important, certainly in Donnation Players con
indude messages to other players with them
orders and these ore forwarded on with the
next turns' results.

It is possible Pa ally with other oloyers and
agree not to fight, or even worse gang up on
someone else.

You don't need a computer to play in PBM
games, though sometimes they hove their uses.
One player printed a copy of his main map on
a computer and sent this to his allies. The only
thing you really need to play in PBM games is
a budget of about E2.00 per month.

C —VG launched Doinenabon/Cosus Bek in
November. It is a grand strategy game where
16 players try to knock each other out and
become the first to bold 20 cities for three
turns. As you capture cities,
more product-on

power is gained and this is used to build new
armies and ships, or invest in research and
development to grie an edge over other
players in a fight

Domnonon was designed with PBM novices
in mind, and only has five types of order and
11 types of optional orders. The youngest
player that I know of is 1
4, b u t  I  
w o u l d n ' t  
b e

surprised to find someone younger in one ofthe games Perhaps ployers coind write their
ages on the next order sheet and I will publish
the restitts. •

The next report will carry more game / '
details when there'll be o iot more action/ /
to report. So stay tuned to News From
Dexet, some
rnagozine, next
month!

-
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Launching soon on:

Spectrum E7.95
Amstrad, Commodore tape E8.95
Amstrad, Commodore disc E14.95

The Final Challenge

For mail order enquiries please write to:

NMC Limited, PO Box 67
London SWI I IBS
or call on 01-228 6730

i
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C+ VG goes completely over the top this issue thanks to the mad minions of
Mastertronic. They want to give away literally HUNDREDS of games to YOU. Our

loyal readers. Why? Because they like you! Yes, YOU could win the ENTIRE
range of current Mastertronic games for your computer, plus a super-slick

Magnum Joystick, worth squillions of pounds. No. we couldn't believe it

THREE first prize winners will be able to claim their bumper
bundle of Mastertronic goodies. 50 runners-up will get a copy of

Mastertronic's latest release Feud. Everyone is a winner in
C-1-11G's MAD Mastertronic competition.

All you have to do to claim one of the THREE first prize
packages is spot the names of the Mastertronic games i

our giant word-square. As a tie-breaker we've also
included the names of four C-i-VG people for you to

uncover. Ring the names of the games — and
people — as you work your way through the

word-square. Once you think you've found
•  t h e m  all, send your completed word-

square, together with the entry coupon
to, Computer and Video Games, MAD

Competition, Priory Court, 30-32
telam- F a r r i n g d o n  Lane. London KIR

3A1.1. Closing date for the
competition is February

16th, normal C+VG rul
apply and Mister

Mastertronic's
decision is final.
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4 COMPETITION(i) I
SZ U V I E R M I  N U S A F G H  I  F  C+VG/MASTERTRONIC COMPETFTION
UP  I  Z U B X T  I M S J H O L M Z S
✓X E L H O L E  I  N O N E N P O Z X  N a m e
SO U L O F A R O B O T Z T T S Z H
A B H K L U Q M X N E A H E P J Z K  Address
T C K U F B X T U N  I  V E R S A L H
A M P  T C 1 R O S V N C V R R G X A P
D P A U L  L A U R S T H O A V I P O
NM X S E E K A N V Q J G O R G O P  Computer owned

•  O F  A S S  I  A H M D G K L U M C F A
L E O N E M A N A N D T S E F C T S
C S K N  I  G H T T Y M E P O Q O H L
V E W I M W E N A H  I  S D U R N E E
SA L A P T R L D R O  I  D S B O G S
T M N F  T X L C S K A N E L  E U O L
O U C I H H  I  K H L N P T W X A E D Y
R S V N T L K  I  K M O N V L T S S A
M L K N L U A L S B D T E F J I G M
N O E Z O O H L T H  I  J P I L M N O D
BF  E O A T T  E A H B M X E E S C E
HA F R K S A R R E R A C E R S R V
N O D V X B R U T C E C M P R R O  I
M N G S P E E D K  I  N G E O E N W L
F O R M U L A O N E S  I M X I P N S
M O L O C U L E M A N S C R A D G X
T F  F S  F  L A S H G O R D O N T A T
X V  I  D E O M E A N  I  E S A D M S R
T X H S V M A S T E R O F M A G  I C
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Top Gun puts you in the fighter pilot's seat

of an F-I4 Tomcat.
Vector graphics and a split screen allow I or 2

players to play head to head, or against the computer.

£7.95
SPECTRUM

TM
Your armaments in this nerve tingling aerial duel

are heat seeking missiles and a 20mm rapid fire cannon.
Can you feel the force!
Top Gun mavericks! Enter the danger zone.

£8.95
AMSTRAD/ COMMODORE

Ocean Software Ltd.. 6 Central Street, Manchester M2 5NS. Telephone: 061-832 6633.Telex: 669977 OCEAN G.
Slagt..;•••• Chstritnxeci in Franc. br Ocean Fran(' Telephore fJ-42-7114 D,u, l.n.xed Ger m any  b• Rust,eal • 1.I.p•nor t 2101-70040
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11111 1111TGOLDEN JOYSTIC
-1

AWARDS

It's time for the computer game equivalem of the Oscars once more! Yes, for the
fifth year in succession we're asking YOU the loyal C+VG reader to vote for our
coveted Golden Joystick Awards. These now traditional awards go to the software
houses and programmers who YOU reckon deserve them. Look back at your
software collection and work out which game is the best from 86. Which company
do you think deserves the software house of the year title? Which programmer has
impressed you enough during '86 to win your vote for Programmer of the Year? And
which game had a soundtrack which blew your ears away? This last category is a
new one for this year — but the regular categories remain the same. The first 20
people to send their vote form in will get the pick of the C+VG software cupboard
— so get your entry in today. And remember — YOUR VOTES COUNT!

SOFTWARE HOUSE OF THE YEAR
RUNNER-UP
GAME OF THE YEAR
I N
N
E
R
-
U
P

ADVENTURE OF THE YEAR •
RUNNER-UP

RUNNER-UP

RUNNER-UP S I P
BEST ORIGINAL GAME
RUNNER-UP
BEST SOUNDTRACK
RUNNER-UP
PROGRAMMER OF THWEAR
,RUNNER-UP

NAME

,

STRATEGY GAME OF THE
I
VARBEST ARCADE STYLE GAME mg

AMEN

ADDRESS

COMPUTER OWNED

NEXT
MONTH
Welcome to 1987 — the year
when C  iVG, t h e  world's
most elegantly wasted com-
puter games magazine will
get bigger, brighter and a
whole lo t  more fun. Wh y
read two magazines to get
an overall view of computer
games, movies, music and
the hi-tech world  around
you when C +VG can bring it
all to you in one neat pack-
age? We begin our lifestyle
enhancing look at  the new
year next issue with a whole
bunch o f  fascinating f ea-
tures. Cholo i s  t h e game
Firebird hope will take up
the games challenge where
Elite left off. We've got an
exclusive rat ' s- eye v i e w
from t h e  Click, program-
mers at Solid image. A play-
ers guide, a  competition,
plus lots more. Remember
Gerry Anderson, t h e  i n -
novative creator o f  Thun-
derbirds, Captain  Scarlet ,
Joe 9 0 ,  Space 1
4
7 9 9  a n d
other cult TV shows? Well
we've got an in depth inter-
view with the man himself,
plus a  chance to win some
classic Thunderbirds e p i -
sodes on video. Keith Camp-
bell starts a new feature in
his Adventure pages next
Issue. Every  month f ro m
now on, KC and his sunshine
band of adventure tipsters,
will be bringing you a COM-
PLETE solution to much loved
adventures! Next  issue It's
The Hulk, the fi rst o f  the
Questprobe series. Every-
one Is chasing Clare Edgely,
queen of the arcade tipsters,
in an  attempt to take her
crown. But  C+VG  readers
KNOW who's being covering
the co in - o p  s c e n e  t h e
longest — AND doing it best.
All th is p lus a n  amazing
American Football competi-
tion and free Nexus game
offer. Plus the regular fea-
tures you've come to know
and love. So don't miss the
March issue of C VG .  Your
life just wouldn't be stylish
without it . . .
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Dragons Skulle (64) 0.05 1.99
Combat Leader (064) 14,95 2.99
Law ot the West (084) 9.95 1.99
Paper Boy 10641 9.95 6.95
Football Manager (C64:
,

9.95 5.95
Cyberun 1401 995 1.99
Zorro (48) 7.95 1.99
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Football Manage( 148I 9.95 5.95
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9.95 1.99
Alien 8 (Amst) 9_95 1.99
Bruce Lee (Arnsil 995 1.99
Football Manager (Amstli 995 5.95
Orelbs i Mani 9.95 1.99
Fort Apocalypse (Atari) 9.95 1.99
Football Manager (Atari) 9.95 5.95
Gun Fncityt tmsx) 9.95 1.99
Trivia) Pursuds (C64, Amst, 481 14.95 950
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Now incorpora t ing ST  sof twa re  in to  o u r st o cks
and a pproa ching 2 8 0  t it le s

MIDLAND GAMES LlISMARY: The oorripany who over 4 years ago first conceived the idea or a
software library
Mow over  1.700 lilies  on disc, cassette and Rom  (games, busesess ordrxalion and olltees:
Orme pumhasong popular  programs in multiples of fi ve or  six to  gwe all our  members a  fa r
chanr.re A lway s  &Woks approximately 40 new programs monthly.
Over 2.500 very satisfi ed members m any  as  tar  away  as  toetand. Sweden. Wes t Germany.
Holland. Danmark and Lac
A ULM effi cient and ( n e m *  seryice operating a corrc Okays.) custom brall system to keep Week
Ot all your  records Regureits  Mr0 attended lo  frenecienery vir tually assunng you a  24 hour
return r if serrore 0aspear  newseders  and programme updates. plus other inter -dub a/A v as t
knoorrant, la ldtand Games Llbrery are In no way connected with or  reaponsliMe Tor

Midland Computers Ltd. Or Worcester,
SEND LARGE  S.A.E. TO:

MIDLAND GAMES LIBRARY
48 Rea dw ay , Bishops Cleeve, Cheltenham, Glos.

Tel: 0242-67-4960 9_30-4.30
All Our PrOCIMMS are ettfirnals with Pull dOestmestabon

ATARI 400/600/800XUST
SOFTWARE

We have a l  a l l  rootall sektefiest o f deers cassenes oral
cartrelgos F O R  H IR E  A pply  fl oe  a r c h ne e  m u t  fi rst
1001 ga r ne t tr e e  Orooral 1 .0 0 0  deleaent o n e s !  M ies
For r u l  details  send largo atarop addressed enaelcve
or %M ono* eserangs 7pro -  O m  or weaken:10
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G-T E N  LIMITED
BEST TITLES AT DISCOUNT PRICES

Please spec* machine. Please allow 14-28 days delivery_ Mall order only_
Please add 75p P&P per item (UK or BFPO only) Overseas add t1,50 P&P per

item Please make ChequesPostal Orders (sterling only) made payabie to
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UK or BFPO orders, please send to: G-TEN LTD, DEPT. C VG,
FREEPOST (no stamp required) London, El 6BR

OVERSEAS orders, please send lo_ G-TEN LIMITED, DEPT. C+VG.
1s1 Floor, Commerce House, 146.'150 Commercial Street,

London El 6NU
PLEASE NOTE ANY t.iAME NOT RELEASED WHLN ORDERED Wilt  BE SENT Oh RELEASE DATE
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Stood awes *  os P.O s e LSD Severe.. (CVO),

ISM Ashton oaa Rasa. M OS . Optima/taw,
Moncton/tor, MOO DIG Tsh N I  310 M e

FREE MEMBERSHIP!!!
Hire C8M64. Spectrum, V i c
-
20  s o f t w a r e !

Write  n o w f o r tre e  e xcit in g  de ta ils!
CO MP UTE RS O FT (cv)

PO Boo 28, North POO. Nottingham N65 2EE
/Please awn rnacorro Stamp 000m.4mM

UK SOFTWARE EXCHANGE
Swap y our  us ed software. F ree
membership. Huge program base for
the Spectrum and Commodore 64.

Send sae. for fast response
and details to:

UK Software Exchange Club (CVG),
15 Tunwell Greave, Sheffield S5 9GB
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baster income Ful l  and par: lime °poor:tunnies to casi n  on this
tremendous marker High earnings easily possible Operas lo any

s w e a t i e r I I  • , • , )  A P I  1111 W I l e t  N r . l e  I l l  • rpf
,  d e t a i l sWestl i nk Pr omoti ons

108 George Street
Edinburgh EH2 41H

Maros Computers Ltd
42 Market St, Longton,  Stoke-on-Trent,  Staffs

Tel: 0782 319144
COMMODORE, SPECTRUM, AMSTRAD. MSX,

ACORN, HOME and BUSINESS

3 0 % DISCOUNT
e.g. 9. 95 will be 6 . 95

7. 95 will be 5. 50
ALL NEW GAMES COME STRAIGHT INTO STOCK

ANY ENOURIES PLEASE PHONE SEND SAE FOR FULL LIST
'Apologies to people who sent orders for Fight Alight there are short delays.

Please bear with us
THIS MONTH ONLY

Heed cleaners 50p with any purchase white stocks last
All MSX Cartridges E10 90

ALL SOFTWARE CHECKED

Prices Ind P&P. please allow 10 days delivery
Overseas acid 75p per cartridge

Cheques ;Postal Orders made payable lo:
Maros Comoutem Ltd

Credit card phone orders welcome
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C64 0 BBC 0

Spectrunl imnstrad 0
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Something definitely dodgy is going on here,
John. Melbourne House are actually GIVING
away games! Doesn't seem right to me, But
not being one to look a gift horse in the mouth
I think it would be well worth your while
sussing out this competition. After all it's not
every day you get to win Arthur Daley's own
Trilby hat is it_ Or a copy of Arthur Daley's
Guide to Doing it Right. Or a FREE copy
of that nifty adventure Dodgy Geezers.
Know what I mean, John? Even the
second prize winner is on to a nice little
earner— a copy of the book plus a
game. And then 50 runners-up will be
able to get their hooks into a copy of
the highly praised Lever and Jones
adventure. I'd get in on this caper as
soon as you can, John, before the
Wizards from Oz change their minds.

1-\
11

 t h ehave to do is spot the sbc ditterences in
two e s  c

above "then ring theca and send your

coupon together with O t u r e s  to Computer and
Video Gaines. li'tiory Court, 30-:CIVarrid

ngon Lane.

London VCIl t 211\13 • Closing date is ehruary

ibtb. norrnal C-i- Nr 0 rules appIy and theA I I i I t JGodiather's decision is coal.
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MORE THAN JUST A SIMULATIONBIG FIGHTSPECIAL

Largest moving characters ever seenon a home computer
5 exiting backgrounds
8 directional smooth scrolling

d 4 O S



Digitising images onto your computer
used to be difficult and expensive. Our
pixelated man in America, Marshal M.
Rosenthal, shows you just how easy,
and cheap, it really is pe

Here's Jill waiting to find mission control

or  * * a t C o l o r

Hey! Here comes the control desk
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digitised images on television and
in films. Why should we be denied

the rudit to make them ourselves? 'Okay",
you say_ "that's all well and good, but who
has the money to spend for one of thirie
expensive graphic computers" True, you
C-AN go out and spend S20,000 on a fancy
machine. hut why bother when you an do it
all for a lot, lot less?

In the article on Span' Camp last Lssue.
Greg, Jill, Liz. David, Todd and Chris talked
about their experiences on the various
simulators and weightless devices.

The pictures used u) illustrate the article
were created using a digitiser How? Read
on, brothers and sisters

It starts by loading a single-lens reflex
camera with slide film Everybody took
turns getbng in front of a plain paper
background, and acting out some of their
activities from Space Camp. An electronic
flash "freezes'
. a l l  
m o v e
m e n t .

Balancing on stools simulates "floating"
in spate, while lumping becomeg
"weightlessness.
- The slides are developed and the
technical Am begins.

A Digi-View digitiser is attached to the
parallel port of an Amiga computer.

This device receives a signal from a black
and white video camera (Panasonic WV
140), which gives the high-resolution image
neemary. Three filters tred, blue and
given1 are induded and are used to produce
the colour image.

Since each Alter requires its own
scanning time of about 10 seconds, you
can't easily use a "live" model. That's why
slides are a good way to work with live"
sublecta,

The computer image appears after each
scan_ so the camera is first attached to the
composite port of the Amiga monitor.

The black and white video picture can
now be centred and focused_ Another way to

• do dila Is by attaching the camera to a
video-cassette player and watching on
regular TV.

The camera needs to be on a solid

st, windows. Let's see if  these controls work Y e a h !  Got something. But it  isn't Miami Vice

1
1
1
1
1
1
1
1
1
"

support to avoid vibrations, a tripod was
used.

The slides were placed in a pMector and
aimed onto a rear view daylight screen.

The picture appears normally on the
front of the screen, having been bounced off
the had( with a mirror. The image will also
be brighter than projecting onto a wall.

Since the tight beam Ls to the side of the
screen, the video camera can be moved back
and forth without worrying about casting a
shadow.

When it looked good, the camera cable
was removed, from the monitor and
attached to the Digi-View.

The lights were killed to prevent glare
and the Di g i
,
V i e w 
s o f t w
a r e  
s e
t  
i n  
m o t
i o n
.

Three exposures had to be made, one
through each of the coloured Alters !which
are held in front of the camera and mated.

The scan appears on the screen and
takes less than 30 seconds.

After all three are done, you have the
choice of seeing the digitised picture in
4.0% colour&

The image was saved. Now we were
ready to load DelinePaint and put our

tised image onto the elect/time canvas_
The background was removed so that it

didn't get in the way. Magnify and draw an
outline around what you want and then blot
out everything else with the till command.

Men use the Brush feature which an
modify the picture and do all lunt6 of things
to it like changing the size or rotating it

Now it's time to head for outer space. In
this case, it will be artwork drawn by
Mitchell Waxman and Delfin Barrat Both
are 19. and studying to be cartoon arttsts,
at the School of Visual Arts in New York.

Together, they created the backgroututi
of sky and space that the Space Caunp kids
have talked about

Then the digitised picture is dropped into
place, like it was part of a paper collage
(although no collage allows much
creative control).

Mitch and Dan magnify and work on
the digitised picture so that it blends in with
their artwork. The result is that Jill is
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ng
rocketing between the stars In ajet pack,
while Greg and Dmid try to fix the jammed
cargo doors of their Space Shuttle.

Shooting slides and combining them with
artwork is just one way to do digitisation.
The video camera could have been used on
a copy stand and focused on line art or
pictures from magazines. Or aimed out the
window. even at the computer itself

4 black and white image can be
digitised, printed out and then coloured.
Since there's only one scan for black and
white (using the red filter). let someone hold
still and pose,

When making the exposures for the 3-D
effect, first expose using the video camera
with the RED filter setting on the Digi-View
screen — BUT DON'T USE ANY FILTER
IN FRONT OF THE CAMERA!! Then
digitise with the Green setting, and again no
filter. The camera is moved laterally
just a few inches between exposures (you
have to experimenu, and then the lens
should be again aimed at the objectis).

The result will be a picture that's slightly
askew, and crazy looking. But put on a pair
of redbloe gjasses and WOW!

But what about those without an Amiga.
What's wrong with the g-bit machines?
Nothing at all, he y o u  can digitise in
black and white here too.

In these cases, use Computereyeti with
your Atari or Commodore 64,

The interface simply plugs into the
computer (the two joystick ports of the
Atari or the user port of the Commodore64),
and comes with the software to do exciting
black and white diOtisation.

The procedure here is even simpler than
it was for colour. There's only one scan, and
it is short enough to be used with a live
model

Aim the camera at the subject to be
digitised (remember to plug it into the
Interface).

Run the software and adjust the sync
knob on the interface until you're told ui
stop. Then set the brightness by rotating
another knob.

Now focus the camera (again you'll need

to use a monitor Or TY to do this).
Press the key for a Donal capture, and

watch the image appear after about six
seconds_

Those really adventurous can go to
Graphics nine on the Atari. which creates a
picture with I. levels of grey. It takes
almost 90 moulds. but it is possible for a
person to hold still long enough_

You can UR any kind of video source
that will stop and display a single frame,
Like a video cassette player or a taster-disc

When you're satisfied, save the image to
disk It can now be used a,s a painting file,
loaded into most painting programs and
played around with and coloured.

There are even special programs to
include the Image with the Print Shop.
Koala Pad Doodle and Ratidraw formats
(Commodore 64 only. the Atari digitised
image works with Atari Artist and other
compatible formats).

There are additional tricks that can help
in working with a digitised image in
DeluitePaint One is being careful with
colour selection. For Space Camp, the
people were loaded first as Brushes, and
then the art was dravni using their palette.

You can also use the Rennin feature to
maul up any picture with a previous one,
but this is sometimes disastrous —
especially as flesh tones create a lot of
orange and red tones_ Of course, you can
alter colours that aren't important I usually
black and white). Taste wilt toll.

Another discovery is that you can lift"
an image out from its background, turning
it into a movable output, sort of like a
colourform.

Here's hove Let's say we have a digitised
picture of a tripod. Draw around it with the
background colour, using the Zoom feature.

This is the same colour that is used when
you press the right mouse button (black
works well).

When done, you now have just the image
you want outlined. Select the Brush feature,
and make a rectangle around the image.
and around the unwanted background_

' Continued on page 85

Perhaps if I try adjusting the horizontal hold .

•

Whoops! I must have touched the wrong button!

This is better. Sigoumey Weaver eat your heart out!

To boldly go where no pixel has gone before •
- • - • - • ! ,  •



Crime is a disease. He's the cure.
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SPECTRUME7.95
COMMODORE 64£8.95
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pulsatingp  1 els

Low level scan o f  Michelle

High contrail scar,

16 level Man graphic scan

•

Pick up the image and then choose the
Object mode in the Colour menu. This
makes the background (black) disappear.
The image is now free of anything outside of
what was outlined, and can be dropped on
top of another picture without disturbing
anything.

Digistisation certainly does look neat_
The best thing about it is that you don't
need a kit of equipment, or technical
knowledge to be able to do It Just some
inexpensive hardware, a camera and the
desire to have fun.
A tit/kir 's hick Marshal M. Rosenthal is a
photographer based in New
writes for
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n u m
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Product 'donna
COMPLITEREYa
Digital Vision, Inc
14 Oak Street, suite
Needham. MA 02192 USA

Deanbutor,
Stern Computing
3 Black Ness Arrmue
Dundee, Scotland DD2 I Ell
Computereyes Package Hardware and
briftware for the Atari XL Commodore 64
11-adoring camera),
$IBIS US Dollars
Commodore 64 modification disks,
315.00 US Dollars
Atas Graphics 9
$15.00 US I Wars

DI(1I VIEW:
New Int, Inc.
701 Jackson, suite 113
Topeka. Kansas 66063 U
rk
R
i 
V
i
e
w  
P
a
c
k
a
g
e  
— 
H
a
r
d  
a
m
d  
s
o
f
t
w
a
r
e  
f
o
r

Use Amiga .,excluding camera),
5199.00

DIGMSING IN THE UK! •
Do-it yourself digitising doesn'towne cheap.
These pixel pulverising s t a r t  at
around /60 and cost up to -depencting•
on what computer you have.

But the Americans DON'T dominate
market We Brits are very much in the
picture too.

The Watford RIX: Pigillser is generally
reckoned to be one of the Most soOhisticated
around. Anti ati95 it's hy no means badly
priced_

It alawas Images to he compressied and
stored Oikkak and copied to any Epson•type

•' He also
and

printer. Scans take 1.6 seconds. Black and
white levels can be adjusted gianually,
automatically and reversed. - -

If you own an Atari sT and are
with cash, why not try the ffsha video
Dis er.  At/MO s  no bargain
basement buy.

It consists of m -with its own
external power supply. o t h i e r e e n
display give you four pull down triehus and
which allow you to set the size, scan Imes,
flip, insert zoom, flip and printout.

Scanning is not particularly quick —
around 10 seconrk It does how-ever make
use of the STs multitude of colours. They
can be assigned to the Haba's 16 shading
levels.

For the Commodore 64 there's the
Print Technik 64 Digitiser at /69, completi
with a package of application programs on
disk.

Images are created at full 64 resolution.
Function keys can be used to assign any of
the 64's 16 colours to their four grey scale
levels in the picture. You can also scroll
round the main image.

Mittic.t1:16S0 you can get the Sunset
Ingithwv for the Spectrum. Contract and
scoll around the imagetan he altered. The

i t
.  • 
—  
w
h
i
c
h  
m
u
s
t  
b
e  
s
t
i
l
l  
c
a
n  
h
e

to tape or miciodrive. Image
um is sitghtte higher than the
ut_ d i s p l ay .

If ytiu cataftfitill the pricey Sunset
Digitiser. then for /69 try the Videol'ace.
Pictures are scanned e'vc 1 2 7  seconds,
Images can aiso be say a n d
microdrive. The so

The Amstrad l•
pictures at 1501 it second*
pictures to be unptureit
pixels and image, ran he i e ,  or
disc or saved to prini.,:r

PRODUCT DETAILS
•  Waihrd BBC Digitiser, Watford
Electr6nics. /95. 0923-37774.

she Video Digistiser, Haba Systems.
tail ST. /299.95. 01 751 6451.

