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6 MASSIVE HITS IN ONE 6-PACK
PLUS BONUS GAME DUET

Loa--

SPLIT PERSONALITIES

SCOOBY DOO
FIGHTING WARRIOR

PLUS BONUS GAME
DUET. PREVIOUSLY
UNRELEASED,
SIMULTANEOUS
TWO-PLAYER ACTION.

JET SET WILLY II

Spectrum Cassette £ 9 . 9 5
Commodore 64 Cassette 0.95
Commodore 64 Disc E1 4 . 9 5
Amstrad Cassette E 9 . 9 5
Amstrad Disc E 1 4 . 9 5

Mali order, lust send a cheque
or postai order payable to

ELITE SYSTEMS LTD.
or quote your credit card No.

OSA
11111.10.

ANCHOR HOUSE,
Anchor Road, Aldridge,
Walsall, West Midlands
WS9 8PW
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•  THE BARBARIAN/14 and 42

•  NEMESIS COMPETITION/77

•  LIVINGSTONE, I PRESUME/27 •  BIG TROUBLE/REVIEWS

DOC THE DESTROYER

Insik
Got a firm grip on this C+11G? Now run.
Other people will try to get it off you. Not
just for the Arcade Action handbook stuck
to the front, but also for our exclusive on
The Barbarian, the latest smash from
Palace. C +VG casts a magical spell with
its Sword and Sorcery special. Dice with
death and enter the world of role play
and stand in awe ot the Metal Heroes.
We've also got a 16 page special on the
Atari ST which includes a trip beyond the
final frontier of space to check out Star
Trek. We'll also scare the Living
Daylights out of you with the James Bond
Dossier and Frankenstein. All this plus
reviews, news, PBM, a poster and the
Bug Hunters. Wow!

ONCE AGAIN YOU
MUST FIGHT NEMESIS!

IF YOU DESTROY THIS
ZOMBIE I  SHALL USE
ANOTHER. AND ANO THE

I CAN NOT D  E !

UT SOO
MUST T I R E . ! !
WARLOCK THEN

L BE THE
OF THE
REAPER!

•  NEMISIS THE WARLOCK/14

•  GUNRUNNER/REVIEWS

cr

•  RAMPAGE/REVIEWS





GET YOUR HANDS ON THENEW SINCLAIR I28K + 2.
BEFORE EVERYBODY

ELSE DOES.

The new 128K ZX Spectrum +2 is more
than just a monster memory.
It's the ultimate family computer.
With a built-in datacorder for easier loading, superb
graphics capability, two joystick ports, a proper
typewriter keyboard and more games available than you
can shake a joystick at (well over 1000 software titles,
in fact).
Better get your hands on the new

• 1 2 8 K  ZX Spectrum +2 soon.
Before they do.

149
O W  M O N S
-
F E R N /
A W E

Available from: Allders, Boots, Clydesdale, Comet, Conned, Co-op, Currys,
Dixons, Electric Supreme, Laskys, John Lewis, John Menzies, Power City,
Rumbelows, Ultimate, WH Smith, Wigtalls, and good independent stores,
We recommend Sinclair Quality Control Software.

To Sinclair, P.O. Box 462, Brentwood, Essex C14 4E5
Please send me mofe information about the Sinclair 128K ZX Spectrum +2
Name
Address

CVO 6



•  Vroom!C+VG's Lesl y
Walker tries life in the fast
lone thanks to US Gold and
race ace David Hall. David's
Formula Ford car has been
sponsored by the US Gold
outfit for the 1987 season.
You'll be able to see the red,

white and blue car at race
tracks all around the country as
David competes in races for
the Esso Championship
series. Watch out for C +VG's
US Gold Fast Lane competiton
coming to a C+VG near you
very soon!

l op. - — g e r

8

•  Microprose's F-15
Strike Eagle has been
launched on the Amstrad PC
1512. It will cost £21.95.

. . . . . . s o o l g o l • m 0 0 0
1 1 . . .
" ' -
111Good news for Gauntlet
fans. US Gold have released
the promised Deeper
Dungeons add-on for all

versions. More dungeons and
treasure-filled rooms to
explore. You'll need the
original game to load the new
dungeons. Gauntlet fans will
love it.

mr
,

of the future
is here today. The "loser" gun
will be THE trendy accessory
for every well-dressed games
player this summer. Remember
our feature about Planet
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• now you and your motes can
play the ultimate Star Wars

• battle game in your back
garden. There are currenth

a. two types of loser gun game
Ir  available. There's Laser

Combat from Action GT

acts as a target drone and can
be set at three different skill
levels. To play with a friend
you have to have a special vest
which registers "hits".

Then there's Laser Tag
from Mattel. This has the slick
looking StarLyte gun and the
basic kit includes one of these

bottery-power h  a
ed weapons

which features white
and BART to roving h t  guns

and an electronic target wit
robot who velcro backin. You co!) either 1UP.

stick it on a friend to provide a lmoving target or simply engge
in a bit of target practice.

You can get more info about
Laser Tog from Mattel
Toys, Meridian West,
Leicester 1E3 2WI and about
Laser Combat and BART
from Action GT, Brook
House, Duke Street, Henley-
on-Thames, Oxfordshire RG9

•  12.00 Friday, April 10th
1987: Reading University
Students Union building. It's the
opening of Gamesfair '87
and the cream of the country's
Advanced Dungeon and
Dragon players are
gathering to sign in and collect
their badges. They're here for
the British Open AD&D
Championships, ond for three
days of virtually non stop
fantasy gaming. C+VG's D&D
correspondents, Paul
Jefferies and Mike E.
Turner, of Star Dreams, are
here to and not just competing
in the competition to find this
year's top player. The event is
staged by F.S.R. Games' U.K.
division, whose master of
ceremonies is Rik Rose, who
we comer in the bar.

'We expect nearly 600
people from as for afield as

Norway and Scotland."
Rik pressgonged us into

acting as Dungeon Masters for
the team competition.

I wound up with the Bedrock
Balrog Bashers, a team of
young lads from Aberdeen,
who acquit themselves well, in
a very silly scenario.

The eventual winners are
Baron Claptrap's team,
complete with monocles and
insane German aristocracy
impressions.

The notice board reveals
that Paul and I are entered for
heats in the Open at 2.00. The
heats of the competition prove
to be no pushover, but a lot of
fun. I have to play a female
magic user.

Saturday 5.30pm: The
results ore posted on the
noticeboard, announcing the
72 best players that go
through to the semi-finals. Paul
and I have both made it!

At the end of the day the
best performance is by one
Phil Chappell, of the
Bunshop Wargamers Club at
Wimbledon, playing in his first
ever championship.

•  The Warlord is on ex-Space
Cadet. His mind has snapped
but he still retains a sharp and
deadly wit. He has constructed
a scenario to ploy at his
worgomes, but has tired of
beating robotic opponents,
and his two captives just can't
cut it. So now it's your turn, to
play Sub Mission.

You control a sub by remote
control. There is no need to
have a live crew member
aboard. However, if you place
the Warlord's prisoners Peter
or Sigoumey inside they will
be able to communicate with
you without fear of detection.



•  The video game system
strikes back! This is the
Nintendo Entertainment
System, due to be launched
in the UK in June after its
mego-success in the US and
Japan. It's a cartridge-driven
system like the old Atari VCS
machine that were around
when C-i-VG was born six
years ago. But the new
Nintendo system features
better graphics and R.O.B., the
world's first video game
playing robot. RO.B. takes the
place of a second player on
some of the Nintendo games

WNW domillib

— playing with you — or
against you. He is controlled
via the TV screen. He picks up
light transmissions built into the
game cartridge and beamed
out to R.O.B. as the game
progresses. He con be
programmed to remember up
to 100 game moves and can
move into 60 different
positions. You'll never play
alone again! Other add-ons
include a light gun which can
be used in shooting games like
Dick Hunt and Hogan's Alley
— remember that from the
arcades? The game controllers

aren't joysticks. They are hand-
held panels with a "movement"
button and various jump and
game select/start buttons.
Games? Well you get arcade
classics like Super Mario
Brothers, 10 Yard Fight and
Exithike plus old favourites like
Donkey Kong and Popeye.
Graphics are arcade quality
but the playability of the games
varies — we'll be bringing you
in-depth reviews in later issues.
The price is still being discussed
but it will probably be around
El 00 with games selling at
anything between El 5-E20.

What with the Nintendo, the
Sega System and the new Atari
video games system this could
be the year that the video
game retums.Watch this space. •

1
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•  Tony Crowther's latest
soon to be released game
Challenge of the Gobots
will be the subject of a neat
C+VG pull-out poster next
issue plus a truly awesome
competition. The game,
released by Rocktor has
music by We M.U.S,I.C. and 10
levels of mega-zapping plus a
scrolling storybook. Don't miss
the competition or the poster!

•
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•  Despite considerable pre-
release publicity — including a
double-page spread in C+VG
— Melbourne House
have decided to junk their
Inspector Gadget game
on all formats. So if you see
any reviews of the game
anywhere you still won't be
able to buy it.

The official line is that the
Melbourne people didn't think
the game was up to scratch.

But as it bears many
similarities to Metro Cross

— soon to be released by US
Gold — perhaps there's more
to this story. You may not be
getting the game but C+ VG
Gadget competition winners
will still get their prizes!

•  This is Hydrofool, the
latest from Gargoyle
Games. If you giggled over
the excellent Sweevo's
World — the first computer
game with a built in sense of
humour — then you're going
to love Hydrolool this latest
offering from GG. It's similar in
concept to Sweevo with lots of

jokes and a cute hero. Watch
out for it in your local computer
store soon.

„ 0 0 0
s o l o
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•  PSI-5 Trading
Company, Law of the
West and Hardball are
being issued by US Gold in a
three-pack compilations selling
for E9.99.
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•  Get ready, steady. And go!
If you're a Cl 6 reader you're
on to a winner in the sunshine
sports simulation stakes with
Anco's Summer Events.

Remember Anco's Winter
Events, probably the best
Clo sports simulations around
Well Summer Events is
from the same programmer,
Urdo Gertz and looks set to
be another winner.

There are six events featured
— kya king, high board diving,
pole vault, swimming, cycling
and steeple chase.

The game will cost E9.95 but
thanks to the generosity of
Anco you can get El or E2 off
the price of Summer
Events in the shops. How?
That's easy. Just cut out the El
off token. You can either send
that token off straight away

and get El off the game or
wait until we print the second
token next month. Send the
two tokens off and you'll get
E2 off the price of the game.

Send your cheques to Anco/
C +VG Summer Events Offer,
Anco Marketing Uct, 4
Westgate House, Spittall
Street, Kent, Make sure your
cheques ore made payable to
Anco and NOT C+VG.

But remember you must be
quick off your marks if you
decide to send off both tokens.
This special offer closes on July15th.

-

1
1

I SUMMER EVENTS 1

•  .„0,00011.0•11mieoW...'-Argos ore releasing a
budget BBC disc containing
Dunlunz and a special utility
to customise the game to their
heart's desire. The disc will be
available first at the Electron
& BBC User Show, late
May, for only E7.95.

At the some show two new
Lothiorien titles will also be
released on BBC disc.

9
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BE FAS11.13E ALERT. O R  BE DEAD!_

__41.111mor
I didn't expect to get a 'R.I.S.K: order ...none of us ever does.
!mean, Galactic Command doesn't call fora Rapid Intercept,

Seek and Kill operative unless all else has failed b u t
why do I get this feeling I'm gonna be on my own this time?

THE EDGE, 36138 Southampton Street, London VIC2E 7HE

•

& M i n .coMmoDo.
/1095
DISC 12095
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Name

Address

•  Why are these two guys
looking pleased with
themselves? Answers on a
postcard please_

The correct answer should
be — the guy on the right can't
quite believe that he is the
winner of the Xevious Arcade
machine and Richard Tidsall of
US Gold is the man who finally
managed to heave it through
Roy Lewis's back door in
Warton, Lancashire.

In one of the biggest
competition entries we have
ever had Roy was picked as
overall winner. You can see his
excellent illustration in the April
issue of C+VG.

5
Wiedersehen Monty.

For those of you who kept
the first Monty Mole Head
token just cut out the second
token and send it to Gremlin
Graphics with your money.

The game sells in the shops
for the following: E7.99 for the
Spectrum and MSX and E9.99
on the Commodore and
Amstrad. But with your two
tokens you get the game for
E5.99 and E7.99.

Now send your cheques and
postal orders together with the
two tokens to Gremlin
Graphics, Mail Order, Alpha
House, Carver Street, Sheffield
Si 4FS. Make sure your
cheques are payable to
Gremlin Graphics and NOT
C +VG and specify which
computer you Own.

•  C +VG was rubbing
shoulders with the stars at the
Atari Show. Queen bass
player John Deacon was
spotted showing a great
interest in the new Atari STs.

Eagle-eyed C+VG
advertisement executive
Katherine Lee cornered
the poor musician for hours!

•  If you've thrown last month's
C + VG away a  big mistake
to make any month but
especially so in April_ It means
you've chucked away the
chance of getting E2 of a copy
of Gremlin's Auf

C-VG MONTY MOLE OFFER SUPER
SUNDAY OFFER

Please rush rue my tree copy of Auf
Wiedersehen Monty. I enclose TWO
C+VG tokens.
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•  We always thought the
adventure writing ladies of St
Br ides  were a gentle lot—
but apparently not. They've
been having a ripping time
out in the wilds of Ireland. And
they've come up with a
bloodcurdling adventure
based on the exploits of Jack
the Ripper  the infamous
19th century murderer. The
plot goes like this. You are
discovered by police near the
scene of the Ripper's latest
grusome murder in the dank
dark streets of London's East
End. And they don't believe
your story that you were just on
extra in &Wenders_ The
adventure will be released in
June for the Spectrum at E8.95.
C64 and Amstrad on the CRL
label. 64 and Amstrad versions
will follow in the next few
months. 6 4 / A m i g a .

•  Uridium, Hewson's
mega-successful shoot 'em up,
is being converted to the Atari
ST in America. Release date is
still four months away.

•  Around 40 Ac tiv is ion
titles are to be released on
Telecomsoft's  . 9 9  silver
budget range over the next 24
months.

Games will include Back to
the Future, I, of the
Mask, and Pitfalls I and II
plus three Commodore 64
games which hove not been
released before in Europe,
Breakstreet, Futu reboil
and Pyramids of Time.

The first titles should be in the
shops early the summer.

•  The prices of Football
Manager, Addictive's
mega-seller, has been cut to
E2.99 on the Spectrum,
Commodore, Amstrad, BBC B,
Electron, Atari and Cl 6/Plus 4.

The move follows the
announcement that Addictive
has been bought by Pr ism
Leisure.

Addictive boss Kev in
Toms has been contracted to
produce four games over the
next two years.

•  League Challenge from
Atlant is  is now available on
the Amstrad, pice
Meanwhile Surv iv ors  will
shortly be released on MSX.

•  Apocalypse, a war
strategy based on the Games
Wor k s hop board game,
released three years ago, is to
be the first release of a new
company, Command
Software

Apocalypse will be
available for E9.95 for the
Spectrum and BBC cassettes
and El 4.95 for the BBC Disk.

•  Board games begat
wargames, and war board
games begat computer war
games. And the best of the lot
may very well be Ogre, from
Origin Systems. It's the
21st century. The landscape is
bleak and war-torn.

Nations have tired of tossing
A-bombs at each other, and
have settled down into
producing Cybernetic tanks to
take on soft fleshy human
battalions.

OGRE comes from Origin
Systems, and is available, for
various systems including the
Atari XE/ST and Comodore

•  This is the new Atar i games
console, the 65XE, due for
release in the UK sometime
later this year.

No price has been fixed yet
but you can add a keyboard,
joysticks, data recorder, light
gun and cassette software to it.
Games available for it are
Summer Games,
Touchdown Football,
Sky Fox, Super Huey,
One
Basketball and
Impossible Mission.
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•  Avast there! Mic roProse
plans to take to the High Seas
with its next simulation game,
Pirates, due for release in
June_ More news and pictures
will be printed in the next
C+VG. It will be out first on the
Commodore 64 with Spectrum
and Amstrad conversions to
follow.

The company, which
achieved a number one hit
with Gunship, is also
working on a new flight
simulation.
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•  Mask, Gremlin's game
based on the cartoon series, is
due for release in July on the
Commodore 64, Amstrad,
Spectrum, and MSX,

Mask agent Matt Trakker
takes on the baddies of
VENOM — that's Vicious Evil
Network of Mayhem.

VENOM have abducted
Maft's fellow agents and have
scattered them on earth
throughout time and space. In
Thunderhawk, his transporter,
Mott must rescue them.

Various weapons can be
utilized by Matt — all will gain
him points and the obvious
advantage of defence, but he
must remember throughout to
be on the look-out for the
security key pieces.

Matt has to examine oil the
different time periods and
collect the agents from each.
•  STOP PRESS: Two of the
coin-ops featured in our
Arcade Special — Rygar  and
the well wicked Solomon's
Key  — are being converted
by US Gold and will be
released this summer!
Remember where you read it!



011

"BREATHTAKING"
A dazzling, supersmooth. super fast p tce combat game featuring unbelievable full

colour screens and pulse racing action like you've never experienced before!

1

SPECTRUM
"Jaws dropped when SHADONN SKIMMER
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IsimilsoindinDEN f r e e  game you've ever seen... breathtaking:'
SINCLAIR USER (CLASSIC)

SMI NAMI NI MEEMI l i di a l
C 6 4  & A M S T R A D
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10 G A M E  OF THEMONTH.
Bigger, better and bolder
than the rest. Try it, buy
It. Don't miss out.

C +VG HIT
Miss the hits at your peril.
They are the business!

THE REVIEWERS
11.- T I M  METCALFE:

The Ed man wields the
fastest joystick of all.
When his word is heard
your better listen.
PAUL BOUGHTON:
Shoots from the lip. Likes
zip in his zap.
LEE BRA2'HWAFIT:
Radio Lancashire's ace
games man, always ready
to air his views.
CHRIS CAIN:
The Amiga man. But Cain
is able to be penuaded
that 64 isn't near
retirement age.
DAVID BISHOP:
As an Amstrad fan, The
Bishop preaches what he
practices. He is also full of
praise for the Atari ST.
STEVE BADSEY:
The Doctor reports from
the frontline abouE war
and strategy games,
NICKY TREVEIT:
Reclusive Nicky has the
knack with the BBC.
Brian Webber:
Sees all, hears all, plays
all.
JERRY MUIR:
Games expert Muir has
the Atari 8-Bit between
his teeth. Something he
XLs at.

El

NEMESIS
THE WARLOCK
P. MACHINES SPECTRUM, •

AMSTRAD, CM
▪  SUPPLIER: MARTECH
111.
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IC64 DISK) EU 95 (AMSTRAD
DISC)

lo• VERSIONS TESTED, S P E CTRU
M C64
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This MUST be the first
computer comic spin-off to
actually capture the feel of the
character it's based on.
Nemesis the Warlock — not to
be confused wi th Konami
Nemesis or The Edge's Warlock
— breathes fresh life into the
ancient platforms and ladders
format. How? By adding a
gruesomely amusing hack,
slash and shoot•em-up
elements that's how!

It may not have spectacular
graphics — the Spectrum
version suffers a bit from colour
clash problems — but it is
immensely playable and horribly
addictive But,  you ask, what do
you have to do? Read on. ,

To finish once and for all the
evil regime of Torquemada,
Grand Master of Termight.
Nemesis must fight his way to
the heart of Torquemada's
empire

To protect himself.

Torquemada sends out attack
waves of his demented
followers, the Terminators.

To complete each screen
Nemesis must first kill enough
Terminators to weaken their
resolve Then,  and only then.

and lo, a l a t hy  warrior
shall comer-from tile frozen
wastelands of the north, and he
will stand alone against the
forces of darkness, T h e
Book of Death'.

Awl  no sooner -does this
muscle-bourld.barbarian arrive
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mighty broadsword, launches
hinself into the air and cleaves

' ' f r o m  its stioulders
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And now ,  a l l  Ca r
r i e s  o nthat grand tradition. This is

tombat in the raw, red in tooth
and claw, steeped in r e .

But first the pi •  l o w  hack

h t n i t

Is you
like

ays
nd

leer

and slashers. The beautiful
Princess Mariana — that's her
on the cover, in case You •
haven't guessed— is de s
i r
e d  b y
the evil sorceter Drax land
who can tctually blame him)
Unless she is delivered to him
an uns0eakable doom will be
inflicted on the people of the
jewelled city
• K. ffowevet, a chardpion
fotIndovtio can dpleat h
t
s
demonic guardians, She will be
allowed 10 gafrals, untouched.

All seerns lost as man after
man is sent into blood-soaked
oblivion by the-cruel and rteadly
sweep and thrust of steel. And
than from the north, came the
Barbarian, the last hope to fre'e

II* MACHI NES:AMSTRAD/ UM I
/SPECTRUM
SUPPLIER:PALACE SOFTWARE
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REVIEWEWPAUL



can he search for the exit to the
next screen.

The exit from one screen to
another can be anywhere
leading off the screen (up,
down, left or right) and only
trial and error will reveal its
location.

Nemesis need not rely only
on his sword Excessus to kill
his enemies. If he manages to
find any ammunition hidden on
the screen he can use his gun
until he runs out of bullets.

Nemesis has the power, just
once to spit fiery acid each
screen.This will kill everything
it touches'

As the bodies of dead
Terminators pile up. Nemesis
may find it helpful to climb up

or walk across them In fact,
this may often prove essential if
a screen is to be completed

The longer it takes for
Nemesis to leave a screen the
greater will Torquemada's
influence become on it.

As Torquemada's face
becomes more visible at the
bottom of the screen, he will
direct his twisted mind to the
Terminators' corpses who will
grotesquely burst into life as
scythe-wielding zombies.
Zombies are more difficult to
kill than Terminators, but once
dead, they stay dead.

Watch out for the ghostly
swords of dead Terminators.

The display at the bottom of
the screen shows: -

- 4

THE ULTIMATE WAR

, •  •
' 4  •

otoo.a.•

the Princess.
The game is split into two

parts, combat practice and fight
to the death. Each tharacter can
survive six blows before biting
the dust. Points are scored for
different moves and a lime limit
is set in a two player battle.

The action takes place against
two backdrops— In a forest
clearing and IA a pit of death,
watched by Drax and the
Princess.

The characters are big, they
.toleed if hurt and are superbly
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es. To master them all
es real skill and to be able to
them all in the heat of battle
s a cool nerve.

he animation is the
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realistic I've yet seen. You'll
gasp at the flying neck c'hop and
the web of death, squeal at the
rinck, body and leg chop. You'll
ILIA die

The fighiers can also duck,
iump, roil across the floor,J4k
the opponents and thay can
also resort to some skull-
cracking, brain-banging
headbuts.

After the Barbarian has
suffered six blowq lie slumps
forward io the ground.

Not satisfied with this. the
victor aciu.„, litsult to injury by'
kicking the dell'..ated warrior
onto the floor. Victory is -

- t e t e .
possible to c o  to y
e •  s a d  off:

1
4
'

hypnotically gruesome as the
head bounces la the floor and
the body s l ur
-
r i ps ,  
s p r a y i
n g

blood, the  victor raises his
sword in triumph.

1 his could be said to be a little
over the top, senselese
violence

Y'eah, too true_ It's better to
have bad taste tha p no taste at
All. as Olt Ed is lood of saying in
his more miklenil mocids.
' 1  he C;orpse of the vanquished
is di aged ftOththe arena by a
little green mbnstet. And watch
out If a head is lying around, He
kicks it off screen with a-
squelchy thud. -

Barbarians antUally isn't a
n-Jily original concept. You've

seer. .icif nething hkeit before

ti

in the myriad of combat games,
What makes it so special is that
Palace panache and faultless
quality and craftmanship of the
designers, artists and
programmers,

could go on but I won't.
Enter the competition to won
our cover artwork, read the
feature on the Binh of the
Barbarian, and make sure you
get the giant Barbarian poster in
next month's C+VG. But above
all get the game. You won't be
disappointed
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•  A panel where Torquemada's
face will gradually appear as his
influence grows.
•  The number of Terminators
left to kill before Nemesis can
search for the way out to the
n u t  screen.
•  The number of bullets in his
gun.
•  The heart of Nemesis. As he
weakens, TorquemadarS grip
will tighten. If the life blood is
squeezed out of it Nemesis
dies!!

As we've already said, you
have to explore each screen to
find the exit after you've wiped
out enough Terminators. The
body count can be horrendous
on some screens!

Beware of too much contact
with your enemies even after
you've killed enough to escape.

And remember that hitting
the firebutton once draws
Nemesis' gun a second hit
actually fires it. Move and
Nemesis puts his gun away and
to fire you have to go through
the whole thing again.

Run out of ammo and
Nemesis uses his evil sword
Excessus.

Sounds on the 64 version are
excellent — both this version
and the Speccy have sounds by
none other than C V G  Golden
Joystick award winner Rob
Hubbard.

Don't collect all the ammo at
once on the 64 version — you
only get 12 shots even if you
collect every bit of ammo on
screen. So empty your gun and
then go for more ammo.

And be cateRil llot to kud
Terminator over the ammo. If
his body is on top of the ammo
you won't be able to pick it up.

The Spectrum and C64
animation is excellent —
although the backgrounds on
both versions lack imagination.
They are simply blank. Still,
that's a small point put against
the total playability of the
game.

The only other criticism is
that there's not an accurate
energy level indicator. The
"heart being squeezed" is
nicely gory but not accurate
enough. A winner from
Martech. Check it out!
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The Atari 520 ST gives you the power
to defeat deadly enemies, slaughter
monsters and outwit cruel captors,

Gaunt let  -  U.S.  G old .  Enter a  wo r ld  o f  mons ters , mazes
mystery and combat in the ult imate role-play ing fantasy game

• i r  Tett c i• aria!!!es

AlletrocrosS -  U.S. Gold I t  takes „ghtning refl exes t o  get
past the potholes , obstacles and forbidden zones t o  reach
the other side And thars  just the beginning!

Star Raiders II -
A t a r i _ S t a r  
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enough to hold off the ZyCrOldS 'four task is to command the
5tarcruiser - are you up to IV
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action and exc itement with pirates, smuggling and mutiny

Arkenoid -  Im aginer  The latest sma hs — h i t  c o w  o p  g 3 m e l

Are your reactions quick enough to handle 33 dif ferent play
screens
,

Flight Simulator II -
S u h l o g i c . T a
k e  
t h e  
c o n t r
o l s  
o f  
a  
C e s
s n a

182 or Learjet 25G With high speed 3D graphics for take-offs.
landings and acrobatics. Its  just like the real thing!



But it's not all fun and games.

l i t  W o r d  P lu s  -  G.S.T . Pro f e ssio n a l ,,vord p t o ce sso r  f e a to rin g
U K s pellings  and integrat ion of  graphics inc luding 15t Mail
for full control of form letters  etc

Fleet Street Publisher -  Mirrorsoft.The comple:12 desk•top
publishing package Gives you page make-up combining text
and graphics for sophisticated•professionallookingdocuments

Mixing business with  pleasure is no problem with  an Atari 520 ST
Not when you've got over 1,000 software titles to choose from.

You'll find all the latest games and a huge range of business titles
from the top business software houses And the range is growing alithe time.

You won't be short of power, either The Atari 520 ST
is twice as powerful as most business micros

So you ' ll b e  ab le  t o  crea te  spectacular co lour
graphics Even animate t h e m t o  make  you r o wn  fi lms.

If you're musically minded, you can compose and
play a full symphony.

Or, f o r  those who 'd  ra the r write  programs than
music, t h e  5 2 0  ST suppo rts o v e r  t h i r t y
programming languages

In fact, whatever you're looking for in
a computer, you'll find it  in  the Atari 520 ST

Super bes• Personal -  Precision Software. All the features
of GEM combined with full relational database power Easy to
set up, fl exible, plus unique picture index facility.

YIP GEM -  Silica Distr ibution.  VIP Proless...•Idl is an inte-
grated spreadsheet, database, and graphics  package GEM
environment plus Lotus 1-2-3 compatibility
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If you're a regular V G  reader
you'll remember we printed a
Choir, Players Guide back in
March. Well the game has now
arrived, a glossily slick package
set in a world ravaged by
nuclear holocaust.

If you didn't  see the guide —
shame on you — here's a brief
run down of the game_

Following the nuclear war,
mank ind has taken to liv ing in
bunkers, safe beneath the
scarred and tortured surface of
the world.  Generat ions have
grown used to this
subterranean world,  afraid to
leave their twilight  existance
and set foot on the surface. But
it is not the fear of radiat ion that
keeps them cowed.

Robots, self-perpetuating.
repairing themselves and act ing

ARKANOID
r F l e p
H I N E
S : A T A
R I  
S
T

F i l i a
l : E R
.
9
7 A R

The battle of the breakout
revivals was defi nitely won by
Ocean's Arkanoid, licensed
f rom Taito corporat ion of
Japan. Now this hit coin-op
game has been converted to the
ST by an enlightened Ocean
who  no doubt hope to cash in
their 16-bit chips while breakout
games are still all the rave.

The good news for arcade
freaks, lucky enough to own an
ST, is that Peter Johnson's
conversion is absolutely
faultless! Every mov ing
element  of the game glides
across the screen as if float ing
on air and the superior graphics
are identical, in almost  every
detail, to the original arcade
version.

As with previous versions,
the game features numerous,
cunningly  devised, screens
made up f rom normal,  ' two-
t ime (two hits to destroy), and

metalic  bricks that are
frustrat ingly indestructible.

Energy capsules drop down
f rom the wall as you destroy the
bricks. These come in seven
variet ies and should be
collected as they have special
propert ies like rewarding extra
lives, the ability  to shoot the
wall,  s lowing down the energy
bolt, and the orange ones open

CHOW
on their own pe-programmed
artificial intelligence, have taken
control of the surface. Originally
they were designed to repair,
re-build,  protect their
designated area, making it
eventually fit for recolonization.

But the robots have turned
rogue and are keeping their
human charges trapped below.
You, as one of the t rapped
people, spend you day listening
to reports f rom the surface. It
dawns on you that there could
be a chance of freedom.

You have control over one
droid on the surface — known
as Rizzo the RAT. This can be
used to t ransmit  informat ion

and pictures f rom the surface
back to the operator. Using this
robot  it is possible to recruit
others to the f reedom cause.

Rizzo is armed with a cannon.
By repeatedly fi ring at other
droids he can stun them.

If he then bumps  into the
droid it will enable you to
access the droid's password.
Enter the code correctly and it is
possible to gain control over the
robot.

Get the idea? By using the
droids you can explore Chola
City. The droids all have
dif ferent skills and you'll find
these out lined in the players
guide.

up a section of the wall allowing
you to escape to the next level.

Be prepared to become a
hermit  for a week because you
won' t  be able to put  this one
down!rpr „IO

v
y

f  1 0
HM 9

lhe  screen of Chola is divided
into three— a screen showing
"l iv e" pictures f rom the surface,
another showing messages to
and f rom the droids etc.

The game comes with a
novella to read before you can
get the most  out of the game
and an all-important  map of the
city.

A lot of the game's fun rests
on the explorat ion of the city.
This (found quite absorbing for
a while.  The vector 9raphics are
quite nice but I did find them a
lit t le confusing at times.

Personally I would have liked
a litt le more action to spice up
the game. But if you're in to
games which can go on for
hours, Choi°  could satisfy you.

The only other gripe I have is
that it 's a lit t le pricey.

I MAP HI CSUND
Iv. VALUE
P. P1-AVABILrre
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we've massacred
the price.

flogitir
-
75
L449•95

INCLUDING VAT.

For a limited period, the Atari 520 STM is even more of a knockout than usual.

We're offering it for just E449.95 (inc. VAT) complete with SF354 disk drive,
SM125 mono monitor,*a mouse worth E24.95 and 1st Word, worth E49.95.

So as well as saving you from the enemy, the 520 SIM will also save you E184.

You'd better hurry though, because it won't A T AR 520 STMbe long before our stocks are wiped out.
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'Otter includes. mono monitor The 520STM plot% into a standard colour TV
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You've been roped in to play
the starring role in this latest
Australian epic and you don't
get any lines as good as Paul
Hogan!  Still, let's crack a tube of

the golden nectar and have a
look at what  the blurb calls a
"role-play ing science-fantasy
text and graphic arcade
adventure combat game with a
mappable playing area,
mult iple choice and massive
sprites." Got that? Good.

Doc puts together bits f rom
other sorts of games, mixes
them together with a liberal
dose of  interesting graphics and
splurges out a fairly different
game_

If you've played mult iple
choice role-playing games on
computer then you' ll be familiar
wit h the mult iple choice type of
scenario. For example:  do you
a) Fancy an ice-cream b) Attack
the 20ft high mars hmallow-man
with your pickaxe or c) hide
under the sofa. That sort of
thing.

Doc has that. But it also has a
live Fist-style arcade combat
section when and if you get into
fi ght ing situations. The 64

c  y
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DOC DESTROYER
graphics for this part of the
game are pretty impressive. BIG
characters fi ght ing it out.
Spectrum? Well as you'd expect
they are a bit limited but still
good to look at. But, hey, what
about  the plot? Coming right  up
readers!

Doc is a t ime traveller. With a
name like that what  else could
you be? One day he finds
himself  dazed confused and
without  any clothes lying on a
pile of rubble outside an alien
looking city.

It seems that the c ity-dwellers
are about to fl ood the area
around their home wiping out
the local t ribe known as the
Rubble Runners. Both the
rubble and city are enclosed
under an energy dome.

Doc's job is to save the
Rubble Runners, find his t ime
machine and generally avoid
being wiped out by the various
nasties that take a dislike to
him.

A typical "mov e" in the game
would go something like this.
The screen display shows Doc's
smiling face on the left with a
"speech-bubble" on the right
which contains adventure type
text descript ions of locations,
conversations and the mult iple
choice opt ions for your next
move. These can range f rom
simple n,s,e,w, direct ions to
whether you want  to fight
someone or eat something.
Your decisions affect the
outcome of the whole game.

A brave try at a "dif f erent "
type of game. Good fun to play
for a while but testability could
be a bit  suspect. Once you've
cracked the game I doubt  if
you' ll want  to do it agai'
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God what  a racket. The music
sounds as ifi t 's  being played on
highly  stressed cat gut by amanic Chinaman. It s as nice as
ice cream on a dental cavity
. At least the sound can be
turned off which mote than
could be said for the fire button.
Cont inual blast ing is the order

of  the day. Although I 'm not
sure if that's supposed to
happen all the t ime

Firetrack is a shoot-'em-up
which first saw the light of day
on the BBC. To look at, it s  very
s imilar to Urdsum and the many
ather games of that ilk_

The game is set on the 22nd
Century where "Pirate
Industrials" have gained control
of world in an asteroid belt and
declared independence f rom
earth. Earth battles back with
attacks on their t rading route —

the Firet rack.
Pilot ing your craft you must

destroy the power plants, locate
and destroy the mysterious
power which is situated
somewhere in the asteroid belt.

The asteroid belts are v iewed
f rom above as your fighter' flies
over it. The continual fi ring
does allow you to concentrate
on fl ying skills

In fact a lot of  the aliens lust
seem to fly straight into your
path Jus t  as well because the
fighter is fairly sluggish in its

handling.
The s hoo•err i-up formula is

over used nowadays and
Firetrack really has nothing
dif ferent about to loft it out of
the mould.

It's all very run of the mill
And it's not particularly good

value,
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It was with a slight sinking
feeling that l oaded  up Sailing.
I'd rev iewed US Gold's
America's  Cup Challenge a few
months back and hadn t exactly
goneoverboard about it,

asn't  part icularly keen for
ore life on the ocean waves.
But I was pleasantly surprised

to find I quite enjoyed Sailing. I
couldn't  honestly say it would
keep me enthralled for more
than an hour or so.

It's all about  racing against 16
other nations, designing your
own craft and pit t ing your wits
against man and weather.

The game kicks off with a
acht blueprint .  You can alter its
ngth, keel, master etc. The
eather forecast scrolls alonge bot tom of the screen at this

stage, presumably  to allow you

SAILING

f rom the yacht I n iny case it
s•eli,Lpitainly siaa and sky, Lots ot
•  i l W t i o w e r  half  cOnStsLi& of
the yacht controls, the compass
and speed centre, wind
direct ion and speedmeter and
radar,

The sails are raised and
lowered by hit t ing the fi re
but ton and mov ing the joystick
in a circular movement .

Once the sails were hoisted I
Found myself  doing zipping

along at an amazing ? rate, At one

i m i l
L
• m i
„ I n i
s i ;
R
A t t
k i .
2

• II l i l a ,

0 8.6 J..

to make certain changes which
wil l  be better suited to the
current weather condit ions

I must admit  don ' t  have a
clue which type otesitiNor keep
is best suited for any part icular
weather.  It's really a mat ter of
trial and error. At least I didn't
sink.