•  Print Tedmik. Supersoft CBM 64.169,
01 861 1166.
•  Sunset Digitiser. Sunset. Spectrum.
£126.50.
•  VideoFace. Romantic Robot Spectrum_
/69. 01 625 9463,
•  Amstrad Video Digitiser, J. Morrison.
/59.65. 0532 537507.

•

16 /eve? Alan graphic SCO fl

My goodness — Guinness/

My goodnessi
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It's pa s o n ! OhIPIt's not. Oh yes it
IS! And CA-VG is determined not to be left out. But
our panto is one with a difference because it's
based on those weird and wonderful people who
make up Infocom, America's top adventure
creators. Here scriptwriter Marshall M. — look
out he's behind you! — Rosenthal takes you on a
light-hearted, or is that light-headed, adventure
through the realms of Vezzaville,
CAST OF CHARACTERS
UNCLE PARSER/Dave Lebling:
Author/co-author of adventures
that include Zoitt 1-3, Starcross,
Suspect.
YOU: Delve into the unknown
world of programs yet to be.
JEI3EDIAWSteve Meretsky:
Author/co-author of adventures
that include Planeffall, Hitch-
Hikers Guide, Leather Godesses.
ZEBULON/Tara Dolan: Purveyor
of hidden dreams.
CHUGGO/Dave Anderson: Newly
grown author of Hollywood
Hifinks.
CYRUSS McGEE/Amy Briggs: A
woman of mystery.
DOCTOR GOODBODY/Jon Palace:
Creative deity.
ELMIRA BAT/Tomas Bolt: Another
deker.
ABDUL/Steve Galley: Author/co-
author of adventures that include
Moonmist, The Witness,
Seastalker.
MR ZEKE/Carol and Debbie.

Scene One: THE TOWN GREEN
You are at the Town Green of
picturesque, low-budget
Verzaville — also known as
Cambridge, Massachusetts.

Vezzaville is a fun and happy
place where everyone dresses up
like an escapee from a mental
institution, and likes to have thier
names written on cards hung
around their neck — these are

not real bright folks. It is also the
home of Infocom.

But all is not well. Someone
has stolen the company's all-
powerful Command Parser and
replaced it with a head of lettuce.

None of their programs will
run. Not Spellbreaker or
Seastalker, Ballyhoo or Deadline.
Comers throughout the world are
in an ugly, ugly mood. Unless the

Parser is found and restored, the
only product coming out next will
be salad-fixings.

You and two Mends, Jebediah
and Zebu Ion, decide to find the
culprit and thwart this plot
against text adventure games.
You check your pockets and find
you have a Yo-Yo and 20 dollars.
ZEBULON: Where can we start
looking?
JEBEDIAH: I know. Infocom's
office has this mug-shot board.
Maybe we can find a clue there.
YOU: Sounds good. Let's go.

Scene Two: INFOCOM
infocorn is located in an
industrial complex, with corridor
after corridor of rooms and
hidden spaces. Everyone there is
in a gloom, and ignores you. After
hours of searching, you come
upon a bulletin board mounted to
the wall.
JEBEDIAH: What did I tell you?
Look, the cards tell all about the
people working for Infocom.
YOU: Even their favourite colours
and astrological signs.
ZEBULON: I didn't know that
most of them went to the same
school, M.I.T. (Massachusetts
Institute of Technology).
JEBEDIAH: It says here that Zorlk
I  was put together in a guy's
apartment, 'cause there wasn't
an office yet
YOU: What is this card on the
floor? Let's examine it.
You star at the large, white
business card. Being on the floor
has left its toll, and it is covered
with shoe marks and minor
debris. Underneath the card is a
floppy disk.
JEBEDIAH: We should take the
floppy disk
ZEBULON: Okay.
YOU: This card must be a clue. I
can make out the name, it's
Doctor Goodbody. Let's search
the building for the Doctor.

J o .

The three of you begin your
search. Within minutes, you find
the Doctor lounging against a
wall, oblivious to all the suffering
going on around him.
ZEBULON: Doctor, we feel
terrible.
DOCTOR GOODBODY: That's too
bad. Everyone should feel good
(but get sick so that I can keep
making a livingl. What's wrong?
JEBEDIAH: Infocom's Parser is
missing.
DOCTOR GOODBODY: Hmmm.
'Fraid I can't help you now, gotta
do some laundry. Tell you what
— go talk to Elmira Bat, the town
gossip. She knows everything.
Even how you get past the
intelligent door in Hitch Hiker's.
YOU: Okay, we'll go there now.



10:f111111C0
Scene Three: HOUSE OF THE
TOWN GOSSIP
Dmira Bat's house is old, rickety,
and made of tan wood. A bit
afraid of strangers, she consents
to speak with you through her

ndow.
ELMIRA: What do you kids want?
JEBEDIAH: We're trying to find
the Parser. Doctor Goodbody said
you could help.
ELMIRA: Scram! Shoo! Get out of
here! Dumb kids!
You have an idea. Reaching into
your pocket, you pull out the
Ye-Yo and give it to Elmira. Her
face hefts up in a smile, and she
asks everyone inside for tea and
cakes.
YOU: Elmira, where is the Parser?
ELMIRA: I don't know. Missing,
you say, maybe stolen? Sounds
like the work of that crazy old
coot Abdul. He's always up to no
good!
ZEBULON: Where can we find
him?
ELMIRA: Abdul lives in a tent
down by the riverfront. But be
careful — he's a strange one.
YOU; Thank Elmira.
ELMIRA: You're welcome. Oh. I
Just heard. Look out for
somebody called the Funny-
Faced One.

Scene Four: Abdul's Tent
Abdul is sitting in his all-cotton,
wash and wear tent. He frowns as
you enter.
YOU: Abdul, what can you tell us
about the Parser?
ABDUL: Does not respond!

ZEBU LON (taking your 20
dollars): I know, let's give Abdul
some money.
ABDUL: Pockets the money!

YOU: Abdul, tell us about the
Parser.
ABDUL: You know kids, me and
the Parser go way back, all the
way to the early '80s. I helped to
make him friendlier, more willing
to help you get from paid to
another with hints and playful
nudges. These parsers today are
too flip, too rude to the player;
making you have to work at a

puzzle until you're all frustrated.
YOU: Ask Abdul about the Funny-
Faced One.
ABDUL: You interrupted me. Now
take my nice mule, Mr Zeke, for
example. I can make here
whinny, bow her head and tap her

hoofs three times. Those less
friendly parsers would make her
have to start all over and repeat
all the stages again if she missed

ABDUL: Ignores you and plays
with his feet. Finally in
exasperation, Zebulon grabs
Adbul and spins him around. He
begs for mercy and tell you that
he heard through the grapevine
that Cyruss McGee, Pastor of the
Church of the Unrelenting, has a
weakness for good looking
parsers.
lEBEDIAH: The Church is just
around the corner. Last one
there's a rotten egg.

Scene Five: IN THE CHURCH
The Church is very modern and
quiet Paster Cyrus McGee bids
you enter. The three of you sit
down. McGee arranges himself
before a stained glass window so
that the light strikes his hair and
creates a halo.
PASTOR: What can I do for you?
YOU: Pastor, give us the Parser.
PASTER: I don't have it lad.
JEBEDIAH: Abdul said that you
would know where we could find
him?
PASTOR: I don't know anything
about the Parser. Abdul has
probably been taking drugs
again. But maybe I CAN help. I
have a boarder living downstairs
who's always muttering things.
"Unlock the box," take all, kiss
the Funny-Face One." The poor
sould is probably demented, but
why not try talking to him? Just
remember that he thinks he's got
all his friends down there with
him.
ZEBULON: Why not?

one of them. I don't like that, a
parser should help you along and
encourage you.
YOU: But where can we find the
Parser?



Scene Six: BASEMENT OF THE
CHURCH
The basement of the Church is
damp. and there's only a 40 watt
bulb lighting a single dusty
corner. Huddled there is Chuggo,
who is playing with a sel of
children's blocks. One of the
blocks has the word Hollywood
printed on it
JEBEDIAH: Chuggo, do you know
the Funny-Faced One?
CHUGGO: It's funny you should
ask. We're related, once removed
on my mother's side.
YOU: Ask Chuggo where he is.
CHUGGO: I'm right here.
YOU: Chuggo, where can we find
the Funny-Faced one?
CHUGGO: I wish I could help. I'm
just finishing my exciting
escapade in La-La Land (Los
Angeles), and now I've no Parser
to make it work. I used to do
testing and so got along real well
with the Parser, but now that I'm
doing my own game — I guess
lost touch. It's just that you get
involved with the other people
working here, and not just the

• writers alone. There's a great
feeling of respect, of
camaraderie between everyone.
It's great, 'cause you know that
everyone's willing to share their
past experiences and knowledge
so you can go on and do your own
thing.
ZEBUION: Ask Chugs° if the
Funny-Faced One took the
Parser.

• CHUGGO: All he took was my
cookies last time I saw him.
JEBEDIAH: Chuggo, shut up!
Chuggo's feelings are hurt He
huddles back into his corner.
YOU: Examine block.
Which block do you mean, the
one with the letters spelling out

FEATURE
Hollywood, or Chuggo's head.
YOU: Examine the blocks with the
letters on it.
JEBEDIAH: There's a note
attached. It says "Dear Chuggo,
sorry to eat and run. Look for me
at the Haunted House and I'll
straighten everything out. Your
cousin, the Funny-Faced One."
ZEBULON: There's a map to
follow too.
YOU: Goodbye Chuggo.
CHUGGO: Listen. Before you go.
Who's this person with the funny
hat?

Scene Seven: AT THE HAUNTED
HOUSE
The Haunted House is at the edge
of town. Pieces of the door are
missing, and most of the glass
has been broken out from the
windows. One window, however,
is still whole. As you look at it a
series of strange faces appear.
Then a voice calls out.
FUNNY-FACED ONE: Is that you
Chug?
JEBEDIAH I whispering): Let's get
out of here!
ZEBULON: Sissy. No, it not
Chuggo. tt's us. Why have you
taken the Parser?
FUNNY-FACED ONE: I've never
taken anything from anyone.
Except Chuggo's lunch on
occasion.
YOU: Funny-Faced One, where is
the Parser?
FUNNY-FACED ONE: Is that all? I
was getting worried, like It was
something important. Just go
down to the Kusma night club.
The window darkens and the
House shudders faintly. You
decide to take the advice and
leave.

11111111,11111111

Scene Eight: INSIDE THE NIGHT
CLUB
The night club is dark and smoky.
It's packed with Vezzaville-ites.
Everyone is smiling and have a
great time. The sounds of a
performer making jokes reaches
your ear, but your view of the
stage is blocked by a woman
wearing a chapeau the size of the
Empire State Building. Suddenly
the hat dips, and you get a clear
view of the stage. To your
surprise, it's the Parser doing a
stand-up comedy routine.
lebediah and Zebu Ion join you on
stage to confront the Parser.

JEBEDIAH: Parser, are you okay?
PARSER (gesturing wildly with his
left hand): Go away boy, you're
breaking up the act.
YOU: Parser, what is going on.
PARSER: Can't you leave me
alone? Did you ever stop to think
how tired I am of doing all the
work in those Infocom games?
Parser do this, Parser de that
Sure, maybe I'm the best in the
business, efficient, smut,
That's good to hear, but then it's
back to describing locations and
opening doors. Do you have any

idea how many times a day I have
to "Inventory"?
ZEBULON: Ask Parser about the
Funny-Faced One.
PARSER: Stop the third-person
stuff. He did me a favour.
Infect:an had stuck me with an all
night test for one of their new
programs, and I needed some
fresh air. You'd think a bunch of
guys from M.I.T. would know
better.
ZEBULON: Parser, please come
back.
PARSER: That's bad phrasing
toots. Whoops, there I go again.
YOU !pulling out a floppy):
Parser, put yourself into the disk.
PARSER: Well I was getting a bit
homesick. Okay, I'll come back.
But I want alternate Tuesdays off
from now on.
The Parser disappears. Within
moments, all the infocom
programs are again running full-
blast. A great sigh, as if from the
collective unconsciousness,
arises. Everything's fine now —
watch. Go North.

The three of you return to
hilocom's headquarters. You
look up and are greeted by
cheers and praise from the
author's of the various games.
Then the voice of Info-Man
resounds in your ears: "Ye who
have done this thing are blessed
by us, and shall be first among all
others in score and rank." Thus
ends the adventure.
Author's bio: Marshal M.
Rosenthal is an advertising
photographer based in New York.
He also writes for a number of
domestic and overseas publications.
Special thanks to Steve Meretzky
for the use of Halloween game
concept/names, and the folks at
infocom for the use of their
likenesses!
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ANOTHER 5 1 2  ALL NEW!
ALL ACTION! SUPER SCREENS

Did you buy the no. 1 Arcade
Smash Hit of 1986 -  Gauntlet? If not,
you certainly should have. If you did,

then you'll be delighted to know that you
can play another arnazing 512 levels wi t
h
,

this super add on.
Requires original Cauntlet to run this version.

SPEC! RUM 48K t ' T , ) M t !

411
,

U.S GOLD LTD., uNirrs 23 HOLFORD WAX Ht H FORD, BIRMINGHAM BS -1
, T E L ;  0 2 1  3 5 6  3 3 8 6

CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATARI
E4.99 cassette

CBM64/128, AMSTRAD, ATARI, E6.99 disk
ATARI ST L
.
1 2 . 9 9  
d i s k

ATARI
G A M E



You weren't afraid to
open up The Trap Door,
were you? We had literally
hundreds of entries for our
Trap Door Monster
Competition featured on the
back of the IDEAS Central
Handbook in November.
Shame you can't all win a prize.
Lots of hard work and
imagination went into all the
entries and it WAS really tough
deciding on the winners and
runners-up. Still, we had to make
our minds up so here are the
results!
•  Five first prize winners; Darren
Bones, Newcastle-upon.Tync Lorraine
Fisher, Whitstable; Charlie Brooker,
Brightwell-cum-Sotarell: Peter Fusty,
Hull; Rene Van Der Woode, Holland;
A Hewitt. Consett. All five get a copy of
the game plus a special 12.inch picture
disc of the TT series theme tune plus a
Trap Door t•shirt.

The following 15 runners up get a copy
of the game. They are; Tim Twelves,
London: S. Rushbrook, Tollesbury; Kevin
McCall, Kilmarnock; Jason Rymer,
London; Elliot Elam, Macclesfield; Raymond
Young. Standish; Anthony Griffin, Wollaton;
Matthew Nickson. Buckley; Andrew Hagerty,
Calderwood; Anthony Hughes, Treorchr,
Shuman Basar, Blackpool; Nicola Evans, Hull;
Ian Rose, Redmile; Howard Riley. Lowesofl;
Ronan Healy, Castle Pollard.

Many people actually went further than
drawing a picture and made model Trap Doors.
booklets of monsters and even a drawing of the Ed
with four arms! Christopher Butler gets a special
slimely prize for his entry — and a visit from Lieut
Layne Thanks for all the hard work YOU put into y
Trap Door pictures we really did enjoy going through
them
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Ex e n c e  the exhiliration of big league bowling with outstanding graphics and a true -
perspective acticilh view.
Multiple levels of play, realistic pin action and automatic scoring make lOth Frame a bowlin

reality the whole f a r l i l
i
t
i
c a n e n j o y .  
Y o u  
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si and shirt once you've become obsessed with this addictive ga
t -  • A n o t h e r  smash hit from the creators of that simulation •

sensation "Leaderboard".

incortarate,1

U.S. Gold Ltd. ,
Units 2/3 Holtord Way,
Birmingham Sto 7AX.
Telaphotic:
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Hi Melissa here. This month we have some
pretty good hints, tips and pokes along with
maps of Dandy, Uridium for the Spectrum and
Ninja for the Atari. So what are you waiting for,
get reading! Remember to send your letters to
Melissa Ravenflame, I.D.E.A.S Central,
Computer + Video Games, Priory Court, 30-32
Farringdon Lane, London EC1R 3A1.1. And
don't forget to enclose a recent photograph of
yourself. See you next issue!

Stephen Payne of Sheffield
has solved the Sacred
Armour of Antiriad with
these hints and our players
guide printed a couple of
months back, you'll have no
problems.

When you start the game
and there is no gorilla above
you, keep restarting the game
until there is. From this point
go left for four screens.

Go to the armour and enter
it. Now jump up to the left and
then again. Keep going left
until you come to a gap.

Jump down it and go along
the platform and up the other
side. Carry on going left until
you come to the anti-gray
boots.

Get them and return to the
armour. Push up on the
joystick. Go up three screens
then left another three
screens.

Dodge the alien firing and
get the laser. You can now fire
at your adversaries. Go left
three screens and then up till
you hit your head on the
ceiling. Watch the alien and go
up one screen.

Then go up the right hand
side passage, up one screen
and then right up. At this point
leave the armour at a strategic
point and go left one screen
and collect the mine.

Go back to the armour then

down one screen and two
screens left. Here you will find
two dragons — pass the one
on the left and then go one
screen left. Collect the energy.
You'll need it!

Go up and pass the dragon
on the right and up the
passage. Go right one screen
and sneak past the dragon.

Get the energy and go right
and up a couple of times,
collect the shields and the
energy.

Shoot one of the aliens
bullets and he will stop firing.
Go up — here Stephen
recommends that you move
quickly as there are plenty ofaliens.

Go up the right hand
passage. but, don't touch the
side as they are deadly.

Do you see the two flashing
semi-circles? Well, go and
plonk yourself right on top of
the bottom one — and that's
it!!

One last tip from Stephen —
try not to travel in diagonals as
you will probably touch the
side of the passage and get
into more trouble than you
need to.
tridis Alpha Combat
Starter Guide
Kenneth Henry — long
serving IDEAS Central
informer i s  the person

behind these tips.
At the beginning of the

game you have one planet. To
open up the bottom one you
have to dispose of three start
waves. All except one are
easy.

Wave one consists of flying
blue zapstars — easy to
shoot. Wave two comprises
bouncing circular blue and
white characters, which
pursue you relentlessly. Wave
three is made up of licker
ships. These little characters
appear lots of times in
numerous attack waves. This
one being the most deadly.
The craft start off as flying
white squares. Shoot them
and they become grey circles
with tongues (!) sticking out.
They will attempt to touch you.
which is the kiss of death if
they succeed.

Otherwise they curve off at
45' and die. There are two
methods of fighting. Method
one is guaranteed. The other
should only be used when
there are two planets and you
have entropy problems.

Method one. Retreat and
kill. When the squares appear,
accelerate away left from
them and hold down fire. They
fly back left and repeat the
process. The ships will curve
off away from you and
explode.

Method two En. Speed kills.
This method is a little more
suicidal, but, faster and works
with both plants. Accelerating
from the top of the screen,
going right, fire from the top to
bottom, while still
accelerating. Once at the
bottom of the planet, fly back
up to the centre and whenever
you hear an explosion, move
up sharply — all the while
firing. The ships should curve
up and explode.

The status display: The
control panel looks a little
daunting at first, the various
gauges show entropy, Gilby
energy, number of fighters left
in the attack wave, core
energy, score rate, wave
number (1-20). your current
planet and the planet icons
with pointers for the
destinations.

General Tips: Don't worry
about looking at energy
registers, as the colour of
Gilby will also tell you about
the droids health.

Brake Turning: For when
you want to slow down to land
into walking mode. Pull down
diagonally. That should either
Slow you up, or land you on
the core. Hold the fire button
95% of the time. This way you
can lay down an uninterrupted
field of fire destroying anything
it hits.

93

\t



aart

Food
Tradin9Spa1
Sfell
Trat
.
z po
ier

SpaEr
hyrdDeacecres

Erertner
-O l m G D  Cote

64 Randomize USR Val
"23404"
66 Poke Val "27602, Val
"38"
67 Poke Val "27603", PI
68 Poke Val "27651", Val
"38••
69 Poke Val "27652", PI
70 Randomize USR Val_e_

v
e

DANDY MAP
BY DANNY

BLAKMAN
AND NIGEL
DAVIES.

Level 2_

Stephen Thompson of
Cleveland sent in this poke for
Dandy, which will go very
nicely with the Dandy map
which you will find elsewhere
on these pages.

This program will cause the
energy levels to reset back to
1000 when it has fallen to 700.
The program WILL NOT reset
the levels if two players are
firing at each other. So one
person has to kill the other and
then go onto the final screen.

Type in the program and
RUN, then RUN the tape from
the start,
15 Ink not PI. Paper not PI.
Border not PI: Clear Val
"25499"
30 Load" "Code
40 Randomize USR Val
"23407
50 Randomize USR Val
"23410"
60 Randomize USR Val
"50000"
63 Poke Val "23681", Code

"25500"
Another couple for the

Spectrum from J. Belt why be
so formal? Tell us your first
name — who regularly
contributes pokes to IC.
Cyberun
10 Load" "Code : Randomize
Usr 24576: Paper 0: Print at
19,0: Load " "Code :
Poke23446,62: Poke 23447,
175: Poke 23448,50: Poke
23449,72 Poke 23450,141:
Poke 23451, 195: Poke
23452,128: Poke 23453.92:
Randomize USR 23424,
Turbo Esprit
10 Border 0: Paper 0: Ink 0:
CLS
20 Clear 26624: Load
" "Code 16384
30 Print at 6.0: Load" "Code
40 Poke 29893,0: Randomize
USR 64837.
and the last one is for Bomb
Jack
10 Clear 29877
20 Load " "Code
30 Poke 65274,71
40 Poke 65236,70
50 Poke 65237,85
60 For f-65517 to 65535
70 Read a: Poke ta: Next f
80 Data 60,0.50,88,191,33,8,
252,17,240,255,1,241,
140,237,184,195,75,193
90 Randomize USR 65465

111911111111111
Spellbound seems to have
been awarded C + VG's
readers award for the game
that has stumped everyone
the longest. First of all we had
Michael Houlihan needing
help with the Canlium
Illuminatus spell.

To cast this one you must
not carry the four leaf clover.
To light the candle the four
leaf clover must be in the
SAME room as Magic Knight.

Margaret Sullivan wrote in
with this piece of information
but told me she always
thought that if the candle was
burning she could read the
Ancient Scroll. But, her candle
is lit and she still cannot read
it. Does anyone know how to
read the scroll?

The last plea for help comes
from Mark McGuiness of
Dublin. His problem is with
Dragons Lair. He cannot get
past the second and third
levels.
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Uridium Key
P = Points
B = Barrier
MG = Mine

Generator
MR = Master

Runway

5kariURIDIUM MAP
BY MATHEW
CLARK

tart

Guy Langley has some help
for all MSX owners.
Way of the Tiger
On unarmed combat use the
forward kick to defeat all your
opponents, except the giants.
Jump over them and use the
flying kick. Do NOT get in the
way of their fists.

In pole fighting, use the
forward and downward thrust
to defeat the dwarf, the neck
chop to defeat the first ninja,
and the forward jab to defeat
the skeleton. Do not perform
any high jumps.

In sword fighting, the third
warrior is only vulnerable on
the neck and the legs. Sword
rituals are also quite effective,
as are head splitters.
Blagger
As the scrolling message is
moving along, wait until the
information on the demo has
passed and then tap the
space bar quickly. The game

IF msxf1111

•  •T
%itr DreeldnousilL 2,Lead

2 I  EIB
"0 /  ' 1 „
.
"

;
St-J Dreadnouitk 3, Copper

g i  I  I I
-a—a-0--

will then start at the Bank. Do
not press any movement keys,
but press instead the music
control keys. The computer
should then (lip to the next
screen and so on. To start on
your chosen screen, press the
jump key.

More for the MSX, this time
from Martin Green of London.
International Karate
The front side kick defeats just
about all competition but
leaves you rather vulnerable.
Punchy
Hold the program by pressing
H on its own, then holding
down CTRL you type out
BOOTSY, to move from
screen to screen you have to
hold down CTRL C, to resume
play at any screen you press
G.
Nemesis
As far as Martin is concerned
this is the cheat of cheats!

'n3

apper DrEadinaKii 1-
I' S i v e

After battling your way through
the first two stages you find
yourself on the screen where
statues blow deadly bubbles
at you. Make sure you have
selected Double. You will
notice that on the top half of
the screen there are two
statues back to back. There
are two sets like this.

On the second set shoot the
first one and go behind and
almost hit the ground while
shooting the second one. If
you have done it right the
game will freeze and you will
blast oft to a bonus sheet. On
this sheet you will find Red
Yellow and Green capsule.
The red will give you 500
points, The yellow 100, 200•
500, 1000. 2000, 5000,
10,000 points and 10,000 for
every yellow thereafter. You
must collect the yellow
capsules in their groups or you
will waste them.

The green ones give you

•
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extra men. If you manage to
clear this screen without dying
you have about 500.000
points and about 10-12 men,

You will now start at the
beginning of stage four. From
stage seven onwards don't
shoot at the motherships
unless you have a shield. If
you do they fire red balls along
with their missiles. You may
also find that you will need a
new shield for almost every
stage.

Richard Hunter and Neville
Webster of Leeds have sent
in this map and hints for the
Atari 800XL, 130XE versions
of Ninja.

Search all six sectors on the
first level before moving up a
level, There are six idols to
collect altogether. Any
"thugs" or "karatekas
- c a n

End

V A R =



•
be killed by constant high
kicks. They will just walk right
into the kicks and die. Any
"evil ninjas" can be killed by
throwing three stars at them.
Once you have six idols a
secret door will open in the
"grey wall" sector up to
"Akumas Chamber". Take
three star's up with you. First
kill the four "karatekas" using
high kicks, then throw your
three stars at the "evil ninja".
Collect the idol and proceed
back down to Toni in the Sea
to be proclaimed the winner.

Still with the Atari — for all
you budding Pole Position
experts Out there, Martin
Dewhurst of Greater
Manchester has a tip for you.
The first thing to do is select
track one and then an eight
lap race. Simply position your
car in the middle of the track to
qualify and do the same to
race. This way no other cars
can hit you and you can sit
back and watch the points
accumulate until eight laps
have been completed. Martin•
VIC 20
Seems as though I upset a
few people last month, when
said I thought that I had heard
from the last Vic-20 owner. It
did the trick. All those people
who couldn't be bothered
sending in their pokes before
have now put pen to paper.
What took you so long guys?!
One of the angry readers was
Mike "The Werewolf"
Davies of Dyfed. Here are his
pokes

Matrix
Rewind tape and type. verify.
return and press play. When
the tape stops type in
Load
- 
" ,  
1 ,
1  
R
e t
u
r
n .  
W
h
e
n  
i
t

has loaded enter the following
pokes for infinite lives —

would like some help himself
on Arex, which has been
puzzling him for weeks.

A. Duffy of Clwyd thought
that Atari owners might be
interested in this hint for
Bruce Lee.

To gain record breaking
scores very quickly wait on a
vine where your enemies
cannot reach or kick you.
When they have fallen to the
bottom of the screen and they
are both in the same place
drop on them. This usually
earns you 6600 points.

Make sure you have an
escape route planned
otheosise this practice can
become very dangerous. as
the longer you are on the
screen the faster your
enemies move and the slower
YOU move.

The best place for doing this
is the second screen after the
drain has been opened. The
vine over the drain in the
middle of the screen is the
perfect place to wait, and as
soon as you have dropped on

Poke13707,173:Pokel 3715,
234:
Poke 13716,234. To start
game SYS 8192
Cosmic Firebirds
Follow the instructions above
and then for infinite lives type
in
Poke6673,173:Pokel 2733,
173:Poke843,160.
To play game SYS 6912
Scramble
For infinite lives:
Poke10415,234:Pokel 0416,
234.
Then SYS 16384

Mike has promised to send
in some more pokes next
month, so look out for them.
COMMODORE
Paul Burns sent these
Commodore pokes to Ideas
Central.
Paradroid
These pokes will enable you
to win every transfer game
and stop you dying when your
energy reaches zero. Rewind
your cassette and type SYS
63276, return. Press play and
when ready appears, type
Poke 946,96 return. SYS 849.

MAPPED BY
RICHARD AND
NEVILLE

•

the enemies they will fall
through the hole.

Care must be taken
however not total! through
yourself. Using this method Mr

The game will now load, when
the opportunity arises enter
Poke5182,234:Poke5183,234.
To stop you dying. Poke
8659.76:Poke8660,252:Poke
8661,33 — win all transfer
games SYS 4096 — start the
game.
Mermaid Madness
Load the game, reset the
computer and type these
pokes for infinite energy. Poke
17274,169_ Poke 17275,0_
Poke 17276.234.
BBC POKES

Duffy has managed to score in
excess of 17 million points,
and suffers acute joystick
finger! Just what everyone
wants!!

60 A% – EVAL ("&"-I-AS)
70 BPUT/#,A%
80 NEXT I%
90 FOR I% =BAC TO &FP
100 BPUT #X,0
110 NEXT I%
120 CLOSE#X
130
140 DATA 00,14,AD,4A,
5A,48,02,53
150 DATA 67,77.35.94,
00.FF,04,00
160 DATA FF,FF,FF,FF,
00.??,FF,FF,
170 DATA FF,FF,FF,FF,
FF,FF,FF,FF,
180 DATA FF,FF,FF,FF,
FF,FF,FF,FF,
190 DATA FF,FF.7F,02,
FF,FFF,FF,00
200 DATA 00,00,00.FF,
00,02,0F,11
210 DATA 00,03,IC,OE,
00,00,00,0A
220 DATA 11,3A,07,09,
08.00,00,00
230 DATA 19,00,74,D0

If you have a disc, change
line 20, to DISC.

Run the program and it will
save a commander called
"Getem". Load Elite and
answer YES to "load new
commander". Load
"GETEM"

Last one up this month is for
the BBC. Dominic Holt from
Oman has this cheat program
for Elite.
10 X=ONPENOUT("GETEM")
40 FOR I% =0 TO 8,4B
50 READ AS
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computer game, your
actions are limited by

the software in the machine. If
you die in a computer adventure
you can reload your saved
position and start again where
You left off

In a role-playing game such as
Dungeons and Dragons, youhave freedom of action within
the bounds sot by your
imagination anti the rolling dice.

But in the Labyrinthe. a
game becomes reality. A real-
time live adventure, where your
own strong right arm is all that
stands between you and death at
the hands of a monster. Where
the magician who fails to
remember his spells in the heat
of battle Is a dead magician.

The entrance to the
Lotsvron the is a hillside in South
London. To be precise, a hole in a
hillside, damp and uninviting.
leading to five miles of tunnels
and caves.

As you walk into the complex.
you can feel yourself adjusting to
a new environment, where
ANYTHING can happen. After
fifty yards or so you enter a large
chamber full of weirdly costumed
people This is where the fun
starts.

Lobvst nate
adventures cost six
quid a throw, and
it's best to

IF IT MOV
IF IT ToOiCSN
I
T Ibook in advance. They run on

Thursdays, Saturdays and
Sundays. Most adventures take
two or three hours to complete.
but for more experienced
players, the Isle of Dread, a
small island in the Thames
estuary. offers 12 and 24 hour
quests.

My companions for this quest
are gathered around a Gauntlet
coin-op machine, waiting for tilt
call to arms.

Zirax the pathfinder is
dressed in a black tabi n o ,  not
a cat a sort of medieval pinny! —
with black mask and two4oed
cloth boots, bristling with
daggers,

A pathfinder is a scout-cum-
thief. It's his job to go ahead in
the dark, feeling his way
through the tunnels until he
bumps into the opposition. With
luck, he'll come back alive and
report on what faces us upahead.

I'm Q•Adille• a warrior-priest.
There are many different types
of priest, but I prefer to take
direct action against evil
Preferably by hitting it over the
head with a blunt instrument.

Beginners get to choose from
the three main classes. Fighters.
Priests, and Pathfinders. Later
they could choose to be wizards
— known as elementalists — or
even elect to play a different
breed of person entirely.

There art. Elves, Dwarves.
Half-Ores and Half-Ogres in the
Labyrrinthe, although you'll
have to LOOK the part to be
allowed to play such a character

Wayne, one of the referees.
has an ambition to play a dwarf.
"They've said I can do it if I go
through the entire adventure on
my knees," he says.

zo a l :
tic- W h e r e  chi

e- r o u g  n d l e s s  ea ,  kr.
)100L. i .  W1 1 (  1  0  o n l y  s - t d s
4:1 the cold LL• e  , _ , erea

cure tell yo 4 u t  the Labyt
I think he's serious about this.

He's already investigating
different types of knee-pad.

Other characters in our party
include Mulgar. my brother in
holy orders, who swings a mean
mace. Cliffhanger, a
pathfinders, and Berk

Berk is a v;arrior. and with a
name like that it doesn't sound
as if he expects to survive long.
Warriors are supposed to go in
screaming and yelling at the
front of the party. One reason
among many why Berk is a
warrior and I'm a priest

Joe. our referee, is having
trouble finding monsters for our
adventure.

Lohyrt 'idle works by using the
players themselves as monstersin other adventures. This has a
double benefit — it saves the
Labyrinthe organisers from
having to fork our real money
for monsters, and gives broke
adventurers the chance to play
for free.

Eventually everything sorts
itself out and we march off
through the caves to a taverncalled the Hobbit's Elbow, It's
slightly more salubrious than
the Hobbit's A
r m p i t   
—  
b u t  
n o t  
a

lot. For some reason Zirax seems
to have disappeared. but that's
nothing unusual.

It seems the landlord of the
Hobbit's Elbow intends to hire
us to steal a secret beer recipe
from a nearby brewery. Under
pressure he reveals that the
brewery is run by half-ogres. a
nasty breed whose main purpose
in life is finding fresh food —
usually of the two-legged
variety,

This sounds OK to me. since
the prospect of beating religion
into a bunch of half-ogre

a

lowli yes clearly outweighs the
minor problem of encouraging
the use of strong liquor.
Unfortunately. 'Mulgar comes up
with a plan

Shortly before the adventure
started. I bought myself a
complete suit of studdied leather
armour, the better to protect my
righteous hide

When a monster hits you in
Lohyrin the, he doles out six
points of damage to the part of
your body he hit Too many
blows to the left leg and It will
drop off, compelling you to spendthe rest of the adventure
hopping around the cave on onefoot

Armour soaks up some of the
damage. and my studded leather
means those monsters can only
cause up to three points of
damage to me This makes me
feel a lot safer as I lounge
around at the back dispensing
wisdom and occasionally doling
out mystic healing to the sick
and wounded.

That's the idea. hut Mulgar
tvants to try out a new spell of
his — "Temporary Bless". This
lasts an hour, and has the effect
of adding another two points of
armour to me.

Q•Adille, the Mildly Corpulent
and Somewhat Cowardly is
about to become QAdille the
Tank, charging in all by himself
with a face in both hands.

"All right" says Mulgar. "If
you don't want to do it lend your
armour to someone else and I'll
bless THEM " Everyone seems
to find this an excellent idea
except me, so after a bit of
grumbling! yield to Mulgar's
will.

Things go fine, and soon
there's a goodly pile of bodies

oatti • I  Xt.
acre: 19
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where there used to be half-
ogres. Many of the players and
nearly all the monsters fight in
costume. Out of doors the gear
can look faintly silly, with
swords made of foam rubber and
insulating tape, and chainmael
made of string and silver paint.
But undergreund. in dim light
from "candles" •  pencil torches

- the atmosphere is compelling
Having successfully assaulted

the entrance to the hrewery. and
skewered a couple of half-ogres
who were hiding in a half-ogrish
toilet, we take stock ofour
wounds. One or two of the party
have been a few blows, so I go
into my Florence Nightingaleact.

"Spirits aid me. I abjure thee,
staunch this wound.
- I  c r y ,laying my hands on the bodies of
the afflicted. You have to get the
words right when you're using
magic, or nia hing happens.

This can be emharassing if
you're trying tei send a vampire
back to Hell or resurrect a dead
comrade. The had guys usually
don't give you a second chance.

Most spells are fairly short.
but when you get up to a high
level of power there are so many
floating around in your skull it
takes a very clear head to
remember the right words at the
right time_ There's no chance to
stop and look it up in the rule-
book in Luhyrinthe_

I said things were going fine
,n the brewery. That's not quite
the truth. One of the half-ogres
wears to have had a little
magic himself, and cursed me
with his dying breath before I
put him to sleep with my mace.

The net result, according to
the referee, is that (tAdille has
become an alcoholic. And an
alcoholic in a brewery is NOT a
pretty sight.

Role-playing is all about
living your character to the hilt.
In sickness and in health, for4 better or worse, and damned be
he who limit shouts "that's not in
the rulebook!"

Consequently I dive into the
nearest vat of half-ogre beer and
start singing some old Orcish

14
1
r-

Wm
,

drinking-songs I picked up in my
mis-spent youth

I'm well into the third verse of
Old Ctichullian Had An Elf
when Cliffhanger pulls me out of
the drink I  expect he'd heard
the song before and didn't want
to hear what Cuchullian does
with the elf in the fourth verse.
And I'm not about to reveal it in
a family magazine.

Deprived of my beer, I fly into
a violent frenzy, which the rest
of the party direct against the
foe by the simple expedient of
pushing me into the next room.

Here my armour is lesseffective_ There's one
part iculary big guy with two
swords, one in each hand, who
inflicts double damage

Twenty-seconds olbruising
combat later and I'm' lying
against the cave wall with only
one point, of Life force left_ A close
shave for a humble warrior-
priest.

More curative spells and a
s w
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expensive bottle of healing
potion. which I had the
forethought to bring with me.
get me back on my feet again,
ready for the final charge to
death or glory.

Fortunately, the shock of
beeng so comprehensively
hammered by the ogre with the
two swords has sobered me up
temporarily, and I can fight with
a little more respect for the
opposition.

At this point, unknown to us.
referee Joe is having a word
with the monster who did us so
much damage and telling him
his weapons are downgraded to
normal damage.

This may sound like cheating
but it's a sign of good refereeing
Joe is impressed by the way
we've been adventuring and
realises the monsters may be a
little tough if any of us are goingto survive.

Berk is still on his feet, hut
another fighter is dead, and the
priests have used up nearly alltheir cures. As for the
pathfinders — come to think of
it, where ARE the pathfinders?

We don't know about this
sudden change in the opposition
But so what, you only live once
— unless you can find a high-
level priest to bring you back to
life again — and isn't a noble
death better than a coward's
retreat?' don't know. Role-
playing addicts like me are a bit
loopy,! guess. Anyway, in we
charge,

Amazingly, when the carnage
is over, we're still on our feet.
Zirax the pathfinder has found a
glowing object which has
paralysed him, but the effects
wear off ;loon enough_ Lucky he
didn't touch it before the fight
was over Greed is the most
common cause of desth in
Labyrin the.

After the adventure is over,
Joe debriefs us back in the main
chamber. Although the pay isn't
much good — 200 grulls each,
barely enough for a single cure
potion — the survivors are
awarded an extra level.

This means I get new spells to
learn and use, and the others
have more skills and points oflife-force as well.

The pathfinders appear to
he ve found a small horde of
treasure as well — a gold jug
and a silver plate. This is
strange, as the referee says he
didn't put any treasure in the
adventure.

Everybody wonders where it
came from, but Joe shrugs and
hands out more grulls to
Cliffhanger and Zirax for the
loot. If you let a pair of thieves
into your dungeon, what do you
expect?

And so it's time to take off the
costumes and wash off the make-
up, time to return to the drab
world of suburbia and join the
unsuspecting millions who have
been living out their dull lives
over our heads, all unaware of
the life and death struggles in
the catacombs below their
orderly English homes_

But it won't be long before I'm
hack down there again. After all.
I've got this small drink problem
to sort out. So if you know
anyone who can remove a half-

•
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be a rogre's dying curse, tell 'em to

meet me some weekend soon —
in the Labyrinthe
ABOUT LABYRINTHE
Live role-playing in Britain first
started with the Treasure Trap
castle featured in C + VG last
year When the Treasure Trap
organisation stopped running
adventures, Pete Garner, a
former civil engineer, formed his
own outfit The Labyrinthe
Club_ Labyrinthe operates in
two locations, both near London,
but there are other oganisations
running live games elsewhere in
the country. Read the fantasy
gaming mags like White Dwarf
Imagine or Atti.entarer for more
information about these games
Although the Labyrinth*
,locations are well-known within
the gaming world. Pete prefers
not to publicise them widely in
order to discourage genuinely
violent idiots from turning up to
cause trouble. New adventurers
are always welcome, though —
the monsters need regular
feeding -  and if you're
interested in finding out more
about Labyrinth:
, y o u  
c a n  
w r i t e

to Pete at

The La by rinthe Clube
77 Hinton Road
Herne Hill
London
SE24 teHT
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THE aearance Sale You've Been
Waiting Foe

LEIN'S
CENTILft WAREHOUSE

OUTLET
Under ONE glint roof, hundred. of
nationally advertised Household
Appliances.

NEW SAMPLES
Vacuum Oconee'

Salesmen's 'implies
411 makes from SI,95
Washers & boners

New family site Only $19
ARC Spinner.

Scaled*nal et only $35
Oil heater,

-  free -  front $30
Odd" and Endo Famous makes.

Free delivery.
No finenee CoMPIrr7 to drat with

300 N Marilynn Rd Wabash 5148

OPEN suNDAv
Buy direct P e n t r a r t i  sentrits
Bedroom area   / 2 9  up
Parlor ser"   $ 1 9 - S 3 9  up
1
-
r
a
d
e
-
I
n  
& 
r
e
p
o
s
s
e
s
s
e
d  
f
u
r
n
i
t
u
r
e

refillable

Schein & Co 4 0 7 7  Cottage Rd 17
CHEV. 19 Sedan $400
Trunk, heater, vskuum gear shift, bumper
guards, original lin Priced fair below
mirky. Private
Krueger Humboldt 10226

CODE number, needed for Wheelie
rimer R e p l y  Roe 61980

St. Louis $4,75 Detroit 55 Ft Wayne $3
Columbus $6

De Lon Motor Stages
230 Milwaukee N W  Lake Genteel 3131

Will eschange dent's' work for used cat.
JP Bill O t t a e l  4113

ALL AMERICAN BUS
TRAVEL CO

Free pillows F r e e  meals

Lis Angeles $30 caw $ 5 4  01
S Franc-0 s32.50 oil, $ 6 0  r/t
Miami $ 1 5  one 5 2 5  IA
Adam" $ 1 0  o/w $ 1 4 3 0  en

LOWEST ROUND TRIP FARES
IN -
n i t  
S
T
A
T
E

SPECIAL SALE
Now - ream only $2930

New, de luxe, water beaten.
kerosene, gad

217 W Washington Av. Fr a nk l i n 1300

Not reeponeible for debts except three
concocted by myself.
I Scheeffn 1 3 5 1  Washington

BARGAl241
Fluffy Pork lie Swift Nits
Replier $1.49 Values_ The ill purpose

felt in Black, Brown, Soldier,
Wine, Red, Kelly, Beige.
Emu head mien 21W-23. Na. ONLY 84c

U L T M E I L  E rkfi l  l L  -  S T : 5 1  w i t
Lg rooms, new futniture; Pei bath, mit& showet
200 N Osk - Sheriden Rd Sheridan 0641

5000 SINCLAIR C51. for ni t
Going cheap, Ba t te r i e s  not included.

VktOry 2210
AU
-
I 
0  
1
.
0
A
N
S

CASH IN TEN MINUTES ON YOUR
A1110 OR TRUCK

20 MON rits TO PAY
Nei direct with owners.

Prison consuliation room..
HIRSCII-DAVIS

20 years in the same location
6213 W SI ALLWORTH ST• Harrison 2217

Amur Paula's Pupp yl nd - Au
 Conditioned. All pop breeds 1001 to
pick from
tow prices 6 1 6 2  N Harlem Av.

STENOGRAPHERS
Complete secretarial course.. Learn by
angel work on ewitehbnards
Free analog.
Also 'Brush up your CoMNOrntier.

'Campine X-ray Course'
AMERICAN BUS, COLLEGE

20 E Michigan

Would anyone having knowledge of the
whereabouts ofjoc 'Pug Nose Motelti
please tell his mum coo his resO ready.

WACIZ, lox trot, rhumba, Private lessons.
7 rot $5. No omit net
Rm. 21 3 1 6  N Clarkson Wkdoys 10-3

ALLIED BEAUTY ACADEMY
32 E LAKE ST

MANICURING COURSE SI 7,50
jobs i n  3 weeks.

Ind

CONFIDENTIAL ENQUIRIES
UNDERTAKEN

Contact Sam Cruise. F i l e t s '  7137

ENTHOUSE - living room 4- kitche
& privnte roof

ke wstet ,o
At an address of distinction

35 W Delaware F r a n k l i n  3911

Sind lif CS Sedan. 4 door
Fully tit conditiomel. Running boucle
extra This tar will pan rot neer Any
Onitair you like, it long as It's white

Reply Boa 61980

WINTER COAT SALE!
Hood coins, wrap mounds, MUM n•cces,
heavily interlined, costs with lined snow
pants to numb, Size' 12-20
From $14 98 Value $25

EMERSON GOAT CO.
2342 07 CENTRAL AV

$1,000,000
in dimes& WANTEDI

The Wry Mighty Prices will be paid
•We elm porchese Old Gold
Peen Ticket'.
YOU RECEIVE CASH IMMEDIATELY

US Diamond Syndicirt 39 N Pulaski Rd,

FOR AIRPLANE & STEAMSHIP
IICKETS. SEt

inimotsprit a p,Aym

liViRSITKILARMS - Ideal by executivep.
Euhlonable conveniently loaned,
Excellent robin Attractive monthly
rates Every room with print,- boils
ColTee shop. Rattier beauty shop.
4100 La Salle Nth. F o i r f s n  6265

CASABLANCA Mte-spot needs pie nista,
Apply Rick. B o a  63980

1290 PINE GROVE PLAZA Modern de
luxe 6-7 or opts Newly decorsted
Electric elevator. Lg. closets,,. Ike

ARTIFICIAL leg - Man'a, left;
use 7'15-11_ Airplane metal, lightweight.

Delesere 7173

PART shire in M t  Cob $13. Fly min
$1,50 Duel
Evenings. O a k  Lawn 1904

FOR SALE. 20 Left 'kora 'lee V i 4
Going cheap. Offcri D e l a w a r e  7173

LABORATORY equipment lot sale
- chemicals, scales etc. Pert cond

Cal u rn e l  2 0 7 1

4 yr old siddle hoese. Weil mannered.
l i a  ile Quick silt. O e
tdge. Oak Park 1197

TEETH lost - partial phut
W 79t1, St Relent' We l l i ngton 2334

DRIVING to Denver. Cheyenne via
°Wilton's shortly. Tine 2 shut e minuet

Redsie 4011

Gm driven celculetoni; adding michince;
emit regimen 2X1111. No reasonoble
offen refused.
Mikes Second Hind Bargains,
15 Grand As fro Plaza)

OLDSMOBILE '30 Del. DC Sed. 5550
4 doot model. Hesrtr. very drett
$45 down.

ending Motors 6800 24th & Michigan

LESMAN - 44, Aggress
ideline to work into loll

Have cat A n d

WOODLAWN 1362 -2  MIL Fri emmesce.
Newly funs. & decor. Frigidaire,
Gas Ind. $3-$6

Quick drying cement oupplled,
No questions irked A p p l y  Box 1342

Yng lii-tech grid. dukes off wk or
receprium H o l l y c o u r i  n73

STUDEBAKER
1940 President Sedan.

Gleaming grape-tone memo's finial.
Equipment include, radio, climerber etc.
Exceptionilly low mileage Like new $895
2435 W WABASH Independence 3310

City Officials bought and 'old Bos 2217

INDIGESTION
MAY AFFECT THE HEART

At the firm sign of distress, soon men
and women depend on

CHES I ERS PATENT REMEDY
made of fastest string medicine for acid
indigestion. If the hint dose doesn't -
prove CHESTER'S
-
R
-
4i  F e
-
m i n  
b e i d e  
t o

es and receive DOUBLE money back. 25e

EAL 'TANI/Elba, s s carat rtarificirld
ring for feminine K i l d a r e  3927-
New & usethelins & ease. Nevi n
prices l t1copk  eights optional.
423 S Clark Blvd O p e n  eves.

PACKARD '40 deluxe Sedan $750
Used 5 mthe idr trunk. Radio & heatet
LivezerY L a k e v i e w  3074

Beauty Opentors Trained at
DE 'IMRE UNIVERSITY

art in the State's leading salon, We take
pride in their success. Rates, terlirla
analog on requeat No obligrion_

Day/evening e
De VERB 50 E RANDOLPH BLVD

7th Floor

BLACKSTON PK 3125 - I/2/3 cm kits
well font newly der 5 3 • 7 5 - $ 5

HAYLEY, I lin rt Eric.
PS, Will you help me with nty lines
Reply Boa 63980

Ella 4335 - 2 ten basement apt Kit Yee
frig. Free me $5-$11

LAUNDRESS. Good shirt imme Cleaning.
Past worker. T r i a n g l e  4200

Can't get anon river in Ornnielle? You
need the Earenakta Kit,

Reply Boa 63900

Mem Win $IMI Corduroy, French
becks; nooleskin Mews Dark colorirli, ell
excellently tailored & strongly reinforced
for ni l  wear. Sires 30-42
No MEE Of Phone order" - none delivered

DACRE'S BARGAIN BASEMENT
139 N CLARK ST

PAIN'4 pipet Si up per run l id pipet
Barks asemelled. Planer; patch

Independence 7660

1100 used theater state Also theme
it Baldwin baby ix piano. Chem%

Archer 2554

CATAPULT required for Skooldare 'bye/
Reply Bo' 639E0
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SLOPE
EAR —

(back oil

write me at mother'
Sweetie Pie.

to your
Dad.