You then select the
oppos it ion and then it's off into
the wide and wild blue yonder,
pitching and rolling in quite an
atmospheric  manner,  and,
hopefully ,  heading off towards
the first marker buoy of the race
course,

The screen is split into two.
The top half shows the v iew

stage l o o k  ed like wa s  doing d t i
k55 knots. Surely some mis t ak e. lp
This was a yacht not a
powerboat .  It was probably  5.5
but it was a lit t le difficult to spot

the point.
Most  of the hole I Xe

disqualifi ed for stray'
the course or I saw the
opposit ion disappearing
towards  the horizon leaving me
feeling like a lone yatchsman.

The only major complaint  I
have about these types of
s imulat ions is that I never seem
to get anywhere. There's no
instant gratification to make me
want  to keepo n  playing,

t e t t a l gside
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111* PRICE: E6,95 CASS/14.95 DISK
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l• REVIEWER: CHRIS

Here it is, the game that's a bit
like the arcade classic Tiger
Heti, Although I'm not
supposed to say that.

Tiger Mission is a shoot'em
up in the scrolling landscape
way. You know the sort of thing
that I mean, very average.

Yes, this Tiger Hell lookalike,
this amazing game that Press
releases go on and on about, is
just run of the mill stuff. Maybe
it's news in Denmark, but over
here it's no big deal.

Anyway, the game scrolls, as
I said, a landscape underneath a
chopper, which is let loose into
your hands. You must destroy
various on coming enemies,
and collect lots of points.

As you start your attack run
on level one, you are in for a
real shock.

The game puts you straight
into combat with those

deadliest of enemies, floating
squares.

Yes, you must guide your
way through the on coming
terror, hoping that these aircraft
are not carrying the latest heat
seeking triangles. Well I ask
you, Squares!

Next come the less menacing
tanks, which blast without
accuracy, but still get you all the
same. Shooting these tanks
looks easy, but when you play,
you'll discover the truth.

For in their ultimate wisdom,
Kale Line have programmed the
chopper to go at a snail's pace,
which means you can't always
get away from missiles.

Oh, by the way. Missiles is
spelt incorrectly in the game,
shows bad workmanship doesthat.

Your chopper can be made to
go faster by collecting a turbo,
but I didn't find any whilst
playing, however I did find long
range missiles which destroy
enemies normally, I say this
because otherwise you are

rather limited range wise.
While this 'Action Packed'

thrill is taking place (Laugh) you
get to listen to the music, which
is the best part of the game. It's
a haunting piece, and very well
arranged.

Unfortunately the other tunes
featured in the game aren't that
hot!

As you carry out your attack
run, you have the ability to
release one bomb onto the
nasty people shooting at you.
This is rather like a 'Smart' in
Defender, as it will take Out all
enemies on screen.

When you get shot down, you
will notice a rather annoying
feature about the game, which
could have been avoided. After
dying you have to go all the way
back to the start of the level, no
matter how far you've got. Sillyeh?

Should you get to the end of
the level you will see a helipad
on which you must land. This is
done by positioning your craft
over it and pressing fire. And

then it's on to the next level.
This level is tougher than the

previous one, and has a lot
more tanks at the start, making
it very difficult to get very far.
Should you make it past the
seventh set of tanks, consider
yourself brilliant,

The graphics are very simple,
nothing to elaborate, I suppose
it's so that it can be converted to
other machines easier. tie. ZX81
and Jupiter Ace)

Gameplay wise the game is a
dead ringer for a lot of gameswhich have hit the market
recently, and there are far better
versions of this theme
available.

On the whole good, but
nothing fantastic. A bit like
Vikings really.

But so far Danish software
hasn't been that exciting — •
maybe we're missing something
•  GRAPHICS

SOUND
▪  VALUE

PLAYABILITY
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brigade. T h e  contemptible C O U N T
CHAMELEON, Master of Disguise and

, sworn enemy of the gstablittnent, is
determined to succeed in his latest and
greatest dastardly plot. His sale of rubber
goods through mairforder ads in a civil
service tbagazine, has led him to develop

- the RUBBERTRONIC:RAY. With i t
he threatens to n'eutralis& the starch in
wing-collars, loosen stiff upper lips and

; generally relax moral standards — leading
to the collapse o t  The Empire. Worse
still, it will radically and unpredictably
„alter the bow:we of a cricket ball. This

°under must be stopped!

• • • • •

• • • • • •

AVAILABLE FOR C nmmor R I I / 1 7

Available from all good
omtoct'it;::,'c!rair)
1
5
7mail

order from:
Palace Softwaro,
275 Pentomellle
Road, London -
N1 9NL. - 1  •\  . N

•••••

—Send cheque or
postal  order for £9.99

(Cassette), or f 12.99
(Commodore or

Amstrad Disk) plus
SOp P&P. Access
and Barclaycard
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Can it be? Yes it isl The game
that fi rst appeared on the cover
of C +VG last August has finally
crept out into the big wide
world.  Quite what  the
programmers  have been up to
since C+VG saw that almost
completed prev iew copy last
year is anyone's guess. But has
Cyborg been worth the wait?
The answer is— sort of

I reckon that if the game had
been around and about last
year when it should have first
appeared Cyborg would've
been pretty hot. But t ime has
marched on

Anyway,  on with the plot.
Cyborg is a man machine with
cybernetic arms, legs and
weapons.  He's a sort of one
man A•Team who gets all the
jobs no-one else will do.

This t ime he has been sent off

CIXTB
OR
G

to an asteroid where a team of
scientists has mysterious ly
vanished. And that's all you
know. Cyborg has to find the
scientists and work out the
secrets of the asteroid.

The game uses a novel icon
control system. The bot tom of

r
.
.
=
T
H
E
L
1
.  
7
.
3
:
1
1
1
F
1
1
1

• E M I
,
• • =
,
0  
g
o
o
n
=  
I
N
E
F  
=
m
a
t

• EM P - m o n

r -

r H n n a r r r i l .  FIFIFILYSiG

r E - t
(.rfinnEr.

::l i t l i n t
1411115
c o n  w ri t _ i n r i r t .  -

the screen screen is a display of
Cyborg's wrist  computer panel.
Using the joystick you select the
various control options. Any
relevant informat ion appears
on the left hand computer
screen.

The main graphic play area
looks a bit like Ocean's late
lamented V game. But don't
dispair, Cyborg is a whole lot
more playable. Control opt ions
include:

PUT: This command enables
Cyborg to put down any object
that he is carrying.

HOLD: Use to pause game.
You will be asked if you wish to
load, save or continue a game.

INV: When you want  to see
what  you are carrying use of
this c ommand will first show
you what  you are holding and
then list what  you are carrying.
By mov ing the cursor on the
second list and hit t ing the fi re
button on the selected item the
object you are holding will be
exchanged by it.

CHARACTER ANALYSIS: This
is a fi ling system used to store
informat ion on life forms and
robot types.

RE-LOAD: If Cyborg has run
Out of ammunit ion or the power
pack that he has been using for
his weapon is running low it is
possible to re-load,

SCANNER: This allows you to
v iew the immediate area f rom
above.

EXAMINE: This allows you to
take a closer look at any object.
Obvious uses would be
examining computer consoles,
door controls and any loose
objects.

STATUS:  Gives your Shield
and Power Unit  readings as a
percentage. Shield will drop
and then regenerate. The power
unit  will only be damaged when
the shield is at 0%. The P.U.
does not regenerate. So when
this reaches 0% Cyborg is dead.

GET: This command enables
the Cyborg to pick objects up.
That's all the help you get f rom
the instructions. You're left to
your own devices. Fortunately
we've managed to get hold of
these top secret hints to help
the first t ime player.
•  Examine as much as
possible.
•  The codes for each level are
found in the computer
terminals  on the previous level.
The code for the first level is
found in the terminal within the
scientist's spacecraft.
•  The object or weapon that
you are holding (not carry ingl is
the weapon/object  that you wil l
be using.
•  It is impossible to re-load
your s ide-arm due to
incompatability  problems
between alien and human
designs. Any weapon found on
the spacecraft however may be
re-loaded. This is done by
walk ing up to a power point,
which can only be found in
rooms, and pressing "Re-load".
You can only  re-load the
weapon that you are holding,
not any that you may  be
carrying.

As with an adventure you
would be well advised to make
a map.

•  Experiment with door detects
(examining and entering) and
soon you will be able to hit the
detect on the first attempt.
• When  hacking into a
computer terminal,  by typing
"DI R" you will get a directory of •
fi les stored in the terminal.
• A v o i d  alien fire by mov ing up
and down as you run along the
corridors.
• A v o i d  the cleaner at all costs.
The cleaner is used to clean up
any debris or general garbageleft in the corridors. The cleaner
sucks in any animate object in
its path. If you come into
contact with it you will
immediately  by destroyed. To
avoid it you may retreat into a
doorway,  outrun the cleaner so
that he leaves the screen or
fi nally run to the end of a
corridor where the cleaner will
turn round.
• To  use Character Analysis
you must first kill an alien, then
stand over the body and enter
the control panel and go to
"Character Analysis". "DATA
STORED" will appear in the
VDU. Then you are given a
directory of the aliens that you
have stored.

Move the cursor to the alien
type you wish to analyse and
press fire.

Cyborg features some nice
ideas and is reasonably
playable. The graphics are good
and there's enough to keep
your interest unt il you've solved
the mystery. But I doubt  if you'll
be rushing back to have another
crack once you've solved it.

CAL could have been a bit
more forthcoming with the
Instructions.

Without  the tips we've
printed here first t ime players
will struggle to get into the
game.

If you enjoy impossible
Miss ion style games then you'll
enjoy Cyborg. Worth checking
out before you shell out your
pennies though.
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GUNRUNNER

Welcome to Zero. No it's not the
lowest score V G  has ever
awarded to a game. Zero is a
planet facing ext inct ion
following attacks by the war
planet Destrovia. Live-saving
supplies of plutonium have
been badly damaged.

Enter the Gunrunner.  That 's
you, in case you didn't  know,
and your mission is to save
Zero f rom "terminat ion",

You must  fight your way
across successive plutonium
pipe network levels, destroying
the alien saboteurs_ Scattered
throughout  the levels are

IP MACHINES: C64/SPECTRUM/
AMSTRAD
SUPPLIER: ELECTRIC DREAMS
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Big Trouble was a really neat
movie, But  once again the
dreaded curse of the movie
spin-off has struck. Big Trouble
has a reasonably good game
idea, pretty graphics and nice
sound — but it all gets let down
by the tedious gameplay.

You get three characters to
control. Each has different
abilit ies and each is brought
into action for different parts of
the game.

If you've seen the fi lm then
you'll know the basic plot  which
is a s imple save the girl f rom
the evil, oriental mas termind
adventure. And that's just what
the plot  of the game is.

You can control the heroes —
Jack Burton, Wang-Chi and Egg
Shen on their quest to save
their girlf riends f rom the
villainous Lo Pan.

Jack is armed with his fists
and, when he finds it, a gun.
Wang Chi is a mart ial arts ace
who somet imes gets to use a
sword and Egg Shen is a wizard
who fights with mystical energy
bolts.

Init ially Jack is able to defend
himself  only with his fists.
However if you can penetrate
far enough into the Mandarin's
empire you will find a
Bushmaster gun which you
may use. There is only a limited
amount of ammunit ion,  though

various pieces of equipment  to
help you. Complete each level
and you fi ght  your way to the
next one via a bonus screen of
fast jet-packing zooming action.

The game— by Christ ian
Urquhart ,  perhaps best known
as co-programmer of Daley
Thompson's Decethelon —
scrolls left and right  but to get
anywhere you have to keep
heading right.

The Gunrunner starts out
equipped with one gun. Along
the way he will fi nd the
following:

Mult i-fi re — this converts the
blaster to a tri-direct ional,  quick
fi re weapon,

Poison —the noxious gas will
wipe Out all the aliens on the
screen. It can only be used three
times.

Jet -pack—this  enables the

1

Gunrunner to fly but it has
limited fuel.

Shield — this gives the
Gunrunner a limited immunit y
against the aliens.

It is possible to collect and
carry all the weapons and
devices at once. But contact
wit h an alien may remove one
of them f rom you instead of one
of your three lives.

Graphically Gunrunner is
very nice. Others may disagree
but in some respects it
reminded me a little of
Dropzone. No? Okay.

Each t ime you lose a life you
go back to the beginning of the
level and have to start all over
again. I would have like to have
just picked up f rom where you
die. Okay, so I like the easy life.

Gunrunner is not sufficiently
dif ferent to set the world on fire.

BIG TROUBLE
more may be found lying
around.

Wang Chi is gifted with a
knowledge of the mart ial arts. In
addit ion to this a sword will
eventually  be found. Swords
have a comparat ively short life
and will eventually break. More
swords may be found during
play and if  picked up will
prolong the life of  the sword
you are carrying if you already
have one.

At the beginning of the game
Egg Sheri uses magic  boltswhich he can fi re f rom his
fingers, those only have a very
limited range. Eventually a
magic pot ion in a bott le will be
found which will enable him to
use stronger magic. He will now
have control over lightning
bolts which will have
devastating effects on the
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toughest of opponents.
This strong magic  may be

topped up by fi nding addit ional
bott les of magic potion.

The game has four levels.
Level one: The Streets of
Chinatown,  Here your three
heroes will encounter unarmed
mart ial arts experts and
gunmen.  You will have to
retreat y o u  can't defeat the
gunmen until you have gained
more experience. Warriors  and
other henchman will not allow
you to run past them without
fighting.

Level two: The Sewers: In
addit ion to the combatants to
be found on level one you wil l
also find the Sewer Monsters
here. You must  avoid the Sewer
Monsters by jumping over them
as they cannot be killed.

Level three: Lo Pan's
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Headquarters:  The Storms are
elemental beings who must be
defeated before you are able to
face Lo Pan in combat. They
may be identified by the wide
br immed hats they are wearing.

Level Four: The Marriage
Chamber :The Marriage
Chamber,  to be found at the
heart of the headquarters,
contains Armoured Warriors
and Lo Pan.

The combat sequences aren't
action packed enough and I
quickly got bored kicking and
punching my way past the
various assailants.

There's no doubt that the
game is very well packaged and
presented — it justelacks that all
important  playability factor
which would make you want  to
shell out your hard earned
pennies on it. My advice is to
save them for the fi lm.

To defeat Lo Pan lwho
appears on a flying cloud in the
Marriage Chamber) you will
need the combined combat
skills of all three characters; as
he has the power of
regenerat ion he will need to be
shot, zapped and run through a
number of t imes to finally kill
him once and for all_

All of which sounds pretty
neat, doesn't  it? But the fact is
that the game quickly becomes
repetit ive and you end up not
really caring if you save the girls
or not.
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Another  Great
Compilation from

Beau Jolly!

Spectrum/Commodore/Amstrad — Cassette £6.95
Commodore/Amstrad — Disk LI 1.95

Tell your friends also available for BBC, Electron & C 161 Plus 4 Computers
( T
i d
e
s  
m
a
y  
v
a
r
y  
b
y  
t
o
r
m
a
t
)

BEAU-JOLLY

The name behind the great games
Beau jolly Ltd 29A Bed Street, Reigate, Surrey RH.
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*This is another fine mess you've
gotten me into, Stanley. And, I
must admit ,  it's excellent fun.

Alligata's Livingstone, I
Presume is writ ten by the
Spanish software house Opera
Soft and is apparently o r  was

—t he number one game in the
land of sunshine, bullfi ghts and
toasted tourists. It's Spanish
tit le is Livingstone, Supongo —
which I think is wonderful.  It
shouldn't  have been changed.

As you may  have guessed,
this 63 screen arcade adventure
deals with the story of African
missionary Liv ingstone and the
explorer Stanley's efforts to find
him in the jungle and utter
those immortal words:  "Dr
Livingstone, I presume."

It seems odd subject matter
for a Spanish sof tware house
but, then again, perhaps no
odder than the equipment  they
give Stanley —a boomerang,
dagger, grenade and a vault ing
pole!  Typical jungle explorat ion
gear, in fact.

You must  certainly use your
wits to negotiate the screens,
avoid attack, monkeys who
chuck coconuts at you, traps,
underwater monsters,
cannibals with cooking pots and
strange temples with exotic

INDOOR SPORTS
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10 M AC H I N E: SPEC TR U M
SUPPLI ER: AD VAN C E
SOFTWAR E

10 PR I C E: £ 8 .9 5
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Hey, I've discovered air hockey.
It's brilliant. For years I've
always wondered what that
game was called in the arcades
and amusement halls where
you skim this puck across a
shiny table smacking it around
with bats, busting up your
knuckles in the process. Now I
know.

It's really nothing special to
look at and I thought it would be
pretty boring. Half an hour later
I was still eager  for more.
exciting, addictive and
fiendishly fast.

The other games on indoor
Sports are bowling, darts and
table tennis. All very good but
you've seen them before.

Ping pong is my next
favour i te.  Again it's nothing
much to look at, simple to play,
great fun, very addictive. An
early copy I played had a bug in
it. The computer kept serving to
me at a certain angle, making it
impossible to return. This has
now been corrected.

Darts and bowling are nicely
presented and fun to play. But
it's air hockey that's the winner
for me. If Indoor Sports was a
little cheaper I'd say it was
worth buying for that alone.
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gods.
Stanley can switch between

his equipment.  The pole is
useful for vault ing gaps and
gaining height. And the
boomerang comes in handy for
fl icking switches (in the jungle!)
which are situated in the most
difficult  of places.

It's actually very difficult to
get into the game. You need
more lives than a cat to get
anywhere.  Alligata supplied me
with an infi nite lives POKE o r
as the Spanish say POKEADOR.
In fact I now understand the
POKE will be printed in the
game's  instructions for those
who find themselves frustrated
at the beginning of the game.

If you like these problem
solving plat form games —
expecially the difficult type —
you'll enjoy these jungle frolics.
Liv ingstone is pleasing to look
at but not the most  original
game around. What is
interest ing is the prospect of
more Spanish software being
released in this country.
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0- S O U N D
10 VAL U E
10 PIP/ABILITY

i



offMACHINE. SPECTRUM
SUPPUER: MELBOURNE HOUSE

11. PRICE: E7.96
10. REVIEWER: TIM
A game f rom Mike Singleton is
always an event. And we've
been wait ing for some t ime to
see anything new f rom the
Doomdark  man, despite lots of
rumours,  so Throne of Fire is
bound to create some interest,

Throne isn't quite an
adventure, it isn't quite an
arcade adventure, it isn't quite a
wargame — but it IS a
combinat ion of all three.

Not a game for those of you
who demand instant
grat ifi cat ion — but a challenge
for gamesters who enjoy
think ing with their action,

Throne of  Fire is set within
the Burning Citadel where three
princes bid to seize the throne,
and with it ult imate power.  The
three princes are Alorn the Lion
Prince— a goodie, Cordnn the
Sun Prince, another goodie and
Karag the Wolf  Prince a  black
hearted baddie. Guess who is
going to be the one everyone
will play?

You can play alone against
t wo computer controlled
princes or with a friend and the
computer.  This is the best way
to play as you can gang up on
the computer prince and finish
him off before light ing it  Out
human to human!

The computer opponent  is a
tough cookie and will beat you
nine t imes out of ten. So
beware of early frustrations.

The screen display — a bit  like
Deactivators is split screen. The
activities of the princes are
shown in two large windows
while below there's a plan v iew
of the citadel.

The main display screen
depicts the actions of the
character who is currently
under direct control,  as he
travles f rom room to room or is
engaged in combat.

Each room is shown in
perspective, and doors on the
left and right  lead direct ly to
other rooms on the same level.
Doors at the back lead to
stairways ascending or
descending to other levels.

The scrolling Citadel display
at the bot tom of each player's
screen area depicts the inner
wall of the Citadel.

The windows  of all occupied

28
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rooms are lit in dif ferent
colours, according to the
allegiance of the occupant.

If a window flickers between
two colours, there are two
members  of opposing forces in
that room,  who may be enaged
in combat.

The colours are: Prince Alorn
and his men-at -arms— red.
Prince Cordrin and his men-at-
arms — yellow. Prince Karak
and his men-at -arms— purple.
The men of the King's Guard —
green.

The scrolling screen gives
essential informat ion about the
deployment  of all forces, but it
does not reveal the structure of
the Citadel, the connect ing
stairways, nor the contents of
the rooms.  These can only be
discovered by explorat ion.

At the start of play, there are
ten men under the control of
each player - a  prince, and
nine men-at-arms. During play,
however,  the number of men-
at-arms will vary greatly, as
some are killed, and
reinforcements arrive.

Characters who are not
current ly under the player's
direct control cannot move
f rom room to room of their own
accord, but  they will defend
themselves it attacked.

However,  they wil l  not be

able to fight very well.  To get
the best f rom his men, a player
should, whenever possible,
directly control them in combat
mode,

Within the Citadel are a
number of Gate Rooms. These
rooms have only two doors,
one which leads into the
Citadel, and one which leads to
the outside world which cannot
be used by any of the players.

From t ime to t ime new men-
at-arms will enter Gate Rooms
f rom the outside.

They will only enter empty
rooms, and they will join the
side of the last player to have
visited that room.

If the room has yet to be
visited by any player, then the
new men will instead join the
ranks of the King's Guard.

So as you'll have already
guessed it's important  to map
the posit ion of these gate
rooms.

The Throne room is the
ult imate objective.

To seize the throne, a player
must visit the Throne Room
with his prince, and his visit
must be unopposed. No other
characters belonging to the
other players or to the King's
Guard can be in the room.

On gaining the Throne, that
prince becomes King, and in

addit ion to his men-at-arms,
now takes control of the King's
Guard.

At the same t ime, the other
players lose the ability  to
directly control their men-at-
arms, who now stay rooted to
the spot, seeking only  to defend
themselves against attack.

Should the new King die, the
King's Guard becomes neutral
once again, and the surviving
players regain control of their
men-at-arms. They can now
once more attempt to seize the
Throne.

Die and your screen gets
smeared with a tasteful splurt of
blood. Nice!

Throne of  Fire won't  be to
everyones taste— but if you've
got the t ime and an inclinat ion
toward strategy games you'll
fi nd it an absorbing challenge.

One word of warning.  Don't
be put of f  by early failures — as
I've already said the computer
is a tough oppenent.  Be
prepared to suffer early
frustrat ions until you get to
grips with the game.
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Wintet Games on the Anega,
Wow!  Well,  at least that's what  I
thought,  Winter Games made
its 16-bit debut on the ST some
months ago, and now it's the
Amiga's  turn,

As with the C64 version, the
first taste of the games is the
opening ceremonies.  The scene
is now a archway instead of the
old steps, and the torch bowl is
much wider.  A female runner
legs it on screen and lights the
fire. Here we 9o!

After selecting a few options,
you mus t  type in you'r name,
and select a country. After
choosing a flag, their national
anthem will play, and then
player two enters his name etc.

When all are done. You press
fire on the joystick and up loads
the first event

Yes, I did say 'loads'. I don't

know why the whole game isn't
in memory ,

The events, in the correct
order, are:
•  Hot dog:  You must  perform
breathtaking, extremely difficult
somersaults, while flying
through the air.

Although it's very easy to
land your skier, scoring a
perfect ten is damn near
impossible!
•  Biathlon:  This event consists
of ski-ing across a scrolling
landscape, stopping every so
often to take potshots at
unfortunate tar9ets. The
backdrop for this event is drawn
very well,  considerably better
than the 64. The screen also
scrolls, unlike the other
versions which 'flick'.
•  Speed Skating: In this event
a player may race against the
computer or a friend. Using
precise t iming,  a player can
leave his opponent  standing,
but we warned,  the computer
doesn't  hang around either.
•  Figure Skating: A definite

improvement  in the graphics
compared with the original.
The female skater now has an
hour-glass figure instead of the
ol' matchstick body, and she
even has orange undies on. Pity
she hasn't got a face though!

The ice has been altered also,
and now has a colourful mist
over it, making it more realistic,
The only gripe with this event is
the music, which has a large
dose of Amiga 'click'!
•  Sk i Jump:  Here you get
shoved of a icey ramp,  to see
how far you will go. Quite a
difficult  event at first, but you
soon get the hang of it.
•  Free Style Skating: This is
the same as Figure Skating, but
it has terrific music, Just listen
to the v iolins at the end.
•  Bobs led.  This event is the
last, and quite frankly there is
no difference between this and
the 64. And it's just as much
fun.

So, the general verdict is that
the graphics are better than the
original.

The tunes, although
excellent, bar one, are all the
same as the 64.

A very good game b u t
don't  expect anything more
than the 64 version, or you'll be
disappointed.
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Eagles is being billed as the
sequel to Urdsum• A proud
boast but one which is,
unfortunately, not really
justified.

The main similarity I found
was the sound. Eagles borrowsa lot of the sound effects which
were so brilliantly used on
Uridium. But great sound won't
compensate for the game play.

found the plot of Eagles a
little confusing.

The game is set in the year
2048. War has been raging for
three hundred years.

Nuclear weapons have been
outlawed but conflicts go on —
using genetically created
beings. Single-minded, they
just destroy anything and
everything that moves.

The blurb then goes on to
mention about alien hordes
with whom the "hero" Eagle
pilots must do battle.

I suppose these "genetically
created beings" must be the
aliens. Still the plot is hardly the
most important thing about
shoot 'em ups.

This-left-and right scrolling
shoot-em-up is set over eight
levels where you must zap the
aliens, collect androids and
drop them into a chute on the
planet's surface for extra
energy points.

Eagles has one, two and team
play options. The screen is split
in half showing the view from
each Eagle fighter.

In the one player option you
must zap the alien hordes and
can follow the action in the top
screen. The computer controls
the rival Eagle in the bottom
screen and you must beat him

to the enemy droids. Once
you've collected one— the
eagle flashes when it is on
board — you have to fly low
over the planets surface until
you pass over the chute. The
droid automatically goes down.

When the screen is clear you
then take on the Zeta fighter.
Win and you get extra points.

The Zeta fighter in the game I
played will, I understand, be
slightly refined before it goes
on sale.

In the two player mode you
can either play as a team or take
on each other in a head-to-
head. As a team you share the
points. In the head-to-head it's a
race to see who gets the most
drolds. When the levels are
cleared you must take on each
other.

Eagles is from the mind of
Danish programmers Per
Madsen and Bo Nielsen. It's
graphically good to look at —
although I must admit I don't
like playing games with split
screens because I always find
myself looking at the wrong one
— but it just doesn't really have
enough excitement to place it in
the top league of shoot-ern-ups.

The Eagle fighter is also very
sluggish it's movements. You
have to slow down before
making a turn.

This can be especially
annoying in two player mode
when I was frantically trying to
escape from being blitzed from
behind. If I'd been able to
execute a sharp turn I might
have survived a little longer.

For me, Uridium still reigns
supreme in the glorious world
of shoot 'em ups.
▪  GRAPHICS
11. SOUND
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Five Great Games For The Price Of One

Also available for BBC, ELECTRON AND C16/PLUS 4 Computers
(Titles may vary by System)

The name behind the great games
Beau Jolly Ltd, 29A Bell Street Reigate, Surrey RH2 7AD. (07372) 22003
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arcade fantasy game!
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I Warlock

lidera realmoldamsels, dragons, ghoulsand dwarves; oicastles, dungeons, caves ; and
of magic. A s The Doom lord, you tahe the form of a Warlock to& battle with the lorces of
good. Use your magical powers to hangs into Goblin or Troll forms and seek the Orb of
Power which will assure you ol victory in final confrontation with the While Wizard!
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Gremlin,  the sequel to THE
WAY OF THE TIGER, a big

hit in 1986.
Avenger involves the same

nameless young Ninja who this
t ime has to enter the evil

A Avenger
Quench Heart Keep, kill the
three big baddies, avenge your
dead stepfather, and rescue a
bad-tempered god called Kwon,
Phew!

The keep consists of  some
300 beaut ifully  drawn scrolling
screens, inhabited by such
unusual baddies as elephant-

A

IVISX tra
MSX machines have been big-sellers over the past 18
months due to low prices and high power. Software
houses have responded by stepping up their output of
games for the machine. C+VG's Guy Langley brings y u
this special MSX-tra, a round-up of hotshots of the
moment.
headed men and hunchbacked
dragons, as well as massive
spiders, all who pose a threat to
you.

Your defence against these
monsters are your deadly
shuriken, which are,

unfortunately,  in limited supply,
and when they have all gone,
you have only your unarmed
combat  skills, a high kick and a
forward punch.

Avenger is really a copy of
Gauntlet, albeit in more of an
adventure vein and smarter
graphics. Everything scrolls
smoothly  enough, and the
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scene is set by a jolly  piece of
oriental music at the title
screen. A nice alternative to
Gauntlet, check it out.
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ame, some speed y
e are as sticky as
some bounce you
and some aren't even

there, leaving a dirty great hole
into which your unfortunate ball
can fell.

The soundtrack is very
spr a e l y o u  can have it
pia n - s t o p ,  although it
ca a n n o y i n g  and interfere

t s o u n d  effects.
r i lb i .  e r  is highly addictive,

an w i t h  14 tracks to choose
from, you won' t  get bored in a
hurry. At E7.99, it's well priced,
the graphics not being
spectacular, while the scrolling
is excellent.

Donkey Kong • • H r n m
name sounds famliar.  g o t  RI
It's that old game f rom 1982,1
can remember playing it in
France.

Well,  folks, Ocean seem to
think that it can still stand up in

the games market today, so
they've re-released it.

In case you don't  know th
storyline, it goes somethi
this. Kong has captured y
girlf riend,  and has take
the top of a building,
the top of the first St
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into four stages,
upposedly liar
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machine. It's like a super
Defender, but the graphics and
playability raise it above any
other shoot 'em up available,
and the sound effects e  preft
potent as we) Th e  scro
slightly ,  but you soon
for w h e n  you become

p e l t
1

ftridge, and is a h a l
part of any serious
gamesters collectio i t !

Mastertronic derfto a s
that turkeys are al'
this t ime in the f•
u  O fA Robot.

The game, c A d  f rom
the Spectru
duffest t  played.
The screen shots t a k e n  f rom
the Spectrum ver ion,  which is
highly mis leading.

For instances, on the cover, a
game involv ing brick walls as
scenery is depicted. On the
MSX version, what  do you get?
Nothing but dinosaur skeletons
all the t ime, and on the cover, a
tit le screen is shown, which has
a robot lo •  r u m  •  o u t  at

- •e conversion y ou
a g e  tellingmay that

e is by some c o n y
SYNTAXSOFT, and a

ystick/keyboard opt ion.
The gameplay is also high

naff, with the robot jerking an
fl ickering his way about to a
sound effect that sounds like
somebody spitt ing. The ro
can also fly, and by means a
five minutes or so of prolon
enter key pressing, can be
to reach the top of the scr

The backgrounds are
bad, but are so repetet
isn't true. It's such a tkirkey
posit ively clucks and blows
feathers. Avoid it it you yafue
your sanity.

From Code t o m e s
Vampire a g a m e
aboutiS •  ,  30t
century s i ,
h e r  
a n d  
e x -
d r u

wh o  has come to save
from Count Dracula

is cronies, who are
subjecting earthlings to a reign
of terror.

Despite the strange plot, the
game is litt le more than ladders
and ramps, albeit  in smart
graphics. Brok has to bound

about the castle of the Count
collect ing keys in order to reach
n s e c t o r s  and rooms, He also

s to collect a stake to kill
racula, otherwise,  the t rip

uldn' t  be worth it, would it l
loading screen is great,

erb use of colour, but
little bit to puny,

and is I .  t o  be a real
super f u n ,
however,  l u e  at
E1.99, It is no t o
the standard of Co
other game, BMX sim
rev iewed below.

At last, a game that doesn
involve zapping the lurgs or thzeebies into zillions of litt le
pieces, or involves c limbing up
and down ladders all day. B
simulator,  f rom Codemasters, is
in a class of its own, with
compuls ive gameplay,  a great
soundtrack and smart, shaded
graphics.

You have to race against
computer biker or a friend
around various tracks in a
limit ,  and as you only hay
three controls, left, right atid
pedal, it's easy to pick JO. r e
is also a novel playback f i t y ,

' - . , he re  you can watc
4 a i n ,  or study it in
mot ion.  The title sc
is only so-so, with in
Karate-style dru
ingle when yo
uperb, and sh

MSX's  sound
E .99, its a vi

ou won'
h e  miss

4 b e r u  c o n v e r s i o n  of
the old r u m  game (when I
say old, me a n  seven or so
months  old) on which Ult imate
tried
dis

usic
at onal

but the
alify is
of f  the
o the full. At

steal. Buy 4,
what  you

urn to favour after the
f Gunfright.
t sounds like a page

evel Physics text book,
sically, the idea is to

ernbleveur spaceship,
w  '

i t ch can then be used to
c l e c t  cybernite crystals, the
hardest substance in the
univers.

Despite the fancy plot,
however,  it is just an average
scrolling shoot 'em up, although
a very smart one. The
spaceships are nicely designed,
although they are tyupical
aliens-they blunder about like
zombies in custard, and when
you are caught in a cloud, which
slows you down,  they often
catch you.

When you do explode,
however,  you are given a neat
fi rework  display, as zillions of
your particles are sucked into
space.

Can Mastert ronic  redeem
themselves after the disaster of
Soul Of A Robot? Well,  they
seem to be trying to at any rate,
with Storm. Storm was a big hit
on the Spectrum a litt le while
back, and it may well be that
Storm MSX will be as well.

On loading up, you are given
a dull f ront end, writ ten in
double-spaced characters, no
doubt  a technical achievement,
but hard to read none the less.
The plot goes like this: Storm's
wife has been kidnapped by the
vile sorceror, Una Cum, and so
Storm and his best mate,
Aggravain undead are going to

try and rescue her.
The game itself is a l e t

clone, complete with t e r s
and generators. The
however,  are pretty m a i ,
very jerky and flic s  well
as being badly d d .

Why  they did a k e  use of
the MSX's extr o u t i n g
power is a niyatery lo me.

For all the a p h i c s ,
though,  it v e  certain
addict ive e s ,  and it is fun
to p l a t  the b i e s  as they
ap a r  o  a  generators,

s Ø c l y  lit two-player mode.
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ne-sett ing I f  you
dy have BMX Simulator

VampireAhen take a look at
It's only E1,99. after all.

et three Level 9
tures on rine compilation

With k stunning
a jazzy novella s

tty good value tome.
ainbird have released Jewe

of  Darkness, a compilat ion of

A B M X  Simulator

A S oul  of a Robot
the early Level 9s that I can
remember playing on my
NASCOM. Ah t h o s e  were
the days.

Despite their age, these
games, Colossal Adventure,
Dungeon Adventure and
Adventure Quest can still stand
up in today's cut 'n thrust
market, and represent good
value.

That 's just about  it for this
round-up of the good, the bad
and the ugly, but try to
remember to watch Out for:
Super Cycle, Gauntlet, Beach

d, Winter Games and
.RAP. .

Game: R a t i n g  out of 10:
Avenger 9
Spy vs Spy II 7
Trailblazer 8
Donkey Kong 6
Nemesis 9
Soul Of A Robot 2
Vampire 8
BMX simulator 8
Cyberun 7
Storm 7
Jewels Of Darkness 8



Express Raiders, US Gold.
Spectrum (18.99). Amstrad
(E9.99). CBM version
reviewed May.

Feud. Bulldog. CBM 64
(12.99). Reviewed April.
Game of the Month.

Gun Law, Mastertronic.
C16/Plus 4 (E1.99).

BMX Simulator. Code
Masters. Amstrad (11.99).

Super Robin Hood. Code
Masters. Spectrum (E1.99)

Vampire. Code Masters.
CBM 64 (11.99).

Star Runner. Code
Masters. Spectrum (11.99)

The Happiest Days of
Your Life. Firebird.
Spectrum (E1.99)
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Reviewed March. Game of
the Month.

The Image System. CRL.
I
I •

• • • -
.1
-

•
CBM 64 (C19.95 cassette/
£24.95 disk).

Video Meanies.•

1

Mastertronic. CBM 64

:
(E1.99)

i I • Chronos. Mastertronic.
atEla W.14 r Spectrum (11.99)

Battle. Mastertronic. C16/•  Krakout

•  Transmuter

•  Auf Wiedersehen Monty
Auf Wiedesehen Monty.

Gremlin Graphics.
Spectrum. MSX. (17.99).
CBM version reviewed May.

Brainache, Code Masters.
Spectrum ( fl  .99)

Solar Coaster. Optyx
Software. Amstrad.

Time Flight. Power House.
Spectrum.

Cyrox. Power House.
Spectrum.

Chimera, Firebird.
Amstrad (E1.99).

El

Transmuter. Code
Masters. Spectrum (11.99).

Action Pack 2. Alligata.
Commodore.

Double Fun 2, Budgie.
CMB 64 (14.99).

Judge Dredd, Melbourne
House. Spectrum.

The Artist. Softek.
Spectrum 128 (C17.95).

Tomb of Syrinx. Power

•  Tomb of the Sphinx

House. Spectrum.
Knucklebusters.

Melbourne House,
Spectrum. CBM version
reviewed February.

Bombscare. Firebird.
Spectrum (f1.99).

Krakout. Gremlin
•  Krokout

Graphics. Spectrum. CBM
version reviewed April.

Grand Prix Simulator.
Code Masters Amstrad
(C1.99).

Ghosthunters. Code
Masters. Spectrum (E1.99).

Riding the Rapids.
Players. Amstrad.E GAM

!
' E S
UND-UP

Each month hundreds of games pour into
C 4 VG's offices. New games, conversions,
compilations and re-releases. You name it, we
get it. We review the best, now here's the rest —
a comprehensive list of the game's we've
received since the last issue.

•  Koronis Rift
FA Cup 87. Virgin.

Spectrum (17.95).
Koronis Rift. Activision.

Spectrum.
Aliens (US version).

Electric Drems. CBM 64.
Nemisis. Konami.

Spectrum/Amstrad.

•  Strike

Plus 4. (11.99)
Strike. Mastertronic.

Spectrum (12.99).
Think. Firebird. Spectrum

(C1.99).
UFO. Firebird. CBM 64

(E1.99).
Thrust II. Firebird.

Amstrad. (11.99).
Gunstar. Firebird. CBM 64

(E1,99).
League Challenge.

Atlantis. Amstrad (f2.99),
GunStar. Firebird.

Amstrad (11.99).
Zone Range. Firebird.

CBM 64 (11.99)•
Chimera. Firebird.

Spectrum (11.99).
Cosmic Shock Absorber.

Martech. Spectrum.
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Rnding the Kinemator will test eve
low, every skill and every ounce of
?o
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netik's mind bnding action wilt
be available at t l  good computer

ockists soon

vallable for Spectrum, Amstrad
and Commodore -
cassette E7.95 disc El 2.95

Th
P-EAREESIMEJ



•V' t

▪ MACHINES: SPECTRUM/
AMSTRAD CPC 464/6641621
C8M 64

•  SUPPLIERS: PANDORA/
INTERCEPTOR

le PRICE; E8,95

A bit ing north-eastery wind
swirls  down the valley carrying
the distant echo of anti-aircraft
fire. Below, on the valley floor, a
convoy of armoured trucks
snakes its way up towards the
fortress, aptly named The
Eagles Nest.

As a result of recent high
enemy activity in such a
strategically unimportant  area,
four of top men were sent into
The Nest to find out why it was
suddenly  crawling with the
enemy.

Their orders were then to
destroy the fortress but three
were captured almost
immediately .  The fourth was
able to place explosives in the
key places throughout  the
fortress. Unfortunately  he too
was captured before the chages
could be detonated.

Eagles Nest is a four-way
scrolling arcade adventure
very much in the Gauntlet!
Dandy /Druid mould but far
superior to all three.

Set in a fortress
heavily infested by
enemy goons, that
seem to reproduce
at an alarming
rate, our hero
can run
through
corridors,
into store

INTO THE
EAGLES
NEST
rooms,  toilets, bathrooms,
motor-bike sheds, interrogat ion
rooms,  and even the guards'
lounge.

Eagles Nest  differs in two key
areas f rom the other programs
ment ioned above.

Firstly, the scale of the
graphics is far larger than
Gaunt let  where you can see a
substantial area of  the
dungeons surrounding your
character. Here you control a
sprite perhaps six or eight
t imes the size of those in
Gaunlet and
consequent ly he is
seen in far more
detail as are all the
other characters
and objects

found throughout
the castle.
Once the game has

loaded you are given
the choice of four

missions, three of which
Involve you in rescuing your

men, who are being held
prisoner down in the dungeons.
In the fourth miss ion you must
locate and activate all the
explosive charges planted
earlier.

You start the game with 99
bullets (the max imun you can
carryl but no keys. It takes two
bullets to kill each guard (one in

the
Spectrum

version in
the "easy"

mode) so you
soon start to get

a lit t le short.
Fortunately, the

fortress is strewn with
green rectangular

ammo dumps, each of
which contain ten bullets.

As with all objects in the
game, just walk ing over an

ammo dump is enough to pick
up the bullets.

Apart  f rom liberat ing your
comrades and blowing the
place to smithereens, your
secondary mission is to reclaim
as many treasures f rom the
commander's  private
collection.

These include paintings,
boxes of gems, vases, and
pendants. Collect ing treasure
increases your score but has no
other effect on the game.

The layout of the fortress is
completely  different in each of
the versions because the
programmers  wanted to
sgileeze every drop out of each
host machine.

Thus the C64 and Amstrad
versions have four floors while
Spectrum owners have eight

storey's
to blast

their way
through.
Lifts should

be used with
extreme

discret ion
because, not only is

there only one pass
per floor, but also the

doors you're just
painstakingly unlocked will

be locked again if you return
to the fl oor you're about to

leave.
If you've elected to blow up

the fortress, you must  locate
arid activate the hidden
explosives on each floor. When
rescuing the captives you must
first fi nd each one and lead
them, one at a t ime, back to the
ground floor and freedom.

Understandably, your
rescued comrades are
somet imes a lit t le s low to
follow you, having been
shackled to a stone wall for a
week, so be careful not to go
too fast or there'll be lost off the
screen.

On the minus  side, the status
column,  on the Amstrad
version, can only be seer when
the game is paused. This makes
it more difficult to succeed as
you never know quite how
many hits you've got in hand or
whether you're about to fire
your last shot.

Although there is a small
chance you may experience
slight fl ickering in certain
situations in the Commodore
version, it is more or less
fault lessly produced and an
exceedingly playable.

Overall the Commodore
version of Eagles Nest is the
best of the three

The game can be played on
two levels, either as a mindless
blast with no overall plan of
action, or as a mindless blast
with some idea of how you've
going to succeed. Highly
recommended for arcade and
arcade adventure freaks
everywhere!
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Imogen the wizard has had a
pretty rough t ime. After saving
the local townfolk  f rom the local
fi re-breathing dragon, by
turning himself  into a more
powerful dragon, he fl ipped and
started rampaging around just
like the original dragon.  St
George never had this problem.

Anyway,  the Great Wizard
shut him up in a cave along with
a spell for his release —
scattered around in 16 bits. To
release himself ,  lmogen must
use all his intelligence and
stamina to retrieve the
complete spell.

Tough break, huh? But it
prov ides the excuse for a very
entertaining graphic adventure
game in which you roam
around 16 levels searching for
pieces of spell and solving
various puzzles in the process_

Of course, this is a familiar
format  — you pick up and use
objects, and so forth. But
lmogen is a more interesting
hero than most. He can turn
himself  into other creatures, for
example,  in order to surmount
problems  and obstacles — a
monkey to c limb ropes and
trees, a cat to leap over chasms.
You can swap between the
various characters whenever
you like, and very handy it is
too.

You can also get around by
using passwords, although only
four are supplied at the start.

The version I rev iewed was a
preview, and only two levels
were supplied. But f rom what  I
could see, the mode are
graphics are smooth and
unusually  lifelike, with nice
clear detail. I would say this is
an excellent rendit ion of an
admit tedly  well-worn theme,
with some pleasing touches.
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The advent of a new snooker
game is hardly a rarity, so it was
with lit t le more than a yawn that
I dut ifully  loaded up Code
Master's latest addit ion to the
genre, ent it led Professional
Snooker Simulator (PSS). But it
just shows how wrong you can

be, because PSS is, quite
frankly, superb.

The game is designed for two
players, although handling both
players shots  yourself  can be
equally enjoyable. All the maln
rules of  snooker are catered for
inc luding touching ball and
asking your opponent  to play
again.

By clever use of the
Amstrad's  higher resolut ion
four colour mode, progammer
Godwin Graham has been able
to give us perfectly round balls
rolling smoothly  over the green
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After Repton, It's difficult to see
where maze games can go —
and there have been three
Reptons I
According to the blurb, Xor is
an at tempt  at a "totally  new
concept" in mazes, although I
have to say the game itself
doesn't  bowl me over with its
originality .

Suppliers are far too fond of
saying things like that. A game
doesn't  have to be mind-
blowingly  dif ferent to be
enjoyable.

The screens in Xor are
strongly reminiscent  of Re
as are many  of the puzzle
roam around the maze
collect ing masks, avoidi
hazards as forcefields,
loaded chickens (well
that's newt),  bombs

Once you've gath
masks on each iev
on to another one
comprises about
yo get a lot of  m
price. There ar
and at the end
get a letter. T
make up an

Complet
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baize. The four colours used by
the program are green, red,
black, and white,  and with these
all eight dif ferent ly coloured
balls are clearly discernable.

The screen is dominated by
the plan v iew of the table.
Above this are a message
window and a magnifi ed v iew
of the cue ball. The window
provides a commentary  on the
game telling the player such
things as when a foul has
occurred or when there's a
touching ball. The window will
also prompt  the player to make
specific decisions, such as
nominat ing a colour after a red
has been potted.

The graphic of the cue ball is
used to set any spin you want  ti
put on any part icular shot. This
is done by mov ing a black spot
around the cue ball graphic.
Thus, for example, if you
wanted to put a deep screw on
the cue ball (so that it comes
back towards you after the shot
you would posit ion the spot
towards  the bot tom of the ball.

Below the table are displayed
both players' scores and the
current  break value. To the righ
are repeat graphics of some of
the coloured balls, each
labelled to avoid any confusioi
when nominat ing a colour
during the game.

heroes, for example, both of
which can be used to pick up
masks and solve puzzles_ You
toggle f rom one to the other.

I also liked the map quart ile
feature— in each maze, you can
collect four maze segments
which show the layout of the
maze, inc luding the posit ion of
the masks and the exit door.

The graphics are easy on the
eye, with smooth animat ion
and scrolling_
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1FOOKER SIMULATOR
by A s  each player comes to the

table they can move their
lese i m a g i n a r y  cue around the white

ball until happy with their aim_
To help get the direct ion right  a

ly s i l h o u e t t e  of any ball being
aimed at (the object ball), will
appear behind the cue ball

w g r a p h i c  at the top of the screen.
So, for example, if  the

he s i l h o u e t t e  is direct ly behind the
cue ball then you are aiming
straight at the object ball_ The
further to the right  the

gill s i l h o u e t t e  appears, the sharper
lke w o u l d  be the vector of the

object ball after being hit.
•ed W h e n  you're happy with your

aim, press the space bar twice.
I is T h e  t ime between the two
fl it ) p r e s s e s  sets the power of the
his s h o t .  Unfortunately  it is very
)ot d i f fi c u l t  to put the power you

want on a shot because it's too
easy to leave too short or long a

on g a p  before hit t ing space a
i s e c o n d  time. Although you
hot) g r a d u a l l l y  get used to this

method of  play, there have
B II. b e e n  far more f riendly methods
yed a t  setting power in other

games.
ight A p a r t  f rom normal play the
of p r o g r a m  also offers a

comprehensive practice mode
sion t o  help you get your eye in.

There is also an excellent demo
game which starts

REVIEWER. PAUL
SUPPLIERi THE EDGE
PRICE: £7.95

•  S: AMSTRAD

A quick glance at the cassette
inlay of Shao Lin's Road had me
gulping.  The screen shots were
stunning. Too good in fact for
the Amstrad. I read the blurt).

'Screen shots f rom arcade

automat ically  after thirty
seconds of inactivity. The demo
has everything f rom touching
balls to snookers.

Two niggles make PSS a
masterpiece of the fl awed
rather than the pure variety.
Firstly the left and right hand
side spin that you can put  on
the cue ball is a lit t le over the
top. Secondly, and more
important ly ,  the method of
setting shot strength is not in
keeping with what  is otherwise
a genuine and successful
at tempt at a snooker game

version
may di

May

That said, PSS is still perhaps
the most playable and
engrossing snooker game this
rev iewer has had the pleasure
of playing and at a budget
price' If you're a follower of the
green baize, and you don't  yet
have a snooker program,  then
give yourself  a break and pocket
a copy immediately
.
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versions t h e  same, both are f rom
Konami and the storyline is
roughly the same.

tryin k i d ?  Is there a T h e  game is a f ollow up to Vie
difference between chalk a '•,d A r  Kung-Fu and finds the hero
cheese? Do pig's fly? Do L e e  as a master of Chin's Shao
Sy m  3 games come out on L i n _  That means he's able to kick

and punch people with
e truth is that Shao Lin'S d e v a s t a t i n g  effect and able to

ed does have a passing p e r f o r m  magnifi cent  leaps and
emblance to the arcade b o u n d s .  He's also got some

ersion. For a start the name's m a g i c a l  powers at his disposal.
Lee has been trapped in a
mple by hoards of Triads and
ust battle his way to freedom

Using everyone of his skills.
It's all very much standard

martial arts stuff, good fun but I
find that becuase there are so
many of these type of games
around nowdays, they don't
keep me playing as much as
they used too.

In the g e
n e r a l  
s l a u
g h t e
r  
a
n
d

carnage, the death of  one of
your opponents will release an
energy bell. Catch this and you
get a magical power for a while.

ID,11211929
1 2 3  i u u
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SPHERE
OF

DESTINY
MACHINES. B8C/MAS1E

, ELECTRON
, SUPPLIER... ALKHOGENIC
PRICE; E7.96 (TAPE), E11.95

. (DISK)
VERSION TESTED: BBC

•,REViEWER: NICKY
Sphere of Destiny is that rarity
among computer games —
something a little different.

You control the character of
Bruce the Ball, who is bouncing
along the Inter-starion f reeway
to meet  his lover this lover?
Freda the Frisbee, perhaps?).

But this f reeway is no
ordinary freeway. It's a mult i-
coloured, with f requent black
holes for Bruce to fall down,
and made up of squares which
have different characteristics,
according to their colour. Do
not attempt to play this on a
monoc hrome screen'

For example, green squares
give you an extra boost of
speed, while red squares s low
you down.

You can move Bruce right
and left, bounce him, and you
can also s low down and speed
up. The road zooms at you Out
of  the screen, and when you
lean on the go-faster key the
road scrolls very fast indeed.
Quite exhilarat ing, in fact.

It's not an easy game to
master, although you can
achieve a reasonably high score
by not having a clue what
you're doing, as I discovered
the fi rst few t imes I played.
What  with t ry ing to dodge black
holes ne v e r  did work out
how), bounce in the right
places, avoid the wrong
squares, all the t ime going as
fast as you dare, this is what I
would call a challenge.

Altogether, this is a slick,
polished and off-beat game.
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SHORTS
SPINDIZZY

SUPPLIER: ELECTRIC DREAMS
PRICE: E9 95 (CASSI/E14.95
(DISC)

ID- REVIEWER: BRIAN

A r o , r n o  a  • V ea I O k j u  Ci g  a • r l e
stormed the Amstrad market
and went straight to the top o
the charts and stayed there
some time, That particul
game was Spindizzy, a o w  it
has been converted to A t a r i .
The Atari market has been
revitalised recently with Ocian,
Alligata and El r i cfDr eams
producing so '  for e
machine.

F o r t h o o f  t i v o o w n a n
Atari and do r  lead the
reviews for °Our  machines to
see what you are missing, then
here is a quick rut) down for
you. YOJ tel  control  of
GERAI.0.1(4ographic
Envirqeprr e nte I Re nnai sance

)
t
5

LancloPaoping i c e ) .  Your
job i fto reap 11 •• ar i ous
l o c a f fi o n
i e
s v i c t i m c
l u d e

diftbrent I
- 
d 4 a r
d s .  
S o
m e  
o
f  
t
h
e

hazarol
i
e /
i r e  
i c
e  
l a
w k
w a
r d  
t
o

stop on), steep sloped (lots of
speed), a •41,f)oles (tricky
diagone • movement needed).
To ctomplete the game all the
scr .. 'is have to be mapped and
all e  jelivels collected.

o retW) some of the jewels it
i sieccecary to use the lifts

quire a pass to use
them. m e  pass can even
prod _  a way out that was
never there before, or a bridge
to a lonely jewel. To map your
progress during the game a
map screen is provided which
will explain all the neccessary
in

Spin dizzy uses theAtari to the
fullest extent with excellent
graphics and adequate sound
effeittS. This game has got to be
the number one on the hit list if
they own an Atari computer,
rush out and buy it today.
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Press a mediocre Defender
derivative and a levels and
ladders game up with fancy lots
and put them on a hot ne
machine to pull the
punters who're just dyi t o
any software for the P ,  that's
what Alligata's trying d o .

Wagger is the neat ... of the
twosome and if you'verever
owned a Commodore 64 in a
past life you may have see t he
title.

You're Roger the:0°k]
whose life ambition l•:; to Oot
his way through artendless
stream of banks. shops and
houses. The owr Lars ot e s e
high risk properties ar t  too
bright, though. The hi l i ght  of
each caper is to collec e
golden keys and bou y o u r
bulbous belly agains e  safe
on each screen. The s  are
the same, only thpecreen
layouts are different

Several games I ve seen
which lackrMaginatic n always
make upli4ith 11 tr
y
,  m a k i n g  
t h e

game i r lossibly ififficult to
play — dull but dittcult.
Blagger's the saline and I for
one didn't watAtelnvest the
time and effMtto get to the last

screen. h a n d ,
is a befendcir g _  e whose
aliens have no gtits. They look
like senile money spiders
floating across the screen. Your
ship moves above the planet
surface, destroying the twee
aliens-flying p,  swarmers,

o !
and deadly bait s  to name a
few — and savin t he  little stick
refugees who're in danger of
being captured.

The game's key controls are
more complex than Wagger,
hut that's not to say that
Board/an is more complex.

Alligata has produced a
Package of two reasonable
games. Unfortunately,
resonable Is just not good
enough as this software does
not stretch the PCW to its limits
nor tries to.

PLAYABIUTY
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SHORT CIRCUIT
1. MACHINE: COMMODORE 64/

128, SPECTRUM 48/128/128i
AMSTRAD
SUPPLIER: OCEAN
PRICE: COMMODORE &
AMSTRAD £8.95, SPECTRUM
E7.95

a  VERSION TESTED: CBM 64 • . „
RENNER.. LEE

So: ilething EiJr Liz.ng His
happened N u m b e r  5 is still
alive! This is yet another game
based upon a film, of the book.
of the record, etc, etc. You know
the sort of thing. Now having

;

not seen the film, because at the
time of writing this review, the
fi lm Short  Circuit hasn't made
it's way up to the darkest
corners of Unit 4 in Accrington.
(anc if the manager's reading
this, how about letting me in
free when it does?), I can't
comment on how close the plot
of the game follows the film. I
can't even say definitly if the
game remotely resembles the
film in any respect, but agoing
off the clips I have seen, I
assume it does.

Number  5 is a robot. After a
freak million to one chance, he
was strucks by lightening, and
Number 5 became concious,
Now there are three people
after you. The scientist who
created you, who wants to take
you apart and see what has
happened. The President of
Nova Robotics wants to capture
you and remove your weapons
before you kill millions of
innocent people. And the Chief
of security, quite simply wants
to blow you up. You are alive,
and the aime of the game, is to
stay that way '

The game is devided into the
sections. The first is a forced 3D
perspective, arcade adventure,
in which you must search the
Nova factory to find various
mechanisms to bolt on to
yourself, find the manual
entitled 'How To Build Y
Own Number 5', and es e
before anyone realis y o u  are
missing.

The second pa
being chased
ordered to ki
robots, ord
you. Now o u
the odds are afir nay against
you, so how do rail get out of
this sticky situatieti? Quite
simply build the decoy robot I
told you abolAparlier on in this
review. Novv u  may be
wondering y  y j u s t  don't
shootyour  pers s .  Well,
rob h a v e  a e  of practice
tha ayas:tere can Only stun
livi g  ccte.turee, and if they kill
them. their 1sc i ence  level
drops. When:this dwindles
a w a y
-
y o u  
d i
e .

W ,  or rather if you reach a
u a r  build the dummy

live happily ever
gether now, Ahh!

phic of Number 5,

oytives you
ecerity forces
qind other
deactivate

v reelise that

ie g

f
e

g n g  off the clip of film I've
s n .  is perfect. He has been
captured in every detail. The
background graphics are good,
and suit the game well, The title
tune le a rendition of the film's
theme rrusic. and very 900d it
is toe. Nice and catchy, in fact I
eet you'll be humming it for
dayalit's just a shame that it
doe #d't play during the game, it
wotall be better than the dull
spol i ffect.

Tftrproblems are of average
difficulty, and I feel it should
Keep you glued to your
keyboard for weeks to come.
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TRAIL BLAZER
111. MACHINES: ATARI ST

E24.95
111. SUPPLIER: GREMLIN

REVIEWER: PAUL

1 raiblazer has been around on
other formats for sometime
now so you've probabl got
some idea of what it's a b o u t .

You control a ball w
h
i
c h  c a n

bounce, roll to the lefteed right.
Before you stretches eroad of
multicoloured squar .  But
between these squa t h e r e
are black gaps, so m a l l
while others are hu g b i
gin fact that it seems p 9 I F  ibre
to avoid plunging into 1,1101r
depths. That is sortie -  t o
avoid.

As the speed btill y o u
must bounce from sel me to
square, hoping r  lea pthe gaps.
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Experience will teach you that
the different colours of the
squares have different effects.
Some will slow you down and
others have a fatal effect.

Each level must be completed
against the clock.

Everything about the game is
nice. Excellent graphics, music
and sound effects, addictive
play. But at £24.95 I don't think
the game offers enough to
lustify the price.
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wristbands and start
practicing your meanest,

moodiest looks 'cos Steve
13rown's Barbar ian is coming.
And they aren't calling round for
tea and cucumber sandwiches.
They're looking for trouble with a
capital '11

Barbar ian,  the latest offering
from the people who brought you
Cauldron and Sacred Armour a/
Antirtod. is an unashamedly
bloodthirsty hack n' slash combat
game. It'll have you rushing for
your joysticks the moment it hits
the streets,

Big graphics. superb animation
and a great soundtrack. What
more could you ask for? Action?
Addictiveness? Wen. Barbar ian
has got all that and more.

But how did a mild mannered
seven stone graphic designer give
birth to this monster? C + VG's
special barbarian correspondent
strapped on his trusty broadword,
slapped on his Conan wig (Set. I
knew it would come in useful
eventually! Ed) and braved the

EINE PLOWER

Know, 0  Prince, that between the years when
the oceans drank Atlantis a nd the  gleaming
cities, and the rise of  the Sons of Arvas there
was an age undreamed of, when shining king-
doms lay  spread across the  wor ld like  blue
mantles beneath the stars. Hither came Steve
Brown, black-haired sullen-eyed, t o  gr ind
other wimpish combat games to dust in his
chain-mailed fist!

dread dark dungeons of Palace
Software to find out.

"I've always been into fantasy
writers like Robert E. Howard and
Edgar Rice Burroughs. and at art
college I did a lot of swords and
sorcery style painting. And ever
since I started at Palace I've
wanted to do a sword fighting
game with BIG figures," says
Steve Brown, the man behind
Barbarian.

"I've been really disatisfied with
all the swordfighting games. I
wanted to make mine as realistic
as possible."

To that end Steve got his
girlfriends dad to make him an
impressive wooden sword, based
on the one in the Conan the
Destroyer movie, and set about
getting swordfighting moves down
on videotape.

Steve admits to spending hours
watching the Conan movie to
copy the moves and then shutting
himself in his bedroom to perform
In front of a mirror before
repeating the action in front of a
camera!

Together with Gary Carr, his
assitant. Steve fought imaginary
battles with deadly opponents.

Once they had the moves on
tape Sieve used the freeze frame
facility on his tape machine to
pause the picture — and then he
traced each move frame by frame
onto Hear plastic film.

The tracings were then
transfered to a specially prepared
grid which enabled Steve and
Gary to recreate the live action in
pixels.

Every frame of animation you
see on screen has one of these
drawings and up to 40 frames of
animation make up some of the
moves. As there are 10 15
different moves in the game you
can imagine the effort that's gone
into the animation.

THE GAME
Barbar ian is going to appeal to
Swords and Sorcery addicts and
combat freaks alike. On the A-

•  Steve Brown sketches
out a  move o n  t h e T V
screen.

•  T h e  Barbcfrion t eam.
Back L-R: Sean Griffiths,
Steve Brown, Andrew Fit-
ter. Front: Gory Carr, Stan
Schembri.

•  Steve
-
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side of the game tape you'll get a
straightforward hack n' slash
sword battle, On the B-side
there's the quest. You have to
save the beautiful Princess Maria
from Drax the Dark Sorceror. You
battle your way through Drax's
nasty minions before meeting up
with the main man himself in the
Final conflict.

The bloody battles are fought
out against different backgrounds
— which you can actually move
Into, unlike other combat games.
The characters ARE big — and
they bleed if hurt Just like the real
thing. So don't expect Jug a
simple sound effect if your
opponent delivers a nicely timed
chop to your neck! There are lb
fighting moves driven by the
joystick — but it isn't difficult to
get to grips with the controls like
some other games we could
mention.
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playability and the two player
option means you can beat up
your best friend without suffering
too many bruises. And watch out
for Hoptoad — the dwarf-like
minion of Drax who comes on the
drag off the corpses!

THE ULTIMATE
BARBARIAN
%ben it comes to barbarian
heroes there's only one really
worth talking about. Stew Brown
has already mentioned his creator
— and many whet authors have
attempted to recreate pale
Imitations of the ultimate
barbarian, We are, of course.

tislkinq about Conan — the six
loot tall muscle-bound monster
created by Rober t E. Howar d
way back in the I 930*s. Conan
has long outgrown Howard's
51C/6M which first appeared in a
"pul p
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States called Weird Tales.
Howard ended a protnising career
in 1936 by shooting himself. But
Conan had a life of his own.
inspiring the award winning
Marvel Comic books, and more
recently two Conan movies.

There are a huge number of
original Conan stories, plus some

recent ones written by L. Sprague
De Camp in the style of Howard.
Purists say that Howard's own
earlier stories are the best — while
others aren't entirely happy with
the spaghetti-swords and sorcery
treatment given to the films
starring body-builder Arnold
Schwartzenegger. If you want to
get a true taste of the real thing
read one of Howard's Conan
novels which should be available
In our  local sci-fi bookstore.

Howard's other stories about
swords and sorcery heroes like
King hull and Brun Mak Morn are

also worth worth checking
hub comics some of the
comic art (tithe 70's can be found
In back copies of the Marvel
Conan comics. Conan comics are
still going strong — although our
hero is now a king and has a son
— who strangely enough looks a
lot like the young Conan. And if
He-Man isn't Conan in a blond
wig then e a t  my loincloth. It
looks as if they myth is going to
live on well into t 1 1 1 ,
1 9 9 0 s ! * K a
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The Legend of Norman

An Epic Arcade Adventure that takes you into the realms of Fantasy. Guide Norman
through untold perils in the land of GRENTELL on his Quest for the Orb of Life.

"Creyfell is quite simply t
cat's whiskers!" "The screens are superbly

drawn, pleasing to the eye
and offer one of the best
views of 3D I've sce r _L ik_
. t r A T K  r
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Watch out for two grea e w  releases from STARLIGHT.
DEATHSCAPE and DOGFIGHT 2187 COMING TO YOUR LOCAL RETAILER
on Spectrum, CBNI Amstrad.
C54.128 cats 111.99 C64 128 clisk C12.99 AMSTRAD casst8.99 AMSTRAD disk C.14.99 SPECTRUM £8.9



C V G  P A L A C E  S O F T W A R E
A R B A R I A N  C O M P E T I T I O N

N a m e :

ddr e s s :

A ge :   C o m p u t e r  o w n e d
S p e c t r u m  r--1 A m s t r a d  [ I  C 6 4
V i d e o  V H S  B e t a
( T i c k  box e s )

F I X  T H I S  C O U P O N  S E C U R E L Y  T O
Y O U R  E N T

COMPETITION H o w  w o u l d  y o u  l i k e  to o w n  t he
o r i g i n a l  a r t w o r k  f r o m  t he
c o v e r  o f  this  is s ue  o f  C -I- V G?
Y e s ,  Y O U  c o u l d  o w n  S t e v e
B r o w n ' s  o r i g i n a l  p a i n t i n g  o f
t he  B a r b a r i a n  a n d  t he
P r inc e s s ,  s pe c ia l l y  f r a m e d ,  f o r
y o u  to p u t  in p r i d e  o f  p la c e  on
y o u r  b e d r o o m  w a l l .  P r e t t y
a m a z i n g ,  e h?

T h e  fi r s t  p r i z e  w i n n e r  w i l l
n o t  o n l y  ge t  S te v e ' s  p a i n t i n g
b u t  a ls o a  se t  o f  B a r b r i a n
v ide os  f e a t u r i n g  t he  u l t i m a t e
B a r b a r i a n ,  C o n a n .

Y o u ' l l  ge t  C o n a n  t h e
B a r b a r i a n ,  C o n a n  t h e
D e s t r o y e r  a nd  R e d  S o n j a  to
d r o o l  o v e r  w h e n  t he r e ' s
n o t h i n g  e lse  o n  T V !  A l l  t h a t
p l u s  a  c o p y  o f  the  P a l a c e  ga m e .
A  p r i z e  n o t  to be  s ne e z e d a t!

S e c o n d  p r i z e  w i n n e r  w i l l  ge t
t he  t h r e e  B a r b a r i a n  v ide os
p l u s  a  c o p y  o f  the  g a m e  a n d  2 5
r u n n e r s - u p  w i l l  ge t  a  c o p y  o f
t he  ga m e .

W h a t  do  w e  w a n t  y ou  t o  do?
W e l l  w e ' v e  d e c i d e d  t h a t  y ou  a l l
lov e  d r a w i n g  a n d  p a i n t i n g  so
m u c h  y o u ' d  jus t  lov e  to c r e a t e
y o u r  o w n  B a r b a r i a n  s c e ne .

I t  c ou ld  b e  a  ba t t le  as  in  t he
ga m e ,  o r  s o m e t h i n g  f r o m  y o u r
o w n  w o r s e  n i g h t m a r e s .  Y o u
c a n  us e  a n y  m a t e r i a l s  y o u  l i k e
a n d  m a k e  y o u r  i l l u s t r a t i o n  a n y
s ize . B u t  d o n ' t  f o r ge t  to t e l l  us
w h a t  c o m p u t e r  y ou  o w n  a n d
h o w  o ld  y o u  a r e .

S e n d  y o u r  p ic t ur e s  to
C o m p u t e r  a n d  V i d e o  Ga m e s ,
B a r b a r i a n  C o m p e t i t i o n ,  P r i o r y
C o u r t ,  30 -32  F a r r i n g d o n  L a n e ,
L o n d o n  E C 1 R  3 A U .  C l o s i n g
d a t e  is  J u n e  1 6 t h.

1
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fond of telling us that their
latest adventure 'transports

you to a magical land of elves and
dragons' where 'only your
imagination sets the limits'. Now
I'm very fond of adventure
games, hut the idea that your
imagination is what sets the limits
is nonsense. The limits are set by
the programmers, and if you
don't solve the problems and
progress through the game the
way THEY say you should, you
don't get very far. I f you really
want a game 'with no limits, you
want to be a role-player.

Role-playing games (111 call
them RPGs from now on) are
games in which each player takes
on the role of a character and
embarks on a free flowing saga of
exploration and advenmre under
the guidance of a referee, usually
called a Dungeon Master. The
original, whence all other spring
is Dungeons and Dragons, so I'll
start by describing how that came
into being.

It was a group of wargamers
who set it all off in the early 70s.
They particularly enjoyed
playing mediaeval wargames, and
one day they had the bright idea
of trying to work out some rules
to allow for magic, so they could
fight battles from fantasy books
like The Lord of the Rings as well
as 'ordinary' wars from real
history.

The main magicman in all this
was a theology student at a
Baptist seminary in the Deep
South of the USA called Gary
Cygax. Ile soon discovered it was
much more fun playing the one
yvizard in his army than it was
pushing the hundreds of lead
soldiers around with him, so he
started developing rules which
dispensed with the armies
altogether and concentrated on

.
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single characters with all the
powers and heroism of Conan the
Barbarian or Gandalf.

The system was first published
privately as a series of
supplements to the rules for
mediaeval wargames that the
group was using, but it rapidly
gained fans round the college
circuit in the States, until
eventually Gary formed TSR
games and sold his system as
Dungeons and Dragons.
Ten years on, TSR is a multi-
malion dollar operation, and
Dungeons and Dragons is played
all over the world,

In D&D one player is the
referee and the rest form a 'party' .1.0.•
of adventurers who explore the
world designed by the referee. He
has the tough job: he has to
create maps of towns and
wildernesses, and people them
with the lairs of monsters,
carefully working out where to
put traps and treasure to provide
the right level of challenge to the
party. When he's got his
adventure sorted out ( you can
buy pre-written adventures if you
haven't got the time or skill to
create your own) the players
gather round with their six-packs
and takeaway pizzas for the game
itself; a session could last
anything from a couple of hours
to days on end — the world
record stands at 85 hours
continuous play! — while the
adventure itself might take weeks
or months to complete. The game
I am currently playing has been
going for almost exactly a year
now, with no signs of ending yet.

However, before they can start
playing the group has to get their
characters together.

In role-playing games equality
and conventional ideas of
'fairness' go out of the windms.
All characters are different. The

first thing is to roll up the
'attributes' using dice. These
might include ratings for qualities
like Strength, Intelligence,
Wisdom, Agility or Personal
Charm: taken together, these
ratings provide the basis for how
you play the character.

Having got the basic stats for
the character, players then get to
choose a profession to follow.
Some games, like Tunnels and
Trolls, allow you only a limited
choice, while DSID has a vast
array of possibilites: Fighter,
Druid, Magician, Illusionist,
Assassin, Ranger, Bard and

elytA e4rigs

so on

ottrne.
and so on. You'll normally
choose a profession which suits
your attribute ratings. A Fighter
needs to be strong, a magician
needs to be clever, a thief needs
to be agile. And you should
always choose a character which
suits your own tastes: there is no
point being a Druid if all you have
ever wanted to do to a forest is
torch it!!

Each player will then have a
special set of skills to use in the
game; thieves can pick locks,
clerics can cast healing spells,
fighters can use a wide range of
weapons and cleave skulls faster
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than anyone else. They also have
weaknesses: warriors tend to be
rather vulnerable to certain types
of magic and will distrust it, while
magicians are not allowed to wear
any armour and consequently
must hang around at the back in

1 a  fight waiting for a good chance

111111

to use their magic.
Once all that is done the game

can start. The DM tells the
players where they are (drinking
at a tavern for example) and lets
the adventure unfold from there.
It might be that the party is hired
to rescue a kidnapped princess, or
hears a rumour of vast wealth
lying in an underground complex
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tells the players what they can see
and the players tell the DM what
they are going to do about it.

Although the results of any
action are worked out by the DM,
consulting acres of charts while
rolling great handfuls of dice, the
players don't actually HAVE to
know any of the rules at all: as
long as they play their characters
well and do what seems natural
they should succeed.

But, of course, the games do
have rules, usually contained in
whole sets of rulebooks. As a rule,
most RPGs have a rulebook for
the players and a separate
rulebook for the DM, as there are
often rules that beginning players
should not be aware of! More
experienced referees will bend
the rules and add in touches of
their own to confuse and
confound players, and prevent

them from playing according to
the mechanics of the game rather
than according to the style of
their character.

You can see that a role.playing
game is obviously a very different
type of experience from a
computer adventure. It doesn't
even have a fixed end: after your
character has completed an
adventure, points are awarded.
and the character 'moves up a
level', acquiring new skills and
powers so as to be able to face
greater dangers and a wider
variety of monsters. In fact,
playing RPGs is more of a hobby
than an occasional pastime.
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So what do you need to get
started! The most important
thing, of course, is to find people
to play with! Ideally, beginners
should try and find an
experienced referee, which
means they can plunge straight
into an adventure without getting
lost. Hut that's not always
possible.

Most role-playing games work
best with between three and five
players and one referee. But
which one should you choose!
And where can you buy them
from!

The oldest, and therefore the
largest, and potentially the most
expensive, is Dungeons &
Dragons. There are in fact two
versions of the game: Dungeons
and Dragons, and Advanced
Dungeons and Dragons.
Although INSiD started as a sort of
basic version of ADISiD, they are

•

now regarded as separate, equally
complex, games.

D6tD is cheaper, has rather less
variety in the rulebooks, and
encourages the referee to invent a
lot more. AD&D,  which is the
version most people play, now
comprises ten rulebooks, costing
about £12 each,

But you don't need to fork out
£120 for the complete set
straightaway. The essential books
are the Player's Manual, which
contains rules for all the
character classes, descriptions of
many hundreds of magic spells,
and advice on equipment. The
Monster Manual contains lists
and rules of several hundred of
the main monster, from trolls
which regenerate as you thump
them to the fearsome Bulette, a
gigantic land-shark which tends
to have dreadful effects on the
physical well-being of the players
should they be unlucky enough
to meet one. The other essential
volume is the Dungeon Master's
Guide, which contains all the
combat tables, lists of magic items
and their properties, and most of
the rules you'll ever need to work
out what happens when the party
tries to do something you hadn't
thought of when you wrote the
adventure.

On top of the books, you will
also need plenty of dice: and not
just ordinary ones. Six-sided dice
are used a great deal, but you will
also need four-sided, eight-sided,
and twenty-sided dice, which can
be used to generate a straight
percentage from one to one
hundred (some of those tables in
the rules are BIG!). Oh yes, and I
forgot my favourite, the twelve
sided dice. You need those as
well!