TALWORKS
ALLEY

Store)

FULLY FASHICTILED RAYON
OUTSIZE W M

All well reinforced, knit in Ilt, obit nortelt
tops.. Irregular' O ne adios,
5 pairs SI. Sixes it to 11

4 '1 PAWNBROKER deth,jesieller - Al
esienniek l i t e Hr s t e ;  draft eIrtacti

Cab al ai b raa
• -

48K Spectrum E • 9 5
11CROSPHERE
72 ROSEBERY ROAD LONDON IV 10 2 LA
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THI UMUO D MART
Diced (ruin - pet lb
Soot pen, lifted 6 csne
'Bs balls - 100 to box
Premium ham, - per lb
Cane logic pun groin 2MI t

32 S LA 5ALLE ST 9  -

CI
R
O

FOR SALE
E TRUCKS

27c
63c
75c
19c

$1.15

OLYMPIC 14C
La rooms; sea
& Monet
200 14 Oak - S

5000 SII
Going cheap,

CASH IN TI
AU

2 O
EiDeal

Private

20yea
riS T
A
U I

VISIT
Conditioned
pick from
Low prices

ST
Complete sec,
mtual work on
Free catalog,
Also 'Brush up

'Contpler
AMERICAN B

Would anyone
wheresbouts ce
pies,' tell hi"

'WALTZ, fret IP
7 for $I. No op
Rm. 21 / l e

ALLIED

14ANICUI
jobs wait

Includes tools,

CONFIlle

Cannot Sam C

PENTHOUSE
2 bedroom, At
Combination r
ice water Coin

At mu ai
35 W

Skean
Fully ale condi
extra This cot
colour you kir

WIN
Hood coot% w
herrily inter%
pants to match
From $14 91
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SACK OF
SORROWS

Oil TO,

Many letters reach us from
overseas, but when I noticed
the stamps marked Magyar
Posta, it took me back to the
days of my childhood stamp
collection,

So it was with excitement
that I opened the letter from
Leslie Hiss. Yes, it contained
the Helpline's first plea from
lungary.
This involves Thorn in

Fourth Protocol. He is getting
worse and worse. What can be
done to cure him?

Unfortunately, this is
beyond the Helpline too. So
can YOU help our friend from
Budapest? And by the way,
Leslie, if you write again with
your full address, d r o p  you
a line as soon as I discover the
answer!

Currently an inmate of
Asylum. Gareth Williams of
Swansea recommends: "Stand
looking down down a corridor,
and type fart". Since we met
again at the PCW Show.
Gareth seems to have become
completely deranged!

"fl ow do you stop the
exterminator fogging the
pestilance?" he asks. See what
I mean?

With only his lunch and a
piece of rope to help him.
though, I suppose hanging
around failing is as good a way
of passing the time as any.

Incidentally, if you
happened to pick up a
flashgun near the Helpline
stand on the Saturday of the
show — send it to us at C+VG
— it's Gareth's,

Is Lafeuille, Eva, or Hubert
lying. Are Blanc and Lerat
involved? And how can Steven
Vickers of Carshalton get the

104

owner of the BMW? He is
playing Vera Cruz. He is
tearing his brother's hair out
over it. And his brother
doesn't like it!

In the same game. Keying
Atkinson of Lancaster, is
trying to open the diary.
"Examine
- 
m o d e  
d o e
s n ' t

seem to be working for him,
but Infogrames say that the
diary must be opened by
pressing the space bar twice.
You should then be able to
find three names and
addresses, Kevin.

A plea of a different kind
comes from B. Anderson of
High Wycombe. He's after
adventures, or adventure
listings, for the TI99/4A, a
computer that has very little
software support these days. If
anyone knows of any
cartridges currently available,
or books of listings, please
write and let me know!

How do yo get past the
prison guard Kraytor in Souls
Of Darkon? Do you need to?
Is it possible to get some sort
of light in the caves? All these
questions come from a very
stuck Bill Moore of Market
Drayton,

Sigurdur Olasson of
Reykjavik is not quite human.
He has put a ten pence piece,
some gold coins, and a lock of
lion's hair into the Witches'
Cauldron, in of course, the
game of the same name.

Now all he needs is a spoon
to stir it with to regain his
human form. But where is the
spoon? asks Sigurdur.

Aha! Trinity problems are
surfacing at last! I thought it
was only a matter of time!
W.P. Lowe of Leek, can't

11111,111•
open the crypt in the cemetry,
nor can he get the lump of
metal from the crater. Tell you
something. Nor can I!

Jamie Ramsay of Forbes,
New South Wales, is in
trouble! He feels sorry for
people who complain the rest
of their family take no interest
in adventures— because he
lives 40 miles from the nearest
town, and doesn't even know
one adventure player! And
things are just as had in
Suspended, the game he is
currently stuck in — no-one
responds to him! How can he
get the humans to do
anything?

Alan Wall is getting
nowhere fast in Quest For The
Garden Of Eden. Who can
give him a few clues to lead
him up the garden path?

How do yo get past the
fanglizard in Terrors Of
Trantos, asks Daniel Elliott of
Blackpool?

Garoar Guogeirson of
Iceland has a necklace he
doesn't know what to do with.
Unfortunately, we can't reply
to you directly, Garoar, as you
didn't include your address in
your letter. Look in the clues
section for what to do next, in
Valkyrie 171

Pauyl Anciaux of Leuven,
Belgium, wants to share notes
with the characters in Murder
On Tile M4ssissipi. but the
game doesn't understand his
input. "Does one need to
construct fluent sentences. or
is one specific word
sufficient?
- 
a s k s  
P a u
l .  
T h
e

manual doesn't help, yet the
game looks promising, he
adds.

Scott Robinson's foremost
troubles are with Fourmost
games! He can't get started in
Galaxias, would dearly like to
communicate with the dwarf
who takes his mended bucket
in The Mural, and can't think
of the right words to do a spot
of killing in Microman. Any
offers?

And finally, Dominic Corby
of Chelmsford. is trying to sell

off his possessions in Dun
Durach — but when the
shopkeeper asks how much he
wants, there appears to be no
acceptable method of reply.
Russell Blake of Banstead is
trying to find the beast of
Woodbury End. I am trying to
find The Fiend of Faringdon!
ADVENTURE
CLUB
Some while ago I
recommended a number of
fanzines and clubs currently
attracting the more serious
adventurer. Among these was
The Adventurer's Club Ltd.,
which ceased operating almost
immediately following the
recommendation!

No-one including Honorary
President Pete Austin, was
able to shed any light on the
deafening silence emanating
from The Adventurer's Club
110, and the apparent
disappearance of its chief,
Henry Mueller.

The ACL, I am happy to
report, is now back in
business, continuing the
service where it left off.
Existing members will have
their subscriptions extended to
compensate for the dead
period. Pete Austin has agreed
to continue in his presidential
capacity.

The story behind this
episode is, perhaps, more
frustrating than the episode
itself, and behind it lies
English Company Law, which
tends to safeguard the people
with the shares, at the expense
of paying customers and
employees.

The shareholders, it seems,
of whom Henry Mueller was
not one. had decided to close
the venture down. Henry, who
had acted purely as a manager,
wanted ACL to continue, and
to this end made a bid for the
shares himself. During the
legal battle that ensued, a
court injunction was issued, to
prevent Henry or anyone else
from communicating to the
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outside world what was going
on.

Finally, Henry won the
battle, became a majority
shareholder, and resumed the
affairs of the club towards the
end of October.

A new dossier, and letter of
explanation and apology was
soon on its way to all
members. ACL can once again
be recommended to C+ VG
readers interested in software
discounts, in-depth hints and
tips, reviews, and the general
chat that adventurers get upto.

A FEW
LAUGHS
Here's a clue from Mikey
Thomas of Caerphilly. It
should be a great help for
those trying to shift the
boulder in The Pawn:
INSERT BIG TOE UNDER
BOULDER; LOB
BOULDER INTO AIR.
"Easy. eh?" asks Mikey.

.ad now a word of warning.
If you collect the yellow scroll,
the tinderbox, and the sack
from the Urga-maul's
treasury, and then you try to
swing across the river, Kentilla
restarts, says Stephen Bamford
of Ilkeston,

And for a laugh or two, try
to kill Mordon. And answer
Mordon or Bostafar to the
Kind of the Jungle question,
suggests Daniel O'Mahony of
Fordingbridge.

HELPING
HAND

Toby Blake runs a Spectrum
Adventure Club called
Helping Hand, and would like
more members_ Anyone
interested should send their
problems, together with a list
of adventures solved, to him
at: 25 Holm Park, Inverness,
Scotland IV2 4XT,

Mario Redondo, encouraged
by reading about Vasco
Oliveira and Nuno Miranda in

the November issue, would
like to get all Portuguese
adventurers together.

Ile has founded the Clube
Portugues do Aventuras,
which has just 10 members at
the moment.

Interests and activites will
include Play By Mail,
occasional newsletters,
telephone helpline,
competitions, and aid in
writing adventures. To join:
write to Mario at: Urb. Portela
lote 1,3 Esq., 2685 Sacavem,
Portugal.
EURO-
CAMPBELL!
Scandinavian readers may
have been surprised to come
across a page or two in
COMputer Magasin, written
by a vaguely familiar
adventure-person. Christian
Martensen, COMputer's
adventure columnist, and,

since finishing his National
Service with the Danish Navy,
deputy editor, asked me it I
could do a guest spot.

After sending my words of
wisdon off, I had this dreadful
thought: "Supposing
COMputer readers who also
read C+ VG, start wrting
letters to the Helpline in one
of those languages full of Ks.
and those Os that you can't
type in English?"

Keep your letters in
English, please, all you
Danish. Swedish, and
Norwegian readers! My
scribblings were translated by
Christian before they got into
print!

Christian and I regularly
swap hints, pleas. and insults!
A point finely in the balance,
depending on the current
insult-level, is whether I allow
the Coins-slave to put English
or Danish bacon in his post-
Infocom solving snack!

OF BOGGITS
AND BOGGLES
Picture the scene. A Boggit
flying 500,000,000 km above
earth on a TWA Eagle. eating
Milk Tray chocolate,
frantically unscrewing
Grandalfs head in order to fix
the radio B Z Z Z  BLIP
BZZZ

"Hello Ginger. Hello
Ginger. Come in Ginger! I
have an engine failure, repeat,
engine failure."

"Hello Boggles old chap.
Nice to hear it. Haven't had
one of those for a Rincewind
or two. You had a letter from
S. Griffin from N. Yorks. Poo
to yoo. Finished the game a
day after I bought it, two days
after its release. Double poo 2
yoo and the same to Thorny.
But what is a 16.32, and how
do I cross the bridge in the
Very Big Cave'
Thank YOU Lawrence Moon!
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What kept yer then? Thought
you'd be aht of chokey months
ago! Oh, I see John. Lost a bit
of remission for bad
behaviour. eh? Well now yer
released, let's see if we can
pull off a caper!

Better late than never, the
Dodgy Geezers (previewed in
C+ VG's October issue) made
their first public appearance
on the BBC in mid-November.

Newly released from jail
you have it in mind to gather a
few of the lads together and
get onto a nice little earner.
First you comb the
neighbourhood. visiting all the
dodgy places, the dogs, Joe's,
and a drinker or two.

Soon the germ of a plan will
form in your mind, and you
will have to do some careful
and detailed observation to set
the job up. This may mean
playing the game from the
start a number of times, and
using the "hang about"
command to keep an eye on
particular places at particular
times of the day and night.

Once you have sussed things

out you can start all over again
and, playing it right, will
gradually gather some mates
together for the job. Mind
you, you might be better off
without some of your mates
they can be dead dodgy!

I played both the BBC and
Spectrum versions— the BBC
from choice. as it is so much
easier to use, and the
Spectrum for the graphics.

These take the form of full-
face and profile views of the
villains, direct from the police
records.

With them comes a
rundown of the geezer's
character, and a list of
convictions. There are a few
other pictures as well.

The way you start the game
is crucial. If you don't make
the correct sequence of moves,
you will be disadvantaged
without realising it. and make
little progress later on.

However, by the time you
are ready to make progress,
you will almost certainly have
replayed the opening sequence
so many times, that you will
have caught on!

Dodgy Geezers was set up
on the Quill by Lever and
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REVIEWS
DODGY

GEEZERS
Jones, who brought you
Hampstead and
Terrorrnotinos.

Dodgy Geezers outshines
them both. The vocabulary
and parser is adequate, and
there are some amusing
messages— all written in
Cockney, with a bit of rhyming
slang thrown in for good

measure!
The game captures the

atmosphere of the characters
and plot beautifully, and goes
to make a very entertaining.
and quite difficult. adventure
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hat• saves you a lot of
unnecessary heartache
'Please try varying that verb'
means you can't use it
conjunction with that noun, of
perhaps you've mis-spelt it I
won't comment on the cheeky
'Maybe later, maybe not!'
message!

Input is multi-word, and a
GIFT ALL command is finger-
saving. But the parser isn't as
complex as you'll find in an
nfocom of SCION game i  I

A Lt. EXCEPT D E :
1
( 1 ' A
proves blind to the
EXCEPTion, and without
warning, you will have picked
up the lot.

The graphics, which were
also created by Steve are
superb. Many of the pictures
are cleverly animated in a way
that you'll not have seen on a
cassette based adventure
before.

It's a pity there's no RAM
save, hut with all those
graphics in memory, I could
hardly complain that there was
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be long before you come
across a locked door, Didn't
you ask xxXxx for the key?'
questions lInowski
innocently, when you try to
open it!

Needless to say, xxxxxx was
keeping very quiet about the
key when you list saw him.
some two dozen locations and
15 problems ago!

There are lots of things to
uncover in Kinieth. Examine
is a very useful command. and
well handled. It reveals not
only essential objects. hut
clues crucial to the solving of
many of the problems.

Even then, they're no give-
away t h e  reply to Examine
often only gives you a few
things to chew over, so as to be
able to arrive at the answer
yourself.

Other replies are helpful
too. 'You don't need to do
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Po REVI EWER: KEI TH
Here is another fantasy role-
playing adventure in which
you first create a set of
characters and then set off for
the Adventurer's Guild.

I played the C64 version. It
comes on two disks, complete
with the usual complicated
fantasy manual expected for
this type of game. This details
all the single-key commands,
the spells and their effects.
character attirbutes, methods
of combat, weaponry and what
it's for, and all the other usual
stuff.

Black mark number one:
The program loads with "bad
sector" copy protection, which
causes the head of your drive
to bounce violently against the
endstop a number of times,
eventually causing the head to
go out of alignment.

Too many loads of this sort
of program will set you back a
tenner or so for a re-alignment
job by a specialist computer
dealer.

Black mark number two:
The title screen has an
animated picture of the Bard
plucking a suitable medieval
instrument, with his lyrics
appearing below as he sings.
Unbelievably in this day and
age. this all takes place in
complete silence.

Only at the end of the song
is there a short sharp burst of
tune, to a black and white
version of the now still picture.

Black mark number three:
The first thing you must do is
to create a character disk, by
flipping the program disk
over, and selecting option M.
This invokes a utility which
reads in a set of characters
called ATEAM. and then calls
for a spare disk to be inserted,

101

whicii
it then

proceeds
to format.

The reading process itself is
quite lengthy, and if.
perchance, you should
inadvertantly supply a write-
protected disk as the spare. as
I did, the process aborts, and
the source disk must be read
again from scratch.

Five separate read and write
sessions, between each of
which the disks must be
swapped, are required to
make the copy disk.
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HE BARD'S TA
Altogether, this process took
(including the mistake) an
incredible 30 minutes,

Black mark number four:
When the copy is complete,
you are then instructed to turn
the computer off, and start
Bard's Tale again. It was
another five minutes before I
was able to start into the
game, and by now I was
heavily prejudiced against the
whole package.

The "A Team" soon arrived
at Skara Brae, facing a closed
door, so with a quick glance at
the manual. I entered the K
command to kick the door
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open. I was first treated to the
game credits, and a portrait of
Michael Cranford, the brains
behind it. By this time I felt
like kicking him!

Instead. I took my
vengeance on three
barbarians, who eventually
appeared behind the beaten
down door.

With the team listed below
with all the usual fantasy hit
points, condition points etc,
and a picture of one of the
beasts in the doorway at top
left, the conversation took
place in a scrolling box.

After deciding to fight. each

member of the team is given
the option to attack, defend.
play a tune(!). or hide in the
shadows pr obably  for a
change of underwear.

I made them fight! At each
round (these things have to be
drawn out to give the illusion
of the game player having
skill) the team points are
reduced as they are hit.

Before long, all three were
dead, and it was not without a
degree of smug satisfaction,
that I noticed two of the "A
Team" were dead too! Serves
them right for taking so long to
COPY!

Of course, you can do the
usual fantasy-type things in
this game, cast spells. add new
characters, visit Garth's
Equipment Shoppe, or simply
recopy the character disk, for
kicks!

I f !  sound flippant, then!
am. I find that once you've
played one of these, you've
played the lot g i v e  or take a
few points for
implementation.
SW VOCABULARY
Po ATMOSPHERE
lo PERSONAL -

- Po VALUE
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yourself in a drainage ditch,
alongside the road.

Everything seems to be
going well, until you discover
that it runs from east to west,
through a number of locations.
with an apparent dead-end at
either end.

This is where you really

REIM
Vou've seen the beginning of

the game. and died a couple of
times, everything will become
clear.

This program features a
couple of techniques not
previously seen in Robico's
games. Initially, there's the
text compressor, which
squidges the text into 59% less
space than it would usually
occupy.

The second feature is of far
more interest to the player.
The Roble° Advanced Parser
makes the computer about as

IP SUPPLIER.
ROBICO SOFTWARE
II. MACHINE: BBC '13'

PRICE: E9.95
REVIEWER: JIM DOUGLAS

Welcome to the third part of
the Rick Hanson trilogy. After
extensive game-play. I can
reveal that it's every bit as
good a game as the other
programs! Those who read my
review of Part two, Project
Thesius, a few months ago,
will recall that it was pretty
easy. Myorem is a real killer!

Set in a South American
country ruled by a dreadful
dictator, it is your task, as
Rick Hanson. to go in and
overthrow the entire regime.

You begin the game bound
hand and foot to a post, in a
dusty arena. You have only a
few short moves before you
are confronted by a firing
squad, and shot. You can't
move. You can't speak. You
have only your thoughts.

Once this problem has been
solved, (and I'm not going to
tell you how!) you will find

SUPPLIER:
MACHINES: SPECTRUM

PRICE: .0•95
REVIEWER: MATTI I EW

historic monsters are back.
fact, they have never even
Cu away!
Here you control Ohio. a
ave Adventurer, in the
est for the apparently

Aramanth fruit.
ordinary fruit, as it

ewed into an elixir of
mat youth.

The only person able to
brew the elixir is an old man
who lives at Stonehenge.

Not content with living for a
few centuries, the Old Man
(how come he is so old if he

have to think long and hard
about your plan of action,
before taking any. Any slip
will lead to death at the hands
of the firing squad.

If this sounds a little
confusing. don't worry. Once

tt the elixir wants  to live
yen longer. and promises
ire his secret with you.

ands like (ampbell! Ed.)
But there's a catch.
The Aramanth fruit can

only be found on an arrow-
leafed tree on one oceanic
island, where. due to the fruit,
prehistoric monsters still
roam.

Not only have you got to
find a way to get to the island,
you've got to get back again —
with the fruit!

The locations are varied,
ranging from Stonehenge to a
Burger Bar, and are all
described in glorious Nadi and
white. No graphics here text-
only fans!.

YORE
smart as they come during
play. You can type in utterly
ridiculous sentences which it
will understand with little or
no trouble,

You can use words like IT.
THEM, ON, and plurals, as

All the other .familiar
adventure options are
included, RAM and TAPE
save, HELP, SCORE, etc.

An extra feature is the
provision of an EDIT key,
which retrieves the last
command entered, to allow it
to be modified.

This is a good idea for
games which accept complex
sentences, but as Prehistoric
Adventure accepts only two
words, it seems a little wasted!

The parser is helpful, as its
responses tell you what isn't
understood in a had input.
Although the game doesn't
involve complicated
vocabulary. it is a good
challenge for any adventurer.

well as ALL, EXCEPT. etc,
etc..

Another feature is the way
that throwing an object is
handled. You can hurl an
object into different locations,
instead of merely being able to
throw it, or drop it, where you
stand.

The puzzles devised by
author and programmer
Robert O'Leary are pretty
tough. You may well see a
solution, but to make it work.
you will probably have to
perform all manner of
operations before you can get
away safely. There is a
competition open to those of
you smart enough to complete
the whole game, and the prize
is £100.

Myorem (I haven't quite
worked out what the title
stands for yet) is a cracking
good adventure — hard.
entertaining, and easy to play.
Buy it!
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The initial sequence, which

involves a hunt for a map of
the island, will require careful
thinking as you link new and
old objects.

An attractive adventure,
where the emphasis seems to
have been put on lots of
mindbending puzzles, making
it a good buy for those of you
who prefer the traditional text.
only adventures — if you can
afford the rather high price of

111. VOCABULARY'
ATMOSPHERE
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Psygnosis was the first
company to enter the ST
games arena with
Baraticcus, an arcade
adventure which never
quite made the grade. At
last year's PCW Show
they launched two new ST
games entitled Deep
Space and Arena.

Deep Space is described
as the ultimate interstellar
war game harnessing the
raw power of the 68000
processor to bring unique
3D solid graphics to the
microcomputer.

Although featuring
some excellent solid
enemy spaceship graphics
and a well designed
cockpit interior, Deep
Space just seems to be a
little lacking in the game
depth department.

Having said that, it may
well be one of those games
that rewards those
prepared to persevere,
but after the initial high of
the graphics there is
perhaps not enough to
entice you back for just
one more go.

Arena is a six event
sports simulation for up to
four players. The game
features large, well
designed sprites moving
smoothly over a number
of detailed sports stadium
backdrops which contain
neat little touches like
other athletes warming up
on the opposite side of the
track.

ARENA
Another nice thing

about Arena is the size of
the main sprite, a full
56x80 pixels giving him a
height of about 3.5 inches
in his spikes on an
average size TV. The
graphic design of the
athlete is also very
realistic, even film like.

The six events are the
100 metres, the pole vault,
high jump, long jump, shot
put, and javelin. All the
events require the rapid
pressing of the "energy
keys" — the 68000
equivalent to joystick
wiggling — to give the
athlete more speed or to
make the javelin fly
further etc. It is annoying
that there is not a joystick
option as the Atari
keyboard sounds and
feels a little fragile when

V The Long Jump,

pressed this vigorously.
Arena could have

marked a notable step
forward in the
progression of the multi-
event sports simulation
that began three years ago
with Epyx's Summer
Games. However, a
number of needless or
thoughtless -
f e a t u r e
s "
and even the odd bug
detract from the fun and
can become quite a
frustration.

One of the most
annoying "features" in
Arena is the speech
bubbles which appear at
pertinent moments during
each event. Quips and
comments made by both
athletes and judges
quickly become boring
and repetitive and do not
enhance the game.



At the very least you
should have been given
the option to gag all
concerned!

The events themselves
are played in a similar
way to other games of this
type which require fast
and/or co-ordMated
button pressing and a
good sense of timing. In
the events except the shot
the athlete moves to the
right through a number of
static screens until
reaching the throw or
jump mark, where you
must press the "jump" key
at the right time

This done, you can
normally influence your
athlete's performance by
further button pressing.

Apart from the 100
metres you are allowed six
attempts at each
discipline you attempt,
although three failures at
the same height will end
the high jump and pole
vault.

There are also a number
of "interesting" situations
you can get into whilst
playing certain events.
For example, in the high
jump, if you take off too
late you will hit the far
upright and stop,
suspended in mid-air!

On graphics and
packaging both Arena
and Deep Space score
well, but unfortunately,
both have end up more
like flawed masterpieces
instead of the genuine
article. This is a pity
considering the obvious
graphical talent on show
and the huge investment
in time and resources
Psygnosis have made in
producing 68000 only
product a  brave but
risky policy while this
market is still in its
infancy.
V Are offers the choice of six diffetent events

WINTER GAMES
Winter Games was very
successful on 8 bit formats
and spawned almost as
many clones as the
original Summer Games
did. The ST version has
the same seven events and
almost identical
gameplay. The graphics
have been enhanced for
the Atari version although
there are less differences
than you may expect,
which is partly a
testament to the quality of
the original Commodore
graphics.

First off there are option
screens for the number of
players and their
nationalities. I wish you
could skip the national
anthems, most of which
are dull at the best of
times, but Epyx's
renditions are terrible.
The games, on the other
hand, are great fun.

The seven events are Ski
Jumping, Bobsleigh,
Figure skating, Hot dog
aerials, Free skating,
Speed skating, and
Biathlon. Two of the most
enjoyable events are ski
jumping and hot dogging.

Ski jumping is in three
parts spread over two
high-res (actually they're
Atari low res screen — it's
just difficult to adjust!)
screens. Having pressed
the button to start your
descent you must press
again at take-off— too
late and you end up in an
unceremonious heap on
the runway!