Contrary to popular belief, you
do NOT need an enormous
quantity of lead figures.
representing all the monsters and
players. Everything can be

•
worked out with pen and paper if
necessary, though it can be useful
in a big, complicated fight to lay
out some squared paper and put
lead figures down to mark the
positions so everybody can
visualise what is going on more
easily.

Some people also get a great
deal of joy out of collecting lead
miniatures and painting them
with fanatical skill and precision;
but you might just as easily use
chess pieces or even old
Monopoly markers.

The drawback to AD&D is it's
old. The magic system, which
involves magicians learning a set
number of spells in advance and
forgetting them as they are cast,
as if they were running out of
ammunition, is generally
regarded as weak while the fight
system, which works on armour
class, so that the more metal you
have on your hide the harder it is
to hit you, is also thought to be
unsatisfactory these days.

On the other hand, there is so
much detail in it, and some really
wonderful wacky spells, that
most players ignore the
deficiencies and have fun
anyway. The biggest single
advantage is that the vast
majority of role-players have
played it, soil you are worried
about finding people to play with,
you are more likely to find an
ADiEsD group than any other

More recent fantasy games
include Runequest, which is set
on the World of Glorantha and
has a fine magic system based on
different cults each with their
own specialisations. It also has
some rather weird ducks in it.

Warhamnmer is fast growing in
popularity, and has now been
reissued with a single fat rulebook
at £14.95. Warhammer is very
strongly based around lighting,
and has superb system for
simulating hand to hand combat.
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With the price of quality games
ever rising only Cascade brings you this

outstanding offer on 3 great titles. No catches -
BUY ONE TITLE AT THE ADVERTISED PRICE AND

MAKE ANOTHER SELECTION COMPLETELY FREE OF CHARGE!!
ACE...the air combat flight simulator. Zzap! 64 and
CO Flight Simulator of the Year. Need we say more?

----------- SKY RUNNER...'An excellent and entertaining
follow up to ACE' — Computer and Video Games.
You play the part of future drug buster.
DISK 50...An outstanding compilation of 50 —
yes 50 — games on one disk.
Also available CASSETTE 50...Same great value. Same great offer.
Insert the number you require in the boxes below to indicate the games of your choice.
Remember...Buy one cassette — get one cassette free. Buy one disk — get one disk free.

Buy two — get two free!!!!
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Cascade Games Ltd., Harrogate, HG1 5BG, England.

G—TEN LIMITED
THE Mail-Order Software House

•Game not released. Will be sent on release dale
Please specify machine. Please allow 14-28 days delivery. Please add 75p

P&P per item (OK or MO  only)
Overseas add 1'1.50 P&P per item. Please make Cheques•Postal Orders

(sterling only) made payable to 6—Ten Limited.
UK or BFPO orders, please send to: 0-TEN LTD. DEPT. C 411G6. FREEPOST
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Allow 28 days for delivery
I enclose a cheque/postal order for
[E,  ]  made payable to
Cascade Games Ltd
or through any Post Office by
TRANSCASH (Giro No. 655 6655)
For even faster ordering when charging
to ACCESS, BARCLAYCARD, VISA,
AMERICAN EXPRESS or DINERS CLUB
use our 24 hour express order service
by telephoning 0423 504663 Be sure to
quote Ref. CVG, or by post tick the
appropriate Credit/Charge Card and
enter number here1 1 1 1 I ,
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ENTER THE TUBE IF YOU DARE!

• SURVIVE THE TRANSPER•ZONE, STEER THROUV THE
INNER TUBE DEFENCE MECHANISM TO REACH THE
CAPTURE AREA.

• •
THE TUBE IS AN AMAZING PAST ACTION SHOOT EM UP,
WITH SUPERB GRAPHICS AND SOUND.

ONLY THOSE WITH NERVES OF STEEL SHOULD APPLY.
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Some time ago in the good al'
US of A two gaming fanatics,
Gary Gygax and Brian Blume,
published a series of books
under the collective title
Dungeons and Dragons and a
cult was born. What was really
different about D&O was that the
action didn't take place on a
board — everything came from
the players own imagination.

Just think of a game of chess
where instead of using a board
and pieces the players simply
describe their moves in words.
You can imagine the difficulty
the two creators had convincing
the world that D&D was going to
be THE new games craze!

e place in a
make your
e to life

pre-cast
ng shops
e little figures

u have to do to
figures

rt Parkinson,
es, lets you in on a

lime has proved them right
with the original OtS0 concept
spawning hundreds of imitators.
Now you can become a
barbarian, a space traveller, a
comic book hero y o u  name it.

A role-playing game is like a
play in which the actors make up
the script as they go along.
Controlling the fantasy world is a
referee or dungeon master who
administers the rules and
presents players with certain
situations which they respond to
— taking into account their
various abilities.

Each player/character has
different skills determined at the
start of each game by the roll of

METAL
FERIES

a die. However, experience
players can keep their
characters and they grow in
powers and abilities the more
dungeons and venture into.

Strength, intelligence, speed.
magical powers etc are
represented by numbers dictated
by the roll of the dice. Since they
Inhabit a fantasy world the
players can take on the
characteristics of heroic

fighters, scrawny mages or sly
thieves.

In the course of their
adventures the players will
encounter a variety of creatures,
some fantastic some very
ordinary, who may be good or
evil. The players may find that •
these other inhabitants of the
fantasy world are helptul or
horrible!

More rules cover combat



situations — and the Dungeon
Master again oversees the
battles. In tact there are rules
which cover almost every
possible situation players may
encounter during the course of a
session in their fantasy land.

So what do figurines have to
do with this world of the
imagination? Although the
games do take place in the
mind, some referees began to
use markers to represent the
positioning of characters in
relation to each other.

This helped for instance in
combat situations, since it
determined just who could see
who, or if the Dragon could rip
the dumb barbarian in halt or
was he possibly just out of
range?

Although all that was needed
were simple markers, these
were not very attractive, and
some people began making
models of their favourite
characters.

These proved so popular that
professional toy soldier makers
began taking an interest, and
applying their talents to this new
trade. The fantasy miniature
figure business was born.

Although there had been a
huge wave of interest in
figurines there had only been
sporadic attempts to explain
what to do with them. A lot of
people were drawn into the
hobby simply through the
miniatures themselves, since
they were very collectable and
attractive.

Artists had meanwhile
discovered that figures were
another medium in which to
exercise their talents and the
results, dwell done, could be
astounding.

Gradually, the magazines
responded to this interest and
began running features which
Included full colour photographs
and, importantly, guidelines as
to how the complete beginner
could learn to use the painting
and modelling techniques
demonstrated.

A basic figure is generally
twenty five millimetres high.
The sculptor of the figure works
from a concept sketch, so the
idea of what he is trying to
produce is fixed firmly in his
mind. Then a wire skeleton is
made and the bulk of the model
is built up using a coarse putty.
Once this is dry, a finer putty is
used to add fine detail. The
sculptor employs a wide range
of instruments, from pencil tips
to dentists' tools to create
various effects.

What surprises the outsider is
that the sculptors work in the
same scale as the finished
model.

Once the master figure is
completed it is used to create
rubber moulds. if one mistake is
made then the likeness of that
particular model is lost forever.

The figure is cast and sitting
there in front of you. What next?
Once cleaned ol unwanted bits
of metal, it may be painted.

There is a huge variety of

possible types of paint to use,
from artists oils through inks to
acrylics.

Each has different properties
and may give different and
unique effects, but it is a sate
bet for a beginner to use acrylic
paints since they are water
based, do not smell, dry quickly
and give nice, bright colours
while still being easy to mix.

As long as a potential painter
has a good set of brushes, an
adequate set of paints and
sufficient time, then there is no
reason why they cannot produce
work of the quality shown in my
book. As in everything else in
file, the key to good results is
lime, practice and effort.

John Blanche is one of the lop
figure painters in the country,
and works as Art Editor tor
Citadel Miniatures. This
company is one of the oldest in
the business and is now the
largest fantasy figure producer
in the world t h ey  usually have
around ten sculptors working full

.ime, simply making master
miniatures.

Several of John's figures were
used to illustrate this article.

Figure painting is a rewarding
hobby. It takes time, but the
final product is very attractive.
and certainly collectable. Any
person wishing to try, even if it
be simply to use figurines in
role-playing games should
certainly give it a go.

It is actually just as, if not
more, enjoyable playing with a
group of people than versus a
computer. You certainly end up
laughing more, and bouncing
ideas off of each other.

And of course, if you want to
paint figures, there is this
absolutely amazing book that
you can buy to help you.
•  Heroes for Wargames by
Stewart Parkinson is published
by Paper Tiger Books, Dragons
World Lid, 19 Hereford Square,
London SW7 4TS and costs

soltback.
112.95 in hardback or £7.9S



In the 22nd. Century, Mankind's greatest threat will come from another dimension. A breach in the
Space/Time continuum has allowed invading forces entry into our Universe.

Only the Chevron Spatial Generator can seal the breach..

The Ultimate in fast-moving
Vector Graphics Combat

ses from STARLIGHT, Greyfell and Deathscape
AILER on Spe( t rum, CBM and Amstrad.
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COMPETITIONSHADOWS OF
A huge shadow is creeping across the land — bringing darkness and dread 40

(
to adventurous souls everywhere! Yes, the Wizards of Di are casting spells
again and we want YOU to share in some of their magic. The second part of
the Lord of the Rings adventure, Shadows of Mordor Ms the streets at the
same time as the creator of Middle Earth, Tolkein's 511th anniversary. And
thanks to Melbourne House C VC readers can join in the festivities by
entering our magical Shadows of Mordor Competition. You could be one of
10 lucky winners of the C VG Hobbit Survival Kit which comprises of a
special Shadows of Mordor mug, great for refreshing cups of tea between
adventure sessions, a Tolkien calendar to help you work out how long
you've been ;staying the game AND a special Shadowsof  Mordor poster. All
this could be yours IF you can answe'r the three simple Tolltien questions
below. Fill in the coupon and rush it off to Computer - Video Games,
Shadows of Mordor competition, Priory Court, 30-32 Farringdon Lane,
London ECIR 3AU. Closing date is June 16th and normal C + VC rules apply.
Do it before the evil eye spots you!
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C-s-VG/CRI BAILBREAKER QUIZ

1. How many balls do you find on a pool table?
2. How many balls ore bowled in an over of cricket?
3. How many golf balls are there on the moon?

1 -
1-1MORDORg

Heads up Amsters! Here's a competition EXCLUSIVELY for
YOU! Ba lib r eak er  is on exciting 3D Breakout-style game
from CRL and we've got 50, yes 50!, copies of this novel and
addictive new release to GIVE away absolutely free to
Amstrad owning C
.
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get your hands on one of these hot little numbers all you have
io do is answer our simple Ballbreaker quiz, rush your answers
off to Computer + Video Games, Bollbreaker Competition,
Priory Court, 30-32 Farringdon Lone, London EC1 R 3AU.
Closing date is June 1 oth and normal C+VG rules apply. Start
the ball rolling and enter today!
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C-o-vG SHADOWS OF MORDO compurnoN

Name:

Address.

My answers are:

2'

01.  Name the evil ruler of the Land of Mordor who seeks ultimate power.
02.  Name the four Hobbits who became members of the Fellowship of the
Ring.
03.  Name the creature who features in both The Hobbit and Lord of the
Rings who was the original owner of the One Ring.

My answers are:

COMPETITIO
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C-I-VG/CR1 BALLBREAKER COMPETITION

Name:

Address.
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Well if you've quite finished looking at curvy
Princess Maria on the front cover, put your eyes
back in their sockets and spare a little attention for
me t h e  one and only Melissa Ravenflame. Main
hints and tips this month are for Grange Hill.
Firelord and Short Circuit. Keep on sending your
Pokes to IDEAS Central and don't forget to send in
a photograph of yourself.
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Grange Hill is a very popular TV
programme and who knows with
the help of David Harvey and his
map, the computer game could
prove just as successful!

Collect the fishing rod and go to
the canal screen. Use the fishing
rod. Type 'Get Bone Dr op  the
fishing rod. Go left, pick up the
chair leg, left twice, up the ladder
and collect the history book.

Back down the ladder and left
again. Use the history book —
type 'stand on History Book'. Drop
the book back on top of the wall
and collect the torch.

To get past Ralf, give him the
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• 1 -
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bone. Pick up the false teeth and
the glass eye.

To get the matches use the
paper plane. Type 'Throw paper
plane at matches'. You've now
got the matches, Drop the paper
plane. climb over the fence.

You will now be on the other
Side, go right, pick up the dead
cat, go left twice, Here you find
your friend Imelda, the one you
tripped at lunch time.

Now give her the dead cat
(yukl) go left, jump the bollards
and collect the candle.

Go right nine times. You should
be outside the boiler room, Break

THE SCHOOL 'S

the padlock with the chair leg —
type 'Break Lock'. Go left Use the
matches and type 'Light Candle',

To get rid of the dog — give him
the bone.

The caretaker and the pusher
are riot worth bothering about

A problem has arisen with the
Pontoon listing we printed in our
February Books of Games. The
programmer, D. J. Bennett  has
written in to say the program is in
two parts and it is vital to LOAD
and RUN the first part which
reconfigures the memory and
automatically LOADS the second.
The first part of the program

SIMI Room

CONDUCTION ROOM S

To get into the conducting
system you must have a lit candle.

Watch out for the false teeth
and the glass eye. When you pick
these up you can not drop them
again. Finally. Remember
Midnight!

consists of this single line:—
10 POKE 4096, 0 : POKE 44, 16 :
POKE 631, 131 7 POKE 198, 7
NEW

As you may have noticed
C— VG hasn't printed many
listings of late. How do you feel
about it? Good or bad, happy or
sad? Write to me if you still feel
that they have a place in V G .

WONTOON JEN



•  SHORTURCUIT SOLUTION •
Ian O'Connor and Carl Fudge of
Fife, Scotland bring you this
complete solution to the Spectrum
version of Short Circuit!
First of all LINK up with the
terminal in room 2. Load in the
following: — SEARCH + USE.
Then SEARCH the DRAW UNIT
and take the BLUE passcard.

From room two go to room 32.
Use the BLUE passcard to open
the locked door. Go through the
door and use the passcard again.

Then go to room 34 and LINK
up to the terminal and load
DROP. Drop the BLUE passcard
on the work bench in this room.

Now go to room 22 and
SEARCH the Spares box, robot
and the desk.

Take the RED passcard from
the desk. The LAZER
SOFTWARE from the Robot and
the JUMP HARDWARE from the
spares box.

Go to room 25 and USE the
RED passcard to open the door.
Go through the door and USE the
passcard again. The door will now
stay open. Then go to room 47
and DROP the LAZER
SOFTWARE and JUMP
HARDWARE on the draw unit.
DROP the RED passcard on the
sofa.

Now head up to room five. and
SEARCH the desk. Take the FILE
KEY and go to room 42. USE the
FILE KEY to open the locked file.
DROP the KEY on the sofa then
SEARCH the file and take the
PINK passcard.

With the PINK passcard go to
room five and open the locked
door. Once inside the next room
SEARCH the draw unit and you
will find a DRAW KEY. Take this
and head off to room 16. Open the
draw unit and SEARCH it. Inside
is a WHITE passcard. Take this

0  V  I  C  2 0  W M  2 C   0 I n g 1 9  D O R E
Here, as promised, are more
pokes for the Vic-20 from 'The
Werewolf Davies. Unfortunately,
Mike didn't send a photo this time
as his friends couldn't stand
seeing his face in print again!
ROCKMAN
Rewind Rockman tape. Type in
and RUN this program.
Data 169, 1, 170, 158. 32, 186,
255, 169, 0, 32, 189, 255, 32,213,
255, 169, 8, 141, 169. 22.
Data 32, 168. 22. 169. 21, 133,
45, 169, 22. 133, 46, 32, 94, 198,
169. 0, 32, 213, 255
Data 169, 234. 141, 250. 17, 14
.
1 ,
251, 17, 76, 0, 20
Poke 36879. 8: Print" (CLR) Put
Tape InDeck and Press Play, then

and go to room 36.
DROP the DRAW KEY in the

plant pot for future use. USE the
PINK passcard to open the locked
door (BUT BEWARE WHEN
INSIDE THIS ROOM THERE IS
AN ENEMY DROID!! SO GO IN
AND EXIT VERY QUICKLY).

DROP the PINK passcard on
the table for future use. With the
WHITE passcard go to room 44.

USE the WHITE passcard to
get through the door (You can
only use this once). Once inside
there is no turninn back! Go
straight to room 5  because the
DROID that was in 37 has moved
to room 26 SEARCH the plant pot
and take the DRAW key that you
left earlier.

Go into room 37 and unlock ths
draw unit. Inside, this is a GREY
passcard. Take this and drop the
draw key. Exist this room and pick
up the PINK passcard from the
table.

Go down and use the GREY
passcard on the door. Before you
leave pick up the RED passcard
and then exit the screen,

USE the RED passcard on the
locked door. Now go in to room 49
and USE the RED passcard again
to open the locked door. DROP
the RED passcard somewhere in
the next room. Continue to room
51 and open the locked door with
the GREY passcard.

DROP the GREY passcard in
the next room. Then go lo room 29
and SEARCH the bin, you will find
a HACKING DISK, take it and
USE it on the terminal in room 50.
Set the SECURITY MODE to
SECMODE LOW (140.2).

Keep the HACKING DISK and
head off to room 47, SEARCH the
draw unit, and take the LAZER
SOFTWARE. Then head up to
room 18 and drop the LAZER

'L'
Poke 37148.0: Poke 198,0
Get A V I FA S "L "  Then 6
For A – 8000T08049 : READ B
POKE A. B: NEXT A - SYS8000
•  You MUST include the CLR
Screen in line 4!

FOURTH
ENCOUNTER
Verity the loader and ignore the
verifying error and Load" 1 ,  1.
When loaded — Poke 4601,254 :
Poke 13004,15 : Poke 9918,165.
And Run.

Mike says he is saving up for an
Amiga— could this be the end of
the Vic-20 pokes from The
Werewolf?

SOFTWARE on the sofa. Go back
to room 47 and collect the JUMP
HARDWARE. Then go back to
room 18 and DROP the JUMP
HARDWARE beside the LAZER
SOFTWARE.

Go into room six and see if
SECURITY DROID is there. If he
is quickly come out of the room
and wait one MINUTE IN GAME
TIME, if he is not there follow the
same procedure logo in to room
seven. (It is best to do this safely
procedure when entering rooms 6,
7, 52 6 2 ) .

From room seven go to room
41.

USE the HACKING DISK in this
room. Set the time for four Min$
from the time shown. DROP the
HACKING DISK on the terminal,

Now proceed to room 38 and
SEARCH the SPARES BOX. You
will find a LAZER CIRCUIT, take
this and go to room seven,
remembering the, SAFETY
PROCEDURE. Go down to room
18 and pick up the LAZER
SOFTWARE.

You should be carrying the
following: — PINK PASSCARD.
L A HR SOFTWARE and a
LAZER CIRCUIT.

If you are carrying anything
else. DROP them and make sure
you have the above.

Now go to room 52 (Using the
SAFETY PROCEDURE) and wait
until the clock reaches the time
you set the SERVICE DROID to
appear. When the time is reached
go up and follow the droid until
room 58.

Go up into room 61 and DROP
the LAZER SOFTWARE and
LAZER CIRCUIT on the DRAW
UNIT. Now go left into room 61 to
check that a SECURITY DROID
there (You will have plenty of time
to see as he is across the room).

It you are having problems killing
Lean oric in Feud. lust follow this
tip from Darren Cree of Co.
Down.

First get the bones and devilsbit
and then go back to the cauldron
and mix the zombie spell.

Then go to a place where a
farmer is walking about and cast

Go right to room 63 and SEARCH
the terminal, and take the DRAW
KEY.

Go straight to room 10 and
open the, DRAW UNIT with the
DRAW KEY.

USE the DRAW KEY to open
the unit. SEARCH it and take the
GOLD passcard. DROP the
DRAW KEY and open the door
using the GOLD passcard, Go
through the door but leave the
door closed because a DROID will
appear in room 10 if left open. Go
left in to room 11 and SEARCH
the work bench. On it you will find
a WHITE passcard. Take this and
go to room 55.

Open the door in this room
using the PINK passcard but do
not go inside because when you
reappear in this room there is a
DROID. So leave room 55 and go
down to room 12. USE the GOLD
passcard to open the door. DROP
the GOLD passcard and PINK
passcard in room 10.

Now go up to room 61 and take
the LAZER SOFTWARE and
LAZER CIRCUIT from the DRAW
UNIT, Then proceed into through
62 into 65 and DROP the LAZER
CIRCUIT on the table.

Now leave the room the way
you entered. You will now be in
room 3 so head down to room 44
and through the door using the
WHITE passcard. Go straight to
room 18 and pick up the JUMP
HARDWARE,

Follow the same procedure as
the last time to get past the locked
door in room 57 (using HACKING
DISK to set time). Once in room
58 its straight to room 63 to pick
up the LAZER SOFTWARE and
JUMP HARDWARE.

Now all you have to do is walk
through the EXIT door. Simple
isn't it?

the zombie spell on - -
i r n  a n d  
t h e
farmer will turn into a zombie.

Walk out and then back into the
screen and as you enter the
zombies turn back to farmers and
Leanonc's energy is depleted.
Darren McCaf ferty  of  Coventry
has sent in this easy t ip for the
C64 vers ion of  ACE.  Alt er you
take oft head due north and climb
up to 70,000 feet. Al  this height
the plane will not respond to the
controls very  well.  A s  i t  s lowly
goes into a nose dive go for full
thrust. When your velocity is about
1800 and your height  35,000ft,
lower your thrust quickly t o no-
thing You  should out run enemy
fighters.
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He•,• • . i e t a l l e d  map drawn by
Battlelord Chelev and
Battledrold Baljohor of Norway.
The map doesn't show the
landscape — only the important
objects and the possible
directions are drawn. Places
mapped as houses can also be
caves.

It can be totally frustrating if you
loose your enchanted crystal
without carrying another obiect
with you.

Although there are several
crystals located in the kingdom
and the watch and purse can also
be found on the street. it will be
very hard to gel to these objects
since herbalists don't offer their
transmitter-service and gate-
keepers won t let you pass
through, if you haven't got a thing
to barter with.

You will find the enchanted
Crystals in various locations, Be
careful when you pick up an object
lying on the street. It may be
exchanged with an Object you are
carrying.

Just walk over the object you
lost to pick it up again. Remember
you can only carry four objects.

Charms are also objects but
you can't barter with them,

There are tour people who can
give your information about the
charm. Each person only has
knowledge about one charm.
These are:
•  Wizard — location 2-6 — hat
charm,
•  Socrates — location 6-14 —
Hanshead charm.
•  Bishop — location 7-24 —
Starcolumn charm,
•  Socrates — location 7-32 —
bow diagonal charm.

The bishop needs three Objects
Or he won't offer his Info-service.

AMIGA...rAMIGA
Hot off the Amiga fror:, our very
own Chris  Cain comes these tips
for Defender of the Crown.

When the player option screen
appears, and you have to make a
choice of character, select e
character that will suit your tastes.

Wilfred of Ivanhoe is about the
best. He has good leadership and
jousting skills, but his sword-
fighting is only average. This
usually means that he doesn't do
too well in the love stakes.

Geoffrey Longsword is also a
good character. He has strong
swordplay, which means that you
should be able to get the fair
maiden, no problem. But although
he is a superstud, it doesn't help
him too much in the jousts, and he
will usually lose. When you have
to joust, always joust for fame.

!:,ocratc•, c a n  only be
reached via the Gatekeeper. Both
need two objects for their service.

Remember that you need
enough bartering power and two
objects after getting information
from Socrates if you want to go
through the gate-keepers house.

Only other exit is through two
flames.

The area near magic place
three is very interesting because
the column-charm and the
corresponding barter object can
be found there.

Make sure you have enough
bartering power to leave this area
via the transmitter or gatekeeper.

There is also an icy flame in
front of one exit. You can take this
way if you wish to risk your life.

You can get all services the
princess offers without worrying
about the direction she looks at

If the flame at location 516-14
won't turn to a pulsating flame
after using the switch go into the
peasants hut and out again
immediately. The flame should
now be okay and you can reach
Socrates to gain information.

The three deadly crystals at
location 15. 16, and 32 can be
avoided by going through the
peasants hut. Usually you are not
forced to use a way where deadly
crystals patrol.

Think of what you are doing
when you trade the four charms
for the Firestone to the queen.
Although the land will be free of
the curse provided the dragon has
its stone back, an evil queen
possessing eternal youth is NO
fun. Just look at Mrs T!

That's your lot. Thanks to
Battledroid Baljohr and Battlelord
Cheleu — whoever you may be!

Cedric of Rotherwood is a very
strong leader. and his men follow
him without question. But he isn't
a very nice character, as he lacks
any real skill with the sword.

Wolfric the Wild is a very good
jouster, and can easily win land
from the most formidable of foes.
He leads his men quite well, and is
not that bad with a sword either.
He can win the fair maidens hand.
but it will take considerable skill on
your part.

Each character CAN win b u t
Cedric and Wolfric find it the
hardest.

Always leave at least 20 men to
guard your home castle, unless
you are at the top end of the map.
In this case. you can attack the
nearest castles, and take all of
your men into the campaign army.
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THE MOST FUN-PAC D  COMPUTER GAME
SINCE THE DAWN OF TIME
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Wonderboy is here for your home computer! From the arcade original by
Sega.
Worderboy is a kid with a guest: to reach his girlfriend across treacherous
landscapes and rescue her from the evil King. Burning bonfires, tumbling
boulders, poisonous snakes. killer frogs and murderous blue midgets canal}
make for a short hip - but our hero can break open giant eggs to collect a
stone axe, a guardian angel and other valuables to help him on his mission_ A
skateboard speeds up his progress and picking fruit provides bonus points r
if you're careful!
A fast, fun-packed game of skill and timing.

CPC CASSETTE 1,9 99. AXSTRAD CPC DISK 114 99 COMMODORE 64128 CASSL L EL 0,99
COMMODORE 64 128 DISK II4 99 ZX SPECTRUM 48K
, 1 2 8 1 E  •  E 9 _ 9 9 __TMCg.SEGA M E All lbghti Itepived klivisdot 12c- Audi:mod Um

!god Snag Halrysiml kmdcmNWI2Pt1 'NUN 421 it01

ACT IV IS ION
ENTERTAINMENT SOFTWARE





filEG
A
I
II
ISE 
S I  
P i
l l !

Ewe



1

C+ VG's roving 16 bit reporter
David Bishop caught up with two of

the Star Trek team on their way to a
well earned break in Ursar Minor (past
the spiral nebula and left at the lights)
CAPTAIN BISH'S LOG, STARDAII
2/ . 86 l u s t  beard that Beyond
has decided to go where no other
software house has dared go before.
It's gonna be risky but they've
decided to beam down to New York in
an attempt to capture the rights to
Star Trek. Message ends
CAPTAIN RISK'S LOG, STARDAIT
15.5.87 . 1 5  months of Earthtime
has elapsed and it's almost ready.
This could be my last entry but it is
my sworn mission to boldly
Investigate what mysteries lie
shrouded in that corner of the galaxy
known as Merseyside, from whence,
if intercepted Klingon despatches can
be believed, the game known as Star
Trek may have emanated .  .
civilisation as we know it may never
be the same again. Message ends...
again!

A long time ago la a galaxy far, far
away, well New Yosit actually,
publishers Simon and Schuster
obtained a license from Paramount
Films, giving them world-wide
software rights to Star Trek. S & S
then proceeded to release two text
adventures entitled The Noblaski
Alternative and The Prometheus
Prophecy. Despite slow response
times, both games did reasonably
well in the States due mainly to the
Star Trek name.

Enter Beyond. in the person of one

far

Francis Lee who, in February of last
year, obtained a sub-license enabling
Beyond to produce a Star Trek game
of their own. The deal gave S & S the
rights to publish Beyond's game in
the States so a design with a global
appeal was of 'paramount'
importance.

Having secured the deal, and no
doubt feeling very pleased with
himself, Francis set about forming
the "ultimate" development and
programming team.

First on the list was Mike "Lords at
Midnight" Singleton, who would be
responsible for the games design.
Next came Steven Denton, ex of
Denton Designs and, more recerelly,
Canvas.

Steve's main task was to create all
the graphics for the game. The final
piece, in this decidedly upper class
development jigsaw, was to be
"Kenny" Everett. another erstwhile
Denton dignitary.

Steve remembers some of the trials
and tribulations of the "early days"
of the project " T h e  idea of
working on someone else's spec
wasn't so appealing as we always
preferred to design our own thing.
But other considerations persuaded
us to get involved in the project."

The game was to be based on the
TV series and not Star Trek 111, which
was due for release in the States in

ont e r
September. All the team watched a
number of tapes to get the feel of
what went on in a typical episode,
including what functions were
performed by whom.

"As to the story-line. we were given
a fairly tree creative hand. One
understandable restriction, placed on
us by Paramount, was that none of
the characters were allowed to die."

"The first stage was to get the
design accepted by S & S and
Paramount" said Kenny. "Mike came
up with this game system known as
mutti-vision in which the player would
have a suite of monitors with which
he could make and record his one TV
programme.

Each of the small screens, to the
right and below the main one, would
be windows showing the animated
actions surrounding each of the
game's main characters".

Steve takes up the story:
"Unfortunately, the spec was really
only a set of ideas revolving around
the multi-vision concept, together
with reams of planet data gleaned
from Starfieet technical manuals. The
design was too woolly and too gross
which is why it ended up evolving as it
went alone

The other problem that became
apparent at this stage was the time
lag between submitting something to
the States and getting a response.

"It was almost three months
before we bad the official go ahem'.
Unfortunately the planned deadline
for completion didn't slip by the same
margin, so all the time we were
waiting for an answer the pressure on
us was already starting to build."

Finally word filtered back from the

•  •
States. Paramount loved the multi-
vision idea and had given the green
light. Meanwhile, back in Liverpool,
the team had decided to start
preparatory work on the project in
anticipation of the design's
acceptance. It was about now that
the first major problem occurred.

Kenny takes up the story. I t
became apparent that it would be
impossible to implement multi-vision,
excellent concept though it was, in
the form in which it had been
presented in the spec.

"The team were now faced with a
dilemma. The game had been sold to
the States no doubt partially on the
strength of mufti-vision. So Multi-
vision couldn't just be binned.

"Morale in the team was pretty low
by now. Anyway we sat down one
afternoon and massaged the design
into a much more tangible and
progammable form. At least now we
had something concrete to aim at"

"The game was still going to have
to exist within a pseudo-multi-vision
framework because that's what had
been promised. The idea of having
animation in each of the sub-screens
was quickly dropped although the
Mi l l e; themselves remained. They
would now only show a 'stilt'
representing that character and the
functions he'd perform in the game".

At last, Steve was able to launch
himself intothe creation of the
game's graphics.

"I had two main sources for
references; five Star Trek photo
!wets, and an Airfix model of the
Enterprise. Kenny digitised the model
out on his back lawn because it was
the only place will the right light.

T h o r . ,  dboe
1 0 0 8  K l i n g o n
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le GRAPHICS 10
le SOUND 10

VALUE 10
PLAYABILlTY 99

Consequently our early versions of
the Enterprise came complete with
blades of grass and ants crawling all
over the hull!"

A measure of Cain's talent can be
seen when you realise that all the
graphics, appearing in the final
gams, were hand drawn.

"I did seven portraits in pencil- The
one of the bridge alone took two
weeks! Kenny then videoed them at
an angle of 45 degrees! The probimn
was that, at the time, we only had a
digistising system which worked on
the American NTSC system. Over
there the screen is about 20 per cent
taller so Kenny filmed at an angle in
order to foreshorten the digitised
images of my drawings so that they'd
fit on an English screen."

"The digitiser really was archaic,"
recalls Kenny. "It was supposed to
deliver an image with 16 grey scale
levels. What we ended up with was
essentially black and white dumps
that Steve used for reference."

Steve set about meticulously
building up each colour screen, using
the dumps as a guideline.

"I did navigation first.
Consequently it had the most time,
energy, and enthusiasm lavished
upon it As a result I think the
navigation screen is one of the best in
the game."

While all this was going on, Kenny
was busily coding the game itself. But
wasn't he worried by the fact that the
powers that be in the States might
want large chunks of the game
rewritten or changed?

"I looked at what had to be done,
prioritised the tasks, and did them."

In the event, neither Paramount
nor S A S objected to anything major
in the progress disks that were
continually being sent across the
Atlantic for approval. In retrospect,
the team can look back on this fact
with pleasure and pride. But, at the
time, they had now way of knowing
whether versions would be approved
or not

"The problem was that there were

gaps of weeks, sometimes
months, before we heard back
the States. Working in an
environment of uncertainty like that
wasn't easy. When comments did
finally arrive, they were concerned
with tiny, almost insignificant, things
like adding a full stop to the end of a
specific Internal tart massage!"

The problems involved with dealing
with an overseas licensor combined
with the various hiccups that he
dogged the games cork creative
evolution, resulted in a number of
completion deadlines coining and
going with no apparent end in sight.
Even as late as the PCW show last
September, the game was scheduled
for a Christmas release.

But now, at last, this mammoth
project is all het complete. So what
do Stave and Kenny think of their
handy-worit?

"I'm proud of the result," Steve
enthused land justifiably sop. "I think
the graphics work well tor the game."

Kenny, in more subdued mood
commented: "It's a huge game,
510K, and it works!"

At the time of writing Firebird were
waiting for approval of the 'final final'
version before announcing specific
release dates. It is to he hoped that
America's last word on the subject
comes quicker than some of their
earlier replies, and is a resounding
'Yes!'

le SUPPLIER: BEYOND/FIREBIRD
le PRICE: £24.95
IIP MACHINE: ATARI 520/1040 ST/
SIM/STFM (SOON FOR SPECTRUM,
AMSTRAD, C64I

The Federation had a problem, • big
problem. So big, in fact, it occupied r:
whole section of space t h e  final
front o h  shirt up!

Well it seems that, between them,
the Romuions and the illingons,
although mortal enemies, had stirred
things up pretty bad, causing any
self-respecting planet worth its
phasers to rebel.

Things had got to the stage where
there was only one course of action
left open to Sternest command

The r a nt i ne  Sphere g a s p !
shock! e t c .  The Quarantine
Sitherel0S1 is the galactic equivalent
of turning your back on a problem
and hoping It'll go away.

An area of space is ungovernaMe
— so cordon it off. At least you stop
the spread of the Klingon and
Romulon disease to neighbouring
sectors of the galaxy. The problem is
that the QS imprisons many loyal
Federation plants at the same time.

The Enterprise was inside the 05
when it was switched on, which is just
as well because your mission, litTI,
should you decide to accent it, is to
sort out the mess!

The screen is divided into one main
section and seven mini-screens each
showing either characters from the
series or sub-menus used during the
game. To begin with the main section
contains an impressive picture of tho
bridge with all your old favourites
from the TV series, 'Lamely, Kirk,
Speck, Sulu, McCoy, Scotty, Chalon
and Ukuru.

By clicking on any of the above, or
on their mini-screen, a larger and
more detailed version of their picture
will appear in the main section and a
scaled down version of the bridge
graphic is shunted into one of the
mini-screens.

As in the TV series, each crew
member has his, or her, own
speciality. When an expanded version
of that character's screen appears in
the main section, it will also contain
icons or graphics specific to that
pl f
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To plot a course to another star
system you'll need to go to the
Ster•globe, a spherical three-
dimensional rotating map where men
the stars get brighter and dimmer as
they spin round. By clicking on any
star 10 the map, you can find out Its
co-ordinates within the sphere and
how many light years away it is.

Having decided on your next
destination, you can set up to warp
factor ten using another of Sulu's

sub-scree
Once in orbit around a star you can

use another of Sulu's sub-screens to
plot a course to any of the system's
planets. Each time you pick a planet,
a line will be plotted from the
Enterprises's current position to the
new planet, showing the path that the
ship would take to get there.

You will be able to beam down onto
some planets and not others. When in
orbit around the former, Kirk's
screen will have a transporter icon
which, if clicked, will bring up the
transporter screen. Here, you can
assemble a team of up to six people
kitting them out with anything you
may have in the stores.

Having beamed down, you will be
confronted otth various wire frame
graphics depicting objects, drolds.
etc. that are in your path.

You can click on any of your
Landing party to ask their advice as to
what action would be most
appropriate in the given
circumstances. Each member put
their case in keeping with his or her
speciality and character.

If anyone gets injured while on the
planet's surface, he will be confined
to the sick bay until fully restored, at
which point you can use his screen
again or take him down to another
planet.

Of coarse no Star Trek game would
be complete without a sizeable
helping of "battle-stations", and this
game certainty delivers, especially if
you have a habit at warping to the
wrong place at the wrong time!

Unfortunately, there isn't enough
mom here to go into all aspects of the
game. its neat touches, the obvious
attention to detail, and the hundreds
of sub-plots. If you're into strategy/
adventure games with great graphics,
digitised speech, a huge and flexible
playing environment. or j
us t  h a p p e nto be treitky, then this one's for you.



Since Jack Tramiel
purchased Atari from
Warner Bros, a couple of
years ago, there has been a
dramatic turnaround in the
company's fortunes from
an ailing and unwieldly
computer has-been to a
tightly run and profitable
organisation, once again
turning industry heads!

A combination of cheap,
powerful computers
aggressively marketed,
has servied to put Atari
well and truly back on the
world map. On the
domestic front, since the
arrival of Bob Gleadow to
the number one slot, there
has been a shift in
emphasis towards an ST
range for home and
entertainment use as well
as for more serious
business applications.

The very fact that you're
reading an article which
forms part of C , VG's Atari
Special is tangible proof
that developers of
entertainment software
are taking the ST
seriously. Intact some 15
new releases didn't find
their way into the review
section this month through
sheer lack of space!

To mark C ,-- VG's first ST
pull-out, we sent David
Bishop, our regular ST
games reviewer, along to
Atari house for an informal
chat with Bob Katz and
Roland Whitehouse who
between them are
responsible for software
acquistion, development,
and marketing support.

One of the first things that
all fun-loving S T owners
will be dying to know is
when they'll be able to get
their sweaty hands on the
likes of Star Raiders and
Joust, not to mention
Atari's other arcade titles?

rnnsicie
RW— "You won't have

to wait much longer. In fact
I can tell you that we're
planning a three phase
release covering seven
titles. Phase one sees the
release of a vastly
upgraded version of
Neochrome, together with
Joust and Star Raiders
which should be available
now.

"Phase two will include
Battlezone and Crystal
Castles, and Robotron and
Millepede will appear in
phase three."

What other software
releases can we expect to
see for Atari this year?

BK W e  hope to be
launching a range of UK
sourced software at the
PCW show. These titles
will be for both 8 and 16 bit
machines and even the
VCS games consle.

So does this mean that
you're resurrecting
Atarisoft?

BK — "Oh very much so.
We're concentrating on
sourcing and developing
titles for all Atari
machines. In the past,
potential programmers, or
game designers may have
been put off from coming
direct to a hardware
manufacturer for fear their
title might get lost or
forgotten amongst so
many other hardware or
software launches.

"We want to dispell this
fear and would actively
encourage software
developers to come and
talk to us."

Apart from sourcing your
own projects, what are you
doing to encourage the
development of third party
software?

RW —"We keep in close
touch with almost every
software house that's
actively producing Atari
product. We may be able to
help them with extra
technical documentation,
or early viewing or
acquisition of new
hardware, and we can
certainly keep them bang
up to date with our future
plans.

"We can help by giving
them a stage from which
they can show their titles
to the public, hence the
arcade area at the recent
Atari show where we
booked some space purely
to let third party
developers show off their
wares."

Do you see Atari getting
into cooperative marketing
and joint promotions?

BK — "Apart from
looking at bundling leaflets
or even software with new
hardware releases, we are
also launching an Ad
campaign showing an ST
together with a number of
screen shots of third party
software."

When can we expect to
see the Witter, and what
types of software will it
speed up?

BK — "Wherever a
program uses 'line A'
instructions, that's those
involved with the
movement of graphics
primitives, gem windows
etc. It's important to
remember that many
games aren't written in a
Gem environment and
these will not be affected
by the Witter."

When will the butter be

•

available?
"Sometime in the

summer."

There have been few
compatibility problems
between the various ST
models due to minor
internal differences. Have
these been sorted out?
RW — "We have set up a
test department here, to
pick up anything like that
long before it hits the
streets. We are asking all
developers of ST titles to
send us two copies of
everything they release.
One copy goes into our
demo library, where it
stays. Library copies aren't
even loaned out to
employees, in fact they
don't move from that
room.

"The second copy goes
to our test area, where it is
tried out on every
conceivable ST
configuaration to check it
performs correctly on
each. Obviously the
quicker we can get hold of
third party titles, the
better.

We've heard alot about
the new Mega STs. What
are the main differences
fromthe 520 10405?

BK —"Interestingly
enough, many of the
changes made for the
Mega's area as a direct
result of comments and
questions from users.
Things like the battery
clock, the new position of
the jockstick ports (at the
back), and the detachable
keyboard, all came about
this way. Of course the
Butter will be fitted as
standard in the new
machines. You will be able
to switch it in or out from
desktop."

•
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CURRENT LIST OF
ATARI ST
GAMES
ACTIVISION
Jane Chalmers. 23 Pond St., Hampstead
NW3 2PN:01.431-1101
Hacker II s t r
Shanghai :  card fFeb 861
Music studio :  music
Wistibringer a c t s .
Moonmist a d s .
Trinity a d s .  (Feb 86)
Ballyhoo a d s .
Ch. Basketball ;  sport
Ch. Baseball :  sport
.
'
Ch. Football :  sport'
Ch. Wrestling :  sport'
Ch. Goff :  sport'
The Last Ninja :  arc'
Portal :  ads.'
Enduro racer :  arc•
Quartet :  arc/ad?
las Times :  ads. Ig I
Paintworks :  graphics
L. C. People :  Liam 86]
A Mind Forever
VaVaging :  adv 'Aug 851
Leather Godesses :  adv Ilan 86)
Mindshadow :  adv Mug 851
Borrowed Time :  adv (g) Aug 851
Cutthroats :  ads.
Deadline :  ads.
Enchanter :  ads.
Hitchhikers a d v
Infidel a d s .
Planet/all a d s .
Seastalker a d s .
Sorcerer a d s .
Speilbreakee a d s .
Starcross a d s .
Suspect a c t v
Suspended a d s .
Witness a d s .
lork I, II. and III a d s .
Beaurocracy a d s .
Hollywood Minns :  ads'
Activisicto has the largest catalogue at ST
Games of any company target, due to their
ownership at Infocorn, all of whose titles
have been converted since the Sr's launch.

Activismo also firmly believe in the ST's
future and have put their product where
then mouth is by converting a considerable
number of their 8 bit portfolio. Ones to
look out for in the second hall of 1987 are
Portal, an adventure game with a
difference, Enduro Racer (converted from
the arcade game of the same namel. and
Quartet.
ADDICTIVE/PRISM LEISURE
10 Albert Road,
Bournemouth, Dorset Bill 1BZ. Tel: 0202-
2964-04
Football Manager :  sport'
ANCO
Karen Graham. 35 West Hill, Dartord. Kent
041 2EL: 0322-93513/8
Bridge 4.0
Compubridge
Tee-up
Peggammen

; card
; card
; sport
; board

•
" \ z
eale \ 4, as •q:dk

Pc,\N
e•
cMillepede

Star Raiders
Crystal Castles
AVILA
Make it move

; are
: arc
arc'

: animation

Strip poker :  card
Karate :  sport
A word of warning here; if you're looking
for an SI golf game DO NOT BUY Tee-up
without playing it first, or you may be very
disappointed!
ARIOLA
Amanda Barry. 68 Long Acre, London
WC2E 91IH: 01-836-3411
Skylca :  combisim
Degas : g r a p h i c s
Degas Elite g r a p h i c s
Thunder ;  spelling checker
ATARI
Fiona Mantell: Atari Corp 1100 Ltd. Atari
House, Railway Terrace, Slough, Berks.
St2 587: 0753-33344
Battlezone ;  arc'
Joust ;  are

BEYOND
Tom Watson. First floor, 74 New Oxford
St.. London WC1A 1PS. 01-631-5373
StarTrek :  arc/ste
The game of the programme should be
boldly launched around June
,
luty t i m e .  
T h e

object of the game is to save a portion of
the universe, at present infected by a
Klingon and Rontulan rebellion. To prevent
the rebellion from spreading, a 1000 star
section of the universe has been enclosed
in a Klein Sphere even though many
'innocent' planets have also been trapped
inside it.
CREATIVE SPARKS
Leigh Richards
Vikings :  (ckle Ang/Sept on

their Status label)
THE EDGE
lean-Paul Rohan. 36/38 Southampton
Street, Covent Garden, London WC2 7HE,
Tel: 01-831-1801
Bobby Bearing ;  art •
Fairlight trilogy :  arcade'
EIDERSOFT/PARADOX
Janet Wardrop. The Office, Hall Farr%
North Ockendon, Upminster, Essex RM14
3QH: 0108-852647/851099
Karate
Protector
War zone
Areblaster
Xenon
30 chess
Mission Mouse
Space Station
Demo disk!
Pro-sprite designer

:a r c
:N C
:S IC
:S IC
: S IC
•: board

: art
: arc
: graphics/
animation

Sound designer
Space Station/Protector and War
lone Tireblaster are now available as
double packs price 124.95 tor two disks.
ELECTRIC
Mike Hall. Unit 8. Cromwell Business
centre, New Rd. St. Ives, Cambs PE11 4BG:
0480-66433
Red Alert :  aresim" ,

• • 4
1 r
.

ELECTRONIC ARTS
Mark Lewis/David Gardner
Skyfcox :  arc SIM
ELITE
Steve Miceli. Anchor House. Anchor Road,
Aldridge. Walsall WS9 SPW; Tel: 0922-
55852
Paperboy : arc'
Space Harrier : arc'
ENGLISH
P. Morris. 1 North Parade, Parsonage
Gdns., Manchester M3 2NH 061.835-1358
()Ball :  sPert (Feb 861
Knight Games :  sport'
Levianthan :  art'
Electraglide :  aft
-AREBIRD
TOM Watson. First licmr, 64-67 New Oxford
Street. London WC1A 1P5. Tel: 01-631-
5373
Elite a r c i s i m •
Druid :  arc/ads.'
Pandora
Golden Path
Sentinel ;
FIL
Sundog :  arc. str (Aug 1351
Dungeon Master :

fantasy
GREMLIN GRAPHICS
Alpha House, 10 Carver Street, Sheffield
Si 4I5. Tel: 0742-753423
Trailblazer :  arc
Typhoon :  arc
Karate Master :  sport •
RABA
Pier Rd. North leitham Ind. Est.. Feltfullik
Kids Pe114 OTT: 01-751-6451
Hight Simulator :  sim
-INFOGRAMES
David Crosswellerlan Faux. Mitre House.
Abbey Rd.. Enfield, Middx EN1 2R0 Tel: 01.
364-0123
Macadams Bumper :  arc
Eden Blues :  arcade
Turbo GI :  arc
Kralton :  arc
Passengers in the Wind: ads. (gl
Quiclunind : S i d e k i c k  clone
LLAMASOFT
Colourspace :  zarjaz (Aug 851
It's about time we had something else from
Mr Minter. One gets the feeling that. if
Jeff really turned his mind to it, the ST
wouldn't know what had hit it
P4AGISTER
John Stathatos. 100 Baker St. London
W1M 1LA01-486-6838
Artscribe :  graphics
Magister are working on a three disk
fantasy role playing game due out in the
summer!
MICRODEAL
Jenny Pope. P.O. Box 68, St. Austell —
Cornwall P1.25 418: 0726-68020
Major Motion :  SIC
Cards :  card
Pinball Factory :  sport (Feb 851
Electric Pool ;  sport
Karate Kid II :  SIC
Shuttle II :  sim
Animator :  animation

4tg*okisc
Trivia Challenge :  trivia
Time Bandits a r c
Lands of Havoc :  SIC
Sprite Construction Kit : graphics

animation
Goldrunner :  arc
Tangiewood :  •
Airball :  •
MICROPROSE
P.O. Box 24. Cirencester, Glos: 0453-
886386
Silent Service :  sim
Night Gunner :  sim•
MIRRORSOFT
Pat Bitton. Maxwell House, 74 Worship St.
London EC2A 2EN 01.377-4837
SDI ICinemaware) a r c
SMbact Throne Falcon
IC•ware I a d v  (ig)*
Defender of the Crown
IC'warel a d v  (g1
King of Chicago 1C'war): actv (1;1
Film Director : a n i m a t i o n
Art Director :  graphics Dan 861
Spitfire 40 :  comhisim'
Strike Force Harrier :  comb/sim (Feb 81
The Bermuda Project :  ads.  1g)
The Black Cauldron :  adv (g)
Space Quest :  ads.' Igl
3D Helicopter
Simulator :  sink-
Fleet Street Publisher :  desk top
Deja-Vu a c t v •  FRI
Kings Quest II a d s .  Igl•
Ultima II :  ads. (g)
Balance of Power :  sim
GATO :  skin'
F.15 flight sim :  sim•
NOVAGEN
Tim Bushier. 142 Wester Rd.. Birmingham
B13 8115: 021-449-9516
Mercenary a r c I s i n s ' s t r a d v
Compendium I l a n  86)
OCEAN
Thu Ch al ney Ocean House, 6 Central
Street. Manchester M2 5NS Tel: 06 1-832-
 6633
Arkanoid :  arc -
Top Gun :  arc/sim'
Tal Pan :  arc •
PSION
Psion House, Harcourt St., London Will
1DT: 01-723-9408
Psion Chess b o a r d  Ilan 861
PSYCNOSIS
l i t Floor. Port of Liverpool Building. Pier
bleed, Liverpool L3 1BY: 051.236-8818
Deep Space a r c / s i r  IFeb 861
Arena' :  sport Web 861
Brataccas :  arc-ads. (Aug 851
RAINBIRD
Clare Edgeley. First Door. 14 New Ox
-
ford
St — London WC IA 1PS 01-240-8838
Jewels of Darkness ;  ads. Lg I
Advanced Art Studio r  graphics
Tracker :  arc/str
Silicon Dreams :  ads. 1g)
Guild of Thieves a d s .  - (g)
Starglider :  arc Llan 861
The Pawn a d s .  ( A u g  85)
Knight Orr :  ads. • 1141
Over Westminster
Bridge :  &de' (g1
Magnetic Scrolls' The Guild of Thieves, mod
Knight Orc from the Level 9 studio, should
be with us by now. The graphics for both
games look superb!
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SILICA
14 The Mews. Hatherley Rd.. Sidcup, Kent
DA14 4DX: 01•309-1111
Amazon :  ads III
Bnmstone :  ads
Covertedmirror :  adv• (g)
Crimson Crovm :  ads Igl
Della Patrol :  defender"
Dragon World :  ads Igt •
Electro Solitaire :  board •
Essex :  ads
Fahrenheit 451 :  ads ig)
Forbidden Quest :  ads
Gateway :  ads lid
Hex :  Q-bert
Mean 18 :  sport
Mindvdieel
Monkey Business :  arc
Murray and Me :  •
Nine Princes in Amber :  ads igt
00-Topos :  adv (g)
Phantasie :  arciadv
Rogue :  arciadvistr

Web 136
Spiderman ;  ads • (g)
Sword of Kadash ;  ads Igl
Transylvania :  ads (g)
Treasure Island :  ad, igt
Universe II :  arcstr
Mollie the Pooh :  adu •
The Wizard of Oz :  edu •
Silica are not publishers but merit
inclusion here as they are the exclusive
importers ot many US ST games, some of
which are mentioned above. They also

•  Phantasie II is the sequel to
one of the biggest selling fantasy-
role playing games ever, Phantasie
was a Stateside smash-hit,
outselling almost oil other fantasy/
role playing games around at the
time. Now in Phantosie II your
party of six hand-picked

stock most at the games in this list giving
them probably the most comprehensive
catalogue of ST games in the country,
Silica also offer very good deals On Atari
hardware and peripherals.
ROBTEK
Jill. Unit 4, Isleworth Business Complex, St.
Johns Road, Isieworth, Middx.1W7 011..
Tel: 01-847.4457
Checkmate :  chess'
Hollywood Poker
SUB LOGIC
night Simulator II :  sim
let :  sim
night Simulator has lust been released for
the ST and lie1th Strike Force Harrier]
looks like establishing itself as one of THE
14ht simulators for this machine. let is
also being converted and is due lor release
sometime in 1987.
TY NESOFT
Addison Ind. Est., Blaydon upon Tyne, Tyne
and Wear, NE21 4TI 0914144611
Time Blast a r c  Web 1361
Mousetrap :  arc*
Liberator :  arc
Plutos :  arc
Plutos is one of the bed vertical scrolling
shoot-'em-ups available for the ST. And at
£14.95 represe- -  uperb value for money.•• /

o  o

characters must free a beautiful 41111
,4
island from the evil cur5e of the
Dark cord Nickademus,
Phantasie II is as authentic and
polished a rendition of DIX you
could hope to see on a computer,
courtesy of Strategic
Simulation and US Gold.
•  Also from LIS Gold, is 10th
Frame, c cla5sy 10•pin bowling

US GOLD
Richard Tidsall. UnR 2 & 3. Belford Way.
Hottord. Birmingham 86 7rAX: 021-356-
3388
Learlerboard :  sport Jan 861
Leaderboard
Tournament :  Sport
Gauntlet :  arc'aulv•
Winter Games :  sport Web 861
World Gaines :  sport Ilan 861
Championship
Wrestling
Super Cycle
Rogue
Pharitasie II

: sport
: arc
: arciarde•
: role playing/
fantasy

100 Frame Bowling :  sport
US. Gold hope to have six Ems titles out
this year together with two adventures
from Adventure International's Quest
Probe range.

OTHER Taus  EXPECTED FROM
THE STATES DURING THE YEAR
INCLUDE:
Auto Duel
Chessmaster 2000

Attic Foe

Bards Tale
Kings Quest III

Anit

;1 9 1
.
0

P
•

1

1 i
0

• 1 .-1111-41 k r

1 1  I  v  &  i t s
W V  I W i
l e
" '  
V a
d

so r:14
-
411,
,
fs, ' 
1 1 1
4 1 s
.
-
i t e  
r S
A I
I I
I  
?
f F
s 1
1 1
1 4
i

;!/0,;e-tis'oci,.,, A4;4,04 . -s s W.
d
.
-
-I s o!/ 0 4  
A s . =

—
1
6
-
m
i
e
f
s
m
e
i f
!
F
o
4
c
-
i r
—
t i
c
t i
l
c
t r

 I - L t
i  t t
•

1i rs idVic t41140
-
44tje t I  
l i f t  
n i s r m -
x s i -

Jib • V i .  .4s;fAt.". • '''.W77,.. ' , . . 1 0 1 !
.
•
1
1
1

?I P
,0411

1
1
1
0
1
1
1
1
1
‘
1
,
1
1
1  
•  
,  
—

1
1
1
1
1
,
1
1
-
4
1
W

gI "P
•  
3 1
1
v o
l  
S
N
;  
1
2
1
1
4  
I
w
r
1
5
1
b  
/
1
0
1
1
4
1
4  
7
1
4
'  
'
1
9
W
-  
s
A
T

PA I n 1 1 1  •  toe : 3 0 # 0
,
1 "  I M O  
N H  
A t t  . : _
v a t t s  
r w i f f s

pbA .m4 swig" !r i te  ,IIINVowt I V %  /RA 'WI TRIM% 1 1 1 1
1 1 1 A I L I P A I I I 7 3
ao Its '  eosi •-• ' B r *  V t t  Imegite 1031,:rwetettilies 71
W- NSW _ W I C  wills RUM% 0 1

1 1 1 1 1 1  m o w  
s m y w O l w r o
i l i

mr-s,,
,
1
1

: Origin Systems
: Software Tool.
workstlectronicArts
: Electronic Arts
(arc I
: Electronic Arts
; Sierra. adv tglr
•  
•  
•

i
f
.
;
1
1
1
1
.
4 
-

, simulation coded
jpo 1 by Roger andBruce Carver (teat:larboard/

Beachead) of Access
Software. Featuring a
perspective view, power and hook
control, neat realistic pin
movement, multiple levels of play,
and automatic scoring, 1 Oth frame
is a must for lovers of bowling and
sports simulations of any kind.
•  Mirrorsoft ,  another company
heavily committed to 16-bit
entertainment is releasing a
number al original Mies together
with conversion from their eight bit
catalogue as well as their Apple
Macintosh range. They ore
Balance of Power, Deja Vu, and
Bermuda Triangle
•  Liverpool based studios,
Psygnosis I Baratacus, Areno,
Deep Space) is releasing two new
games. Barbarian is an animated
arcade adventure full of frenzied
attacks, hidden traps and dozens
of death dealing monsters.
Terrorpods is o strategy arcade

Match Point

World Karate
Champioship
Sub Battle Simulator
Space Snatchers'
Aratoom
Leisure Suit Lany
Police Quest
Theeder
221 Baker Street
Frank 'n Ernest
Adventure
Guitar Wizzard
Rainy Day Games
Video Vegas

deal Isportl

EPVi (snort]
: Ems Isimull

:Sierra
: Sierra
: Sierra
: Sierra
: Datasoft

: Polarware
: Baudiville
Baudiville
Baudiville

KEY
arc ar cade
ads adventure — text only
ads a d v e n t u r e  with graphics
sim s I m u
l a t i o nsport = Wir t Pastime or hobby
core = combat
sty strategy
- n o t  svaiishte as of lst April 1987
NB. Some of the titles marked with an •
may be available by publication date.

game set against a 3D playfield
with perspective scrolling. The
game covers oll the elements of
trading, resoure management and,

ultimately, the destruction of the
invading Tripods and their
mothership. Both games will cost
£24.95 and should be available
sometime in June,

: michtroitivicro-. 4 1
E i
f

411



BYTEBACK

TITLE ONLY TITLE ONLY
Slim Trek • • Beyond 15 50 Phantasm II S S i 19 75
Barhanan Psygnosis 19.75 10in Frame U S Gold 19 75
Ter rorDIXIS Psygnosis 19.75 Leader Board US Gold 19 75
Arctic Fox
Metro Cross

Elec. Arts
US Gold

27.50
19 75

Shanghai
Joust Aci Atarinesto

19 ;'!:
3

2
1
2
3
5

Xevious . .  . . . .
Mean 18

US Gold
US Gold

19.75
23 50

Star Raiders
Suet Huey..Sig

Alan
C4

75
5
75
50
D

Brataccas + Arena Psygnosis 27 50 Rogue •  .• Epy5s" 19
Actiyision 19.75 Champ WraMling Epyx 19.75

Skylox Anola 19 75 Wider Gaines • • • • Epyx 1035
Trailblazer . .
Karate Master • . . .

Gremlin
.. Gremlin

19.75
9.75

Super Cycle
Eden Blues

EPP
ERE 1

9
9 
7
5
!
:

Typhoon Gremlin 1510 Macadam Bumper ERE 19 75
Flight Simulator 2
Space Pilot

. Su b  LDilleArica
39 00
15 50

3D Chess
Guild Di Trielyes

Psion
Rainbird

19 75
Mons

Ninia Mission Mastertrow 7 75 lass Times Adnnsion 19 75
Goldrunney Micyodeal 19 75 HollyinoO HiJins intocom 23.50
Snurtle II • Microdea 19 75 Moonrrhst• • Inlocom 23 50
Karate Kid li ...
liberator •

• MicTodea
,MicroValue

19 75
10 50

HIM Hikers Guide
Silicon Dreams.. •  •

Infoonm
.Rambird

23.50
1 5
7
5

Timeblast MicroValue 8.75 Jewels or Darkness Rambird 15.75
Plutos , MicroValue 11.75 Pawn Raistird 9 75
Harrier Strike .... M. rrorsob 19.75 Black Cauldron • Sierra 23.50
Mercenary Novagen 19.75 Nternate Reality US Gold 19 75
Starglider .  . . Rambird 19 75 Kings Ouest II Sierra 23 50

THE ATARI ST

520 ST-M Computer - 500k DISK DRIVE • mono Monitor
Mouse - ls t WORD Word prOCeS9Or + 5 Assorted Disks

520 ST-FM + Mouse - Built in Disk Drive 5  Disks

BEST prices and FASTEST Delivery on all items

66

MUCH MUCH MORE SOFTWARE
AR '
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TELEPHONE !MN) 79097
S E N D  C H E Q U E  O R

SPECIALIST

D'iLy E439
°Nor 059

AND HARDWARE S•A E FOR LISTS
AT AND M ST  CLASS POST
FOR PERSONAL ASSISTANCE
P O S TA L O R D F R  T O :

B Y T E  B A C K  We i  S
A
P
F
1
1
:1
1
1
(
N O
T
A
T
I R
s
D Z A  4 t o  
w

YORK COMPUTER CENTRE
ST HARDWARE
ALL ST's INCLUDE

10 BLANK & 5 PROGRAM
DISCS

1040 SIF with d i
,
Re s
monomondor £
6 9 5 . 0
0
IUD SIT with Med•Res
colour monitor t 8 9 5  00
1040 SIT keyboard onty E 5 9 5 0 0
520 FRI with Wilk,
I
r
'
2 
m
e
g 
d
r
i
v
e 
-
i
- 
H
i
-
R
e
s

mono monitor E 4 9 5  00
520 SUM with V 1
meg drive £ 3 9 5 . 0 0
520 SIM with mouse £ 2 8 0 . 0 0
52051M keyboard only E 2 5 5 . 0 0
520 SIM pock E 4 4 9  95

HOW TO ORDER
Post your order to the address below

vett yOur name and address,
enclosmg a Cheque or Postal Order
payable to Ytek Computer Centre. or
phone our 21 hour Hotline with your

Visa or ACCOSS number All good
despatched Some day subtect to

avarilabikty. /PI prices include VAT at
15% Please oaci £1.50 postage ono

pack
,
ng 
I o
r  
s o
t h
e a
r e
.  
S
,  
5  
0
0  
t
o
r

horetware and £
1 2 . 0 0  
t o r  
c o u r i e
r

service

Our shop is open 6 days a week NOM
9am to opm In the centre of York. we
Will be  happy to serve you and
demon iirole dnylinno yoJ wish to see

YORK COMPUTER CENTRE
9 Davygate Arcade, Davyaorte,
Yor1YO1 2511
Tel 0904 641862
Fresh,' M ilk 904641 e e l
Telecom Gold MaX, 72, MAG90526

ST ACCESSORIES
WIDE RANGE

Of
BOOKS AND MAGAZINES

Atari 500K disc drive
Atari 1 meg dhve
Atari 20 meg hard disc
Cumana I meg drive
Curnona 1 meg twin
drive
Mersa] meg drive
Eidersolt 1 rneg twin
drive
Philips 8533 Mee-Res
colou
, 
m o
n i t
o r

Casio CZ2305
keyboara
WS 4000 moaern

LARGE RANGE OF
SOFTWARE FOR
COMMODORE,

SPECTRUM, AMSTRAD,
ATARI

PLEASE RING FOR
DETAILS

*  10% DISCOUNT OF
ALL SOFTWARE *

ATk

El 35.00
E1439 00
E650 00
£15500

E2o5 00
E14903

L239 00

E285 00

E275 00
Vo9 OC

Tel: y ' . •
40904 641862

ATARI SI  SOFTWARE A l e n  8-Bit Season
ArKannin
Onbiruriner

ihal
,
t 
S
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r

The Pawn
A1ternate
Le.lertroart,
Tenth frame
Tralltdister
Siarolider
MaCaillarnI,Surrner
lonnon
Plub55
Sky., S e r e
Kaale Maste
,Sftylox
Wanderer 30
Pam Haw
fi rv •Werrl Plus

iriet Si
Art OireciT

•
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21 95 Internaaional Karate
2 1
.
9 5  
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1
•
E
l

21 95 Soulrxrdash Coo
21 96 Wry le
, 
O l y r n p
t d

id 95 W n o  Date's Wns
12 75 S olo  Fivil• it
21 95 S 6en, SeNice
10 95  S5 o 3 1  En  L1D5
21 95 P i e d ,  Pertecten 54k
2I 95 Sonasi
, H e s  
7
7996 Ballyhoo
11995 Holtrwodo Hvle,
99 95 S lop.
,  
O e a r n
x

44 9 5  H e 5  H am ar
MANY OTHER TITLES AVAILABLE

TELEPHONE P7625I 26224
Sand Cheques:PO I  to

SUNARO SOFTWARE I CVCit
PO BOY 73, MACCLESFIELD. CHESHIRE, SKR) 3Pc

CSIIVd tsk
5 5 0  12 /5
6
5
0
1
2
7
6

.3995

.7495
12 75.ie 95
8 50.12 75
5 9510.95
I  S012 75
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501275
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the MIDLAND GAMES LIBRARY. The greatest. biggest and beet Atari Club on M e market

OVER 450 ST TITLES
NOW IN STOCK

MIDLAND GAMES LIBRARY: Trie ccertaany whip 'early 5 years ado first conceNed the idea
a software i•brany
Now approximately 2103  titles on disc cassene and Rom (games oussnees. education and
uhlbes. Often PurChaNng Pap.lat programs in multiples of gsre or sik to give all our members a
tar thence Always &Wino approximately 40 new programs monthly
Seyeral trackman:I very salisrec members. many a s  lar  away as  Iceland, Sweden, West
Germany HOliand. Denmark and Ewe
A 'est elftokent and friendly seryibe operating a computerised oestom tj ih  system to keep track
(A all foul reCOIOS Ragu9S1S are attended id irnmeclialely ...mutely assuring you a  24  haul
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SIND LARGE S.A.E. TO

MIDLAND GAMES LIBRARY
48 Readway, Bishops Cleeve. Cheltenham, Glos.

Tel: 0242-67-4960 9.30-4.30
our miwae r.s. ate  °an n al s al i t 5111004,0merdAnal

AT LAST THE REAL McCOY
FOOTBALL
DIRECTOR

AVAILABLE ON SPECTRUM 48K, 1-, C64
I 3011 LEAGUES 20  TEAMS EACH 38  GAME SEASON HOME AND .AWAY FAAEA50E CUPS REPLAYS
ELIROPEANLI EF A .'CUP BINNERS CLIP 2 LEGS AGGREGATE : PENALTIES PLAYERS • MORALE 9011 FIELD
P•3SITI0N - SCORED CONCEDED PLAYED • W M  LIST PWOL F.A. PTS • SCOUTS COACH PHYSIO • YOUTH
TEAM GAMBLE sussmooks SENDING OFFS POSTPONEMENTS WOWED( GAMES MORE THAN 1 WEEK
....JURIES FREE TRANSFERS RETIREMEICS euystti SHARES • 3 PLAYER TRANSFER MARKET : INTERNATICeiAIS
EURDPEAN FOURS 3  LEVELS: MANAGER RATING' i1.0000. PLAYERS • PRINTER CATION 0  RESERVES

IROMOTION RELEGATION ANEEKLY NEWS BORROWING MORTGAGE SAVE GAME INTEREST • TAX SPONSORS
FULL RESULTS SEASON TICKETS NEXT GAME GATE MONEY SEASON COUNTER TV CAMERAS CROWD

.,:GLENCE MANAGER APPROACHES :TESTIMONIALS WEEK'S PROF LMTG COUNTER WAGES INTETPX '714
COMMITMEN'S NAMEgEAM EDITOR LEAGUE TIRES AN) MUCH MORE

2 PLAYER SUPER LEAGUE
vANY OF IHI A8UVE FEATURE B
,
JI 2  T  
L A M S  
C A  
P L A Y  
h  
S A I a
t  
l  
1 i 4 F .
5 E r i r  
3 N 1
5 : f 4
5  
I N C
„ A E
S

::ERBYS i0AWIREE TRANSFER AND CASH SETTLEMENTS INCREASED TRANSFER MMIKETS • MANAGER OF THE
MONTH AND TOP SCORERS LEAGUE ONLY AVAILABLE ON SPECTRUM.

INTERNATIONAL MANAGER
lUALIFYING GROUPS WORLD CUP • EUROPEAN cue TOURS • BOON YOUR FIXTURES FBIENIAIES • HOME AND
AWAY MATCH REPORTS SUBSTITU
T
ION N E X T  
F I X T U R E  
P L A Y E R S  
M O R A L
E  
F O R
M  
T A L E
N T  
C O N S i
S T E N C
Y

:APS AGE AVAI1M3ILITY • SUSPENSION INJURIES RETIREMENTS SCORED WORLD RANKING • SEASON
20UNTER : EXTRA nME PENAL TIES SAVE GAME AND PRINTER OPTION BOOKINGS SEAMING orrs AND MUCH
MORE ONLY Atatitl  DR SPECTRUM

R E C O R D S  F I L E  COMPATIBLE WITH ALMOST ANY LEAGUE TABLE ESPECIALLY
• OR FOOTRA„ JIHEL'ijk LW! 2 PLAYER SLPER LEAGUE ENTER YOUR END OF SEASON DATA MO

IT WORKS OUT BEST TEAMS TEAMS AVERAGES RECORDS • TITLE WINS HOn MOP' SEASONS PLAYED
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ANY THREE E20.00 ALL FOUR E25.00
Enclose cheque+0 and large s a w i t h  20p stamp attached per cassette
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Once in a blue moon a product
emerges that goes on and on selling
as II It had been launched only last
week. Sub Logk's Flight Simulator
is one such program. Originally
released for the IBM and then the
Apple II series way back in 1983/4,
Mi l  has sold by the hundreds of
thousand to businessmen, pilots and
gamesters alike.

Now the world's most popular
flight simulator for home micros can
be enjoyed by ST owners In an
upgraded form, which has been
souped up to take hill advantage of
the ST's extra processing power and
graphics capabilities.

ni l  puts you at the controls of
either a single engine Cessna 182 or
a Gates Lear jet 25G. Whichever your
choice of plane you are M for a rare
graphical treat as soon as you've
strapped yourself into the cockpit.

*Part from the usual cockpit view
you can also view your plane from the
control tower or a spot plane which
can be made to fly alongside you at
any distance and/or angle.

Tower view allows you to observe
proceedings trom the comfort of the
control tower, the position of which
can be set independently so you can
set the tower at the destination
airport and see yourself land! Mere
is also a map view which can be used
to gauge your present position in the
world and plot any changes to your
Present course.

One of the most spectacular
features to be added to the latest
version of Mil is the ability to
combine different views on the screen
at the same time using the multi *
window function. Thus the main view
could be a 30 cockpit display for
example, over which map and spot
inane views could be overlayed in
their own separate window-9, each of

i9hla 5itnulautot% /
which can be any size you wont.
Control is with a combination of
mouse, keyboard and eight pull-down
menus.

If you choose to fly at night the
daytime view is replaced by a horizon
full of lights winch are your only
visual indication as to your flight
status — Just like the real thing!

Two of the most interesting
features covered in the Sim menu are
the 'reliability' and 'realism' options.
The reliability dialogue box contains a
sliding stale which ranges between
0% and 100%. At 100% you will
experience no fuel or engine
problems, or instrument failures, but
at lower percentages beware!

The realism box allows you to "turn
on" any or all of eight different
effects that would occur during
normal flight. An exam*  of these is
the fast throttle effect which, if
turned on, gives the engine a chance
of bogging down and dying If you
increase your throttle too quickly.

In Flight Simulator lithe world
database, available in the package, is
limited to 120 airports in five general
areas of the States (although the ST
version is fully compatible with all
Flight Simutator scenery disks).

These areas are San Francisco,
Seattle, Los Angeles, Ilosto&New
York, and Chicago and central
Illinois.

Although flying between these
areas is impossible due to fuel
limitations, you can quickly move
between any of the five maw areas by
manually setting a new set of map
coordinates.

FSII features five navigational aids
most commonly used in modem
flying. Here again the program excels
with everything from DME (Distance
Measuring Equipment) to VOR (Very
high frequency Ornolifirectional

,o • - •  -
4 4  •  •  
r  
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Range).
Any beacons, transmitters etc. that

actually exist in the areas covered by
PSI! are actually present in the
programs database so it should be
very difficult to actually get lost —
well that's the theory!

The Auto Pilot dialogue box lets
you hand over any or all of four flight
control areas to the AP, which can be
made responsible for keeping the
wings level, and maintaining a
specific heading or altitude.

The AP is particularly useful on
long flights where it can prevent
fatigue and frees you to devote more
time to other flight tasks such as
Instrument scan, radio
communications, or preparing for
final approach before landing — you
hope!
The SITUATION menu is used for
saving and loading situations as the
manual describes them. You can also
see an action replay of the last couple
of minutes of your flight using the
Instant replay function — great fun
watching yourself crash to your
heath content.

ni l  has many other features too
numerous to mention here but two, in
particular, are worthy of special note.
Firstly, when you feel like a break
from the serious business of flying a
modern aircraft, you can pop on your
goggles and hop into a World War
One fighter for a spot of fun involving
bombing runs and dogfights with a
computer-controlled enemy.

The enemy has occupied the
territory west of the river, and has
established two airbases, each with
its own fuel base, and a number of
factories. Your mission is to bomb the
fuel bases and factories, but life is
never that simple and six enemy
fighters, stationed at the air bases,
will try to protect the fool depots airl

C C M  I C S I r  • •  CUSACK 11611 c L o s ig
p • E S S  — O f . T O  P 1 .I r  c o l  l o t i e l t h e ?

factories so the other hail of your
mission is to shoot down as many
enemy fighters as possible.

This part of nil ,  as with everything
else in the program, is enormous fun
and could almost be a stand alone
game in its own right.

The final feature that can be
mentioned here is the Multi-Player
option which enables two or more
players, using separate computers, to
fly together.