Once in the air you must
maintain good style and
ensure a safe landing.

A Winter GOMM skung ophon.
This is done with the help
of a close-up window
showing the skier's
profile. Using the joystick
you can maximise style
points and minimise limb
breakages by correcting
such embarrassments as
crossed skis. A clean
landing will only be
achieved if the flight is
reasonably controlled.

Hot dogging, a kind of
aerial gymnastics for
people with no respect for

A The 8obste.9h
life or limb, is fast
becoming one of the most
popular winter activities
on the piste! In a nutshell
it involves skiing down a
slope and launching
yourself into the air off a
man-made ramp Once
airborne you are
supposed to perform such
exotic moves as the
'daffy', the 'back scratch',
and the 'mule kick'!

Your score is based on
both the difficulty level of
the manoeuvres you
select, plus the style in

which you execute them.
If  you land head first with
your skis dangling
unceremoniously in the
air, don't expect any
favours in the style dept.
Difficulty is judged by the
number of different
manoeuvers performed in
mid-air. You can also
combine movements for
extra points, although
points are deducted for
awkwardness. If  you fail
to land on your skis you

score the big zilch!
Although the two

skating events seem
remarkably similar,
Winter games is a
professionally put
together package with
enough variation to keep
you amused until the big
thaw comes along.
A must for all
sports
simulation
fans.
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You are the Rogue! Lost
in the underground
passageways and damp
chambers of the Dungeon
Lord, your one reason to
stay alive is to recover the
Amulet of Yendor, stolen
by the Lord many years
ago.

The Amulet was left
behind by the ancient
magicians to remind
mankind of its origins.
The Dungeon Lord both
envied and despised the
Amulet's beauty and
purity, and vowed to hide
it in the deepest reaches of
his tortuous maze,
drawing those who would
seek it out to sure
destruction.

here you are,
ely lost and with an

as
eased

84
in 1985 when it

p 5 hit in the UK.
ow the Atari ST and

Amiga versions of this
evergreen program are
released proving that not
all games are banished to
that great duplicator in
the sky after ten weeks on
the shelves.

Skyfox is an air to air
and air to ground combat
and flight arcade/
simulation with the
emphasis very much on
arcade. There are 15
different missions to
choose from ranging from
training sorties to full
scale invasions.

Each mission can be
played at any one of 5 skill
levels from Cadet (quite

easy) up to Ace of
the Base (should

carry a
government
health

warning!).

Irresistible urge to delve
deeper into the Dungeon
Lord's domain until you
have the Amulet in your
grasp.

Rogue could be said to
be Epyx's answer to the
fast growing clutch of
Gauntlet, Druid, Dandy
type games one or more of
which many C+ VG
readers, being well versed
in such things, will
already have played or at
least seen.

The Rogue screen is
divided into 3 main areas
with a status line at the
top allowing you to save/
restore games etc. The
largest screen section, the
level map, shows a plan
view full colour map of the
dungeon level you are

The action is viewed
from the cockpit of your
Skyfox. Skyfox fighters
are equipped with the
latest in weapon
technology including
guided and heat seeking
missiles. Overhead and
forward radar displays
help you pin-point enemy
instalations and targets
while engaging the
autopilot will take you to
the nearest enemy
occupied sector.

Direction, speed,
altitude, and laser fire are
all controlled by the
mouse but the keyboard is
required for missile
launch and all other
functions including
bringing up the status
map (beamed from your
base computer) which
gives you an overview of
the surrounding sectors,
and allows you to zoom in
on any one sector for a
closer view of what's
going on.

Of the 15 scenarios, the
first seven are training
missions, some with tanks
only, some just with
planes and the rest having
a liberal smattering of

currently in. The rooms
and corridors of each
level will only be revealed
once you have explored
them by using the mouse
to drag your character
around. The level map can
be seen in zoom which is
useful when you want to
get your bearings. In zoom
mode the area
immediately surrounding
the player is shown
together with any objects
or monsters that may be
gresenti. Zoom mode is
best for exploration and
combat.

A player's potential hit
points level increases with
experience (like
successful combat etc.),
but his actual hit points
level, at any one time, may

both.
The remaining eight

scenarios are the real
thing, in which you must
quash invading forces as
well as protect your home
base against capture.
Should your base fall to
the enemy, you will be
unable to land and refuel,
and will no longer receive.
You will also lose the use
of your base computer.

Tanks are dealt with in
the low combat arena
(below 1000ft.) while
planes can only be shot
down by flying up
through the cloud layer to
altitudes of between

be diminished by blows
from an adversary, but
can be restored by resting.

Along a strip at the
bottom of the screen is an
adventure-like dialogue
window giving a
commentary on your
progress through the
dungeons. You also get a
blow-by-blow description
each time you go into
combat, giving you such
lines as "the ice monster
swings and hits you" or
"You clobber the bat".

Rogue owes more than
little to the original
Dungeons and Dragons
role playing games but
makes good use of the
computer to give a
graphically pleasing and
well designed games.

30,000-40,000ft. Whether in
the low or high combat
arena, the 3D background
of either tanks and
ground instalations or
clouds and planes scrolls
smoothly towards you at
breakneck speed as you
destroy anything that
moves.

With so many different
options and skill levels
and a nice balance
between arcade, flight
simulator, and strategy,
there is no reason why the
ST version of Skyfox
shouldn't be every bit as
popular as its
predecessors.
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We've all seen plenty of
snooker and pool
computer games — in fact
there's already a pool
game for the ST entitled
Electric Pool from
Microdeal. But QBall
takes this gendre of game
literally into another
dimension!

Quite simply, Wa l l  is a
kind of 3D snooker played

It was bound to happen
sooner or later, and
Microdeal have released
an ST pinball game
sooner. Pinball Factory,
the game, puts you in
charge of engineering in
the factory. Your sole
responsibility is the
completion and play
testing of the boards
produced in the
workshop.

As an employee of the
PF you have various
"state of the art" tools at
your disposal including
Edit Game menu, Edit
board Edit Logo-Alter
Rules, Test Game and
Exit.

EDIT BOARD
This is the central core of

The Music Studio was
very well received when it
was launched on the
Commodore 64 because it
was one of only a handful
of programs — along with
others like Rainbird's
Music System and
Broderbund's Music Shop
-  that combined ease of
use with a comprehensive
range of functions and
features allowing even the
musically naive to get
started immediately.

While there are
undoubtedly a number of
more sophisticated music
packages available for the
ST, these, though, tend to
be targeted towards the

in a cube that can be
viewed from any
conceivable angle (well
262,144 anyway). In both
the single and two player
versions of QBall, the
object of the game, as in
normal snooker, is to pot
all the balls in the cube.
There six reds and one
colour, the yellow. Each
time a red is potted you

the program and has two
main functions. Firstly it
allows you to customise
graphics of the table using
a rudimentary graphics
package. Then its time to
build up your game using
the "Bumpers" sub-menu.

While using the drawing
program you can flag 14 of
the 16 available colours as
either visible of invisible.
Invisible colours are
treated as part of the
graphic design of the table
and do not interfere with
the movement of the ball.
Anything drawn in a
visible colour can be
thought of as a kind of
"designer" bumper that
can be any shape or size.

Features include
brushes (there are ten

more musically inclined
amongst us who already
know a quaver is not just
a cheese snack.

Still other ST music
progs turn your keyboard
into an editing/mixing
boad (a kind of musical
terminal) making use of
the Atari's in built MIDI
ports to talk a common
language with many other
MIDI  compatible
keyboards. For all
Hitchhiker freaks out
there, think of a MIDI port
as a kind of musical babel
fish!

Activision's ST version
of The Music Studio
certainly makes good use

can have a go at the
yellow and, if  successful,
its time for another red
and so on. Each time the
yellow is potted it is
replaced in the centre of
the cube.

The trditional pocket
has been replaced by
holes cut out of each of the
eight corners of the cube.
You have 60 seconds in
which to play a shot and,
until you get used to the
aiming in three
dimensions, you'll need
every second you can get.
Just hitting a ball of the
correct colour scores one
point for every second
remaining on the counter.
For potting a red you get
10 points for every second
left and a bonus of 500
points. A second red
potted by the same shot
scores double and a third
scores treble — and so on.
Potting a yellow is similar
to red except the bonus os

different ones), Line,
Rays, Frame, Box, Circle,
Disk, Clear, Undo, Detail
(for the engineer who likes
things pixel perfect), Fill,
and Pattern which is used
with the Disk, Box, and
Fill commands. You can
also select any 16 from 512
colours using the RGB
selector.
EDIT LOGO

Using similar graphic
tools to those on the EDIT
BOARD (with added
airbrush, text, and
shadow functions), you
can design a logo for your
table. Logos are purely
superficial and have no
bearing on the game itself,
being positioned to the
right of the table, away
from all the action.

of the Atari's midi
compatibility but never
forgets that many of us
don't have a Yamaha DX7
or a Casio CZ-101
synthesiser sitting
around. This then is a
program that can be used
in a number of different
ways by people of varying
musical competence and
talent.

Each instrument is
represented by a different
colour so it is easy to see
which notes will be played
by which instruments by
their colour on the stave.

MS comes with 5 pre-
programmed instruments
but you can create and

2000 points. If  you miss
altogether or hole the
cueball or a red or yellow
out of order, you lose
points. With eight pock
this happens all too ofte

In linking the player's
scores to the timer and
penaliaing them if they
take too long program
Adam Billyard has
clerverly added another
dimension (as if there
weren't enough already.
to QBall, that of the
arcade game where ,
increased speed and ski
in decision making and
aiming are rewarded by
higher scores. When
playing a shot you can
alter the air friction
within the cube which
determines how quickly
the balls slow down and
stop.

Although difficult to
master at first, Wa l l  is
well w o rt h  sticking
with.

ALTER RULES

Here you can get one up
on Newton by tweaking
gravity to see what it
would be like playing
pinball on the Moon — o
even Jupiter. You can a
change the elasticity of
the ball making it boun
faster off bumpers etc.
The number and speed o
yogei•balls can also be set
together with the "free
ball" score threshold •
which depends on host-
generous you re feeling.
Next you can set the
strength and value oft
various bumpers you ha'
used in your design.

Pinball Factory will go
down well with all pinball
freaks.

store your own or tweak
existing ones to get the
effects you want.

Music Studio was one of
the first music packages
for the ST and is till one of
the best and easiest to use.
For the musically
innocent, it serves as a
perfect introduction,
while still offering enough
depth to please all but the
professional
musician.
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ACTIVIS1ON
23, Pond St., Hampsteatd NW3
2PN: 01-431 1101
Hacker 11: tar
Shanghai: card (Feb 86)
Music studio: music
Wishbringer. adv
Moonanist: adv•
Trinity: adv (Feb 86)
Ballyhoo: adv
Basketball: sport
Baseball: sport"
Football: sport'
The Last Ninja: arc'
Portal: *
Endue° race: arc'
Quartet. *
Tas Times: adv(g)*
Paintworks: graphics
L. C. People.: (Jan 86)
A Mind Forever Voyaging: adv

(Aug 85)
Leather Godesses: adv (Jan 86)
Mindshadow; adv (Aug M)
Borrowed time: adv (g) (Aug 851
Cuthroats: adv
Deadline: adv
Enchanter adv
Hitchhikers: tidy

adv
Plantefallt: adv
Seastalker: adv
Sorcerer: adv
Spellbreaker adv
Starcross: adv
Suspect: adv
Suspended: adv
Witness: adv
Zork 1. II and III: adv
•  Activision have the largest
catalogue of ST Games of any
company largely due to their
ownership of Infocom. Ones to
look out for in the first half of 1987
are Portal. End uro Racer
(converted from the arcade game
of the same name) and Quartet.
All three should be out before the
end of the summer.
ANC 0
•  Karen Graham, 35 West Hill,
Dartford, Kent DA I 2EL: 0322
93513.'8
Bridge 4.0:°
Compubridge:
Peggantmon: board'
Strip poker (Jan 88)
ARIOLA
•  Amanda Barry. 68 Long Acre,
London WC2E 0 1 - 8 3 6  3411
Skyfox: comb/km*1Feb 88)
Degas: graphics
Degas Elite: graphics
•  Unfortunately there wasn't
room to review Degas El i te
—which has just arrived. But, on
first sight, it looks very
impressive.

Because of the dramatic
explosion in ST game
releases, this feature and the
one in last month's C +VG,
has only covered a
percentage of the total
number  of games currently
avai lable.

Hopeful l y it represents a
cross-section of tastes, but for
the inquisi tive amongst you,
here is an exhaustive list (as
of December  tat 1986).

ATARI
•  PR Agency: Claire Walker.
Suerling PR. I Lowther Gdne,
Prince Consort Rd. London SW7
2AA: 01-581 1721
Battlezone: arc'
Joust:. arc'
Milleped a r c '
Star Raiders: are'
•  Although it was intended to
review at least one of Atari's ST
conversions the companies PR
agency were unable to confirm
release dates, or even if they
would be released in the UK at all!
BEYOND
•  Tom Watson. First floor, 74 New
Oxford St, London WC IA IPS:
01-631 5373
Star Trek: arc/sty'
•  The game of the programme
should be boldly launched
around March/April time but
don't hold your breath. When it
does arrive the object of the game
will be to save a portion of the
universe, at present infected by a
Klingon and Romulan rebellion.
To prevent the rebellion from
spreading, a 1,000 star section of
the universe has been enclosed in
a Klein Sphere even though many
'innocent' planets have been
trapped inside IL Your mission,
Jim. should you decide to accept
it, is to boldly snuff out the
rebellion bol dl y .  You control
seven members of the Enterprise
crew. Kirk, Sweat. Scotty, Uhura,
McCoy, Chekov and Sulu, in a
desperate bid to convert or
eliminate all the waring factions
inside the sphere. Only then can
the sphere by removed so that the
universe can live happily ever
after.

The graphics are nothing short
of fantastic, each character being
instantly recognisable when his
or her personal screen is paged.

Game play seems to be split in
three. Part of the time is spent
navigating from one part of the
sphere to another using a couple
of 3D star charts to "plot a course
Mr Sulu". Next comes the odd bit
of combat, and to be honest it
looks a little odd at present but, to
be fair to Firebird, this part of the
game was unfinished when last
seen. The third, and most
strategically orienated part of the
game involves picking a landing
party (maximum five) and
beaming down to various planet's
surfaces to collect things. arid.or
deal with problems you may
encounter.

Each of the seven crew
members mentioned above have
their own skills, so performance
in this section will depend on
your choice of landing party
personnel.
EIDERSOFT'PARADOX
•  Janet Wardrop. The Office, Hal
Farm. North Ockendon.

Upininster, Essex RMI4 3QH:
0708 852647.'851099
Karate: arc
Protector: arc
War Zone: arc'
Fire Blaster: arc*
3D Chess: board+
Mission Mouse:
Space Station!: arc (Jan 86)
Demo Disk!: arc*
ELECTRIC
•  Unit 8. Cromwell Business
Centre. New Rd., St. Ives. Climbs
PE17 4BG: (480 66433
Red Alert: arc/aim'
ENGLISH sor r w ARE
•  P. Morris. I North Parade,
Parsonage Gana.. Manchester
M601BX:0618351358
QBall: sport (Feb 86)
Knight Games: sport'
•  Your 16-bit reporter has heard
that English Software is busy
converting Knight Games for
transatlantic consumption
courtesy of Mastertronic, who
also have plans to launch Ninja
there sometime in 87. Let's hope
that these titles also see the light
of day over here. Meanwhile,
QBall is causing industry
eyebrows to be raised and quite
rightly.
FTL
Stmdog: arcistr (Aug 85)
HABA
•  Pier Rd., North Feltham Ind,
Est-, Feltham, Mddx TWI4 OTr:
01-751 6451
Flight simulator aim'
LI AMASOFT
Colourspace: zarj az (Aug 85)
•  It's about time we had
something else from Mr Minter.
One gets the feeling that if Geoff
really turned his mind to it, the ST
wouldn't know what hit it.
MICRODEAL
•  Jenny Pope. P.O. Box 68, St
Austell, Cornwall P125 4YB: 0726
68020
Major Motion: arc
Cards: card
Pinball Factory: sport (Feb 85)
Electric Pool: sport
Karate Kid II: arc'
Shuttle 11: aim'
Animator: animation'
Trivia Challenge: trivia
Time Bandits: arc
Lands of Ilavo a r c
•  Karate Kid I/ looks VERY
impressive in the graphics dept., it
only remains to be seen how it
plays and sounds.
MICROPROSE
•  P.O. Box 24, Cirencester, Gos:
11453 886386
Silent Service: aim (Feb 87)
MIRRORSOFT
•  Pat Bitton. Maxwell House. 74
Worship St.. London EC2A 2EN:
01-377 5837
Cinemaware: adv* (g)
Film Director: animation'
Art Director: graphics (Jan 86)
Spitfire 40: comb/aim'
Strike Force Harrier: coin:sine

(Feb 86)
The Bermuda Project adv° (g)
'rhe Black Cauldron: adv (g)
Space Quest
3D Helicopter Simulator, aim'
Fleet Street Editor: desk top'
Deja.Vu: tidy' ig)
Kings Quest II: adv (g)*
Ultima II: adv (gt
•  Mirrorsoft is another UK
company heavily committed to 16
software. 'They are already one of
a select band selling Macintosh
games, some of which are being
converted to run on the gr.

I Pr obabl y the most exciting
prospect here is Deja- tru — the

Mac version of which was
reviewed in the August 1985 issue
of C +VG.
NOVAGEN
•  Tim Bosher. 142 Alcester Rd.,
Birmingham B13 8HS: 021 449
9516
Mercenary compendium: are'simi
stradv (Jan 86)
We await the sequel to Mercenary
with baited breath!
PSION
•  Pnion House, Harcourt St..
London W1H IDT: 01-723 9408
PR. Louise Blakesborough of
Kinnear Ltd: 01499 8650
Polon Chess: board (Jan 86)
PSYGNOS1S
•  1st Floor, Port of Liverpool
Building, Pier Head, Liverpool L.3
1BY: 051 236 8818
Deep Space: arc. str (Feb 86)
Arena*: sport (Feb 86)
Brataccam: arciadv (Aug 851
RAMMED)
•  Clare E'dgeley. First floor. 74
New Oxford St, London WC IA
i PS: 01.2409 8838
Jewels of Darkness: adv (g)
Advanced Art Studio: graphics'
Tracker: arestr*
Silicon Dreams: adv (g)
Guild of Thieves: adv* (g)
Star Glider arc (Jan 88)
The Pawn: tidy (g) (Aug S5
•  The next Magnetic Scrolls
adventure, The Guild of Thieves,
should be with us soon. If this is
anything like as good as The
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be in for a rare treat, Two
adventure trilogies that are
already available are Level Ws
The Jewels of Darkness and
Silicon Dreams.

At £19.95 both these trilogies
represent outstanding value for
money and should not be missed
by either of the ST owners in the
UK who never played the eight bit
versions.
SILICA
•  1-4 The Mews, Hatherley Rd.,
Sidcup, Kent DAI4 4DX: 01-309
1111
Amazon: adv (g)
Brimstone: adv
Coverted Mirror: adv° (g)
Crimson Crown: adv (g)
Delta Patrol: defender'
Dragon World: adv (g)*
Electro Solitaire: board*
Essex!: adv
Fahrenheit 451: adv (g)
Forbidden Guest: adv
Gateway: adv (g)
Hex: Q-bert
Mean 18: sport
Mindwheel: adv°
Monkey Business: arc
Murray and Me: •
Nine Princes in Amber advtg)
00-l 'opos: tidy (g)
Phantasie: arciadv
Rogue: areadvistr (Feb 86)
Spiderman: adv° (g)
Sword of Kadash: adv (g)
Transylvania: tidy tip
Treasure Island: tidy (g)
Universe II: arefstr
Wintlit the Pooh: edu*
The Wizard of Oz: edu*
KEY
arc = arcade
adv a d ve n t u re —  text only
adv igi -  adventure  with graphics
aim sim u la t io n
*port -  sport,  pastime. UT hobby
cam -  combat
Sit st ra t e g y
•  in clu d e d  in company new,. aection
• = not ava ilable  aa of lit  December
1966
•  Tha nks to Silica  Shop for the ir help
in compiling these features.
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R E V E N G E  I I  - te mpora ry  ti tle  - but y ou m a y  guess  tha t  c a me ls  fi gure  in the  a c tion
s om e w he r e .  N i c e  scroll e ffe c ts  a nd  s pe c ta c ula r  scenery  ha v e  e m e r ge d s o far,  w i t h

•
clearly  lots  m or e  to  c ome .

* *  C O L O U R S P A C E  ' 6 4  - J e f f  is re -c re a ting the  successor to P S Y C H E D E L I A  for the
good o l d  C  BM.  I n  fa c t  th e  re s ul t w i l l  o u t d o  th e  e a r l ie r  v e rs ions  o f  Col our s pa c e  -
L I G H T S Y N T H  de v e l opm e nt is ongoi ng.

•• * *  C O L O U R  S P A C E  I I  - for  the  ATARI  ST.  S o m e  truly  be a uti ful  e ffe c ts  a nd dy na mi c
ba c k ground gra phic s  w i l l  be  pa r t  o f  this  vers ion.  S o  th a t  purc ha s e rs  o f  the  origina l
vers ion wi l l  no t  feel l e t d o w n  J e ff plans to offe r  the m an upgra de  a t a very  re a s ona ble
cost.  S ti l l  s o m e  w a y  t o  g o  on this  pr oj e c t tho '. The  pr obl e m  is  k n o w i n g  w h e r e  a ndw h e n  to  s top!•

C U R R E N T ,  RE CE NT  A N D  I M M I N E N T . _•
For th e  C B M  6 4
* *  I R I D I S  A L P H A  -  m e e t  G I LBV ,  a  droi d w i th  a  h i gh c ute ne s s  fa c tor ,  s c uttl i ng or

fl y ing across  the  pla ne ta ry  s urfa c e s  c ol le c ting energy . .
A  B L A S T  W I T H  C L A S S  f o r  thos e  w h o  l ike  a  l i the  s ubtl e ty  w i t h  t h e  inte rga la c ti c
m a y he m .  I nc l ude s  a  g r e a t  b o n u s -w a v e  ga me ,  pa us e  m o d e  g a m e  a nd (a  re a l  fi rs t!)
frac ta l  m us i c ! - p u b l i s h e d  j o i n t l y  w i t h  H E W S O N  E 8 . 9 5  o n  t a p e ,  E l  2 . 9 5  o n  di s c

For th e  CBM  1 6
* *  M A T R I X  &  L A S E R Z O N E  - t w o  classics r e -w r i tte n  for  the  C1 6 .

• M A T R I X  inc lude s  a l l  t h e  fe a tur e s  o f  th e  or igina l  v e rs i on i nc l udi ng t h a t  tra i torous
huma noi d,  the  Sni tc h,  plus  (i t's  ha rd to take ) an e v e n fa s te r  fi re  ra te  tha n the  original!
L AS E RZ O NE 's  un i que  d u o  of i nde pe nde ntl y  c ontrol l e d la s e r-ba s e s  ha s  ne v e r  be e n
easy to control  but as you learn its skills things ge t roughe r  and toughe r  for those  pesky
aliens! -  p u b l i s h e d  j o i n t l y  w i t h  A R I O L A S O F T  E 6 . 9 5  -  b o t h  g a m e s  o n  ta pe .•

* *  V O I D R U N N E R  I  H E L L G A T E -  v o i d r u n n e r  is the  m e g a b l a s t i n g  s e q u e l  t o
• * *  G R I  D R U N N E R  a n d  L A S E R Z O N E . .  l ots  o f  w a v e s ,  l oa ds  o f  c ha os  a n d  bi ts  o f  e a t

dis inte gra te d a l ie n fl y ing e v e r y w he r e  in the  fa s te s t blas t to hit the  C1 6 . . .  a nd on the .
• f a r  side (of the  cassette ) w e  i nc l ude  the  '1 6  vers ion of HE LLG ATE  - a s h o o t -e m -u p  for

• thos e  w i th s upe rfa s t r e a c ti ons  a nd i nde pe nde ntl y  c ontrol l e d eyeballs !
• * *  p u b l i s h e d  j o i ntl y  w i t h  A R I O L A S O F T  E 6 . 9 5  (c a s s e tte  only  )

•

•

T h e  c u r r e n t  p r o j e c t s  i n c l u d e
* *

L I GHT  S Y NT HE S I S E RS
Anothe r  s tring to  JEFF•s  b o w  is his w or k  on our  L I G HT  S Y N T H E S I S E R S  w hi c h a l low
the  c om pute r  user to play  his  m a c hi ne  like a  'L I G H T  P I A N O '
The  origina l  l i ghts y nth .  P S Y C H E D E L I A ,  is  still a v a i la ble  for  m o s t  hom e  mic ros ,  •

n o w  E 4 . 0 0  •
C O L O U R S P A C E ,  i ts  successor,  ha s  be e n publ is he d fo r  the  A T A R I  8 - b i t  micros
(only  on ta pe  E 7 , 5 0 ) ,  the  BBC B (ta pe ,  E 7 . 9 5 )  a nd in a s pe c ta c ula r  1 6 -b i t  form for the
A T A R I  5 2 0  S T  (E l  9 . 9 5 ) .

C O M P I L A T I O N S

•

•

THE YAK IS BACK f ro m PERU and hammering away at the '64 and the t i
- trusty ST  once mo re  and a lmo st  simultaneously...

* *

qad

FRESH F R O M  THE
H A M P S H I R E  A N D E S . . .

V I V A  V I C !  is our V IC col lec tion - 8  of J EFF's  be s t for the  g o o d  old m a c h i ne .  Gre a t
s tuff for  V I C Owne rs ! A B D U C T O R ,  T R A X  X, M A T R I X .  H  ELLGATE,  L A S E R Z O N E  e tc .
E 6 . 5 0 ,  a l l  o n  o n e  ta pe .

* *  Y A W S  P R O G R E S S  -  the  be s t of J e ff's  ' 6 4  s tuff,  inc lude s  8  ga me s ,  s om e  n o w
di ffi c ul t to  ge t,  c omme rc i a l l y  -  A T T A C K .  &  R E V E N G E  O F  T H E  M U T A N T  C A ME L S ,
ANCI P I T AL .  S H E E P  I N S P ACE .  H O V E R  B O V V E K  e tc .

c a n ' t  w h a c k  i t  a t  E 9 . 4 5  (2  ta p e s )  o r  E l l  . 9 5  o n  di s c
O R D E R I N G  L L A M A S O F T  P R O D U C T S .

Obta ina ble  fr om  m os t  pe rc e ptiv e  dea le rs  • or  direc tly  fr om  the  address  b e l o w
S E N D  S .A.E .  FO R C A T A L O G U E  &  FRE E  N E WS L E T T E R .  T O
L L A M A S O F T  LTD,  4 9  M o u n t  P l e a s a n t  T A D L E Y  H A N T S  R G 2 6  6 B N
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he world of highspeed skateboarding
rid motor racing are covered this
onth. Clare Edgeley also play tests
e newest Commando game to hit the

m ade — Jackal .

thtoking ocrobafics, fast and
ous action and the ability to

skoteboording expertise to
heights make Atari's new
kbuster, 720', o thrilling game
toy.

n skateboording jargon, 720'
pens to be one of the most
cull manoeuvres you can
arm. Jump into the air and twist
II 720 degrees before landing.
oks as difficult to do in the
e as it is for real.

Perhaps this is what makes 720'
exciting. Whether you've got

d balance or not, at least you
prove proficient at the sport onen. But there's more to the

me than just fuming circles. 720'
e of the only games I've

ountered which gives a hugeam of movement to the
yet._ You can travel in Skate

perform as many acrobatics
you con and choose between
eral special skating parks to

e your prowess.
The game which is played in

City, must be the
rder's ultimate paradise_

'surfaces are suitable for
there are lots of ramps and

es of obstocles. In short, you
n have a great time scurrying

oround, dodging pools, cyclists,
ordinary street traffic, frisbeethrowers and other skaters. At the
same time you've got to do as
many complicated manoeuvres aspossible to earn lickes to enter one
of the four parks. This
is vital, If you hear the
dreaded words,
"Skate or Die" and
you don't get your
skates on and make
to o pork in time,
you're mown down by
o cloud of.. well it

' "
6
1
1
1
)
4

Id be anything, but there's no
escaping its deadly tentacles. It'll
flatten you and you'll lose preclife.

To find a park, just skate onto
one of the many 'mop' signs and
you'll be shown your position in
relation to the four parks and four
skoteboord shops which ore dotted
around. The parks are paradise
and each run is more difficult to
complete than the last. Easiest is theDownhill which consists of a

twisting ramp downwards_ Just o
i
jump to each new ramp and if y
get to the bottom within a set time
you'll earn yourself a bronze, silver
or gold medal and some cash into
the bargain. Next is the Jump
which is like the Downhill except
the end of each romp has a lip
which you've got to negotiate,
rather like the downhill rampin
ski-ing.

I thought I'd seen all the exci
tigames at the Preview '87, but 7

proves me wrong. It's a fantastic
game, of which I saw only a
fraction. The better you becomethe more levels you II travel to, a
there ore over 20 of them, each'
becoming more complex and
harder to complete.

720 will inspire you to resurrect
your old skateboard and put bock
into practice all those magic
manoeuvres you've been doing on
screen. This would make a fabulous
conversion to home computers,
and I wouldn't be surprised if the
license is snapped up over the next
few months.

= 1

&ow Racer is a trial bike
ulation from Sega and if s

rilliant. Once again, the game has
been designed to attract and who
couldn't resist a ride on a blight
yellow and blue Enduro which
awaits anyone wanting a bit of fun.

Like Hong-On, you sit on the
il—bike and steer with the

t

ndlebors. Throttle and broke are
t whet you'd expect them and
screen's placed just above the

andlebors. Every move you make
on your bike is simulated by yourrider on the screen.

As you might guess, this is a trials
simulation and has you hopping
your bike over obstacles which

' nsist mainly of logs and boulders
at least on the early levels.
It comes as a bit of a surprise

hen you realise that to jump a log
've got to do a wheelie in

.
d
-
a
i
r  
s
o 
t
h
a
t  
y
o
u 
l
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n
d 
o
n 
y
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u
r

ck wheel at the other side. It
kes sense really.

Land on the front wheel and
u'll end up on your heod_ That
n be pretty disastrous as it loses
u vital seconds. To do a wheelie,
nt both feet firmly on the

round and lift the handlebars.
Your rider does the some on
teen and, if you manage to
onge course in mid-air too you

might miss the boulders on the
er side of the log. Its a great

' idea and really works. The feelingof riding a bike is tremendous.
There ore seven stages to this

race and each level gets
progressively more difficult. Apart
from coping with the varius
obstacles, you'll hove to watch the
other bikers. They ploy dirty, will
get in your way, Crowd you off the
edge of the track and generally do
what they can to stop you winning.

The best tactic is to get out in
front and stay there. They soon
catch up, but it gives you a chance
to get used tothe bike andobstacles,

The track rises and falls, twists
and turns. As soon as you're over
one set of obstacles you barely
have time to accelerate before the
next lot ore upon you.

There's no time to think or make
mistakes. If you come off your bike
more than once, you can soy
goodbye to your chances of
beating the time limit.

Crashing is spectacular. You fly
off your bike and land in on untidy
heap, the bike spins leaving

ins off out of
control ond ex
behind a smouldering wreck,.

The clock stops while this
happens, but starting off is
necessarily slow and this is when
time points ore wasted.

The graphics are bright and well
drawn with a cartoon style quality
Endura Racer is timeless and
very addictive. It'll appeal to
everyone and is one of those
games which is simple to play for
the first time. Just shove in your
money, wait for the green light, rev
the throttle and off you go. An
exciting ride and totally different in
gameplay to Hong-on. Ploy it if
you fancy a ride with a difference.

1471441 n t ' n  tlet '
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ction, excrtement,
It is the way of the Jo A n d

• that [ust about tells you y o u
need to know about Konomi's
latest offering — Jackal. Though tobe honest, it's a lot lamer than it
sounds_

' Jackal takes us bock to the age-
old war theme of suicidol missions,
save the prisoners of war and to
hell with your own safety. It is, in
fact, quite difficult and there is lots
of action — mostly on your port as
you charge into enemy territory,

1, bombing enemy outposts and
q saving the skins of your brave1
i fighting compatriots.It'so a bit like Commando and

Rambo in the sense that there's a
mop which shows how far you've
travelled, the terrain's rugged and
the theme of storming the enemy
single handed — actually there are
two of you in the jeep — oil helps
with the impression that you'vedone this once before on some
other game, in some other year.

I like Jackal. It's difficult but each
time you play it you get a bit further
on in the game. Just the right
combinotion to empty your pockets
of ten pences as you strive to beatthe baddies_

You start off on the edge of
enemy territory, A transport plane
drops your armoured jeep and
another plane flies over dropping

o
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parachute. Once you're in the
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that all you've got in the way
larotection is o machine gun

which always fires north, no matter
what direction the ieep is pointing
in, and grenades which con only

a

Its
sh

anyon.
You immediately come under

attack from three foot soldiers but
they're no match for your machini
gun and their bullets are easilydodged. Your mission immediotel
gets harder as you come across
mortar emplacements and enemy
strongholds. Now's the time to gel
used to handling the jeep.
Manoeuvre it into position so that
you con take out the mortars with
machine guns — beware the
mortar fire, it takes a bit of dodgin
— and then run the ieep head on
o a building and chuck in the
grenades. The roof blows off and
he POWs escope. Now you can
coot across to pick them up befor

they catch a stray bullet, If there
are no POWs, you'll earn some
points_ So, either way, it's good
policy to blow up as many
buildings as possible.

Next you'll come to the gates,
trongiy guarded with mortars,
nside the gates, the battle hots up.
There are many more foot soldiers
more tanks and, of course, more
uildings. Your work's cut out to ge

hrougfi that lot unscathed, and
remember, you've got to hang
round to pick up the POWs which

makes you o sitting duck for enemy
horpshooters.

The best ploy is to pick up as
many POWs as you can and make

run for the rescue helicooter
high marks the end of each

section_ There's a 'STOP' position
marked out for your ieep, and from

ere the POWs can make the
ort run to the chopper. The more

POWs to reach the chopper, the
more points you get.

Ii
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MICROSELLS -  It costs only El to advertise in Microsell!

Warning: It is illegal to sell
duplicated or pirated soft-
ware on tape or disc. You
will now be liable for pro-
secution. A l l  s u s p e c t
advertisements will be for-
warded to the Federation
against Software Theft for
further inspection.

AMSTRAD OWNERS for just E2.50 you can
enrols yourself into 'LANK S O F T
-
W E AR
In increasing club with discount games a
library of games for Amstrad and Corweree
to other members. For further details send
just a stamp and your address to "LINK
SOFTVVEAR
-
, 2 6  
K e n s i
n g t o n  
A v
e ,

Thornton Heath, Surrey, CR4 BOY.
RECENTLY RELEASED CBM 64 games
wanted on tape or disk. Will swap original
software it preferred. Please write to: Rod
Minty, 48 Babenon Mains Rise, Freeburg h
EH14 3HG

FOR SALE: Spectrum maps and POKEs.
Most games maps and so many POKEs it
would be easyer to ilet the ones we haven't
g
o
o  
F
e
e
t  
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e
r
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i
c
e
,  
C
h
e
a
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S
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a toga SAE to? DGC Maps, 385 Duffield
Rd, Al lestree, Derby, 0E3 2DN. Special
offers each month, the latest maps some
at half price
SPECTRUM 481( Computer. joystick and
interlace, and some books and 12
computer games including "Jack the
Nipper.' El 00 o.n.o. Ring Rantesden 7722.
WANTED, Disk Drive for Atari 800XL, in
good working order. Telephone Kirkukty
105921 2019133
IT HAS been established AMSTRAD
INTERNATIONAL CLUB in Spain with
more than 700 programs available. This
club has got many members from several
countries. Write  to us: AMSTRAD
INTERNATIONAL CLUB. APTDO. DE
CORREOS 182. -4 8 9 7 0 . BASAURI.
VIZCAYA -  SPAIN And we ll send you

COMMODORE 64 BARGAIN: 64K
computer. C2N, joystick,  printerfplotter,
over E300's worth of software, includin
Super Cycle, Green Beret etc. All wort
over E550's E300 only Tel: Burn

CBM-1211, 1541 disc drive, C2N tape
recorder, compu net modem + software,
varous utility cartridges, Mouse +
software and over E3000 worth of games
and utilities sell the lot tor 1600 o n,o.
Phone 0202-682195 after opm
SPECTRUM 48K, Dktronics keyboard,
cassette recorder, quickshot joystick, ram
turbo interface, over C150 worth of good
software, many books -  magazines.
complete with all leads and manuals. Very
good condition. All worth over [400. Will
sell for [135. Write  to Lee, 2 Rivenhall
Fields, Rickstones Rd, Witham, Essex, CMS
2PG.'
BBC B COMPUTER for sale. Includes 200K
double sided double density disc drive.
Acorn data recorder, plenty of tape and
disc games including Elite and revs, books,
joystick ieterface and quick shot II joystick_
Will sell for £350.00 o.n.o. Ring Stoke-on-
Trent 88698 after 430pm.
ATARI 130XE computer for sale. includes
Atari data recorder. Both hardly used Also
includes software and books will sell for
£100 o.n.o. Ring Stoke-on-Trent 813698
after 4.30pm,
- rm  A 15 year old U M  64 Quill user
who'd like to swap software, (Willed
Adventures. Apes. ripe, gossip, news etc.
With anyone anywhere. Please write now
to Derek Doran. 3 Glenaulin Pk,
Ceapelizod, Dublin 20, Eire, All letters
answered"
A m s
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35 titles, buy three or more get orie free,
prices range from E4.50 inc p&p Amsott
titles E3 ring not earlier than 4pm and not
later than 9pm. Tel. 01 -254 3097

118

ACORN ELECTRON for sale Plus 1, leads,
joysticks. mains adaptor, data recorder
and 40 games incieding, Mikie, Exploding
Fist. Beach Head and Death Star. Plus
Electron User magazines worth E275. Will
sell for C75 an.o. Phone 01-204 4167.
DISK UTILITY for sale. 'Sector investigator
only PO will anew you to personally
customise commercial games. Fix damage
disk files explore programmes and more.
Includes manual On how to use it and a
complete disk tutorial. Send cheques or
s.a.e. to Kevin Dance, 75 South View Ave.,
Caversearn, Reeding, Barks, RG4 OA-I
WANTED C o m m o d o re  64 or 128, and
disk drive; in exchange tor 800 Channel
elam international C.13. and TW232 Ox
microphone andior fully automatic
electronic egg incubator -  all as new a
n din original boxes withInWLICtions. Phone
after 8  or at weende - Jo h n . 084 82 314.
AMSTRAD CPC Software for sale,
including Sorcery, Never-ending Story, Jet
Set Willy,  Defend or die- Computer hits 1,
they Sold a M illion. Lords Midnight, Dun
Darach. All origin',  programs. Send
Stamped Addressed Envelope for full
to: S. McCall. 74 Eastbrook, Corby,
Northants, NN 18 9BN.
MSX CARTRIDGES. Konami Tennis and
Hyper Rally. (beech, Phone 0934 882646.
Ask for Andrew. Wanted, Nemisis.
MSX CASSETTES. Booge-Boo,
Superchess. Zoids, The Price ot Magic.
Scentipede, Decathlon, Jet Fighter. f2-4
each. Phone 0934 862646, ask for Andrew.
Wanted, Gauntlet, Spitfire 40, Madcam
Bumper.
CBM owner wishes to swap Bornbjack„
Greenberet Vie  At Kung RI, Ghost n'
Goblins, Fist II, Trap Door and many more
Wants anything reasonable. Write to
Richard Luau nt Cottsmorr, Old Mead
Road, Herinam Nr Bishop Stafford, Herts
CM22 6JG. Or tel: -  0279 0506E19 and ask
for Richard.
AMSTRAD 8129 with colour monitor and 5
year extended warranty_ Also printer lead,
Toshiba loystiek and games including
Sorcerey and Ghost n' Goblins. New E533
will sell for E350. Tel 03256) 470383
betweer 4pm and lOpm.
SPECTRUM 48K and lots of software,
computer magazines, tape recorder.
Interlace 1, rnicrodrive, turboram
interfece. (widish ot II joystick, Interface 3
(unused' Currie) Speech Unit. 1130 o.n.o.
or swap for Atari 800XL, 130XE,
Commodore 64, Amstrad. C
h a t  S t e w a r t .88 Schofield Rd, Rawtenstal I, Lancashire
634 BRP.
FOR SALE, games for C64- Summer
Games E4, Summer GamestlE4, Hardball
[4.50, Starion £4. Paredroid E4, Rocky
Horror Show £3 plus many others. B G
Townsend, 105 Tintagel House, Salisbury
Road, Edmonton, Lotion We.
MSX Software to swap. Send your list for
none, Originals only to
,
- M  
C r u i k e h a n
k ,  
3 7

Glen isle Court_ Rattray, Ellairgowne,
Perthshire, Scotland OHIO 7AX.
WANTED 1941 Disk Drive for Commodore
64 in good condition. Te l:- (0905) 778132.
Ask for G Jones.
SPECTRUM 48K, WHS Data recorder,
Quick shot IV, Interface, excellent
condition all boxed with software worth
over C250. Sell for 1100! - St e ve  W. 33
Park Place, Upper Eastville, Bristol BSS
BAG.
BBC MICRO model B. double sided 40/90
track swtchable disc drive, joysticks, 34
discs of games/utilities + wordwtse8nd
disc doctor on ra m Adv. user guide -  10
books 1 0 0 'e  micro users. Complete with
box s  and leads E500 ono.

ORIGINAL C84 software for sale, all
°rig nal tapes worth E270. will sell for £80.
games include, Green Beret, Super Cycle.
W.O.T. Tiger. Proadroid, Ghosts 'n'
Goblins arid 34 others, Write  to Harish P,,
28 St Pau's Ave, Flat 4. Willesden Green,
NW2 SW,  may sell separately
ATARI software to swap, a ll originals:
Price of Magik, Mercenary. Zorro, Drop
Zone, Ghost Chaser, Tapper, COherris
lowertiCosmic Tunes
,  ( t w i n  
p a c k ) ,  
p l u s

Firebird, Mastertronic and Americana
budget titles. Send your list to N. Roust, 32
Kingsnorth Road, Gillingham, Kent, MEE!
6C1Y.
HAVE you got weal it takes to be tee best?

ied out by playing Platinum Bottle's new
play by mail game. "Capita l". Free 'setup'
and first turn. Platinum Bottle, do N
Robinson, 82 Paddock Cres,
Arbbourthorne, Sheffield S2 2AR.
48X SPECTRUM with Sinclair printer,
DKTronics interface -  Ouickehot 11
joystick, over E350 wa le  of software,
books and mags. coet over E480, bargain
at E240. Phone 051-531 9309 after Eipm.
ATARI 400 with 48K at full travel keyboard
conversions •  1050 Disc Drive, 410
recorder & Centronics Printer interface.
Software includes Text Wizard, Spell
Wizard, Home Filing Manager +  books &
magazines. C175 ono. Phone 015e 1 5000.
TEACH your child maths ce urit ing  with
this double cassette for Atari 8-Bit
computers Withal least 16K_ For your copy
send E2,00 to: Dean Garraghty, 82
Thomson Ave, Belby, Doncaster, DN4
ONU. or send a S.A.E. for more
information.
ATARI800XL & 1010 Recorder with Touch
Tablet & over 1250 worth of games
including: Mercenary, Bounty Bob on
cartridge, Zorro, Dropione. Boulderdash
& 2 arid 19 others. Complete with:
Ouickshat II joystick and magazines and
Woks. Total original cost E500. Will accept
E170 ono for quick sale Telephone
Wakefield 10924) 367428 after 6pm.
FOR S AL E -  AMSTRAD 404 with colour
monitor Ove r E400 of software, almost
new AM X mouse graphics Dockage.
Ouickshot II joystick, over (25 worth of
magazines, books, cleaning kit plus lots
more. 20 months old, if bought separately
would cost over £820 - w i l l  sell for 14311
ono. Phone 051.4246662 'Cheshire).
ATARI IMO DISK DRIVE, rrtted with a
happy board, which oilers warp speed
loading, and protected software back-up
facilities. Also available are 5Ye disks, 10
at E8.99. Any offers for drive? Phone Mark
0744 56206.
ATARI 130XE Computers for sale, a ll are
brand new and offer an amazing 128K on ly
£85.99. merry in stock, Phone Mark on

u e t
CSM 64 -  2  joysticks and C250 of software
including Elite, Fairl ight, Green Beret,
Super Cycle, Music Studio, X Fist 1 & 2.
GAC etc, 1115. Also C2N unit slightly
damaged, C15. 01-452 8310.

game exchadgisarks-Free
n s s n ' , b e r a 1 t j i y o L t Y  unwanted
software for Spectrum. C64. C16, Plus 4
computers. Send S.A.E. for details to
C,G,E.C. 24 Hollywood Road. Bolton.
LOMB, 81,1 OHL_
ATARI games to swap or sell, Electra
Glide, Zone X, etc. Send lists to: M .
Cappiello, 13 Hunters Grove, Kenton.
Harrow, Middx, 14A3 9AB, or phone 01-907
2622
Ti 99 4A computers with tape leads, pair of
joysticks convertible joystick interface,
dust cover, all manuals and a few
magazines, ten game cartridges, nine tape
ga o r  E85 ona

mmoo • s s e n o  + speed kin
joystick 4  books, Int. Soc. cart.. 46 pee
of original software + music keyboard.
Software includes Sumerr II & Winter
Games, Ghosts 'n' Goblins, Green Beret,
Dragons Lair, Idris Alpha o t h e r  recent
titles. Price new E500 -,  only E300. Contact
Steve on 0707 334513 after 8pm weekda
yanytime weekends.

SALE
, 
C o  
p
e

deck, software worth E250, Including:
International Karate, Hardball, Uridium.
Winter Games -  much more, 80 column
printer, the Arcade Joystick +  keyboard

over, MI worth 1500. I will sell for E200
elephon - 4 4 5

games o r sale: Zoids. RMs Titanic,
Shogun, Skooldare Mercenary. Adrian

Mole, Kickstan. Kentilla, Eureka, Mission 1.
all originals and in good condition: Worth
F91. sell £36. Tel tow ) 793 1064 and ask for
Nat.
PENPAIS WANTED! We are two boys
from Norway who want to swap games
with M t  64 owners all over the world,
Please send your latest program to: Tor M
Konsmo, 4550 Farsund, Norway,
C64 GAMES for sale. inclodes:
Leaderboard 1E41, PSI-5 Trading ((4) and
Sumer Gemesil(E3.75I, plus many more.
For details please send art S.A.E. to T.
Leighton, lc Bath Terrace, Tynamouth.
Tyne & Wear, NE30 413L.
VIC 20 accessories. 18 games, titres
include Vegas Jackpot, Rockman and King
Tut. 2 ca rtridges-Chess and Adventure
Land No 1, Duickshot 11 joystick and brand
new tape recorder woth £30. I am only
asking E35 ono the lot, Tel. Leeds105321

FOR SALE CBM64 with hundreds of
games. 2 cassette recorders, 3 joysticks,
reset switch, manual, NC combiner switch
and magazines (worth 03501. The lot for

0 Te l 01-205 1854 ask for Wen.
MS t o s s  o r  eve p,  a so S X
games wanted, send your list to: G.
Lecrass, 23 GI yncoll Rd. Treorci, Rhondda,
Mid Glamorgan CF42 GSA.
ADVENTURERS all micros. I have
solutions to many top adventures (over
100), including all level 9, many Infocom -
too many to mention! All solutions 50p
including p&P. Send SAE to Lee Hodgson,
54 Church Street, Tewkesbury, Glos, GL20
5RZ.
SPECTRUM OWNERS. Need infinite lives
on latest arcade games? Send just (2  50
for M K D90 full of pokes for recent arcade
hits 0 provide tape). Send SAE + chequer
postal order to Lee Hodgson, 54 Church
Street. Tewkesbury. Glos, GOO 4R1
NEE HELP with one of these? The Bogg it,
Lord of Rings, Big Cave, Zork Trilogy
many more. I have solutions to these *
1005 others. Send SAE to Lee Hodgson, M
Church Street. Tewkesbury, Glos, GL20

5R8 COMPUTER  list.
t
n GAmEs system with ell

games perfect condition, as new still
boxed, perfect Christmas present E135.00
Tel Darlington 481127.
CUT PRICE SOFTWARE. Large Selection of
software, some old. Some New.
Adventures include Sherlock, The fourth
Protocol. Arcade include Una  um,
Shogun, Leadarboard and Miami Vice l+
mapi. For full list write to N. Hillier, 10
Severn Way, Keynsham, Bristol.
SPECTRUM 48K OR • I am selling 15
games for E20 or sold separately. For
details write to: Christopher Pen, 230
Kenthouse Rd, Beckenham, Kent. BR3 LIN
ATARI 400 FOR SALE. Hardly used
Su p p l
e d  
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Manual Books. 2 Joysticks. 8 super games:
including Basket Ball. Centipede, Frogger,
Also French Language. E90 a n .° Phone

337 6546
BBC 
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program for sale. Design your own
characters, and use the data generated in
Your own games. Full instructions
included. Send E2.50 for casette copy to
Lee Darwell. 517 Futwood Road, Sheffield
5
,
1
0  
3
0
1
3
.