Communication between
computers is through the ST's
modem port, although you can
communiate with any computer which
runs ni l  and supports the multi
player option, as long as you have the
correct table. Sub Logic include an
order form for any cable you may
need to use this option.

Once the relevant hardware is set
up you can take off and fly around
together and even send messages to
each other. if you can find three or
four other flight freaks you can even
take on the Red Arrows at their own
game!

Flight Simulator ills easily the
most authentic program of its type to
have been released for a home micro,
The 3D graphics are stunning, and
the whole package has been
religiously documented by people
who obviously love flying.

It is rumoured that hundreds of
Americans went out and bought an
IBM or Apple just so they could use
this program and, having clocked up
more than a few flying hours myself,
it's easy to see why. FSH defies
superlatives and must be seen to be
P 'k pp ri pnced!
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software industry, a number of
ifferent publishers have all

released similar games at about the
same time — witness Gremlins
Krahout, hnagine's Athanoid and
CBI's Ball anmkor!

In ST-land, Tynesoft, Gremlin
(again!), and Microdeat have given
anyone, shopping in the vertically
scrolling shoot-'em-up dept, plenty of
choice. Both Pintos (Triesoft) and
Typhoon (Gremlin) are upwards
scrolling blasts of differing levels of
ferocity and polich. Goidrunner
IMicrodeal) (Men two-way vertical
scrolling, a little like 'iridium turned
on its side.

P. Ir1t1.2 TYPHOON
•  SuPMJER: GREMLIN GRAPHICS
P. PMCE: E24,SP5

The first and least polished, of this
triple-helping of upwardly mobile
'shoot to kills is Gremlin's Typhoon,
programmed by Kingsoft

The action take place In a window
.flanked, on either side, by status
•teas. At the start of each of the 50
tones, you are given the chance to
*capture a little bonus block

containing either an (ex t r a
ship) or an 'e' 'extra fire power)

as it wriggles down the screen
at alarming speed.

Extra fire power tak

•  •  •
tire, the ability to destroy o l e
formations with a single shot, or
invulnerability. Each only lasts for a
given time, shown as a diminishing
scroll bar b the right of the action
window. If you miss the bonus block
first time round, you get two more
chances before it finally gets bored
and disappears, no doubt trying to
cope with the rejection!

Meanwhile, the alien-bashing has
begun in earnest. In the first couple
of zones, most of the aliens come
from above, but as things get more
frantic, you'll find yourself getting
attacked from below as welt Each
wave must be totally destroyed before
you get a crack at the next one. if you
don't dispose of all the aliens in a

wave within a certain time, they
retreat, regroup and attack again.

As the game progresses the alien
waves become more intense and
aggressive and they definitely seem
to find an extra gear from
somewhere. By zone eight there are
also Xer i ous
-
l i he 
g r o u n
d  
o b s t
a c l e
s  
t
o

avoid and zone nine sees the
introduction of floating skulls. These
annoying things are not only fatal if
touched but also kill if bit by your
laser. Skulls are a devious and
frustrating addition to the gameplay,
especially as they are sometimes the
same colour as the aliens you're
meant to be knocking off!

Licensed from Germany, the game
suffers from a few rough edges
which, if finished off with a little more
thought and attention to detail, could
have turned a reasonable game into a
good one. That said, the game is
reasonably enjoyable to play, has
some addictive qualities and some
reasonable sound effects.

6
9
7
7

wary of loading a game whose sleeve
contained such modest statements as
'the game you've all been waiting
for" and "state of the art space
action in its ultimate form".

Well Rarglider this isn't, but at
£14.95 la full E10 cheaper than
Typhoon or Goldrunnerl Phdo5
represents the best value per
mangled alien on the ST.

As with Typhoon, the action takes
place in a window, this thee on the
left-hand side of the screen neatly
framed in a metalic border. Unlike
Typhoon, Flubs offers one or two
player options. In the latter, both
players compete, at the same time, to
destroy the assorted goodies and
nasties on or above a huge mother
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ship that scrolls downwards, all too
through numerous stages.

The nestles in Pfutos don't so
much come in waves, as in Typhoon,
but in one continuous torrent
affording little or no respite, except
between stages, when you have a fen
seconds to work out where you can
buy a replacement bigger finger if
your original gives out!

Although almost anything in !lidos
can be shot, some things are more
important to get than others, fuel
dumps being a perfect example. You
start the game with a full tank 199
units) of fuel which is consumed at
the rate of one unit per second. Each
dump is worth 20 units. It is rotatively
easy to keep topping up your tank in
the early stages, but later on there is
an alarming decrease in fuel dumps
on it's important to keep topping up
while you can.

If you run out of fuel, you lose all
control except that of the laser. Yon
are thus condemned to sitting there
and watching those nasty aliens
destroying all those lives
you've painstakingly bui
up. Your one salve'
it a fuel dump
along, di

your path,
which you can

shoot without having
to move.

Apart from dumps,
there are many other shootable items
on the surface of the mother ship,
including circular turrets that fire
back at you. Flying above the mother
ship are numerous beautifully
animated alien craft that seem to
have orders to carry out an almost
relentless offer:sive against you.

At the end of each stage you must
shoot out a pair of blinking eyes, thus
gaining an extra life and access to
the next — ano even more frantic —
part of the game. In stages one and
four and presumably later stages too
difficult for this mortal to reach) you
get yet more chances of gaining extra
lives by shooting five i cons,  each
of which has a one in four chance of
turning into a happy face (extra life
awarded) icon.

As with Typhoon, later stages are
pulled in from the disk. But this

doesn't seem to be such a pain here
as it happens at a natural tweak
between stages. Incidently, Mains
comes on just one disk!

To the right and below the action
window are the status areas where
you can keep a check on the stage
you're in, the number of lives you've
still got to play with, as well as your
store and fuel status. In the two
player game two sets of information
are displayed.

If hit by any flying alien, raised
structure on the mother ship, or
bullet from alien or gun
turret, you lose a life. But
programmer Derek Johnson,
obviously a shoot-'em-up
1unkie on the quiet, has
allowed play to continue
during the transition betwee
one life and the next

Instead of an
explosion follow

a break in the
action, Fluids

allows you to continue
manoeuvring your ship
(now just a red outline
and impervious to damage) for a
grace period of about three seconds.
At the end of the grace period, the
outline ship is once again filled with
its nomial colours. Your ship can
once again sustain damage lie). You
can be kilted I and the game
continues as per normal — minus
one Me ot course!

By thoughtful game design such as
this, Flutes manages to overcome
such shortialls as poor sound effects
and slow scrolling. Instead it whips
you up into a destructive frenzy and
doesn't let go. When you find you
sweating at an inanimate object
Inamely a monitor) and fighting a
losing battle against finger cramp,
you know the game's got you well an
truly hooked!
M GRAPHICS
W. SOUND 4
P. VALUE 1 0
P. PLAYARILITY 9
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The final game in this mini round-up
of all things destructive, is
Coldrunner, the latest °firing from
the prolific Allicrodeattlitichbon
stable. Goldrunnor is the only one
of the three which has two-way
vertical scrolling, technically

making it a shoot-em-up-or-dowool
There is even a passing attempt at

offering some lustification for what's
going on

The Earth is dying. New worlds
have been found. But between the old
legacy and the new hope lie The
Ringworids of Triton' — gasp swoon
etc! Built by an inconceivable

)  t e c hnol ogy ,  the Ringworids will
destroy anything that comes within

•  r a n g e ,  but it seems this technology
was so inconceivable that it never
thought anyone would have the
audacity to attack a Ringwodd alone
in a single small craft.

Against such an attack the
Ringworids have only the most
rudimentary of defences
rudimentary to them but still pretty
awesome to us. Of course you're the
Earth's best pilot and last hope etc.
etc.

Each ring has a specific amount of
energy which is reduced every time a
building or piece of machinery is
destroyed.

Although many ground features
can be flown over, the taller ones
represent a health hazard and must
be dodged. After a while you'll
recognize winch elements need a

wide berth, but a good rule of
thumb is avoid anything

casting a suspiciously large
shadow.

Ia. TULE: PROHIBMON
SUPPLIER: INFOGRAMES

IP PRICE: ICA
The old adage that many of the best
idea's are the simplest, has never
been trwer than with this little gem
from Infogra romps. As the title
suggests, the game is set in New York
in the 1930s. This was the era of
prohibitoo when men were gangsters.
booze WU a no-no, and violin cases
were never used to carry violins!

Your lob is to clean up the
neighbourhood by knocking off all the
gangsters in the area, For this service
you will be richly rev sided vottio piles
of unmarked dollars. Gangsters may
appear anywhere — peeping out from

windows of all shapes and sizes, on
fire escapes, bthin trash-cans,

In between avoiding high building's,
the Rhvgwodds will give you plenty of
other things to think about in the
form of wave after wave of flying
fighters. These come in all shapes
and sizes but have one thing in
common — the defence of the
Ring-world — and you're in their way.
Contact with the fighters themselves
is harmless but don't get caught by
their disrupter bombs.

At the start of the game, your craft
has an armour strength of five and
fully powered lasers and boosters. All
these function will suffer as a result
of successful attacks from the
enemy, You lose a life when your
armour strength decreases to zero.

The graphical design of the
Ringwodd backdrops are impressive
indeed. Each appears as if you're
looking through a pair of tinted specs
— first green, then purple etc. The
animation and shadow of your ship,
as it spins round in mid-air, is a real
visual treat. Add to this some very
atmospheric digitised speech, nice
decaying explosiorts and some of the
fastest and smoothest scrolling
you're ever likely to see, and that's
the very classy Goldrunner. Not the
easiest gam. in the world to play, and
certainly lees frenetic than the other
two, Goldrunner will appeal to
thidium freaks and those who are
prepared to work a little harder
before savouring the delights later
levels.
a• GRAPHICS
0.• SOUND
al• VALUE
P. ptAwkstirry

down dark alleys, even popping up
out of manholes.

At the start of the game you see
part of the neighbourhood (viewed
from across the roadl, a four-storey
terraced building with stairs leading
up to the main entracnce. Inset into
the bottom right-hand corner of the
screen is a counter. When a gangster
appears the counter ticks away the
seconds from five down to zero. if you
haven't located and shot the gangster
by zero you're iced!

Sounds simple! Not to, because,
nos' every time a gangster rears

his ugly head, the head in question is
to be found off the screen, either
above, below, or to the left or right.
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either by keyboard or rnousel say, to
the right-hand edge of the screen, it
will automatically scroll to the right,
revealing the nee part of the street.

So if a gangster is not visible on
the screen, how do you know where
he is. After all, he's lust about to turn
you into a string vest so you should at
least have an inkling as to his
whereabouts.

Well what happens is that an arrow
appears pointing either to the left or
right telling you which way you need
to pan in order to see the wretch.

But the arrow doesn't tell you on
what storey the blighter is perched,
so you'll may still have to pan up or
down before he swings into view. If no
arrow appears when the clock starts
counting down, then the gangster is
already directly above or below you.

If you manage to get a gangster in
your sights and let him have it, you'll
see him crumple on the floor in a
dead heap, or slump lifelessly over
the windowsill. If you're too late, a
series of staccato flashes followed by
a Mood-curdling scream or grunt.

For those rare moments of
absolute panic, there is a 'yellow
belly' lybl feature where you can hide
behind a wall for frve seconds while
still panning around desperately

looking for a face with a gun.
Unfortunately you can only use 'yli•
couple of times during each phase of
the game.

Once you start to show your
prowess with the trigger, things sta
to get a little trickier. Firstty, some
the gangsters now have women
hostages held in front of %hem to
shield their own bodies. The idea is
hit that part of the gangster's hod
still visible behind the woman. if
you hit the woman by mistake,
she's the one who collapses on
the ground with a suitably
agonising scream, and you
lose a life for your bad shooting.

Prohibition has excellent graph
and digitised sound erects, super
Smooth four-way scrolling, is
instantly playable, and almost
impossible to put down.
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MICROSELLS -  It costs only El to advertise in Micros&

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 PENPAL WANTED to swap
original software etc. Write  to Lloyd
Cassidy, 85 Lanark Avenue,
Carroondean, Livingston, West Lothian,
Scotland EHB4610N, Prefer disk.
SINCLAIR ZX Spectrum 48K, cassette
recorder, joystick and interface and
software. Total value 1265. Will accept
El 25. Telephone Wisbech 64785.
48K SPECTRUM + tape recorder,
imerface. Quickshot 1 + 2, joystick. all the
latest games, magazines. Bergen (170
inc or swop for Commodore 64. Contact
Oliver. phone 387 0919 anytime after 6
o'clock.
MSX SOFTWARE TO SWAP. All games
originals send your hat for mine.
Originals only to M. Cruickshank, 37
Glenisla Court, Rartray. Blairgowrie,
Perthshire, Scotland PHIO 7AX_
ATIISOS/OPIC 1 48K GOLDMINE• Collect
gold bars from 35 different caves, be
careful not to get trapped in or crushed
by boulders. Only E l 50. Cheques and
postal order payable to David Yip, 77
Great North Road, Gosforth. Newcastle
NE3 2DQ
CBM 84 disc drive. two cassette
recorders. 1 joystick,  back up booms lots
of software including 81 cassettes, 18
disc's, 4 cartridges. Disc's include
Leader Board. Undlum, Silent Service &
Revs Cassettes includ Ghost & Goblins.
Dragons Lair, Summer & Winter Games,
Cauldrons II & lots more. Tel Halifax
823810, Worth E1300,00 Will sell for
E500 DO ono
COMMODORE 64 SOFTWARE TO
SWAP. I have many original titles. Send
your list to Kalle Tahrenheirno.
Paavontie 7.78300 Varkaus, Finland.
P.S_ disk only.
SPECTRUM GAMES: Will swap
Starstrike. Beach-Head, Now Games 1,
Night Gunner, Alien la Sam Stoat for any
2 of: Back to Skool, Their Finest Hour.
Quezatron, HiiSck, Tomahawk. Bobby
Bearing. Send games to Chris Woods,
10 Checn in Des Barrie uea, 1290 Versoix,
Geresva, Switzerland.
CBM 54: Software to swap. I 've got all
the new titles. Disk only. No beginners
and big lists please! Write to Heaver
Hohjem, Stiklestad, 7650 Verde. By the
way Hi to Sorry Moray (SMI. The
Terminators, FCG, Darkskin &
ATARI 820ST USER wishes to swap
origins' software, tips + information
with other users worldwide. Prompt
replies. Terry Stratford, 47 Holland
Road, Chatham, Kent.
SPECTRUM 48K. Games for sale,
Ghoetbusters and Ehiller, Also
Kempston Competition Pro Send to
Graem a Dow, 41 Demesne Road.
Wallington, Surrey, S M6 8EZ.
BBC El Twin Drives, recorder. modem,
printer, Born, Ram board. Roms
including Database and
communications, joysticks, books.
magazines, blank disc and over 300
pounds worth of software all for 1750
ono. Phone 651 2940.1011 if outside
London
FOR SALE: Spectrum power switch, £4.
C BM 64 and Atari audio leads (give
details of Hi-Fr connection sockets). 1
meter lead lead f  2; ladd 50p per extra
meter)_ CBM 64 Reset switches. 11.50.
Make cheques payable to Colin Froggati
Add 50p p&p. Send orders to 13 Edith
Terrace, Sunnyfields, Doncaster, South
Yorkshire, DN5 8RT.
COMODORE 54 owner wishes to swap
games which include Silent Service,
Green Beret, Shogun and many many
more then write to J Dobbs, 54 Theaker
Ave. Gainsboroogh, Lincs. DN 1 1 RH. AS

letters answered.
SWAP CM  GAMES: Green Beret.
Commando, Exploding Fist,
Mersenerya, Kung•Fu-Mastet. Tigers in
Snow. Hobbit *  Boolt,  Compurer Hits
Two, Entoomed, Gyroscope, Speed
King, Dics0VG, Pole Position, Pacrnah,
Wizards Lair, Android 2, Combat Lynx,
Labatinth of Creator, Pitstop 2. Starion
They Sold a Million,  Sentinel. I wo of
above for Now Games 1. One of above
for Ace, Now Games 2. Money offers
accepted, alternative swaps accepted.
Phone Mansfield 106231 27793, ask for
Nick.
SPECTRUM 128 STARTER PACK with 50
games worth E500. Selling for 1200
Phone Houghton-Le-Spring 584 3813
between 6pm till 11 pm.
SPECTRUM PERIPHERALS Parallel
printer interlace, Interlace one;
Microdriva 4 5  cartridges containing
various utilities and games, a ll boxed,
good as new £25 each. Also joystick
interface (boxed1; Quickshot 1 joystick;
power supply; E5 each Also  various
original games inc: Fist 1 (15), Formula
1, 30-Tans. Starship Enterprise,
Nightflight, Heathrow and Timegate, E3
each. All prices inc. p * p  061-748 9409.
CIIIM 64 original ga mes to swap or sell
Many new titles. Please write to: 101
Hearsall Lane. Coventry, CV5 6GR, or
•ing Coventry10203) 711402 after 4pm.
Vol THERE ALL C64 OWNERS I have the
latest original software to swap. Send
your list to me at 61 Springwood,
Llanedeyrn, Crdiff, CF2 6UD or tee
i 0222) 732 565 after 4pm and ask for
Gary Oversee'ers welcome!
AMIGA & BY-FREAKS, Have you hot
stuff on the Amiga? Call or write . R.
Dross Zeal uwhol 19, 9502H.
Stadskanaal, Holland. Phone:
05990-2243917.11 prn I 64 freaks with a
software problem, call also!
SPECTRUM ORIGINALS FOR SALE!
Very low prices including Elite. Way of
Tiger. Spy vs Spy, Nightshade, Wham!,
Rambo. Only E3.50. Also available
Comcon Interface 615, Ramturbo
Interface El 0, Currah Microspeech E10.
Send s.a.e. to G.D. Shaw, 25 Redwood
Avenue, Royston, Barnsley, Yorkshire.
S71 4JP, Kwikl It
ON-SPEC Software Exchange Club. Free
membership. Exchange you unwanted
originals cheaply. Send s.a.it for reeled s
and free membership to: ON-SPEC
Software Exchange Club. 23 Florence
Road, West Bridgford, Nottingham, NG2
5HR. Originals only must be offered fur
exchange, any other form of software is

SPECTRUM + with tape recorder,
Quickshot IV poystick. 75 games, books
and maps. Worth E230 will sell for E125.
In great condition. Phone, 051 263 4825.
Ask for Liam.
SOFTWARE SWAP Tape only. Large
collection for CBM64 and Spectrum.
Many new titles including imports from
US (Commodorel also some rare titles.
All letters answered. Lists to (Ismer 13
Claredon Road, London El i  1BZ. P.S
Any crackers out there?
ATARI HYPER DRIVE. 1050 disk drive
enhancement Ea sily installed
hardware/softy/are package. Enables
true double density, faster
reading/writing and wi I back up
protected disks Sim ko  to Lazer, Happy
Cu: f4 0 . Phone 01-508 2671
C64 *  1570 DISC DRIVE land Datasene,
case, joystick etc). Loads of cassette
games •  qua lity US imported disce
1551's Kam pfgruppe. Field of Fire. Battle
of Anuttam, Panzer Grenadier etc) total
value appro. f850.00. Will sell a.s.a.p
for E400 in clu d e  art Atari VCS i  a lso
Microvision. Phone:
Sunbury-on-Thames 789486
IMiddlesex)
CBM 64/126 SOFTWARE to swap. Over
600 titles. Send your list for mine. All
letters answered. Only genuine letters
please. Write to M . Hopkins, 29 Sitwell
Way, Port Talbot, S Wa le s. SAl2  6BH.
Of phone 10639188 4084 and ask for
Martyr, Hurry!
COMMODORE 64 under guarantee,
boxed, cassette recorder, joystick.

introduction to basic. programmers
guide, 93 games, magazines. Best utter.
tee Camberley 10276) 27588.
ULM 64 so rrwAR E to swap M a ny new
titles. Write to Bill Walker, 17 Adelphi
Terrace, Carlisle. Cumbria (Disk only).
COMMODORE 84 SOFTWARE FOR
SALE e800 worth of originals at hall
price plus lass. Titles include Back to the
Future, Bruce Lee. Winter Games and
Decathlon. Some hardware as well, in
perfect condition. Send se e . for list to
C. loonier, 34. Oaktree Park, all ington
Lane, West End, Solon,  503 3HR. But
hurry!
CM GAMES to swap or sell. Disc and
tape, I prefer disc. i have many new titles
from Holland, Germany. Sweden, Italy
and USA. Write to Lars Neilsen,
Blomstervangen 83.6800 Vrde,
Denmark,
SPECTRUM F O R  SALE with Protek
Switch able Interface, and Kempsion
joytick 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
1129 ono. Phone: 0621 772601.
COMMODORE 64 three joysticks.
cassette and 47 original games.
Including Knight Games, Green Beret
and Kung-Fu Master. Worth almost
E700 Will accept 1220 ono_ Tel.
Rotherham 895854
COMMODORE 64 Data Recorder,
Printer, Joystick. Games, Manuals,
Maps, Printer paper etc. Al condition.
Worth 1300. Will part tor 1200. Ring
Marple I4271 1114 near Stockport,
Manchester.
Ba a l. books, software, etc for sale,
excellent condition, best sensible offer
taken. Wade to: M r D. Cowdall, 29 Berth
Close, Mu rdishaw Runcorn, WA7 6DN.
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
(03752I 79144.
ATARI SOW 4 Acorn Electron +  Data
recorder +  software etc. Only E150.
P hone: 868  3621 S tev en .
CBM 54 1 5 4 1  DISK DRIVE + 2 joysticks
+ C2N Data recorded games (Green
Beret, Fight Night etclE4110. Tel: (011868
3621 Ask for Nick
WANTED: 1541 Disk Drive. Must be
good working condition. Will pay 1100
Call Norman. 0698 842231.
COMMODORE 64 GAMES TO SELL OR
SWAP_ Highest price Ea Top tales
available. All originals. Tape only Amu
0648 28236 or write to Eamonn Burns,
36 Derrynoicl Food, Dr aperetown,
Magheratell, N. Ireland 8T45 70V.
CBM 84 USER wishes to sell originals.
Titles include, Rock Wre st le ,
Exploding Fist Ghosibueters. LCP,
Commando, Monty on the Run, Fight
Night, Rambo and more. Great Price&
Phone 06592 371 after 4.30prn Ask for
Craig
SIC OWNERS! Free game with the 1st
issue of the Elmsoft newsletter. Contains
cheats, programming tips and exclusive
software for sale. Send only 75p !covers
p&p to : A Fry, 12 Elm Tree Close, St.
Meryl Drive, Thotngumbald. HUI? 9NX.
A C8M 14 USER wants to swap all the
newest software. Simply contact P.
Christie-en Voorhavenlaan, 109 8400
Oostende, Belgium. I promise that every
letter gets an answer. Just do it nowt!!
C M  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 Phi Ilis,16 Wood Street,
Rockhampton, Queensland, Australia,
4700 All letters replied to. Write soon!!
MERLIN CLUB, Membership free! Send
name, address and tel. no. to us and we
will put you on our files. You can sell or
swap original software or buy through
us, or even buy or sell a Micro or
Hardware_ If you are selling or swapping
originals only give us a ring on 01 501
3616 if buying send a s.a.e. to: Merlon

CLub. 1 Merlon Close, Hainault, Ilford,
Essex IG6 3XL. Its wizard!
VIC 20 FOR SALE -  32K expansion +
1531 Detasette + Over 1150 worth
cassette software including Jetpac..
Perils of willy,  Games Designer and
many more. 4 3  books, 2 cartridges +
Quickshot II Joystick. All boxed with
leads, worth f200+, will sell for E85
o.n.o. Tel Newbury (0635) 44436 after
4prn and ask for Philip.
CURRAH SPEECH UNIT, DK Troniks
Programmable Joystick Interface.
Quickshot II joystick and 12 games
including Elite, Bom b Jack, Frankie Goes
To Hollywood, and many other good
games. Would cost E150 for special price
of 170 ono Write  to Derick Cochrane. 5
Alma Terrace, Newport-on-Tay. Fife,
Scotland. DOS 8H2.
SPECTRUM PLUS, Modem, ZX Printer.
E160 of software, tape recorder, joystick
& interface, sound amplifier, Cu rrah
Micro speech, spec-drum, over E40 of
magazines, spare keyboard. extension
ribbon connector_ All boxed with
manuals, as new worth over (550.
Bargain of the month at 1195 ono. Phone
Mick on 10926) 4915-85
CBM 64 ORIGINAL SOFTWARE FOR
SALE. 15 pieces of great software for
amazingly cheap pricee. Worth over
1100. will sell for 172.00 Buy separately
or together. Sand for lists to phone
104024157482, after 5pm on weekdays or
all day weekends. Ask for Sarah.
FOR SALE, Spectrum 48K -.Kampston
joystick, interface, colour monitor
interface, light pen, tape recorder tor
Spectrum, 50 we ll known games, 50
assorted ra gs. All this for ony E165
quick sale ShaunJowett,21 Inmans
Road, Hodon, Near Hull, HU12 ONO. Tel:
898357
R E V  Epson LX80 printer. Send your 30
(ormorri
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The best selection for the printer
Toluuleikir Protean. Vidivangur 18, 320
Hatnarfjordur, Iceland.
C8M114 GAMES to swap or sell. Diak
only. Lots of excellent titles. Write to
Hermann Asmundsson, Vidivangur 18,
220 Heine rfjordur, Iceland. If swapping
send you game list.
SPECTRUM PLUS COMPUTER with
data-corder, joystick & intrface (slow
motion facilityl. number of games
including the Hobbit & Chess. 185 ono.
Phone Cockforsters 01 4411127
CBM 64 USERS1 I've a package of 6
games and 3 books for sale. It's worth
180, but will sell it for E30. Write  to V.
Patel, 19 Tresco Road, Berkhamsted.
Herts, HP4 3JZ.
COMMODORE 64 GAMES FOR SALE.
Including F
i r l i g
h t .  
E i  
d o l
o r %  
V r i
d i o
m ,

Fourth Protocol, Quill,  and many more
on tape, and Mercenary on disk. All AS
NEW. and half price. Would sell entire
collection for p r ice .  For full l ist .
prices send S.a.e. to Richard E. Nielvb,
"De nby
-
. 3  
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Birkenhead, Wirral,  143 911G; or ring 051
652 5489 after 5pm.
ELECTRON COMPUTER FOR SALE, with
leads, manual, programming book, tape
recorder, f80  worth of games fine
Gyroscope, F
r a k ,  
B e a c h  
H e a
d .  
C o
m b
a t

Lynx), stacks of Electron User
magazines_ Worth over f200. Excellent
condition, Will sell for 1110. Phone
(0489514289
ORIC/ATMOS MIK GAMES. Xenon I -
E4: Fantasy Quest -  E3.50; One Trek -
Ea: Books Sixty Programs, Meteroic
Programming; Games to play on your
Orrc I -  E2.50. David Yip, 77 Great North
Road, Gosforth, Newcastle, NES 200.
VIC 20, U N ,  BK ram pack, 16K
switchable ram pack, 4 slot switchable
motherboard. programmer's aid cart.
Super Expander cart 1+3K rami, Sargon
II chess cart , 40/80 column board, Perils
of Willy. Jetpac, The Guest games, Cost
f  400+, se ll for E100 ono, Contact Pali Ka
on Coal vi Ile 811384 between 4prn-9pm.
ATARI GAMES FOR SALE on disks and
cassettes, up to date releases, oleo
Acorn Electron games on cassettes Very
reasonably priced. Send sae for list to S.
Johnstone, 2 Torrington Road,
Wallasey, Merseyside. L44 35T,
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STunning and STupendous! Thai's this special ST competition
coming your way thanks to US Gold. We've got a briefcase full of
ST software to give away to the first person who writes in and
correctly identities the tour ST games pictured on this page.
You'll get games like )(emus. Super Cycle, Infiltrator, top
adventures like Ouestcrobe, and amazing sports simulations like
Leaderboard All packed into a VERY classy leather briefcase with
— wait for II — a combination lock! Now you won't have to be
embarrassed because all you've got to lake your books to school

In is a Mr Buyrite carrier-bag. There's so much software in it we
can't even shut the lid! You'll have to be super-fast to get your
hands on this hot prize so send your entry to Computer #- Video
Games, Atari ST Competition, Priory Court, 30-32 Farringdon
lane. London ECM 3AU NOW!

And if you've got a friend who owns an IBM PC then we ve got a
prize for him too! Yet another briefcase Mulled with software from
the Golden guys in Birmingham.

So tell him to enter as well!11•1•Ein••••1•=moniniumilmilm•
•  C+VG/US GOLD ATARI ST BRIEFCASE COMPETITION

•  Name:

•  Address:

1 The four games are:1. 2 .  3 .  4 .

III win I'd like to grab the Atari STD IBM E  briefcase!
•  (Tick box)
s o n o m m l o o m m u m m i n o m m • • • • • • • • • • • • 0
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Last year saw a significant
increase in the amount of
software arriving on these
shores from France.

Now many of these games
can be enjoyed by ST owners
courtesy of loriciel who have

entered the 16 bit arena with
a vongence, announcing the
release of at least seven titles
over the coming months.

Probably the most
impressive of the early Loriciel
releases is Macadams Bumper.
MB is a pinball game and

pinball table construction set of
the highest quality, putting
Microdeat's similar effort of last
year firmN in the shade.

Once the program has loaded
you are presented with a ready
made table on which you can
instantly play. Alternatively you

can access the tools icon and
have a tinker, changing

selected parts of the table's
design, or you can clear

the screen and start
from scratch.

If you opt to do
nothing for more

than 20 seconds
the program

How often have our
expectations of a forthcoming game
been fuelled by seeing the film or
reading the book, only to be dashed
by a half-hearted attempt to
transpose the property to the
computer medium. So it is doubly
nice to find a film tie-in that is
actually worth its salt.

Karate Kid it features some of the
most impressive graphical backdrops
ever to grace a monitor, this martial
arts classic has all the ingredients
that made Fist such a success on
eight bit machines, plus a little extra.

The game is in two parts. Combat
and concentration or bonus
interludes. To begin with you must
defeat Toshio and Taro in the first
two levels.

The first two levels are set indoors
looking out onto a variety of outdoor
scenes, which vary from mountains to
a lake scene, and even a seaport.

In all there are five outdoor scenes
and five different illustrations that
adorn the interior of the first levels.
One from each is chosen randomly
giving a large variety of different
interiors to fight in.

KM/ has all the usual karate moves
you would expect to find in a combat
game including high and kneeling
punches, forward and backwards
somersaults, and a selection of five
assorted kicks. In all there are 16
different moves that can be made
which takes some mastering, but a
few games is all that is required to

otAS Bum er •
defaults into a
comprehensive looping demo
covering all aspects of the program.

Clicking on the edit icon (depicted
as a spanned brings up the toolbox
on the left of the screen and a blank
table, ready for design, on the right.

The toolbox contains every
conceivable element you could wish
to place on your table from bumpers
to drop targets. These can be picked
up with the cursor and dragged
across and placed on the table. Any
element, already in position, can be
moved around later or taken off
altogether.

When entering edit mode, a further
eight icons appear, from which all
aspects of the package can be
accessed. The first of these icons
takes you into decoration mode
where you can "paint" on the surface
of the table. During the game, the ball
will roll over and ignore any
decoration you have added to your
design.

Decoration mode gives you access
to a primitive graphics package with
pencil, eraser, and fill features. You
can also change the red, given, and
blue components of any or all of the
16 available colours.

An ''Oops" function lets you take
hack the last thing you did before
anyone sees how stupid you were!

get used to knocking the stuffing out
of your opponent without having to
think too hard about what you're
doing.

The figures are of reasonable size
and the animation is smooth and
realistic — what you would expect
from a 16 bit game of this type.

Each move is accompanied by
suitably vicious grunts. Midi
compatible music of eastern
extraction plays in the background to
complete the oriental feel of the
game.

Once you have fought your way
successfully through the first two
screens, by draining Toshio and
tare's energy down to zero, you move
onto the first of the concentration
screens where you take the role of
Myagi as he tries to catch a fly in his
chopsticks.

It you think this sounds like a tall
order you're absolutely right, after all
it took Myagi 40 years to catch his
first fly. Your task isn't made any
easier by the fact that Myagi can only
move his joysticks around half the
screen — a limitation not extended to
the fly!

A nice touch is the way his eyes
follow the fly around the screen. You
will earn more bonus points for
catching the fly quickly and no points
are awarded if the fly is still tree after

I
'

The score screen is used to set
score and bonus levels for each game
element used in your design. You can
also establish the scores needed to
earn one or two free games. If you're
feeling lazy, a set of default values
will be used instead.

Once you've gained a little
experience in designing pinball tables
you might like to use the "specials"
screen, where eight sets of game
elements can be logically linked
together to give the player extra
rewards if he achieves specific goals
during a game.

For example, you could specify that
an extra ball is awarded if two sets of
drop targets are all hit during the
same ball.

The last of the three customising
screens lets you really play God. Here
you can change gravity, alter the
speed at which the ball moves and
accelerates down the table towards
the flippers. You can even control the
elasticity of the ball — how "bouncy"
it is.

The final factor that can be
affected here is the tilt control which,
when increased, will make the table
more sensitive to being battered! All
the variables in this screen are
altered using a set of &Wei controls.

The three remaining icons
are used to enter
the file handling,

•

60 seconds.
After the fly screen you're back as

Daniel the Karate Kid, this time in
Myagi's ruined garden where Toshio
and Taro must once again be
defeated in order to reach the second
bonus screen. This time they are less
of a pushover than in previous
screens.

The second bonus screen involves
Daniel breaking as many sheets of ice
as he can be a combination of
joystick wiggling and good timing.
The sound and animation as his hand

game control and play modes of the
program. The file screen is used for
saving, loading, or deleting files
containing finished or partly designed
tables.

The control screen is used to
customise the game controls to
suit your own requirements.
whether they be mouse or
specific keys. Apart from left
and right flipper, you can also
set controls for "hit table" left,
right, or in the middle.

The ball movement during play is
smooth and realistic (unless you got
carried away in the God screen I, and
the sound effects associated with
each game element are what you
would expect from a real pinball
game.

When you get too physical with the
table it shakes warning you that the
game was nearly tilted.

Macatiators Bumper is a perfect
example of an existing idea given a
thouroughly professional going over
resulting in a polished, easy to use,
and enormously enjoyable pinball
game that should appeal to all tastes.

comes crashing down on the poor ice
is outstanding.

Having warmed your hands up its
time to meet Chozen in the castle of
king Shohashi. The rules are the
same until you have depleted his
strength, at which point a drum
appears in the top-right hand corner
of the screen. What happens next
you'll have to find out for yourself!

Karate Kid ills a polished and
entertaining prnduct and is easily the
best combat game yet available for
the Si'. This is a must if you wish to
indulge in a little civilised oriental
violence.
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This is a role playing fantasy game
which has a cult following in the
States. The eight bit versions of the
game never realty took off over here,
another indication of the different
tastes that still exist either side of the
Atlantic.

Having been kidnapped by aliens
you find yourself in a room with only
one exit. Through this doorway lies
the city of Xebec's Demise. Overhead
is a panel with constantly changing
numbers which freeze when you step

through the door, thus setting
your levels of stamina, charm,
strength, intelligence, wisdom,
skill, hit points, and wealth. The
higher these 'stets' are at the
beginning of the game, the better
are your chances of survival.

The objective of the game is
"to become orientated to
Alternate RealitY' and build up

your slats in order to survive
hardships and battles and solve
quests in The City and subsequent
adventures which include The
Dungeon, The Arena, and four other
future releases culminating in
Destiny.

Special locations in the city include
shops, smithies, taverns, banks,
healers, and guilds. A closer look at
banks and taverns will give you an
idea of the scope and flexibility of AR.

Treasure can be found lying
on the street or after a

Successful encounter. It
can take many forms

With Degas Elite and Art
Director fighting it out for the
title of THE full price art
package for the ST, a new
entrant into the ST arena,

Magister Software, have
identified what they believe to be

an unexploited niche in the market
for a "cheap" 16-bit graphics utility.

Cheap, in this context is E25, less
than half the price of Degas and Co.

So is Artscribe a viable alternative
to, say, Mirrorsoft's Art Director? The
simple answer is yes and no. Yes if
you would only ever use a few of the
features in AD anyway. No if you ward
a serious application with the power
and flexibility offered in the more
expensive packages. So really it's a
case of buying what you need and
getting what you pay for.

So what do you get for your money?
Well, unlike Art Director, Artscribe
can be used in either low, medium, or
high resolution modes as can Degas.
Many of the standard features are
there including shapes Ifilled and
framed), fill and fill patterns (mono
and colour), cut and paste, zoom,
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including watches, gems, jewels,
money (which can also be earned by
taking part time employment if your
stets quality you for the job),
weapons, armour and potions.

Gems and jewels aren't legal
tender but can be exchanged for
money at any bank although some
will offer more than others.

Currency in the city is in gold,
silver, and copper coins. As all
objects have a weight, it makes sense
to change 10 copper coins to one
silver as it would weight less. But
when you've amassed too much
money to carry around lyou could
also get mugged, especially at night)
It is advisable to open a bank
account.

Banks offer a range of investment
plans for your money. The higher the
interest rate, the greater the risk. The
excellently written man nual advises
you to spread your fortune between
banks and account types rather than
putting all your eggs into one
financial basket.

Taverns are a source of food and
drink and a place to make friends—
or enemies) Every time you buy a
round, you endear yourself further to
the Tavemiteeper and his customers.
This comes in handy if
you're broke and
hungry and enter a
tavern where you're
knowm

copy, lines, airbrush etc.
Drawing is done on the full screen

and the option box is accessed by
double clicking the left hand mouse
button. Apart from the options
mentioned above, the program also
boasts a few, more esoteric, features
many of which can be seen by
clicking on "Edit" which contains
Artscribe's cut, copy, and paste
functions.

Cut etc. can be done in any one of
four modes: [Replace), Mori, [Ana
and [Or]. Replace, the simplest and
most commonly used, will result in
the copied portion replacing all the
pixels that were previosty on the
screen where it was placed.

The other three modes are all
professionally merged applications
where the colours of the pasted
copies are generated using "bitwise
Boolean operations".

Although the manual doesn't
attempt to expand on this mysterious
description, the effects that can be
generated using the And, Xor, and Or
modes are very impressive, if
somewhat bizarre.
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Every time you have an encounter
with another character, human or
otherwise, your stats will change to
reflect your success or lack of it, in
dealing with him of it.

Of course the probability of
winning the battle in the first place
depends on such things as your skill
level which helps you avoid blows
from an adversary, as well as aid you
in wielding certain close combat

•
arise-11

Artscribe supports five concurrent
screens (AD Two, and Degas Elite
eight) between which you can swap at
will, cutting and copying as you go.

Each canvas can be given a name
which is automatically saved to disk
with the screen itself. Other file
handling routines such as delete and
load use standard gem screens.

Fill pattern and palette files can
also be saved for future use. Also,
Neochrome and Degas files can be
loaded into Artscribe for further
editing and then saved as AS, NEO, or
Degas files afterwards.

Although the program has many
good points, it is partially let down by
lapses in design and frieruityness„ For
example, in Art Director, if you
inadvertently start to fill an area,
pressing ESC will abort the process.

In Artscribe you have to wait 'Arita
the fill process (which can take well
over a minute when using a textured
fill, or filing a textured areal has
finished.

There is also no keyboard buffer
present when using the arrow keys to
move the zoom window over the

weapons such as daggers.
Strength is also of vital importance

when fighting as it not only
determines how much damage you
inflict on the enemy, but, along with
skill, it also determines how well
you're able to use certain weapons.

There is so much in Alternate
Reality that reveals itself as you delve
deeper into its secrets that a short
review Like this could not do it justice.

es
screen, meaning that, if you
keep your finger down on the
key fractionally too long, the
window carries on scrolling in
that direction mild every key
press has been registered —
this again is time consuming
and very frustrating.

Also, in zoom mode the
Undo key lused for deleting
the last thing drawn) does not
work, thus any slips made in
Zoom mode have to be manually
corrected or erased.

On balance, Artscribe has a lot
to recommend it to anyone who
cannot afford, or does not need the
additional power of a full priced
graphics package. •

Despite obvious holes in its
capabilities, it represents
reasonable value for money.
Decide what you really want
from a graphics package
before coming down on either
side of the price fence.
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Commodore 64/128
Intro to  Ba sic Pa rt  1 C A3
Intro to  Ba sic Pa rt  2  C/13
Sim ons Ba sic
Sim ons Ba sic Extension
Gortek and The M icro  Ch ips
Gortek and The Kryp t o  Byt e s
Future Finance
Easy File
Macro  Asse m b le r

Deve lopment  Syste m
Asse m b le r Tu to r
Programmes Ut ilit ie s
Touch Type  6 4
Logo
lo r k  Tr ilo g y lin t  ocom'l

D isk
Cass
Disk
Disk
Disk

D isk
Cass
Disk

Cass
Disk
Disk

E1.99  5 t  ortJoss, Suspended Dead hr., D i s k  E 8 . 9 9
E1 .99  P a t r i c k  Moores Ast ronomy D i s k  E 2 . 9 9

E14 .95  T o n y  Harts Art  Master C a s s  El  9 9  D i s k  £ 2 .9 9
£4 .99  R a i l b o s s  D i s k  E 3 . 9 9
£2 .99  H i g h  Flye r D i s k  E 3 . 9 9
£3 .99  F i r s t  Wo rd  (Wo rd  Pro ) D i s k  E l l  .9 9
E9,99 A s s e m b l e r  M o n it o r D i s k  £ 1 1 .9 9
E9.99 P a s c a l  6 4  D i s k  E l l  .99

Power Plan  (Spreadsheet1 D i s k  C 1 1 .9 9
E9.99  F u n  M a t h s on Yo u r M icro  D i s k  E l  1_99
C9.99 M i n i  Offi ce  II C a s s  £ 1 8 .9 5  D i s k  E1 9 .9 5
£9 .99  A D A  Tra in ing  Course  D i s k  E l l  .99
E2 .99  M o n e y  Manager D i s k  E 3 . 9 9
f  7 .99 A r c a d e  Extravaganza D i s k  E 2 . 9 9
[ 9 .9 9  G a l a c t i c  Con t ro lle r D i s k  E 2 . 9 9

8 FARADAY COURT, PARK FARM,
WELLINGBOROUGH, NORTHANTS NN8 3XY

Tel : (0933) 677732

24hr Ordering Service

Fantasy R ye  15 Gam ed i
Toy Biza rre  C a s s
Pit fa ll
Pit fa ll I I
Web  D im e n sio n
Beamrider
Master o f  The Lam ps
Pastfinder
le n p
Tracer Sa n ct io n
M e r m a i d  M a l d n e l t S

l i t t le  Compute r Pim p le
Deus Ex M ach ine
Ball Blaze r
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2 .99  D i s k
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Disk
Disk
Disk
Disk
Disk
D isk
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Criss
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Cass

£3 .99
13 .99
13,99
E3,99
E3,99
£3.99
13.99
f3_99
f3-99
£3.99
E2 9 9
E2 .99
f  2 .99
E2 .99

Naos M o u se  and
Cheese C a s s  1 2 4 .9 9  D i s k  E2 6 .9 9

M usic Expansion  Syst e m
15 Octave  Keyboard ,  Sound  Sa m p le r.
3 Playa long  Alb u m s Cass o r D isk) E 7 5 . 0 0

Hardware
• 4  Presen ta t ion  Pa ck
I 4  CPU, Da ta  Corde r.
12 Ga m e s. Jo yst ick!
128 Com pend ium  Pa ck
(CBM 1 2 8  CPU. C2N Data  Corde r.
M u sic M a ke r Keyboard ,  Sp ir it  o f  the Stones.
Ja ck At t a ck,  In te rna t iona l So cce r.
2 Jo yst icks. ITB1 -  2 )  E 2 6 9  9 5

Graph ics Bo o k f o r 6 4
Machine Language 6 4
Your 6 4  Casset te  Bo o k
Idea Bo o k

£ 7 5 .0 0

The Ar t ist
lAdvanced  M ouse  Gra p h ics

Sof tware) D i s k  E213,95
Dart L igh t  Pen a, So f twa re  E 2 5 , 9 9
Naos Serial Mouse IIBM & CompatibiesJE55.00

C64 Conno isseu r Pa ck
1064. Data  Corde r. M o u se  and Cheese.
C lu e d °. M o n o p o ly. Scra b b le . Chess.
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ITB 1 •  21  E  1 9 9 .0 0
M PS 1 000  Prin te r 1 2 5 0 . 0 0
Seikosha Prin te r E l  8 0 .0 0
1541 D isk  D rive  -  1 0  D iske t t e s
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Peeks and Po ke s
Tricks and Tip s
An a to m y o f  a 6 4
Advanced M ach ine  Language

Spectrum, Amstrad + Atari
SPECTRUM
Zeno
Win t e r Sp o rt s
Go t o  He ll
Rescue on Frectu lus
Ridd iers Den
Hacker
I o f  the  M a sk

Free Catalogue
Containing 1 0 0 s
o f Titles for all
Computers, and
a large selection
o f Videos, C.D.'s
Clothing and
Electrical Accessories
SEND FOR YOURS NOW!

f  2 .99
E2.99
12 .99
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E2 .99
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Ou icksh o t  I I . Jo yst ick w it h
M icro  Sw it ch e s

Fantast ic Jo yst ick
Moonraker Jo yst ick
Paddles (Parr)

C64 Prog  Reference Guide
Teach Yo u rse lf  Pro g ra m m in g  on the 64

ALL 10  BOOKS FOR E l  8 9 9

Ghostbusters
Win te r Sp o rt s
Back t o  The Fu tu re

ATARI
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LIKE A FREE CATALOGUE.
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fascinating new game,
graphics and thrilling action.

COMMODORE
E8.95 cassette E12.95 disk
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emesis the Warlock, underground resistance leader and cult comic star is about to become a computer game hero.
Nemesis has been battling the evil Torquemada in the pages of 200491D for some time, Now he's doing the same thing on

the Spectrum and Commodore thanks to Marteeh.
Only Nemesis can destroy torquemada and save the aliens from extinction. Only YOU can win one of our amazing Netnizis

the Warlock prizes!

Martech have presented us with some pretty awesome prizes ID ?Pe away to the lucky winners.• First prize is a COMPLETE set of the Nemesis the Wantodc books — the complete adventures of Nemesis as featured in
2000AD squeezed into top quality softback books — PLUS a Nemesis t shirt. PLUS a copy of the game.
•  Twenty numers-up Will get a Nemesis t shirt PLUS a copy of the game, available fur the Spectrum and C64.

To win one of these exclusive and extremely trendy prizes you must get your pens and paints out and draw us your version
of Nemesis the Warlodc

If you don't fancy Nemesis why not draw or paint a picture of one of the aliens the Warlock fights so hard to protect Once
you've done send your entry, together with the competition coupon, to Computer and Video Games, Nemesis the Warlock
Competition. Priory Court, :032 Farringdon Lane, London ECIR 3AI]. Closing date for the competition is June Ifith and
normal C +VG competition rules apply,
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Address
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The Living Daylights. set for
international release this sum-
mer, marks Timothy Dalton's
debut in the role of super spy
James Bond. He follows in the
footsteps o f  Roger Moore,
George Lazenby and Sean Can-
nery who have all played the
part. The title of the film is taken
from a  short story by Bond's
creator Ian Fleming.

At the time of writing the plot
of The Living Daylights is still a
closely guarded secret. However
it thought to about a Russian
general who wants to defect to
the West. Bond is assigned to
help and protect and at the same
time gets involved with an evil
arms dealer by the name of
Whittaker.

18
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Add to that the ingredients
which have become standard in
the Bond films of late — fast
cars, gadgets, gimmicks and, of
course, a bevy of beautiful girls.

And of course there are the
stunts. They're bound to be un-
believable, silly, but at the same
time great fun and bound to
make you gasp and laugh. In
fact. there's this stunt where

no that will have to be left to
the next part of the Bond Dos-
sier.
Next month the C+VG James
Bond Dossier will include more
details about the film The Living
Daylights and hopefully — if we
manage to find the micro dot —
pictures of the action. If you find
the dot on your copy at C+VO
send it to us quickly.

Top secret. For Your Eyes Only. C + VG Deputy Editor Paul
Boughton has infiltrated Domark's secret headquarters
(Wimbledon, actually) and escaped with highly
confidential plans for their new James Bond game The
Living Daylights. Here we present the first part of C +VG's
exclusive James Bond Dossier.
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kill, is back. This summer
the latest Bond epic The

Living Daylights will explode
onto the silver screen.

Britain's super agent will also
be back o n  computer i n
Domark's game of the same
name. An arcade version of the
game will also be released in a
pleasure dome near you. Yes,
Bond in back with a bang. And
like C+VG, he's also bigger,

111R
.

 THE GAME
The game consists of a playing
area split into three sections.
Each section scrolls to left at a
different rate to give the im-
pression of three dimensions.
The foreground makes up about
one tenth of playing area, show-
ing things such as buildings and
hedges.

The mid-ground takes up be-
tween three and fourth tenths of
the playing area. This is where
Bond moves. On some levels
rocks and holes will appear in
this section which 007 must
jump over. The background will
consist of scenes from the film
and where Bond's enemies will
appear.

Bond will face four main types
of opponents and obstacles.
These are:

Snipers — these will appear
from behind buildings, trees etc
in the background. Alter a shod

better and bolder.
The release of the game of

The Living Daylights w i l l ,
Domark hope, lay the spectre of
their last Bond game A View to a
Kill to rest. Despite making
money, the game did not meet
with critical approval. Domark
bosses Dominic Wheatley and
Mark Strachan are determined it
won't happen again.

The Living Daylights MUST be
good.

pause which will allow the play-
er to react, they will begin firing
at Bond. II they are not shot by
007 they will take cover again
only to reappear later on.

Throwing men — These are
planned to appear on the right of
the screen and will throw va-
rious deadly weapons at Bond.
He must duck and jump to avoid
them.

Rocks — these will be in the
mid-ground. Bond must jump
over them.

Helicopters —  these w ill
travel along the top of the screen
dropping bombs. Bond must
fight his way through the diffe-
rent backgrounds, representing
scenes from the film. Before
each level he must choose one
of four weapons. But it must be a
wise choice. Only one weapon
will be of use. Pick the wrong
one and, although it won't be

1
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harder.
The weapons, which will not

be the same ones before each
level, include knives, crossbows
and bazookas.

The games opening setting
will be Gibraltar. This is a train-
ing level in which Bond is with
the SAS. All are harmless to
007. The guns aren't real. But
the problem is that somewhere.
looking exactly the same as the
SAS men, is an assassin. He's
deadly and is Out to kilt bond.
Spot him before he spots you.

The next setting is outside the
lenin People's Music Conserva-
tory in  Czechoslovakia. Bond
meets the Russian defector Kos-
kov and must protect him from
the Soviets.

Survive and the action then
switches to the Trans-Siberian
pipeline. Bond must lead Koskov
through the network, avoiding

obstacles, falling pipes and
assassins. The more tranquil
and civilised setting of an En-
glish country mansion does not
prove any safer for Bond and
Koskov, Soviet agents want Kos-
kov back and will slop at nothing
to get him. Beware innocent
looking people. Don't lose your
bottle!

All the fun of the fair next as
Bond faces danger among the
amusements.

Next Bond is off to Tangiers,
avoiding capture by police. The
action takes place on the roof-
tops.

The next action has Bond cap-
tive in a Russian aeroplane. He
must fight his way to freedom
without damaging the aircraft.

The next setting is a military
complex in  Afghanistan. Can
Bond take on the entire Soviet
military might?

Finally Bond must face and
defeat an evil arms dealer.
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The concept and design of The
Living Daylights is by Domark's
Richard Naylor. All the program-
ming teams —  including the
team on the arcade version —
are all working from his game
plan. In theory this means that
all the versions should more or
less be the same.

Richard believes it is probably
the first time an arcade game
and computer game have been
designed at the same time.

Says Richard: "The Amer-
icans were going to design the
game for us. What they came up
with was something we did in A
View to a Kill, three games in
one. Nobody throught that was a
good idea."

He feels that one of the prob-
lems of games based on films or
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The Living Daylights is due for
simultaneous release across all
the major formals.

It will also be out on an
arcade machine.

The arcade machine game is
being produced in America by a
Mastertronic owned company,
Arcadia, in the United States,
who are also working on the
Commodore Amiga version.

Sculptured Software are work-
ing on the Atari ST and Commod-
ore 54 version.

Graham St a f f o rd  o f
Manchester-based Design i s

p r o d u c i n g t h eSpectrum.Am-

1ER
television shows is that software
houses take the licence and try
and gel a game to lit it. He set
about it the other way round. "I
thought I would do a game and
then tie it into the film. In a Bond
film there's bound to be plenty ot
shooting. I  came up with the
idea of a man walking along,
shooting in front of a scrolling
background. It was then a matter
of tying the background and
characters from the film to the
game." In this way whatever
else happens. Richard hopes the
end product will be a  highly
playable and enjoyable game.
So what type to game is The
Living Daylights?" Its definitely
a shoot 'em-up," says Richard,
"with a tiny bit of strategy in
picking the right weapon for
Bond to use."
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strad CPC and PCW versions.
John Kavangh and Pat McCor-

mack. of De Re Software, the
team behind Green Beret, are
working on the Atari 8-bit ver-
sion. Alan Malik of Erase is
responsible for the BBC conver-
sion.

Next month don't miss the
next report on The Living Day-
lights, more screen shots, pic-
tures from the film and news of
an exclusive Bond competition
planned for this summer.

Remember C4- VG is the only
magazine with a  Licence to
Thrill.
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WHAT THE CHEEKY
CHAPPIES FROM

THE PRESS SAID...
„We've got the akurate quote!.. Huge Leckie - Commodore Abuser.

...We've got the first quotel.•."Julio Bignall - KKRAP! 67.
• • S t u n n i n g . . . C o r . . .  Amazing Wow ...Double Wow
called?..." Tom  PAitcroft - Computer & Video Nestle.
". l i p  Whee Ping Blip Ping Beep D i c k  Eddie TRA S H!, ,

A n n e Non- ProperConWeakly.
M b , blab,bobble,grunt
,D i l l B a l o n
e y -
N a k z u
s .

What's it

A PARANOID SOFTWARE GAME BROUGHT TO YOU BY
NEXUS

COMMODORE E9.95, SPECTRUM E7.95
and ATARI ST E19.95, all versions out in May.

MAIL ORDER NEXUS PRODUCTIONS LTD., DSB HOUSE, 30 THE HIGH STREET,
BECKENHAM, KENT BR3 lAY

(CHOPO ONLY, PAYABLE TO NEXUS PRODUCTIONS LTD)



Tinemaware. ,  an mdmordinary and incredible use of the Amiga's gmphic
qualities to make a game that just leaves you stunned" Amiga User.

Sinbad and the
Throne of the
Falcon
An interactive mystery and
action thriller, designed to
test the player's
sworcifighting mettle, quick
wit, and ability to perform
under pressure.

S.121.
A game of space combat with
on exciting flight simulation,
combined with romance,
intrigue and heart-stopping
action And the fate of the
world hanging in the
balance. v

k ;te.lc- 411 1

FOR YOUR AMIGA

Dela Vu
Set in a sleazy underworld
reminiscent of Raymond
Chandler, this game allows
interaction with almost
everyone and everything on
screen.

Uninvited
A high resolution graphics
create a compelling Gothic
setting which, combined with
horribly realistic sound effects
and sophisticated animation,
will draw you into its complex
web of mystery.

MINDSCAPE from MIRRORSOFT
Sete% es o e t  e to
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Defender of
the Crown

An interactive movie
tale of brave knights,

beautiful maidens,
jousting, swordfights

and enemy castle sieges.

Out now on
Commodore 64!

Balance
of Power
A strategy game of
geopolitics in the nuclear age.

Available from all good software dealers or direct from us— UK only.
Phone for latest prices 01-377 4644

!would like to order:-

Defender of the Crown
Sinbod

Balance of Power

Deja Vu
Uninvrted

POA
POA
POA

£39.95
£29.95
£29.95

I enclose cheduciP0 No

tor  p a y a b l e  to Mirrorsott Ltd

Reese data my AxessMsoiAmericon Expess
Nc No

Signed
Nome
Address

1 1

P o s t c o d e
Tel No. n a l p

Windt  Limtted; Freepost (BS4382), Poulton, Bdstol, 8S18 5BR.
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The menacing inhuman Sentinel has been
having things his own way for too long! That's
why C +VG's crack IDEAS Central squad went
on the offensive to bring you this exclusive
players guide. With Jackson T. Kalliber's right-
hand man David Bishop in command, C +VG
took on the Sentinel and escaped almost
unscathed!

0  ne of the first
programs that really
showed the Beeb

could support quality
software despite limited
memory and graphical
capabilities, was Acornsoft's
Aviator written by Geoff
Crammond. Geoff then went
on to produce Revs

Initially for the Beeb and
C64, Sentinel has that rare
quality of being totally
original, and was recently
voted Most Original Game of
1986 at C + VG's very own
Golden Joystick awards.

Now available for the
Amstrad and Specturrn the
game finds you as a robot
intent on working your way
through the 10,000
landscapes which make up
the world of the Sentinel,

Each landscape consists of
mountains, valleys and
plateaux. The plateaux are
made up of squares, rather
like vast, open-plan chess
boards. By using the
keyboard only controls, you
can swivel round and look in
any direction. You can also
pan up or down.

To defeat the Sentinel in
each landscape, you must
absorb its energy. This is
done by working your way
up to a vantage point, from
which you can see down onto
the square the Sentinel is
occupying. The catch is that
you always begin at one of
the lowest points in the
Landscape, normally with

Sentinel towering high
above you. What is the secret
to success in this highly
original game?

After weeks of painstaking
research, C+ VG's have come
up with, what we believe to
be, the definitive players
guide to Sentinel.
•  Before entering a
landscape for the first time,
always examine the map
carefully and try to work out
where you might materialise
at the start of the game. If
you've tried this level before
and failed, see if you
recognize any features which
may give you a clue as to the
start position. You will
normally start in one of the
lowest points of the
landscape, towards the front
of the map — bottom of the
screen.
•  If you've identified your
start position on the map.
make a mental note of the
relative positions of the
Sentinel and any sentries. If
you're still having problems
hen make a quick sketch
showing your position
relative to the little horrors.
•  Once you've entered a
landscape, take time to have
a good look round, and work
out your first few moves in
advance. Also look at the
faces of the Sentinel and
sentries — is one already
looking at you or about to
face you if it turns this way?
•  Don't do a u-turn while
you're still sussing out the

landscape, as this will
activate the Sentinel and
sentries who will start to
rotate and scan.

If stuck in a particularly
tricky landscape, try
starting the game — by
doing TWO successive U-
turns — while looking up at
the Sentinel and his sentries.
Note which way they start
rotating when the game
begins. Mark this
information down on a piece
of paper if necessary. This
should help you to formulate
a plan as to which direction
to go in order to avoid being
scanned too many times
early in the game.
•  In some landscapes the
key to success is patience.
Don't be in a hurry to create
a boulder and hop onto it.
You may have raised
yourself up into a sentry's
line of sight, which could be
fatal if it's already facing
you. Remember, the lower
your position in the
landscape, the safer you are.
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protected by mountains etc.
Use this to your advantage
and keep your head down
until the danger has passed.
Then, when you hear the
Sentinel rotate away, make
a dash for it!
•  In some landscapes, the
only way to succeed may be
to hyperspace early on. If
you're having difficulty
getting anywhere at the
start of a landscape then try
hyperspacing. Remember,
though, this uses up three
units of energy and you can't
assume you'll find any trees
to absorb when you get to the
other end. So make sure you
leave yourself enough
energy to teleport away from
your hyperspace destination.
You'll almost always need tb
create a boulder or two, as
well as teleport once.you've
hypers paced somewhere.
•  In most cases, resist the
temptation to create too
many boulders on top of each
other on the same square.
This is a dangerous ploy as



you're tying up too much of
your energy resources on one
square. This leaves you
fewer options for the next
move. Also, if you get
scanned, you'll have less
time to react rationally
before all your energy has
been sapped, not to mention
the fact that the Sentinel
will have a field day
absorbing and re-
distributing half the energy
you've just spent ages
collecting.

Finally, if you teleport
onto the top of a large stack
of boulders, especially one
that is close to your present
positions you'll use up
precious seconds panning
down until you are looking
down on the square from
whence you came in order to
re-absorb your old robot.
Whenever possible, avoid
teleporting distances of less
than ten squares. The
further you teleport the
quicker you'll be able to re-
absorb your old mbot,and

any boulders he may have
been standing on.
•  Always be careful, when
teleporting, that you can
look back and re-absorb the
energy from your last robot.
If, for example, you teleport
to a lower square, you won't
be able to look down on the
square you just came from as
it would now be above you.
This is particularly critical
when teleporting from a
robot standing directly on a
square, but is not such a
problem if your last robot
was on a boulder as it acts as
an extension to the square
for absorption purposes—
providing you can look back
at the boulder that is!

The other circumstances
under which you may not
have a clear view back, is
when teleporting long
distances where a mountain
may get in the way. You may
well be able to see the top of
your robot, but its base may
be hidden behind the sloping
side of a mountain.

•  If you place a boulder on a
square that is already being
scanned by the Sentinel or a
sentry, it will almost
immediately be turned into a
tree. Very often you will
hear the sentry rotate after
it has absorbed the boulder.
This may mean that you can
now teleport to the square
with relative safety as the
sentry will now have to
rotate by almost 360 degrees
before tit can scan that
square again.

Of course, when you're up
against a number of sentries,
the only way of being sure
that one of the others isn't
now scanning the square, is
to absorb the tree that was
left and create another
boulder in its place. It takes
the Sentinel, or a sentry,
twelve moves to make a
complete rotation, so use you
ears!

NEVER absorb the
Sentinel until you have
despatched all the sentries.

he able Absorb

any more energy —
including sentries — once
you've absorbed the
Sentinel.

Once you've got rid of all
the sentries, don't be in too
much of a rush to fmish off
the Sentinel. You will gain
far more by scanning the
landscape looking for trees to
absorb. Remember, once you
finally absorb the Sentinel
and hyperspace out of the
landscape, you will be taken
to another landscape whose
number is equivalent to the
last one, plus the energy you
had when you hyperspaced.
The higher your energy level
the more landscapes you can
skip and, who knows, you
may even see landscape
number 10,000 this decade!

Don't forget, when the
Sentinel saps your energy, it
creates trees randomly over
the landscape. So, when
searching for trees you
might have missed, take the
time to scour areas that
previously had none.-
•  To help you have enough
time to flit around picking
up stray trees before
polishing off the Sentinel, it
is vital that you know its
relative position and
direction of rotatation.
Armed with this information
you can adopt a strategy of
operating in areas that have
always just been scanned.
•  Although nobody can be
sure, it is unlikely that any
of the 10,000 landscapes in
the Sentinel are impossible
to finish.

If all else fails, go back to
the previous landscape you
completed and play it again.
The chances are you'll finish
it with a different energy
level next time so you can
neatly side-step any level
you can*' '
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21st CENTURY WARRIOR:
Apache LAINSHIP

•
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011111111110
e rnmen ium.

The Apache F i e r c e  and elusive, like its warrior namesake Ca pa bl e
of defeating enemy tanks, infantry, and hostile aircraft on the modern
electronic battlefield.
Gunship's revolutionary 3-D graphics enable you. the pilot, to fly into the
world's hottest trouble spots Y ou ' l l  use an unbelievable array of high
tech information and weapon systems. including lasers, video cameras.
night viewers, radar warnings. jammers. computers, missiles, rockets.
flares and a 30mm cannon! Successful missions will be rewarded with
medals and rank promotions.
Experience the danger and excitement of attack helicopter action
your latest adventure in the ever•growing line of MicroProse Simulation
Software

MICRO:90SE SOFTWARE LIMITED 2 MARKET PLACE IETBURY GLOUCESTERSHIRE GL8 8DA TEL (06661 54326 TLX 43422 MPSILIKG

•

• •

See your software dealer today and become a part of the GUNSHIP
adventure! Challenge the enemy, the sky. and YOURSELF with this
extraordinary simulation
GUNSHIP for Commodore 64/128. Cassette 5 ,  Disk L19_95.

•••. •
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• T h e  Ket Trilogy is back!
Remember those three
Spectrum adventures from
Incentive, that won the first
person to solve them a
video recorder? It's nice to
see that they haven't died,
and have just returned for
the BBC and C64.

The C64 version has one
of the most orig inal features
I have seen in an adventure.
It has a self-drawing map!
The top half of the screen
starts off blank, and every
t ime a new location is
entered, it is drawn on the
screen, with  all its exists
shown. If you revisit a place,
there is a little man with  a
pointy stick, who moves
about and points to where
you are.

Of course, it would not be
possible for many
adventures to use a feature
like this, for it all depends on
whether the structure of the
map lends itself to the
treatment. But for these
games at least, there's no
more worries about which
corner of the paper to start
making your map a n d
you know you always get it
wrong!

With two-word  input, the
games may look a little old
now, but they are among
the classics, and have some
very interesting puzzles.

Mountains of Ket starts
you off being reprieved
from a death sentence for a
framed murder, on
condition you seek Out and
kill the Mad Monks, a group
who have launched a series
of vicious attacks on Ket,

Temple of Vran is the

second stage
of your

mission, where,
having got to  the

other side of the
mountain, you

reach the villa ins'
temple.

Final Mission is where
you complete your task. The
trilogy costs E7.95 for C64,
E9.95 for BBC,

•  The PAW is Gilsoft's new
Professional Adventure
Writing System. This, like its
predecessor The Quill, is a
utility program that enables
the user to write  an
adventure game without
actually writ ing  program
code.

It has many advanced
facilities, and to review it
fa irly would virtua lly require
writ ing  a full-scale
adventure. Although much
simp ler than learning a
language, and writ ing  a
program in it (and this has
the advantages of machine
code speed) it DOES require
careful study of the two
manuals provided.

The first manual is an
introduction to writ ing
adventures with the utility,
and runs into 66 pages. But
more important is the 72-
page technical guide, which
details all the commands
available from the utility.

This is a professional-
style manual for a
professional piece of
software, and requires a
familia rity with computing
and some of its terms. It is
not for the computer-
illiterate,

P A Wwil l  produce
adventures with full
sentence input, including
speech to other characters
in the game. Objects are
individually weighted, and
can be containers for other
objects.

On top of that, there is a

•  McKensie came in for my
exceptional vitrio l because
of a general lack of care in
its writ ing. For example, a
location which would be
frequently visited is
incomprehensible,

I do not apologise for
bringing faults in logic and
spelling to general notice.
Too many adventures are
published with easily
correctible faults. That they
appear suggests a lack of

built-in RAM SAVE/LOAD c o n c e r n  by the software
facility, the ability to create h o u s e  for the public, who
real-time adventures, a d e s e r v e  better.
powerful graphics editor, I  care for, and enjoy
and text compression. A d v e n t u r i n g ,  and will do

Don't buy PAWand think e v e r y t h i n g  that I can to
you will come up with  i m p r o v e  standards. I hope
instant results — it requires t h i s  is the aim of all
a lot of study and practice to a d ve n tu re rs,  and that they
make good use of many of w i l l  jo in me in campaigning
the wide range of facilities it f o r  what is their right.
offers. I don't think that PAW Ma lc o lm Harden,
will suffer the problems of S h e p p e y .
Quill, in the plethora of
cheap rubbishy adventures
that began to get it a bad
name.

We will not really
appreciate its full power and
value, until commercia l
adventures created with  it
have started appearing. For
it strikes me that it is the
likes of Fergus McNeil, St.
Bride's School, Rod Pike,
and anyone seriously
interested in writ ing  a really
worthwh ile  adventure, for
whom PAW is intended.

The Professional
Adventure Writing System
is from Gilsoft for the
Spectrum 48/128/128-t-2
computers i t  automatically
senses which machine it is
in, and makes use of the
additional memory) for
E22.95; Disc (3, 3.5, and 5.25
inch) for E27,95.

This includes postage and
packing, and you can get it
f rom Gilsoft International
Ltd., 2 Park Crescent, Barry,
S. Glamorgan CF6 8HD.

•  I must congratulate you
on your review of Kayleth.
Brilliant you said, and
brilliant it is! Its real winn ing
point is that all the puzzles in
the game are solved by
plain logical thinking.

Which leads me to the
main subject of this letter:
playability. There is a
tendency now for
programmers to produce
puzzles that can only be
solved by the "stand on left
leg eating ham on rye with
the right hand and reading
Mein Kampf with
sunglasses" approach. This
apparently produces 'a
game to stretch your mind
to the limits. Illogical
thinking doesn't make a
game brilliant — Kayleth is
hard but I'm slowly solving
it by LOGICAL thinking.

Lastly, a tip of my own.
Shop around! I found
Kayleth at the amazing price
of f2.99. I've just bought
Ten Little Indians (so it's
old!) at 99p1
M. Blackary
Basildon
•  Congratulations on a
brilliant adventure section.
But what happened to the
promised solution to the
Hitch Hikers Guide to the
Galaxy,
Stanley Williams
London
Keith replies: Sorry but I
lost my towel and couldn't
complete the game y e t .
But I'm trying. Honest.

15
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So you think you recognise the
name of reviewer of Egyptian
Adventure this month? You're
right! It's none other than that
arch-loony from Jersey. the
abominable Pimaniac John
Yeates, prolific writer of
totally daft letters to the
Helpline!

But John is a big boy now —
he's even into long trousers—
so I called his bluff, and sent
him an adventure to review on
his Beet). It turned out that he
wasn't bluffing at all, and
came up with a very readable
and refreshing review_

OR. Reardon of Kings Lynn
cannot get past the custodian
of the ring at the entrance to
the Royal Palace. in Ring Of
Power. It seems he needs a
password. and Mr Beardon
does not know of any word
that the custodian will accept.

Stewart Ferguson is playing
Redhawk. Is it an adventure or
isn't it . ?  Well, giving the
game the benefit of the doubt,
can anyone tell Stewart how to
get information from the
librarian, how to find the vase,
and how to go down at Ileath
station?

Sitting on the station seat,
Laurence Taylor keeps dozing
off, and by the time he wakes
up, the train he wants has
gone. How can he catch the
right train in Dracula? The
answer is right there in the

clues section Laurence!
Helen Goddard of

Dagenham keeps giving
money to the tramp. in
Spy trek Adventure but fails to
get anything in return. She

16

should satisfy
his family's

needs after
parting with

about L6 — and
then get something

in return! Has anyone
alse experienced this

trouble, and if so. on which
computer?

There's a message in Rebel
Planet that reads: "Above the
holy door, ignore the first and
the last, strike through the
centre, this is the middle." So
says Phil Wight of
Wellingborough. who is dying
to know what it's all about.
Can anyone enlighten him?

Wilmer Kingman writes
from Ireland to say he is
unable to convince Yurek of
his good intentions. He is, of
course, playing Kayleth, and
wants to find a dime, and
discover how to get back out
of town.

HELPHIEM11111

-
Desperately seeking

Gramps! That is the main
worry of Ragnar Tornquist of
Norway, currently playing
Tass Times, which he rates
above The PIA1471- Who knows
where Gramps is hiding?

How do you get past the
Japanese soldier in the airfield
building, asks P. A. Hardy of
Sheffield, whose imagination
isn't quite up to the problems
in Imagination.

Darren Funnel] is playing
Spy Trek, and has taken a
break to do a spot of sewing.
Tell him someone — how can
he sew the sheet?

Where is George's record?
And what is the password for
the Swordfish Club? These are
two of the problems stumping
Dodgy Geezer Jonathon
Marshall of Ealing.

How can the timegate be
made to operate, and how can
Richard Brock be helped
across the chasm in Masters Of
The Universe?

Inca Curse raises its ugly

head again, with a plea from
Stuart Walker on how to open
the panels in the pannelled
room. He is also troubled with
the crystal in Souls Of
Darkon.

•Does anyone remember a
game called Hareraiser? A
game? It was in infuriating
treasure hunt puzzle.
promising a 1300)0 and was
released around December
1984.

Mr J. J. Mailinowski raises
the subject, for not only did he
fail to even approach how to
go about solving the puzzle
(said to he simple enough for a
four-year-old), he does not
recall the promised sequel,

necessary to complete the
puzzle and claim the prize.

Funny you should say that,
Mr NI. for! felt the whole
thing was rip-off for a mere set
of pictures of near-bunnies
and clouds!

I actually reviewed Prelude,
part one of the 'game' (but not
in the adventure section) on
page 46 of the December 1984
issue.

I cast doubt on whether the
prize was genuine: "Could it
be that we have to wait for
sales to reach a pre-
determined level before we
see any sign of The Finale?"

And I gave it a value rating
of 12 (if vou win) and 2 (if you
don't!) The game was from a
company called Ilaresoft —
has anyone ever heard of them
recently, and where did the
Finale get to? Come to that,
where did the prize get too?

As Mr Mailinowski and!
suspected— a software rip-
off!

Scott Cuthbertson wrote
along similar lines to a number
of other people over the past
few months — the matter of
Atari adventures,

"When I look through your
reviews I always find that 99%
of them are for Commodore

64, Spectrum, Amstrad, and
BBC. and there are hardly
ever any Atari reviews."

Come on. Atari owners!
Most adventures are released
in a number of different
formats, and many ranges
INCLUDE the Atari. That
includes adventures from

Level 9, Infocom, and
Magnetic Scrolls, as well as
some older titles from
Adventure International.

We really can't be expected
to print additional reviews of
the SAME game, Specifically
mentioning we played them on
an Atari! in the end, we
support your machine as much
as the software houses do —
we just cannot do better than
that!

•What's this? A letter from
France is a very rare occasion
on the Helpline, and here is
Patrick Montier of Rennes
offering to drink a whole
bottle of genuine French
Perrier, if only I can tell him
how to dock on Rama! Make it
yin rouge. Patrick, and look in
the clues?