SOFTWARE EXCHANGE CLUB. FREE
membership. Exchange your unwanted
games cheaply, send S.A.E. for details and
free membership to: ON-SPEC Software
Exchange Club, 23 Florence Road, West
Bridgford, Nottingham. NG2 SHR.
Originals only are to be offered for
exchange, any Other form of software is
ILLEGAL,
SPECTRUM SOFTWARE E2.00 EACH.
Tapper, Gyroscope, Rock'n' Wrestle,
Match Day, Turbo Esprit, Spy Hunter,
Superbowl, US Gaseball, Basketball.
Skooldaze, Commando, Full Throttle,
Monty More. Automania, Grand National,
Now Games, Trashman, Deaffichase,
Wriggler. Decathlon. £3.00 Tomahawk.
13.00 Megah its, Tel 10509) 2301843.



M I C R O S E L L
MICROSELIS -  It costs only El to advertise in Microsell!

Warning: It is illegal to sell
duplicated or pirated soft-
ware on tape or disc. You
will now be liable for pro-
secution. A l l  s u s p e c tadvertisements will be for-
warded to the Federation
against Software Theft for
further inspection

DOR AN ADVENTURE on d isc for the
Am Arad 6648 6128, on tape for a ll
Amstred CPC's_ Have you read the
reviews) Available now mail order, Tape
(5.50, Disc f10_50, from, Ma!Male
Software Ltd. P.O. Box 292, London SW11
6911. Corning soon Quizor -
Ametradivarious!
C14 ORIGINGAL games for ta le many
latest including Infiltrator, Thai Boxing and
many more. Ring Tony on 582 7259.
ATARI TAPES: F15 Eagle, 2 Axxon Rescue
on Fractalus. Encounter, Smash Hits 1
Rome: Pole Posit ion, Pacman, Defender,
Dix, Galaxian, Joust. All in orig inal boxes,
all [5_50 Each Te l. 091 584 5284 after Spm,
COMODORE 64 SOFTWARE FOR QUICK
SALE 52 lop  t it les includ ing; t h e  Way of
The Tiger, Geoff Capes. Spy Hunter, Off
The Hook, Sabre Wulf, A View to a Kill p lus
many many more (US Gold/ Data Soft)
Master iron ic) iAmericana lt it les also the
Designers Pencil and three 64 cartridges.
Worth over £200 w ill sell for C100 or sp lit
send a S.A.E. For fu ll list  write  to: M r D
Britton, 10 Cicely Street, Liverpool 7, IOD
Merseyside,
TO SWAP CBM 64 games, Disk only, Large
collectors a ll over the world!  Write  to: Leo
Bak. Leuvwenhagen 18,3070 SH,
Rotterdam, The Netherlands.
ATAR) Software to swap on tape and
disk such as Gremlins, M r Do's Castle,
Hardball, and many more. Write  to ; Gwyn,
135 Ynyscvnon Rd. Trealow, Rhondda,
Mid Glare
COMMODORE 640 OWNERS: wanting to
swap the latest games IDisk Only) then
send list  to : Shawn Morris,  38 Hilicrest
Westdene, Brighton, Sussex, England,
BN I

SALE: 2 month old Commodore 128
ncluding C2N Datasefte, 128 Music Maker

and 16 games including Super Cycle,
eaderboard and Urid ium will se ll for

N.O Tel: Ian after 5.90pm on
rea

DORE 64 SOFTWARE. Lot's of
Software to swap tdisk only) includ ing:
Print Shop, Miami-Vice, Asterix, Super-
Cycle and The Newsroom_ All letters
answered. Please send your list  to .
Anthony Flynn, 16 Avoca Close, Leicester.
LES 4RA_
FOR s A l c  ca m s
,
*  g a m e s ;  
o n  
d i s k
:  
G h o
s t

+ Goblins, Green Beret, Leader Board,
Infittator, Dragon's Lair: £4, on tape:
Turbo Tape, Ping Pang, Boulder Dash I &

Gyruss, £2 : *  many more. Write  to
- M r .Devaut, rue Deprez-Houriret No 27,4300

Ans, Liege. Be lg ium.
AMIGA OR CM USERS/ I We know you are
out there somewhere' if  you want a Good
contaet, write  to Arian Sm id, Brekkenpad
3,4205 Z1 Gorinchem, Holland, o r call
01830-23769 for success.
W M  64 wants to swap new software and
tips with people all over the world . Disk
Only. Al!  letters answered. Send list  to P.
E t G l q ,
e .  
F e r n
s ,  
C o .
W e i
r f o r
d „  
E i
r
e .

C
magazines and over C500 of software
including Dan Dare, Summer Games,
Dragons Lair, Way of the Tiger and
more. Orig inal price 1800, se ll for [250.
Telephone Lawrence (01 / 980 5108.

available, ugg attack 2. Incluides• 4
directional view, picture every location,
independent characters. Comes In ewe
parts because of memory !imitations of
the 48K Spectrum. Both parts on one
cassette. On ly £3.00. Chequesip.c'e

payable to Alista ir Proven Send  to Dort.
Soft, 35 Church street, Kilbarchan,
Renfrewshire, PAIO 2J0. Delivery with in
20 days.
COM 64 GAMES FOR SALE. Uridium,
Hardball, Winter Games, Fight Night, 16
each. Litt le Computer People, Raid on

ngeling Bay. £4 each. Phone Stephen,

MMODORE 126 • C2N - 2
JOYSTICKS. All as new in orig inal
boxes 2 8  top ten software t it les +  Over
90 magazines. Total value £700, w ill sell
for £400 0.0.0. Te l: 01-764 8891,

•  0 1

data recorder, Kernpston interface, arid
joystock Many games including
Commando, Zoro, Pole Position,
Tomahawk, Vie Ar Ku ng Fu and Batman
etc. All in  good condition and a ll boxed,
will sell for 1135, Tel: N ick Peterborough242744.
AMSTRAD CPC464 + Disc Drive +
Vortex 512K Memory !Fitted) +  Green
Monitor e Maxam Assembler 'ROM] +
Disc Games and Ut ilit ies *  Tape Game*• Bo o ks. Dust Cover +  Magazines +
Blank Dace. All manuals included.
Worth over £800. Se ll for 1450 ono. Tel
Golden Valley (09811540060 !everything
well kept and boxed!.
HI ALL AMIGA FREAKS! Willing to swap
programs) if  so. contact: Petri Laakeo,
Vasterakinpolku 41) 103, 206D0 Turku 60,
Finland,
COMMODORE 64 SOFTWARE Fourth
Protocol. Lord of the Rings, Koronis Rift,
Sherlock, Hampstead, Elite
,  S u b s u n kThrust, 10 Computer Hes. E30 a ll IN:I red,
ex. cond. Phone 051 546 7501
(Liverpool). Ask for Jason.
THESE 6 GREAT TTTLES FOR THE
SPECTRUM 48K: Ghostbusters, Rambo,
Hunchback 3, Konami's Tennis, Never-
ending Story, Jack the Nipper, a ll for £20
or E4 each Please contact Lee after 6prriat10118646134.
FOR SALE: Portable SX-84 home
computer. Commodore 64 cornpatable.
Built-in d isk drive m o n i t o r . Lots of
disks including Alter Ego. Reset switch +
d irk nibbler. Great bargain. Hardly used.
1350 ono. Worth [500. Ring Harpenden105827) 69068,
FOR SALE 10f will swap). Interdictor
Pilot, Litt le Computer People, Graham
Goochs Test Cricket, Skel & Widows
Revenge. All C64. Phone Robbie, 01-698
4077, between 5 & 9pm.
BBC w i t h  DFS, 1DOK disk drive, 452
Cub Monitor, Tape Recorder, Blank
Discs +  Cabinet, over 120 games. Many
books, *  mags -  speech syn. Dust
cover, monitor plinth + leads. Best offer
accepted. Tel: 10727123540,
COMMODORE AND ATARI 5205T
SOFTWARE TO SWAP. Please send your
lists to the below address. Mr j
Anderson, 27 Drompark Sr.. Glasgow
G46 SIR. Scattered.
CONTINUOUS COMPUTER
STATIONERY in small quantities, 200,
400, 1000 & 2000 sheets prices from:
El 1.43 for 2000 sheets of plain list ing
paper -  f3 .50  p&p. 13.99 for 400 sheets

C1.99 p&p. £15.39 for 2000 sheets of
70gsm nu t ,  pert C 4 .6 0  p&p. E2.99 for
200 sheets f 1 .9 9  p&p. £ l4 ,9Sfor 2000
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p&p. C2.90 for 200 + 10.50 p&p. Send
SAE for order form and price list  to :
Brigantic Computer Services ICVG), PO
Sox 517, Flambee Bridge, Preston, PR56D13:
COMMODORE 64 cormotacs
INTERFACES FOR SALE, plus driver
software and fu ll instructions, E19.75.
The interface has almost I rn  cable and
fits neatly to the user po rt  Cheque with
order to Mr D. Snocken, 18 Clifton
Gardens, West End, Southampton,Hants S0 3  3DA,
CBM 64 SOFTWARE TO SWAP. 1000.
titles, including latest games. Send lists
to Richard Coggins at 33 Kentwell,
Riverside, Tamworth, Staffs, 81971)8,
England, o r tee efi27 89878. 4pm.

FOR SALE: CBM 64, 1541 Disk Drive,
C2N Cassette Unit, Three joyst icks and
C500 worth of original software (dm* and
tape) worth over £900, sell for £400 ono.
Also Spectrum 128 few months old st ill

boxed, five Original games incl. Batmen
Int Matchday, ESS. Chris Whyatt,
telephone - Faireeat 823 522.
ATARI 800XL, 1950 Disk Drive, 1010
Cassette Recorder, 1020 Colour Printer,
Selection of excellent software on d isk
and casette. joysticks, &sic doubler and
large range of magazines and books.
£200. Tee Ely 720 602,
DO YOU WANT TO SWAP YOUR
LATEST C64 SOFTWARE? Then contact!
N-M Mirani,  Buizeroweg 106, 18266.)
Alkmaar, Hollered. Phone: 072-618 427.
Don't delay, let me know today.
UPGRADED ZX Spectrum plus large
selection software M O . Ring Jason
Horndean 595868.
MSX games to Senor swap and Amstrad
games to sell, including Sorcery,
Ghostbusters and Hunchback tor the
MSX and The Way of the Exploding Fist
and The Qu ill adventure writ ing system
for the Amstrad. Phone 31685 for a fu ll
list and ask for Robert.
COMMODORE 64 SOFTWARE TO
SWAP. Will swap Fourth Protocol,
Kensington, Station. Thing on a Spring,
Spideeman, American Football, Alien,
Broad Street, Eureka, Star Fire & Fire
One. Acos Plus, and 8 other games for
Dosofts Megautility and Megatransfer
disk V.4 .0 . Please write to M . Metcalf
(Jnr), 2 Coalbank Road, Hetton Le Hole.
Tyne and Weer. 0143 OEG, or will swapfor Freeze Frame
SPORTS ON CCM 64. 5 Hits: Summer
Games I & II, Wintergames, Hesgames,
Hypersporte and Hunchback at the
Olympics. All originals, Whole lot on
disks for 110(700 BFReSONLG). Send
money and address to Ourancey,
Bassinstraat 2, 8.2850 Boom, Belgium.
Honesty guaranteed
CURRAH SPEECH um% OK Troniks
Programmable Joyst ick Interface.
Quickshot II joyst ick and 12 games
including Elite, Bomb Jack. Franker Goes
To Hollywood, a
n d  m a n y  
o t h e r  
g o o
d

games. Would cost 1150 for special price
of E70 ono. Write  to Derick Cochrane, 5
Alma Terrace, Newpon-on-Tay, Fife,
Scotland. DOS 8112.
SPECTRUM PLUS, Modem, D I  Printer.
1160 of software, tape recorder, joyst ick
& interlace, sound amplifier, Curls h
Micro speech, spec-drum, over £40 of
magazines, spare keyboard, extension
ribbon connector, All boxed with
manuals, as new worth over 1550.
Bargain of the month at 1195 ono. Phone
Mick on (0926) 491585,
GEM 64 ORIGINAL SOFTWARE FOR
SALE. 15 pieces e l great software for
amazingly cheap prices. Worth over
£100, w ill sell for £72.00. Bu y seperately
or together. Send for lists to phone
104024) 57482, after 5pm on weekdays or
all day weekends_ Ask for Sarah.
FOR SALE. Spectrum 48K +. Kempston
joyst ick. interface, colour monitor
interface, ligh t  pen, tape recorder for
Spectrum, 50 well known games, SO
assorted mags. All this for ony 1165
q u
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Road, Hedon, Near Hull, HUT? BRG. Tel:
898357.
M EW Epson LX90 printer. Sand your 30
(or more) best CBM 84 games on disk.
The best selection for the printer.
Toluuleikir Prettier., Vid ivangur 18,370
Halnareordur, Iceland.
CCM 14 GAMES to swap or se ll. Disk
only. Lots of excellent t it les; Write  to
Hermann Asmundsson, Vidivangur 18,
220 Hafnarfjordur, Iceland. I f  swapping
send you game list .
SPECTRUM PLUS COMPUTER with
data-corder, joystick & intrlace (slow
motion facility), number of games
including the Hobbit & Chess. 185 ono.
Phone Cockforsters 01 441 1127.
CCM 64 USERS! I 've a package of 6
games and 3 books for sale. I t 's worth
f a i l  but w ill sell it  for MO. Write  to V.
Patel, 19 Tresco Road, Berthamstece
Hero, 11P4 I R .
COMMODORE 64 GAMES FOR SALE
Including Fairlight, Eroolon, Vrid ium,
Fourth Protocol, Quill,  and many more
On tape. and Mercenary on disk_ All AS
NEW, and hall price. Would sell entire
collection for 93 price_ For fu ll list  -
prices send s.a.e. to Richard E. Nielvb,
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Birkenhead. Wirra l. L43 5RG; o r ring 051
652 5489 after Spin
ELECTRON COMPUTER FOR SALE, with
leads, manual, programming book, tape
recorder, 030 worth oll games lin t
Gyroscope, Frak, Beach Head, Combat
Lynxi, stacks of Electron User
magazines. Worth over 1200. Excellent
condition. Will sail for 1110. Phone
404895) 4289.
onictAimos MK GAMES. Xenon I -
£4. Fantasy Quest - C 3  50; Oric Trek -
C47 Books: Sixt y Programs, Meteroic
Programming; Games to play on your
Orrc I -  (2,50. David Yip, 77 Great North
Road, Gosforth. Newcastle, NE5 2DO_
VIC 20. C2 N, EIK ram pack, 1 6 !
switchable ram pack, 4 slot switchable
motherboard, programmer's aid cart.
Soper E x p a
n d e r  
c a r t  
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) ,  
S a
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II chess cart.. 40/80 co lumn board. Perlis
of Willy,  -limpet, The Quest games. Cost
1400+, sail for E100 ono. Contact Pak Kit
on C o lvil le  811384 between 4pm-9pm.
FOR SALE - -  Spectrum +,  cassette
recorder, Quick Shot 2 joyst ick and
Cheetah interface, f  100 of games inc
Commando, Ast  etc. All worth £245 sell for
(e5 including many Sincla ir User mags
IC110949137235 and ask for Justin after
4.00 pm
LIVE in Buenos Aires, Argentina and nave

an Atari 800 XL vel256KB RAM upgrade,
1050 disk drrve and XC l 1 data recorder. I
have approx. 3,000 programs which
would l i
k e  
t o  
e x c
h a n
g e  
w i
t h
i n  
t
h
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around the world, Please contact me at
following address: Horat io Daniel
Stolovit tky, Culpiea 146 3 'A',  11406)
Buenos Aires, Argentina
SPECTRUM MK + Data Recorder: ZX
Printer; Interface?; Curia Micro  Speech;
Booster Speaker: 150 Games, £260
Phone 01-841 4702 after 6pm. Ask for
Bernard.
CBM 64 Gomm and Utilit ies swop or sell
disc and tape o ld and new. S.a.e. for reply
brand new Simons basic cartridge and
manual f213_00. Paul!. 16 Dellington Close,
Bexhill-on-Sea, East Sussex, Tel40-25U
CM*  64 Garners -  Ut ilit ies to swap, both
On disc and tape, All the latest t it les e.g.
Fist 2 and Jack the Nipper. Contact me:
Liam McGrath, Craigmore, Connaught
Ave , Cork, Ireland or Phone Cork 271660,
CCM 64 orig inals for sale. The tit les
include Scarabecus, Rambo, Commando,
Beach Head I & II, Fight Night, Ballblezer,
loads more. Also  a modem for any
computer. Telephone t06592) 371, ask for
Crag after 5pre.
COMMODORE 64 games to exchange -
over 1000 tit les -  please send list  to - J .
Watson, Fiat 3, 8  Westbank Rd. Liverpool

COMMODORE 64 tape recorder. two
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C125 o reci. Phone 061-4'35 3098 after 4
AMIGA OWNER wants to swap news
Please write  to Hans-Josef Stich, Kaste
nhof 5, 8623 Staffelstein. Germany,
CBM 64 GAMES FOR SALE GiloStS n'
Goblins, M iami Vice 16.00 each. Both with
maps h i n t s  M ,  Perks, 31 Cross Rcl,
Bushey, Kerte VVD14 DO.
ADVENTURE; Commodore 54 the lost idol
of life, over 60 locations. 50 verbs arid
FREE hint sheet! All th is for only 13.001
Chequee/Postal Orders payable to Dominic
Kearney. send to Quell,  1 Bray Close.
Cheadle Holme, Cheshire, SK8 600 .
AMSTRAD CPC 4414, Green Screen, colour
modulator. Instruction manual, speech
synthesiser +  over 150 worth of games,
joyst ick. ALL worth £250, w ill accept C230
o.n.o. Phone 311317. OR write to: 26
Bowers Road, Newton Ayclif fe, Co.
Durham, DIS SLP.
91 SPECTRUM pokes for sate, on the latest
and old garnet, Send El and a stamped
self addressed envelope to S. Cooke, 21
Eindgegsto Road, Rhyi, Clwyd. N. Wales,
LL18 41.B. Make cheques and postal orders
to Scott  A. Cooke



Here are
the latest

hot hits, tips
for the top

and best of the
bunch of new

games heading your
way within the next few

weeks. This month we spy
Artic Antics, the latest in the

Spy vs Spy games, take on the
Leviathan from English Software

and Ariolasoft's Zigguart. Why are
you reading this when you could be

reading that?

Really weird! Armies of bouncing
balls are on the attack. Carrots are
carrying machine guns — This is
a job for Cosmic Shock Absorber
— a  fourth division Superhero
from Martech. Cosmic Shock
Absorber is a  3D shoot-em -up
written by Chris Fayers, available
for the Spectrum, Amstrad, Com-
modore and M S
A 1 1 0 . 1 1
1 .

0110
Mega City's mysterious crimebus-
ter Judge Dredd is out to clean up•
your Spectrum soon. Melbourne
House's computer caper has the
2000AD comic hero racing around
the city streets trying to wipe out
clime. You'll have to be a bit of a
joystick artist with this ladders
and ramps game — and quick on
the draw.

I fa l
l  
l a
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The shoot em up lives on into '87 thanks to English Software's Leviathan on the C64/128.
Zap across three different planet zones, negotiate 10 different attack waves on EACH
landscape in this unique two-way diagonally scrolling game. The Leviathan ship can fly
behind bui ldings,  missile launchers and other  structures. Dynamic music by David
Whittaker drives the whole thing along. Designed by the English boss man Philip Morris
this game will be out at the end of January at E9.95 tape 04. 95 disc. The shoot 'em up to
end all shoot 'em ups they say? We'll have to wait a n d . b s . k n o t h e  s t e r  in
this Issue in the meantime.

+ +

/

You have reached the city of UWE. Vali can
north imarti Rue Des Bossoyeurs•

Bug-Byte throws down
the glove in the Gauntlet
lookalike competition
that's all the rage at the
moment. Their version
is for the BBC and called
Dulunz. Up to four people
can play at any one
time. It will sell for
£2.99. Meanwhile other
B-B releases include
Strangeloop, the old
Virgin game, on the
Commodore 64 and
Spectrum; Glass,
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(C16 and Atari) and Bop!
(MSX). All will sell at
£2.99 and should be out
by February. Another
interesting BBC release
is Plan B. The player must
guide a single war
drone through a rogue
computer.

on are in a ckartrig, f T . t  you can liTe
hunting party.

ire for all and all for one! The Three Musketeers make a
appearance on your computer screens! Computer Novels has adapt
famous larger than life characters from the Duma's novels and squeezed
into the C64 and Amiga. In the game you have to guide D'Artagnan, Ath

orthos and Aramis to collect some missing diamonds. Computer Novels s
at the game is an adventure which can be played at the same pace as

de game. The game features digitised pictures and has six mus
mes giving over 15 minutes of soundtrack. Computer Novels are planni

aptations of Ivanhoe, Around the World in 80 Days, Scarlet Pimpe
rid The Knights of the Round Table. The Three Musketeers will
vailable for the Commodore 64, Commodore 128 ( with enhanced graphi
rid Commodore Amiga, .1:9.95 (tape), .E14.95 (disk, 8-bit version) and ,f24.
disk, 32-bit version). What I want to know is if there's four people why is I

k called Th THREE Musketeers? Answers on ar d  please.
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And,  t o  some ex t ent ,  i t  c oul d be  —  except  i t 's  tr ona a
di f fer ent  s of t w a r e  house.  11142 i nv ol v e d t he  ba t t l e  f o r
Mi dw a y  whi l e Amer i can Acti on's 1
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War .  You pl ay the par t  of Ber tr am M.  Di gdal e who sets out
I n hi s P-SS Li ght ni ng I fi ghter -Bosaber  to defeat  Adm i r a l
Yamamoto.  ' 4 1  fea tur es  car r i er s,  bases,  e ne m y  a i r cr af t ,
maps, status screens and,  appar ent l y  mor e than six hour s
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Amer i can Act i on appear s to be a Swedi sh softwar e house
di str i buted i n the  UK by Mi cr odeal er .

Batman fans are going to flip when they see Ziggurat — the
latest from Ariolasoft. Designed by Tigress. the game is set
Inside a mysterious pyramid. The mad Tehoetec,  who ruled
centuries ago in Djo Carz, took the secret of lost treasure with
him when he died, and it still lies hidden deep within his temple.1
Terrible legends tell of  the horrors locked within the temple.
Mimbles, — evil crosses between Mummies and Zombies! —
manic beings — roam Its labyrinth. Then there's the horrible
Eye Monster, and deadly hidden trap doors. You play the part of
a lone explorer — a cross between Indiana Jones and a boy
scout — out to solve the riddles of the Ziggurat. The game has
many neat features — like the "marble puzzles" which have toll
be solved to succeed, and "Swivo" vision which allows t h e
player to toggle between two different views of the same room.
This al lows hidden obiects to be revealed. I f  you get killed
during the game YOU turn into a Mimbie and you can actually
encounter your  dead sett — so don't go getting killed off in
places that will make your next life more difficult. The game Is
Initially available for the Amstrad at £8.95 tape and 04. 95 disc.
C64 version and a full review to follow.
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the latest in the Spy vs Spy series of games. Databyte releases
the Arctic Antics on the Commodore 64 and Atari before Christmas

It follows much the same format as the previous Spy games and this
time involves the frantic search for s spare helmet, navigation chart,
uranium cube and "master carrier." Polar bears, penguins, blizzards
provide additional dangers for the spies.

Databyte has quite all impressive list of games coming out over the
next few weeks. Boulderdash Construction Set is what it seems. You
can construct your own craves, boulder and diamond positions, entries
and exits.

Mumbles Super  Spy Must find and destroy a mad saentist's
tory. The game takes him into a world of sewers, gangsters,

ts, bombs and lasers,
Adam Caveman has our stone age hero on a quest to rescue his wife
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per him on his quest. The  game feature some great looking
artoon-style graphics.

' T h e  Orrinichron Phenomenon is a sprawling arcade adventure in
which you play a  Special Services Investigator who probes the
disappearance of a starship. The games features hundreds of clutracters
and places to interact with and explore.

games should sell for E9.95 on cassette and E14.95 on disk.

• • • .•

Can violence and mindless destruc-
tion be  justified in the name of
peace? That's a  toughie, isn't it?
Well, if your interested in resolving
this conflict, check out Tony Crow-
ther's Trap on the Amstrad, price
£8.95 cassette and £14.95 on disk.
Your mission is to defend
your planet. An Alligata press
release boasts: "Trap has a
secret that will need to be
told, until it is revealed,
you will never be
able to Rest in
Peace."



Ottis here y e s  It's
my turn to supply a
little wit, wisdom and a
whole lot of taste to the
Mailbag pages. And
this month we've got a
lively bunch of letters.
Tony Takoushi seems
to have upset a few
people s t i l l  what
can you expect from a
human.
•  I am writ ing merely to sincerely
thank y ou  f o r  y our quic k  and
assuring reply when I wrote to you
at Adventure Helphne requesting
help on a game.

I had previously written to Zzap
without a reply and felt very dis-
couraged. Being so far away from
England i t  becomes  frustrat ing
writing without receiving replies. It
was so good to receive your post-
card informing me  that you had
actually received my  letter.

Since then I have been spend-
ing LESS,  as  I  only  buy  C+VG
now.

In the past I used to buy Zzap
as well,  but  I  could just imagine
their response to my letter "it  was
lost in the post" while in real life it
was stuffed into the rubbish bin
with a l l  t h e  ot her unanswered
letters.

Another problem is  Australia's
distance f rom t he UK  and t he
amount o f  t ime C-0-VG takes to
arrive. Competit ions have passed
and winners  announced before
we ev en s ee  t he  magaz ine.  I
realise you did once had an un-
successful overseas competition,
but times have changed and your
popularity has  increased so how
about giving it another go, eh, go
on!!
Stuart troy,
Australia
•  Oh gosh! You're making my
screen go red. Thanks for  the
nice thi ngs y ou say.  We  ge t
tons of  letters and we try t o
answer as many as we can. I 'm
sorry about  the del ay i n t he
mag arriving in Australia. But it
you do Insist on living on the
other side of the world from us,
what c an  y o u  expect .  A s  f o r
another overseas competition,
we'll think about it. Promise.
•  Ni Tim.  you seem like a cool
dude, being Ed.  o f  a  cool mag
such as Ct  VG. My favourite staff
members are Paul. Melissa. Cams,
Lesly and of course Jerry! I! — not
forgetting you, Tim.

I reckon the Bugs are mint and I
love t he detail with which Jerry
draws t hem.  H e  i s  a  creat ive
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fellow and I  copy his  guns  and
Melissa i n  my  drawings.  I  a m
sending "The Mega Squad," one
of my own creations. Maybe you
could interact them in a future Bug
Hunter s t rip.  Cou ld  J erry  a ls o
draw m e  a  s heet  o f  dif ferent
weapons — guns?

If possible I would like Melissa's
face in the position it  was in the
last panel  o f  "Magnet s . " S h e
looked cute in her suit when she
rescued the boys!

I am a C64 user and I read your
magazine every month I  am also
a computer correspondent in  a
school newspaper and I  rely  on
your magazine to give me all the
HOT! news even though it is some
months late.

My favourite game of all t ime is
Commando from Elite — though I
was disappointed at  how short it
was.

Well. I  hope I  hav e restored
faith and pride in the Aussies as
some of  the letters you get from
this s ide o f  t he  wor ld  a r e  a l l
complaints.
Jeremy Kirkwood,
Sydney
•  I 'm  sti l l  bl ushi ng.  Ever y-
body's too kind. Tim's so cool
that when he enters a room the
temperature fal l s b y  1 0  de--
gress. We  loved the drawings
and the next time we unlock
Jerry from his cell, we'l l  show
him your  letter. My  favour i te
member of  the C V G  team is
Garry, our  Advertisement man-
ager. In fact most people I know
have a good word for him
•  You would think that judging by
the amount of letters that appear
in your magazine complaining ab-
out the amount  of  Atari reviews
you would do something about rt.
You have no excuse.

If software companies do  not
produce enough games  for t he
Ataris t hen why  d o  magazines
such as Atari User etc manage to

'review enough Atari games for me
to say to myself, Mmmm.

Think about  it ,  ev en i f  s ome
months there is a shortage of Atari
games t o  review, y ou could a t
least review an Atari version of  a
game. which has already been Out
on t he  ot her "b i g "  computers.
Why was it that in past years your
magazine had enough reviews to
make m e  s a y  t o  my s e l f
"Mmmmmm" but ,  when I  read
your December issue, I could only
think • ? I i i r §
–
$  
( W h a t  
c a
n  
y o
u

mean, Andrew? Ottis)

At first I just
flicked through the
pages cooly, then
slightly worried as I  got
to t he middle page.  I
turned through the
spelling error lit tered
pages s l ight ly  quic k er
then, sweat pouring from
my brow I  wetted my
fingertips and, tears in
my eyes I reached the
end. Disgusted
humiliated, appalled,
disgraced. saddened.
let down and pretty
upset, I flicked back through
the pages  jus t  t o  mak e sure I
hand't missed anything but it was
not to be.

So, I pulled myself together and
read t he mailbag part  o f  y our

magazine. The  one part  of  your
magazine I actually enjoy reading.

Why do  you do this t o us? I
mean have we done anything to
you? Come on you Atari owners
out there,  writ e f or your rights,
don't give these guys a break. We
are a loyal bunch, or at least I am
anyway. You can tell your Ed that
if I don't  see an improvement in
January's issue then I  will retrain



from buying C+  VG and take the
stickers o f f  t he  c as ing o f  m y
800XL You have been warned so
there_
Andrew Blair,
Glasgow
PS. Please tell Tim that I thought
his review of  El  Toro was abso-
lutely correct. I  can't  s tand this
sport and I  totally agree with his
opinion. Howev er.  I  t h ink  w e
should hav e been given s ome
indication o f  t he quality  o f  t he
program, ev en if  the game was
based on one of the most sicken-
ing aspects of human behaviour.
•  Well, Andrew, I hope you just
finished enjoying our  Atari  ST
special. And now you've prob-
ably seen some of Hakan's re-
views of Atari games.

•  Commando vs El Toro. Hello, I
am a Spectrum user and I am very
annoyed about  one of  your art i-
cles published in the November
issue.

The article in question is about
the program E l  Toro which you
qualified, among other adjectives.
as ''sick and nas t y
-
.  I  a g r e e  
t h a t

the practice of bullfighting is wild
and outrageous. and I really hate
the popular 'fiesta", but, it is unfair
that you insult the excellent Span-
ish programmers  of  Dinamic.  I t
would be more reasonable to in-
sult the bullfighters — the real and
only killers. Here is my question?
What i s  c ruel ler  —  t o  k i l l
thousands o f  Japanese people
(Commando. Green Beret, Ram-
bo, etc) or to stick some standarth
into a bull?
Sr Joan Tortosa
Spain
•  Okay,  w e  take your  point.
When I t comes down to i t al l
killing for  pleasure and enter-
tainment is wrong.
•  I  was  reading through y our
magazine when I came across a
letter in Mailbag f rom Mark Dod-
well. He is completely wrong and
shouldn't open his mouth when he
doesn't k n o w t h e  fac ts .  Yes ,
you've guessed it, I  am an Am-
strad 6128 owner.

He remarked that Amstrads can
only have two colours in a cursor.
This i s  only  t rue in  mode cwo,
which has higher resolution than
the CBM. Mode one can have four
colours in a cursor and has about
the same resolution as  the C64
and mode 0  can have 16 colours
in a cursor, but chunkier graphics.

True. mos t  Amst rad graphics
are chunky, but ,  have you ever
seen ikari Warriors, Sorcery etc
on the Amstrad. I personally don't
think you — C +VG — have made
good jobs  of  screen shots. This
"my computer is better than your
Computer" fad is  boring and peo-
ple had bet ter stop it .  You wi l l
probably not print  this letter but I
hope you do — Mark is wrong and
you should have said so then!
Robert Lane
Mansfield
•  I agree these "my  computer
Is bes t " arguments  are a lit t le
silly. All computers are wonder-
ful i n  my  op in ion  —  ex c ept
some computer s  a r e  m or e
wonderful than others.
•  I  would l ik e t o  express my
opinion of Tony Takoustirs "lit t le
Lecture" in the December issue. I
fully agree wit h him.  Th e  main
types of games I have are arcade
adventure, s hoot  ' e m u p  a n d
sports simulations. They  are all
basically clones of one particular
game in its own class. Why don't
they bring out original games like
Sentinel.

Secondly, I  would like to con-
gratulate you on your new look, it
is brilliant, It is a lot more colourful
and lively.

I read your letters pages a lot
and I
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ing s ick  and  t ired o f  t he -
m ycomputer i s  be t t e r , , , ' '  a r g u -
ments. They are pointless. I own a
C128 but up until a year ago I was
a proud Spectrum owner, All com-
puters have their good and bad
points — so, let's hope this is the
final word!
Lucas Efan Williams
Port Talbot
•  I thought my last reply was
the final word on the matter but
It appears not.  Gl ad you l ike
Tony T's strong opinions. I like
people w ho k now  thei r  ow n
minds — at least I think I do,  I
haven't quite decided yet.
•  I  feel I  must  write to strongly
protest at the comments made by
Tony Takoushi in your Hot Gossip
page. He  s imply  hasn't  got  his
facts right!

Firstly he claims that "we have
not moved on as an industry in the
last two years". Well,  two years
ago I remember games like Sabre
Wulf and Trashman were the state
of the art in games. Now I would
say that Mercenary and The Sen-
tinel are. I s  there any  compare
Son? None what so ever.

Then, To n y  s tates  t hat  t h e
charts are full of  the "s ame old
tired t hemes ".  Real ly ? I  don' t
recall a  karate game t wo years
ago, I remember when Manic Min-
er c ame out ,  and people were
amazed i t  had twenty screens?
Now Ram Jam are claiming four
billion locat ions  i n  t he i r  lates t
game!!

And what  about  graphics? Do
they look any thing like those of
two years ago? Has Tony got his
head so stuck in games that he
hasn't seen Sanxion?

However, h e  t hen s ay s  t h e
charts fall into three categories —
Ladders and Ramps  (don't  you
mean plat f orm,  Tony ?)  s port s
simulations and shoot-em ups_ I
would agree about the last one —
it is always a popular format  But
where does he fit Mercenary into
one of his three categories?

Then c o me s  To n y ' s  m o s t
absurd statement.  I s  h e  really
sane? "There isn't one software
house out there consistently pro-
ducing truly innovative software."
What! This man is definitely NOT
sane — either that or blind What
about Novagen,  Vortex  —  wit h
games l ik e Revolut ion —  a n d
Howson wit h t heir high qualit y
games.

We have progressed, it  is just
that Tony  Takoushi hasn't  real-
ised yet. Perhaps he is still playing
Pacman!. Tony  crit icises shoot -
em-ups, yet  he has  writ ten one
himself! Need I say more?
Christopher Hester
N Ireland
•  Thi s i s  mor e l ike I L Con-
troversy. Get everybody going.
Tony is entitled to his opinions
and so are you, Christopher. As
to whether  Tony i s sane and
still plays  P i t ma n  the answers
are Yes and No.  But  I 'm not
saying what is the right order.

•  I  a m just  writ ing t o say how
much I  enjoyed t he December
issue of C + VG. I thought that the
mag was brilliant before, but, now
it is  even better wit h enhanced
news and reviews. Street Seen is
a really  excellent idea.  At  last!
Competit ion results. After all those
requests —  I  thought  that  y ou
would never print them.

I c an remember a  couple of
months a g o  wh e n  t here we r e
loads of  mistakes in t he maga-
zine. Th is  issue,  apart  f rom a
couple o f  spelling errors  t here
were none.  Whi le I  a m on  t he
subject, did you see what  Crash
said about  y ou in  t heir August
issue — at least members of the
C + VG team don't wear nighties!!

Could you please give us more
information on modems.

Finally, I  a g r e e  wi t h  To n y
Takoushi about repetitive games.
Thanks t o  your readers f or t he
Rambo tips I requested.
Anthony Kemp
Cleveland

•  I noted with Interest a letter from
one Claudion FIN: is  d e  Si lv er
Tereso in your magazine I  t oo
have a Memotech MTX computer
and would like to pose this ques-
tion — Does anyone do software
for it, if  so where are they? — or
maybe I should move to Portugal!
Paul Henry
N Ireland
•  Well, can anybody tell Paul
where to get his hot hands on
any Memotech MTX  software.
Surely Por tugal  i sn't the  l ast
stronghold?

•  Who does that Chris Cain think
he is. According to this idiot Ka-
rate is a  dying art. Yet  this fact
seems to have escaped clubs and
and schools, t he length o f  t he
country. Karate and other martial
arts are growing stronger in num-
bers all the time, a fact which Mr
Cain decided not to check before
putting pen to paper.

Another thing — what does he
consider a s  " b a s i c "  k a r a t e
moves? I n  Internat ional Karate
the characters are doing spinning
round house kicks t o the head.
Hardly a basic run-of-the-mill-see-
it-every-night-in-the-dojo-kick. A s
for a flying kick, the move doesn't
even belong to any karate style I
know.

Karate is  here and its here to
stay. I t  will be here a long t ime
after Cain has thankfully departed
from this world.
Graeme McDonald
Harthill,
Scotland
•  We'd also like to know who
Chris Ca i n thi nks h e  i s.  H e
occasionally wonders Into the
office, drinks our coffee, scoffs
our crisps. dumps his reviews
on to the Ed's desk and then
disappears. I agree that  karate
is here to stay but  what  about
karate ga m e s ? Tha t ' s  w ha t
Chris meant, I think. •
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MICROSELLS -  It costs only El to advertise in Microsell I

Warning: it is illegal to sell
duplicated or pirated soft-
ware on tape or disc. You
will now be liable for pro-
secution. A l l  s u s p e c t
advertisements will be for-
warded to  the  Federation
against Software Theft for
further inspection.

ATARI HYPER DRIVE 1050 disk drive
en hancemeet Erisrly instaited hardware/
software package. Enables true double
density, faster readingtwriting and wil
back up protected disks. Simila r to Lazer

C M  •HlIbir7late•-‘40-821,tantL131464-616-74.-+ 1510 DISC DRIVE rand Datasefte
case, joystick etc). Loads of cassette
games q u a lit y US imported discs
1551s Kamplgruppe. he ld of Fire, Battle
of Antiltarn, Panzer Grenadier sic) total
value approx £850.00. Will sell a.s.a.p.
for 1400 •, include an Atari VCS + a lso
Mem-vision Phone Sunbury-or
,Th

64/121 A R E  to• swap. Over
600 titles. Send your list for mine. All
letters answered. Only genuine 'afters
please Write  to M Hopkins. 29 Sitwell
Way, Port Talbot. S. Wales.. SAl2  6BH.
Or phone (0639)139 4084 and ask for
M

ODORE 34 under guarantee.
boxed, cassette recorder. joystick,
introduction to basic, programmers
guide. 93 garnet, magazines. Best offer.
Tel, r i  •  1 0 2 7 6 )  27588,

151 a n y  new
titles. Write to Bill Walker. 17 Adelphi
Terrace, Carlisle, Cumbria (Disk only)

COMMODORE 14 SOFTWARE FOR
SALE £800 worth of originals at half
price plus less. Titles include Back to the
Future, SIIJC1 Lee, Winter Games and
Decathlon. Some hardware as well, in
perfect condition. Send s.a.e. for list to
C Tranter. 34, °a line s Park, allington
Lane, West End, S431071, 503 3HR. But
hurry!
C64 GAMES to swap or sell. Disc and
tape. I prefer disc. I have many new titles
from Holland, Germany, Sweden. holy
and USA. Write  to tars Neilsen,
Blomstervangen 83, 6800 Vrde,
Denmark.
SPECTRUM • FOR SALE with Protek
Switchable Interface. and Kern pston
ioytick. Also over twenty five original
games, maps. Also computer
magazines. 7 months old but hardly
used. The computer has 5 months
guarantee left. Comes complete with
computer carrying case and tape-case.
All this all in good condition for only

g m m
t h o
w n e
y -
P h o
m E L
.

ODORE 64 three joysti
cantina and 47 original games.
Including Knight Games. Green Beret.
and Kung -Fu Master. Worth almost
1700 Wit  accept E2 2 0 , 0 1 1 .:

MMODORE 64 Data Recorder,
Printer. Joystick, Games, Manuals,
Mags, Printer paper etc. Al condition.
Worth 1300. Will part for C200. Ring
Marotta 1427) 1114 near
Manchester.

are, etc for sale,
excellent condition, best sensible offer
taken. Write  to: M r D. Cowden, 29 Blyth
Close. Murclishaw, Runcorn. WA7 60N
ATAR110091 •••• Acorn Electron +  Data
recorder +  software etc. Only 1150
Phone
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+ C2 N Data recorded games [Green
Beret. Fight Night etc) E400. Tel: 1011 -
3621 Ask for Nick._ -  -

1 Disk Drive. Must be
good working condition. Will pay 1100
Call Norman: 0698 842231,
COMMODORE 64 GAMES TO SELL OR
SWAP. Highest price ( 4  Top titles
available. All originals. Tape only Hong
0648 29238 or write to Eamonn Burner.
36 De rrynoicl Road, Draperstown,
Magheratel, N. Ireland 8145 70V.
CBM 14 USER wishes to sell originals.
Titles include, Rock 'n' Wrestle,
Exploding Fist. Ghosibusters. LCP.
Commando, Monty on the Run, Fight
Night. Rambo and more, Great prices!
Phone 06592 371 after 4.30pm Ask for
Craig.
VIC OWNERS] Free game with the 151
issue of the Elmsoft newsletter. Contains
cheats, programming tips and exclusive
software for sale. Send only 75plcovers
p&p) to: A Fry, 12 Elm Tree Close, St.
Marys Drive, Thomgurnbald, HU12 9NX.
A COM 64 USER wants to swap all the
newest software. Simply contact P.
Christiaen Voorhavertlaan, 109 8400
Oostende, Belgium. I promise that every
letter gets an answer. Just do it novel!
CBM 64 ORIGINAL GAMES TO SWAP
with people all over the world All of the
latest releases including Dragons Lair
and Leaderboard. Send your lists to;
Jeffrey Phillis. 16 Wood Street,
Rockhampton, Queensland, Australia,
47130. All letters replied to. Write  soonll
MERLIN CLUB. Membership free! Send
na m
e ,  
a d
d r
e s
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r
i
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t
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w
e

will put you on our files. You can sell or
Swap original software or buy through
us, or even buy or a ll a M icro or
Hardware. 11 you are selling or swapping

originals only give use 0 ring on 01 501
3616 if buying send a s.a.e. to: Merlon
CLub, 1 Merke l Close, Hainault, Ilford,
Essex IG6 3XL, Its wizard!
VIC 20 FOR SALE + 32K expansion +
1531 Datasette + over C150 worth
cassette software including Jetpac,
Perils of willy,  Games Designer and
many more. +  3 books. 2 cartridges +
Quickshot 11 Joystick. All boxed with
leads, worth E200+, will sell for E85
o n o  Te l NeWhOrb. 1063$1 44436 after
4pen and ask for Philip.
FOR SALE BBC Computer 32K +  Speech
Synthesis worth E50 + over 50 games
inc. Matchday, Elite . Knight Lore. Jet Pac
and Sabre Wulf. Must sell as going
abroad. All for 1230, Contact Mark on
103752) 79144.
ELECTRON GAMES FOR SALE. 24 titles
which include Impossible Mission,
Psycastha, Goal, Gulll m any  more. Al an
r r.p. of (153 they are a bargain at E55.
Phone 10532) 777372 in the evening and
ask for Dave.
SWAP YOUR UNWANTED SOFTWARE. If
you are Interested please sand a list cot the
games you would like, and don't forget to
say which computer and if it is tape or disk
Send a s-a.e. to, M. Sibthn root, 18 The
Stray. Darlington. Co. Durham. DLI 1EP,
SPECTRUM OWNERS. E2 gets you a
booklet of 70 infinite lives pokes. plus your
choise of a great free game from our list of
chart-topping titles. Cheques/wrapped Cl
coins to Robert Burgess, 1 Middlefield
Road, Rotherham, South Yorkshire, 580
3JH
ATARI ST. More than 250 programs for the
ST to swap or buy. Wnte to P.
Scheurwater, Postbox 69, 2980 AD,
Ridderkerk, Holland.
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Post & Packing Inc. Overseas Orders please add 75p per tape
Chequesipost orders (Sterling only please). Made payable to:

Cut Price Software
Unit 6, Stort House, Riverway. Harlow,

Essex CM20 20W
24 HOUR ANSWER PHONE

(0279) 24433 OR
(0279) 31956A1W
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Are you having difficulty finding suitable softwarelf so, then
look no further. We have available for both hire and pur-chase one of the largest selections of both UK and American
titles to choose from. Games and Utilities for all ages.
Hardware and add-on utilities at discount prices and special
deals regularly being offered, I f you would like further
information ;please send a large s.a.e. t o : -

CHARNWOOD PRODUCTS AND GAMES
30A Warwick Avenue, (Worn, LoughboroughLeicestershire 1112 8H0

Tel: 0509 412604
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SUPA SOFT DISCOUNT SOFTWARE
Present the Following Special Otters to C&VG Readers, Boring Statement But Just Check

The Rest And Come Back to The Real Bargain Software)
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arguments  that makes me
cringe, is the old "my  computer
is better than yours.

Over the past few years the
micro graveyard has been
overfl owing with corpses.
Some of the more popular ones
being the Dragon, Oric, Lynx
and Enterprise.

Today the best 8-bit  computer
on the market is the
Commodore 64. Before you all
start rant ing and raving take a
look at the facts. The C64 is the
biggest selling home micro in

la the world more than two million
units) with the biggest  software
base in the world.  Its sound
capabilit ies are unrivalled and

doo

v . G o l l y  it sure is• d a n g e r o u s  hereMajor "I yelled as my face
hit dirt.

"By love you've got it in
one, "my commanding
officer replied.

With all thoughts of
braver* and medals at the
back of my mind I made a
dash for my chopper.

The latest, and quite
possibly the greatest, flight
s im f r om MI c ropros e  Is
Gunship. It runs on the C64
and is a simulation of the
AH-641A attack helicopter.

Gunship is the type of
game that normally has me

its sprite handling amongst  the
best and its colour stands
alongside the most popular
micros today.

OK the Spectrum (doorstop
or wedge to you) has a huge
sof tware/hardware base like the
C64 and the quality is superb for
the machines Hardware and
that is the point. The software
takes the Speccy hardware to
the limit  but that limit  just
doesn't  compare to the C64.

One of  the biggest hang-ups
any mic ro owner has is brand
loyalty_ The micro you buy
tends to be the one you are
usually fiercely loyal to.

So where does Amstrad
fi gure in all this? Arristrad

pulling my hair out! There
is a LOT to digest before
you can master control of
the helicopter. BUT this is
the type of game where
what you get out of it
depends on what you put
in.

The manual gives you an
overview of the various
sections of the game, a

summary of the
cockpit
instrumentation
and a summary
of the weapons
system.

Yes it Is HEAVY
going and you
will not be able to
just pick up the
joystick and GO
with this one.

On starting the
game you must
work your way

through the options. Pilot
allows you to enter your
name and view the
highscores. Duty allows
you to choose the combat
zone (USA/SE Asia/Cent
America/Mid East and
Wstrn Europe). Style is the

C-4-VG's Hot Gossip
ace Tony Takoushi has the biggest eyes, nose

and mighty mouth in computer games. He
sees all, hears all and he then shouts

about it each month exclusively in
your favourite computer mag.

So read on for the man
who shoots from the li

at the good, the bad
and the ugly in

the software
world.

micros have a strong software
base but nothing to really
match the establishment (C64
and the doorstop). There is a
strong peripheral base and the
machine is powerful and
flexible but STILL does not
match the facilities of the C64.

Other micros still around like
the Atari XL and BBC deserve
respect_ The Atari because of its
superb hardware, indeed the
Atari could have given the C64 a
run for its money if its
market ing and price had been
pitched correctly when it was
launched in the UK.

The BBC to all intents and
purposes is DEAD. Do not get
me wrong it is a fine machine,

difficulty level (Regular,
Volunteer or crazy
volunteer!) and Reality
(this governs the
conditions on take-off/
landing and enemy
intelligence).

There is a learner
mode where you
can get the feel of
the chopper. If you
take an active
mission you will be
briefed. The briefing
outlines the main
and secondary
target (with co-
ordinates) and
details weather
conditions. From
here you can view the map
showing the lay of the land
and see intelligence
reports of expected enemy
weapons in the area.

From the briefing you go
onto arming the chopper.

• You can choose from a
variety of weapons but
must bear in mind the
weather conditions when it
comes to the weight of the
craft and the distance to
fly.

superb basic, fast processor
and quality software BUT it
lacks TRUE support  other than
f rom a few specialist software
houses.

I am very lucky to have been
in the home micro market since
1979 and have used all micros
that have entered (and left) the
scene. My  observations are
based on experience not just
unbridled enthusiasm.

My own personal preferences
are the C64, Atari XL and the
MSX (for those superb Konami
carts).

To my  eyes the Atari ST and
Amiga will dominate the UK
market  within the next two to
five years.

When this is completed
you finally get to fly the
chopper. You are faced
with a cockpit trammed
with instrumentation.

Flying the chopper is
really only half the story,

getting to the target,
destroying it and getting
back to base are
achievements in
themselves.

Microprose claims that it
has treated the most
detailed and realistic
simulation of a combat
helicopter ever and it
really has! I have not seen
anything come close to it.
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It was a one-in-a-million accident —
but Number Five, designed to be a
strategic artificially intelligent
weapons system, the most,
sophisticated robot on the planet.
has escaped — and has come to
the conclusion that he's alive!
Now the scientist who put him
together wants to take him apart

Ocean Software Limited
Ocetwi house 6 Central Street• Manchester M2 5N5

Telephone 06 I 8326633 Telex 669977 Oceans G

again to find out what went wrong.
The president of Nova Robotics wants

to capture him before the weapons he's
carrying kill millions of civilians.

I A n d  the security chief wants to

blow him up so that he can get
home in time for dinner.

YOU are Number Five...YOU are alive
(3nd YOU have got to stay that way!
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