•The controversy is raging!
The Infocom parser is far
better than that of Magnetic

-
Scrolls, say a number of
people. Goodness. I am even
being told off for daring to
suggest otherwise!

"Heaven forbid!" as Dave
Lebling would say! There is no
doubt that both parsers are
powerful, and difficult to see
that any others can beat them.
But they are different_

The case CAN be argued
either way, I suggest, and your
point of view might well
depend upon how you phrase
your commands, So don't just
tell me what you think of the
two parsers — I want

,PROBLEMS? THEN WRITE TO KEITH CAMPBELL, COMPUTER+VIDEO GAMES, ADVENTURE HELPLINE,



examples!!!
• As  most regular readers of
VG will know, the

Adventure !hipline is here to
answer your adventure
problems. We can't hope to
keep all the answers in Our
heads indefinitely, so we enter
many of the clues on a
database.

Although we have hint-
sheets and solutions, it is
usually much slower to get at
the required information by

leafing through files.
The database has not only

been seen by many
adventurers, on our He'One
stand at the past three PCW
Shows, it has been
demonstrated on Channel 4's
Four Computer Buffs and
Grampian's Bits 'n' Pieces
computer programmes.

Not a flat-file storage
system, the database consists
of three files linked by
pointers, and the data is held
on two disks, both of i,vhich
must be present on the drives.

One file holds the names of
the games, one holds the
problem keys, and one holds
the text of the solutions. I
wrote the program in Basic on
a TRS-80, and developed it
from time to time, to add
improved facilities.

But the TRS-80 is now
sadly, an obsolete machine.
Not only that, but the disk
space occupied by the data has
now almost filled up, and the
data cannot be extended much
further without the addition of
a third drive.

So the time has come for a
change, and this has meant
rewriting the program for
another, newer, machine, I
chose the Atari s L  and used
Fast Basic, a language that
comes in cartridge form, and
offers not not only speed. but
some very powerful facilities
not found in most Basics,

The double-sided drive

offers a capacity of one
megabyte. whilst, once
running and filled with the
existing data. I hope to move it
over to a 20 megabyte harddrive.

Already the program is
nearly finished — just a litle
more debugging to do! Once
complete, the whole Helpline
service should be more
efficient.

Helpline assistants Paul
Coppins, Matthew Woodley
and Steve Donoghue, all have
an ST. so they will be able to
run the database when
answering your letters, instead
of using the present hardcopy

printout.
The program will be running

on line during phone-in
period, and we should be able
to get to the answer you want
much faster!

ADVENTURE CLUES
•Thanks this month for the

help, to: Mike Thomas.
Caerphilly: Helen Goddard,
Dagenham: Phil Wight,
W'elligborough: M. Anderson,
Wirral: Paul & Glenn Gibney,
Carrickfegus: Adam Bennet,
Charfield; Finn Rosenioev,
Denmark: and Gregory
Quinn, Portadown.

'plaguas gum
rap gim 6611 w o l j  paddolp

;mots agt wag Sui4i6tuos
•upoprid puoaas aqi uo 6Spilq

a l p  JOAO S!  M A %
1
-
1
1  
.
P
1
0
P
E
I
I
S  
J
O
I  
t
a
r
p  
V
A
'
n
q

pur 'SutuJotu rou agt uogris
041 ot i  pion mom oN

-
l
o
o
p 
a
t
i
t  
u
6
c
l
o  
p
u
p 
'
!
;
6
1  
r  
s
r

1
.
0  
a
l
p  
6
s
n  
'
t
u
g
s  
o
u
t  
t
j
i
t  
.
5
S
0
J
3

ail1' i
3
u !
P 1
0
1 1  
:
V
1
1
1
1
3
1 /
1
1
0

•arga dv z v UP platy( gvw
Jam:um ogt 6pt53no Sulooldx6

al/PI 11.1.311VM
•SOLI Otq i o A r a l  p u r  ' l o o p

t*do •ipo Aatiotbauo
oo .
t u r
S e  
p
u
t
!  
s
p
n
p

unS air,/ •unt 6.ig putt taSiri
je tutv •16)jsug alp

tuoomeg u! gsrm put! un2q i
iJ j 'srul Lfl aAel 01 :ZZZZ

•Jazaag
(nut Lump Ind pup s lam Ogi
toS tiogi u a d o  puu toz66.g

6141 datu •Ao
t - N  
• N  
• N

• c i  .
N  
o g  
L i
m
n  
-
J O
Z 3
3 1
1  
)
O

putt s '3 •s 'm O Atipin mold
•salkolS toR pur gtiou a  ,N
-
311e5

way :s
i
r
u
s k o 
u t r
u g t
o w
A ' a

1:! o j  :3,IS31:13
tunotu uato pur Rug

a g t  0 3  SSOUIPLI  : V W  ' J o e l  a q )
u0 :HVIF5V AO V,)! 33S

-
;
M
o
g  
r  
o
t  
.
t
o
s
u
t  
t
i
t
t
w 
s
s
r
I
S

1 1
3
1
A I  
1
3
1
1
3
H

'6ar4 giJou ato Jo aitu6o ogi
6.ir Amp u6tjw pop omit putt

•opqmk auto:mg liatit 'nun gods

I l E
a
l
t i
l A
u
o
0
, (
1
1 c
o
u r  
v
p  
u
p
i
o
v
w
;

1 .
H U M  SIII0AZ3UN3/1

' A t t j e o l 0 3  1111101 0 3  WI I ?  i n o A
tPulci

'sawn 6111 uo tattng
6141 pralds

•126 :A=11 7,= v Aq papcnap
in sat's otu, 3 H 1

• laidlini ow1 puowetp
tun 03oaeutnj out :Pia •DatAto

tt grid pur atituSetuts aut
ot ;Ain oto ati t i a 6 I S

tit pug Jnoi: chp pue -
s t s o d p a qnip autturx3 NT ILLN3
-
N

.00

• M y  mailbox gets
bombarded with Adventure
fanzines all seeking a mention
in the column. Most are
amateur publications.
produced by enthusiasts for
enthusiasts. and many attain
quite a high standard.

It's worth reporting on one
or two of the best which have
been around for some time.

You may remember an
earlier mention of Adventure

-
Probe, then newly started.
That has come on a long way
since it first appeared, and
currently at its ninth issue. is
running into 60 pages. It has a
clubby atmosphere, provides
hints and solutions across a
wide range of adventures, as
well as having its own
Helpline, and general interest
articles,

Probe tends to concentrate

on obscure home-grown titles
for its reviews — useful if you
are into low-priced software
on a regular basis. For major
games you will have to wait
some time — Colour of Magic
was described as a new game
in the February issue!
Adventure Probe costs L
imonthly, and is availabe from
its editor, Sandra Sharkey, 78
Merton Road, Wigan. WN36AT.

A commercial venture, now
in its 15th issue. is What Now?
— The Adventureer's
Handbook, which has just
changed over to being
properly printed on high
quality paper.

This is absolutely packed
with solutions and maps for
well known adventures,
ranging in the issue that came
my way, from Mystery
Funhouse to Zzz.z.

There is also a wargaming
section, and Adventure
Contact page.
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trilogy of action and
adventure that follows
your exploits as
Galactic Commando in
your struggle against
the power hungry
leaders of the Bungeling
Empire and the search
for their hidden
treasure_

CBM 64/128
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oft
big value choice

Broderbund
Birmingham B6 7AX. Tel: 021 356 3388

There's already one
American sensation

that's established
itself as a firm UK

favourite, now we've
taken that same

formula and crammed
7 succulent fillers into 2

appetising packages.

A superheroes delight
of four action

pocked challenges
set in the post., the

present and
the future

Cassette it 9 . 9 9
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the name Frankenstein
conjures up a mental

picture of a rather moronic,.
lumbering giant with bolts
through his neck. But not
for Rod Pike, creator of
Frankens rein Adventure.

As with DEICUla. his highly
successful first venture into
Gothic Horror. Rod has gone
back to the original book
written in the last century by
Mary Shelley.

"Frankenstein was not at all
like the clod-hopping image
popularised by Hammer's
horror movies," says Rod.
"He was a big creature,
certainly. but he was also very
agile, and sensitive. Far from

moronic, he was an
ectual."
Rod has spent a lot of his

and used a major part
he adventure, to build up

the "real
-  
c h a r
a c t e
r ,  
a l
l

leading to what Rod hopes will
be seen as a really horrific
finale, involving the player
emotionally.

Although making the game
faithful to the story as
ssible, it was necessary to
viate from the plot in some
aces, or it simply wouldn't
ave worked as a game.
So while much of it is driven
the narrative, there are
zzles built in to provide the
me play.
But the puzzles take second

la e x t .  because
Or people to
mien

On the C-64,
the response time —
Quill's strong pint  —
was little short of abysmal.

I took this up with Rod, who
was also puzzled. He wrote it
using Incentive's GAG, at the
suggestion of CRL who
preferred him to move away
from Quill ". t o  please the
reviewers . "

With part three of
Frankenstein still to be written
Rod intended to pursue the
matter with Incentive, and
hopefully come up with a cure.

Of the adventure authors
who use proprietary
Adventure Utilities, there are
few who have made the
change from Quill to G

But one who has is in a far
better position to compare the
merits of the two, than •
reviewers who only have time
to play with them, as opposed
to using for real to write a full-
scale adventure.

At first, Rod had great
difficulty in getting the
condition statements to work.
He was setting them up in a
way that was perfectly OK

according to the manual.
It wasn't until he read

Incentive's Guide to the GAG.
that it all became clear. ••It*s
ike gold dust. that book, for
anyone using the GAG!" he
exclaimed.

Once mastered, he found
the multi-word command
feature was a lot less limiting
than Quill, and overcame the
255 character location
description limit by stringing
three or four together to
create his lengthy narrative

passages.
Impressed with
AC, on the whole,

though, he
"
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Quill, apart
from its limitation
on the number of characters of
a word it checks.

Now it's here, Frankenstein
was an obvious choice with
which to follow the chart-
topping Dracula. But it wasn't
Rod's choice. "Don't tell the

•

readers, for I still might do it."
he explained, "and I wouldn't
want anyone else to get in
before me. I wanted to write
xxxxxx. but O a  preferred
Frankenstein."

I Immrn. come to think of
it xx.r.txx would make a rather
good gothic horror adventure

I had played at being God, and
created a being from a jigsaw
of limbs, the best, selected
from the bodies at charnel
houses. And then I breathed
life into them, and was
suddenly facing the most
hideous and deformed
creature imaginable. I fled in
terror, leaving the door open
behind me.

Four years later, my
sister was brutally

strangled by a
"monstrous

giant" who then
hurled her body from
the top of a ravine. Now I, Dr.

1 I M P
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Frankenstein. presently in my
bedroom at my father's home,
must find and destroy him.

That is the background to
the story, and where YOU
come into the picture. Starting
from your father's house, by
the bank of a lake in
Switzerland, you set off in
search of the monster. still at
large.

An encounter with a grizzly
bear slows your progress
down, but eventually you
make your way to a nearby
village across the ravine.
where a boat aids your
somewhat perilous journey
across the lake.

The second part opens with
a tragic meeting with a young
widow and her blind father,
who have suffered a
bereavement which they
describe in horrific detail.

Their story, and subsequent
events, leave you shaken,
guilt-ridden and more
determined than ever to track
down and destroy your
monstrous creation. The
culmination is the first
encounter with the being.

As this is a preview rather
than a full review, I cannot
comment on part three, which

was still in development
the time of writing.

But Rod

Qf the character.
Certainly the text is

extraordinarily atmospheric.
and the game structure
combines to make it come
over well in a horror-
adventure setting.

To add to the drama, there
will be digitised graphics.
These won't be produced
using the GA C graphics
facility, but developed
separately by the team at
CRI., and integrated with the
CAC program.

In particular, a gripping
animated sequence is planned
for part three, which will
heighten the climax to the
game.

Multiple commands are
supported if separated by a
comma or an AND, and
complex sentences such as
GET THE KNIFE THEN
THROW IT are also valid.

Part two recognises speech,
albeit in a fairly limited way.
by prefacing a command with
SAY followed by a comma.

If you enjoyed Dracula,
then you are going to like
Frankenstein. The same
formula of going back to the
original story, and not holding
any punches with the suspense

another sure fire hit for
Pike and CRL. I can't
recommend it too highly.

Rod

- -.-
promises
that it will
convey the full
horror and mixed drama

and horror, has worked
again to make what [think is

an even better adventure.
I think it's going to be

91



Q u a r tz  Ha l o g e n  P o p .
Up '  he a dl i ghts  j us t
like a  P ors c he  9 2 4 .

Ex tra  l a rge  fl a ppy
c he e k s ,  w a tc h o u t
for  tw e a k i ng
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S tup i d  grin,  ta k e  a quic k
l ook  in the  mirror  whe n
play ing thi s  ga m e .
See  w h a t  w e  m e a n ?

All  r o u n d  i n d e p e n d e n t
coil s pr i ng s us pe ns i on
gua r a nte e d fo r  ov e r
1 0 0 , 0 0 0  boi ngs .
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Gremlin's springiest star is set to bounce straight backinto a new adventure.

Following his world saving exploits against the evil toy
goblin and his monstrous toys. Thing's enjoyed his much
needed recuperation, oiled his spring and is now raring
to go- What next?.., he must finish the job propedy and halt
the ractory computer auto producing these hideous toys,
But as superfit as he is and last as he can move there's
danger hidden around every bend.., goblins lurking to
drain his oil, water rushing to bowl him over, iron chickens
fielding dastardly deadly eggs.
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Audi bl e  w a r n i ng de v ic e
pre s s ing re s ul ts  in a
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noise.

Tre ndy  de s i gne r  c ut
o f f  T -S hi r t  (c a us e s

nasty  d r a u g h t  r ound
y our  coi ls ).

Le a the r  boi ngi ng gloves  for
a s ure  fi re  gr i p o n  th a t

joys tick .

S i ze  1 4  ra c ing tr e a d
fl ippers  fo r  i nfl i ght

s tabi l i ty  a nd  a  s ure -
foote d  l a ndi ng.

A quick hand and dogged determination are needed if
you're to get anywhere with Thing in his latest escapade.
Fast and furious action is the order of the day and a
good sense of direction would be helpful to guide Thing
round such a complex location.

Available on

. . ; x 4
1 - r

CBM64/128 AMSTRAD SPECTRUM 48128K
L 9.99 c 9 . 9 9  c M S X
£14.99 d £14.99 d 7 . 9 9  c
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PRICE: E9 95
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No REVIEWER: PAUL EXLEY
"Ere,  Hobo, you know what
they've gone and done now,
don't  you? They've only  gone
and made a game about us.!"

"So? Nearly every
programme on the box has its
own game, Gonch."

"Yeah, but don't  you see? It's
a nice lit t le earner. "

"Great. Let's hope Bronson
doesn't  find out about it or it ' ll
be detent ion for us."

"No,  Hollo, you don't
understand. It's all right,  legal
and all that. We receive
royalties for the game. "

"Brill!  You're a genius,
Gonch."

"Well I try my best."
Grange Hill is the latest

Of the UK entrants, we selected
six finalists who scored
substantially more points than
everyone else in the first round.

Each entrant had to list the
games he had completed, and
so first, to check the validity of
those lists, six quest ions were
asked of each finalist, relat ing to
a number of the games on his
list.

Part two of the final consisted
of another general adventure
quiz, covering a wide range of
topics, and this was answered
by all the finalists.

The winner of the
compet it ion,  and C+VG
Adventurer Of The Year, is Paul
Exley, a sixth former f rom Bury,
who notched up 40 points out of40.

Hard on his heels, was runner
up, John McCann, of Lisburn, in
Northern Ireland, also with a full
house, but with fewer gamessolved.
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television programme to make
the transit ion to pixels. Based
on the hit children's soap about
the ever-so-slightly anarchic
school, the game centres on the
misadventures of the dodgy
duo Luke ' 'Gonch" Gardiner
and Paul "Ho l lo " Holloway.

Anyway,. Gonch has had hisADILITUREll OF THE
Two other entrants came

wit hin a hair's breadth of the
same score. Gareth Williams. of
Swansea, and Wil l iam Hem of
Aberdeen. both scored 39
points.

All the finalists did extremely
well,  showing their knowledge
of adventure games to be
confi ned not only to those they
had played.

A high degree of awareness
of what  is going on in the
adventure world was displayed
by all of  them, plus a
background of adventure
history.

Among the general questions
asked, for example, were:
"What  was the tit le of Brian
Howarth's  first Mysterious
Adventure,  and for which
computer was it first released?"
(Golden Baton; TRS-80) and:
"What  famous adventure
program disk was once put in
the oven by the author's  wife

REITIEWS
GRANGE HILL

411.
i i

YOU S E E  A  S H I F T Y  M A N  I N  A
LEATHER J A C K E T .
' N E Y
L
S O N
. W A
N T  
T
O  
B
U
Y  
S
O
M
E  
O
F

T H I S ? '
THE MA N  E R S  Y O U  A  S M A LLP C E T  I T E  POWD ER .

,S
Last year V G  held a competit ion to find the
Adventurer of 1986. Entries were divided into two
classes, for UK and overseas readers. The overseas
results were announced in January and here are the UK
results. The winner, Paul Exley, also reviews Grange Hill.

Walkman confiscated during
maths. The last t ime he had his
stereo confiscated it was stolen
f rom the staff room by some
swine. His mum was less than
pleased and now checks he has
the new one every t ime he goes
home. Since Gonch isn't in the
mood to be killed by his mum

before it was complete, and
what  is the author's most recent
t it le?" (Adventureland;  •
Fantastic Four)

Paul, our winner,  came d
to London to receive his
Trophy,  and met Paul Coppine ,a
and Matthew Woodley of the ' I f
Adventure team.

After lunch, he went  alo
with Mat thew and Paul
Boughton, C+ VG's Depu
Editor, to visit Eistree Studios,
where the popular BBC TV
series Grange Hill was fi lming.
Grange Hill, the computer
game, is being released by
Argus Software,

Many thanks to the BBC, and
to Dave Carlos, for making
Paul's visit possible.

The three named runners up
in the compet it ion,  which each
receive a free s ix-month
subscript ion to C-I-VG.

Meanwhile read Paul Exley's
rev iew of Grange Hill.

he decides to break into the
school and steal it back. Hollo,
his faithful sidekick, volunteers
to help.

The game is supposed to
combine arcade and adventure
elements but fortunately fast
reactions are not needed as the
only arcade element  is the use
of a joystick to move Gonch
through the school,

Objects can be picked up,
dropped or used just as in an
ordinary  adventure. Some of
their uses are not immediately
obvious. For example, the
paper plane is used to get
matches on the high wall.

Various characters f rom the
series also put  in an
appearance, usually as a
hindrance. These include
Imelda, Mr Griffiths, the
caretaker, and a drug pusher.
When you try and talk to the
pusher the program makes a
feeble attempt at speech. If any
one knows what  he says, send
me a postcard.

I now have a shock for all you
fellow Commodore 64 owners.
The graphics are inferior to the
Speccy version! This is not so
much an accolade for the
Spectrum as crit icism of the
Commodore version.

The sound won't  give Rob
Hubbard many  sleepless nights,
either. Fans of the series will
immediately  recognise that the
tune is NOT the theme of the
series.

The biggest problem with the
game though is not the
graphics, sound or even the lack
of a game save opt ion — it's the
amount  of bugs in the program.
It makes the Commodore
Gauntlet seem bug-free in
comparison. They range f rom
the classic system crash to the
more innovative walk ing on air
and disappearing,  to spelling
mistakes and bad grammar.
You'd think a game about a
school would at least have
correct spelling.

Grange Hill had a lot of
potent ial for becoming a good
game but as an adventure it
doesn't work_ The text which
appears on some of the
locations can be quite amusing,
which proves an old-fashioned
adventure game would have
been more suitable,

The bugs and a lack of a save
opt ion are unforgivable these
days.
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£1.95 this game is a steal.
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06- SUPPLIER: TARTAN
SOFTWARE MA1LORDER:
61 BAILIE NORRIE
CRESENT, MONTROSE
SCOTLAND

Ok- MACHI NE:  SPECTRUM
00- PRI CE: L L 99
I* REVI EWER: STEVE

Prince of Tynatal is another
adventure which uses the tried
and tested theme of evil villian
stealing magical object to
protect kingdom. Prince must
find and steal back object to
restore order and good
fortune.

The story unfolds with you
as the Prince of Tyndal, the
central character to the plot.

SUPPLIER:
MASTERTRONI C
MACHI NE: CBM tot

lit• PRI CE: EL99
OP REVI EWER: MA1THEW

What on earth is Koboyashi
Naru? Well, to be specific it is
the final trial for those who
wish to be like Keith and
become an immortal.

It all starts off when you are
sent by the Overlord Of All to
the Closed Chamber on the
world of Igor. In this chamber
there are four doors. One is at
present closed, and the other
three are the doors to tasks.

The doors are labelled
Knowledge, Wisdom_ and
Understanding, and by
entering one of them you enter
the task. So with only your
wits to help you (a distinct
disadvantage to some of us)
you start the adventure.

The game is played using
the joystick or cursor key
with no input from the.

Being a prince
obviously means

you are far too
easy to recognise,

therefore you dress
in the clothes of a

peasant making
discovery of your real

identity much more difficult by
the dark forces who would set
out to destroy YOU

My first problem was
escaping from the walled city

particularly gained my
interest, was a pleasant little
cottage beside a woodland
glade.

All attempts to enter this
place proved fruitless until I
remember a little politness and
walked right in.

A quick search inside soon
revealed some items which I
thought would come in useful
later on. but leaving this
charming place proved more

cul i  c c
on

about freely
. The answer as always was to
escape over the city walls with
the help of a piece of rope.
which although easily found,
proved a lot harder to acquire
than seemed apparent.

One location which

keyboard. Entries are made by
selecting one of 23 verb icons,
and the text description
window at the bottom of the
screen. In the middle of the
screen is the picture frame.

For example. if you want to
jump a pit, you first move the
joystick to highlight the JUMP
icon, and press the button.

1
1
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In fact a generous
application of good old charm
is required to convince a whole
crowd of them to do you a
good turn. Otherwise you'll
find that all your efforts are in
vain.

To say any more would give

KOBOYAS IA
The verb has now been
selected, and the noun is
chosen by joystick, in the same
way, from the text at the
bottom O n  pressing the
button, the action is carried
out.

This all sounds a bit
difficult, but in fact it is very
easy to master,and you soon

the game away, but for once.
rent-a-crowd sure comes in
useful.

There are a fair number of
locations in the adventure, and
most of them must be visited
to complete the game.

In general, the puzzles are
well laid out, and usually quite
logical in their solution. (I
liked the touch where you
must be captured and thrown
in a jail cell before you could

reminiscent of the early Scott
Adams series of adventures
and what is more, at only

find yourself in total control.
Koboyashi Nam is quite

interesting as a game. As a
concept it is not totally
different from Mastertronie's
Zzzz, The storyline seems a
bit thin at first, and although
the game is difficult to start
with, it is worth persevering.
At first, when you enter a new
location, your eye moves to
the text description window,
but this means you often miss
information scrolling in the
message window at the top
the screen.

The graphics are extremely
basic, and add little to the
atmosphere, but they are
drawn instantly. For £1.99 this
is certainly worth looking at.
Perhaps it is the future of
adventure games. Personally I
hope not.
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Well. it's here, and I rather
wish it wasn't! Shadows Of
Mordor is the second Lord of
The Rings adventure, based on
Tolkien's epic The Two
Towers.

this game Frodo and
m. whose roles you can
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river where they found
themselves at the end of the
first game. and are now on an
island in the middle of the
lake, and secretly gone on
their quest. which is to cross
the wastelands and the evil
mountains surrounding the
homeland of their enemies.

Sam is equipped with all
sorts of objects, the inevitable
backpack, greencloak. rope.
matchbox—yes, the list is
familiar. So off we set, me
being Rod°, and Sam tagging
along. There weren't any bus

, stops of signposts around. so
Nee trudged from dreary ridge
to desolate plain, until we
came to the edge of a cliff-

Smeagol was a constant
'sitor to our location, but
cc there, had the habit of
caking off into the bushes
th alarming regularity. What
earth he was up to in there I
e not to guess — I only
ow that when I tried to
low him, something very

pened on the

Spectrum and Amstrad, while
nothing happened on the
Commodore. And I mean
nothing —I had to turn the
computer off to regain control
of it. But I understand this
has been corrected.

Yes folks, it's written in
triglish, that wonderful
Australian parser that is so
exciting because you never
quite know what it is going todo next.

It is said to understand
complex sentences. but it
seems you need a keyboard
with an Australian accent, for
when! typed SAY TO SAM
"GIVE ME 'THE SWORD" I
got a rather deranged SAM
DOESN'T SEE ANY ME TO
GIVE TO THE SMALL
SWORD. On the other hand.a
simple GIVE SWORD got me
the sword.

The screen layout has been
simplified since Lord Of The
Rings On C-64 and Spectrum
you get a blue single line band
at the top indicating which role
you are currently playing (you
can swap between the two
using a BECOME command),
a yellow four line command
and message window at the
bottom, and the rest of the
screen is white and cal-Ties the
narrative.

On the Amstrad the
categories of text are difficult
to distinguish between when
all lines are in use.

The locations descriptions
are said to be lengthy, but in
fact are rather short and drab.
To make them appear
verbose, they are bulked up

with fairly useless information
which is repeated ad nauseam.

If for example, Sam is with
you , you also gee Frodo can
see Sam. Being carried by Sam
are a beautiful small sword, a
matchbox. a canvas backpack,
a fine green cloak A n d  if
you open the backpack. the
matchbox, or anything else
that contains something, you
get the contents of that thrown
in, too. which makes for quite
a kit of repetitive reading to
make sure you don't miss an
important part of the message.

The reponse times are
better than those of the game's
predecessor. but even then,
the Commodore version is
very sluggish, and all have an
annoying delay after the reply
has been screened, before
control is returned to the
player with the prompt. This
leads the fast typist into

inadevertantly entering many
commands which then go
unrecognised because the first
few words or characters were
not accepted as input.

Only the Commodore
version has graphics, and these
are limited in number on
cassette. These pictures are
reasonable, although in no
way exciting, and display is
effected by switching over to a
graphics screen whilst the text
response is in mid-flow. The
effect, if you are not expecting
a picture. can be quite
startling, and frustrating, too.

I found the game rather
boring, and put an end to it all
with a SAY TO SAM "KILL
ME WITH SWORD
-
. H e
understood that all right.
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THE ARCADE SMASH KT MAT RECREATES
THE SPEED AND EXCITEMENT OF TIES
CLASSIC ENCOUNTER

CBM64/128

Spectrum 48

Ata,c_

GokiLtAL„
IL 213  Bollard Way.

, Birtnitighwn B6 7AX.
UP: 02? 356 3386,

9. ape
£14.99 olik
A  8 . 9 9  Ta p e
,
'

tys 9.99 Tale 1L14.99 Disk
124.99 Disk

oung or old, whatever your age
eryone enjoys the antics of  the

, nning Road Runner as he baffles
and bemuses poor Wile E C o y
o t e .Or does h e l l
This is your a n  t o !  really l d
out as you take on the role of Road
Runner in this comic, all action
extravaganza that recreates these
nail biting chases and the fast
moving excitement to perfection.
Speed through canyons and along
the highways following the trail of
birdseed left for you to feed on (i •
this the first trick???) Dodge your
way round the onrushing trucks
keeping an eye out for the perilous
mines and feather ruffling, leg
busting oil slicks. What dastardly!
plans has the sleazy Wile E Coyote
got in store for you as he lurks in
hiding, cowardly awaiting his
moment to enjoy a succulent roast
of "Road Runnerand French Fries".
We're sure you'll overcome all the
dirty tricks he can throw at you with
ease, agility and grace and a
haughty "Beep Beep
..
. 
O v e r c o m e

them that is if you've got nerves of
steel, the reflexes of a wildcat ana
the speed of the fastest bird
on two legs, otherwise its sorry

gooci; if t  and "Burp B r  ."I!!
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KRAKOUT
111M64/128 S9.99 Tape Sit
Spectrum 37.99 Tape
Amstrad 19.. Tape S11.99 Disk

MSX S7.99. I

misfit
conte

Sheffield Si 4FS England.

can
ad of

Monty the Mole is Mill on the ran on his moat exciting and meth%
to date, a whistle stop tour of the capitals of Europe, acquiring

just the local scenery on the way. With Interrnole and the local
hot on his tail Monty must fill his booty hag with enough con
treasures and carmen, to effect an escape to his dream

Muntos

AVIF WI N T Y
/128 Amstrad T a p e

Dish. Spectrum T a p e
SAMU L O G Y

C11M64 / 128 Amstrad S9.99 Tape
S14.99 Disk, Specimm 57.99 lape
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Alan Roe, East Sussex;
Richard Spence, Co Down;
Richard Rahaman,Surrey,
Miss Emma Roberts, Tewkesbury;
Somu Mielonen, Finland;
Tom Ryan, Surrey;
James Crawford Wood, Camber.
ley;
Adorn Brake, Dorset;
James Dean, Peterborough;
Tim Rose, Harrow
;Robert Kam, London
;Ashley Ball, Stoke on Trent;
Stephen Hayes, Sheffield;
Rennie Mason, Strahaven
;Bob Bennett, Luton
;Justin 5 Eagleton, Manchester
;Steven R Miller, Lances;
Philip Grant, Renfrewshire;
Jamie Pearson, North Yorkshire;
Jan Tydeman, Essex;
Mark Watkins, Bucks;
Stephen Dickman, Cardiff;
Owen Lambert, Pontypridd;
Vivian Darlington, Shropshire;
David Heath, Newcastle;
Paul Slack, Mansfield;
Martin R Smith, West Midlands;
Paul Mastro, Nr Rotherham;
Richard Walker, West Midlands;
Mark Plans, Sheffield;
Andrew Poynter, Clwyd;

•  LEVIATHIAN
Anton Pryczka, Pontypridd
;Ian Gould, Inverness; nMark Taylor, South Glamorga,
Richard Spenc, Co. Down
;Lee Corfield, Manchester;

•  DUNJUNZ
Edward Newiss, W Yorks;
Simon Robertshaw, Manchester;
Matthew Seddon, York,
Phil Wilson, Notts;
Simon Show, Essex,
Scott Yerby, Combs;
David Hall, Manchester;
Dylan Williams, Gwynedd;
Andrew Barnes, Hants;
Jason I  Riley, Torquay;
Robert Smith, Wolverhampton
;M Evers, Holland
;Daniel O'Riordan, Cheshire;
James Duncan, Beckenham
;•  IRON EAGLE
Steven McGrath, Belfast,
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Stuart Fullbrook, Reading
;Graham King, Essex;
Paul Williams, Leicester
;Tario Ahmed, Liverpool;
P F Burman, Lincoln;
Steven Coltherd, Tyne & Wear
;Azhar Hussain, London;
Guy Sanders, Herts;
Robert Brown, Coventry
;•  COSMIC
SHOCK—
ABSORBER
J. Gathercole, Essex;
David Patterson, Herts;
Richard Knights, Norwich;
Alan Rae, East Sussex,
Johnny Markussart, Norway;
Steven Miller, Lancs;
Andrew Poynter, Clwyd;
David Hardy, Nottingham;
Paul Drew, Lancashire
;Howard Riley, Lowestoft;
Robert Korn, London;
Jason Allen, Essex;
Xavier Pick, York;
Stuart Thamlinson, Amersham
;Theo Cresser, Essex
;Adorn Thompson, Switzerland
;lee Corbett, Staffs
;Martin Smith, West Midlands;
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could you be the first to say

DIRECT FROM SPAIN,
ALLIGATAS NEWEST
RELEASE WILL PROVE

TO BE THE MOST
ADDICTIVE GAME

01987"

------ Featuring:
• BARBARIC

PYGMIES
• HUNGRY
CANNIBALS

'BONE CREAKING
ALLIGATORS

• DEADLY SNAKES
AND SCORPIONS
• PIRANHA BATS

*COCONUT
THROWING
MONKEYS

IMANEATING
PLANTS

and many more
dangers lurking in
the undergrowth.

A little bit of history with a little bit of mystery as you relive the nightmarish trek of Stanley in
his search for the long lost missionary. Dr. Livingstone, But no African jungle was ever as
forbidding as the treacherous Journey that Lies in wait for you. Poison darts from the pygmies.
blood splattering pit hammers in the diamond nines, spear throwing natives in the bush.. even
the white men are hostile and would rather see you dead than alive Its spine chilling action

every step of the way with a little adventure thrown in for good measure
- hidden gems, secret temples,??

And don't let the sea eagles get you!'

LIGAT
FTWARE LIMITED.

AMSTRAD
Tape 0 3 . 9 5
Disk E  14.95
SPECTRUM
Tape E 8 . 9 5
!taxi ,Dmpia
d
u.
n

Tape £ 8 . 9 5
Disk 114 .95
CBM64/128

Tape E 8 . 9 5
Disk E 9 . 9 5

Produced under
Licence from

OPERR

1 ORANGE STREET.
SHEFFIELD Si 4Ditti. TEL:0742 755796



Hey turn off the Vivaldi and stick on the Mantronix tape!
This 'aint no ordinary art gallery. I t t h e  C+V G  readers
showcase where YOU can show off your computer art
skills. Over the past couple of issues w e
1
v 4 e e n  f e a t u r i n g
some screens on our news pages. Sudorinly w e  were
deluged with pictures so we dec ifrd t •  •  a  whole
feature to your screens on a re • • a s  •  w e ' v e
got some stunning pi  •  s  f  g m a  C a p t a i n
Kirk, alias Lee Armstron i g  Red fan H. Rai
from Gravesend, e r y  personalities.
OK, so we unfo 1  1 .  t h e  astcompanying letters
whch only go o w  a p i d  we are. But, please,
when you sen •  , -  o  • •  m a k e  sure that your name
and address I  T .  Y  marked somewhere on them so
we CAN'T •  I D !  Also, i f you are sending a disc
please in •  de CLEAR loading instructions and a menu if
you ca idl l  the people can write and tell us who they are
we'd belgauch obliged! Meanwhile, keep those pictures
coming. And no, the Cyborg screen isn't a readers effort
— but we thought you'd like to see it anyway. Here's the
address: Computer and Video Games, Frame-Up!, Priory
Court, 30-32 Farringdon Lane, London ECIR 3A11.
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1

CS4'12a cassetteS CiSail211 Disks Spectrum cassettes
5COcc Grano PrIA E7.25 Aced Ace5 E12.20 Aul Niel Monty E7.25
Auf Wied Monty
1)00111101

,17 25
t7,25

Alter Ego M or f
Colonial Conc

E19.95
tie 95

Bismark.... .
Dealhscape .

E7.25
E6•55

Delta ,,,,, El 25 Destroyer • El 1 .20 Dogfight 2107 E6•55
Deglighl 2137 E7 25 Flight San E28.95 Eine 6 hit pack t7.25
Elite 6 hit pack t7 25 Gunship Eta 95 Endure Racer t7.25
Enduro Racer E7 25 H11041811 Guide E19.95 Head over Heels E5 95
Gunship „  .. El 1 20 Holywedd Hi Ana r i g 95 Inspector Gadget t6 55
Head over Heels t6 55 Inspector Gadget El 1 20 Kirbetik bi g5
hdoor Sports
Metrocross

a  .55
t7 25

Leather Goddess
teaderboard Exec

El9 95
Ell 20

Last Niro .
teaderboard Goll

,E7 25
,E7.25

Nemesis t6 55 Phantasm II. . Eta 95 Metrocross „ E6,55
Nemesis Wand. ,E6.55

t19 95

, E14 95 Nemesis ... 15 95
Now Garnet, ,E7.25 Silent Sennce „. Ell 20 Pulsator ... ,E5 95
Pulsator.. . . . .E6.55 Sunbathe Sum .. E11.20 Ouanet .1725
Samurai TM .. .17.25 Seto Fiight ,. El 1 20 Renegade ,.E5.95
SunbaRie Sem 17,25 Tiger Mission .. Ell 20 Saboteur I 15 95
Tal Pan El 25 Up Periscope E28.95 Samurai In . 1 5 9 5
Tiger Mission. E7.25 USAAF £ 2 3 . 9 5 In Pan E5 95
Wonder Boy . E7 25 10 51/4

-
Blank 
D i s
k . . .
.  
E
7  
9
9

World Games 1555

Commodore 64 Tape

ATARI ST
Alt Ready I t19 95 Leather Godoess £ 2 4  95 Silent Ser‘nCe . .  . .  E19.95
Arena El 9 g5 liberator E 1 0  95 SiliCen Dreams.. . .E14.95
Arkanoid El 1 20 Leaderboare Golf   E1 9 .9 5 Star Glider. E 1 9  95
garbanan El g 95 Leaderboard Tour' E 7  25 Star Trek . . .  . .  „  E14.95
Bekt •Const' Set , t l  9.95 Mind forever Voy' E 26 . 95 Stoke Fore Han' .  E19 95
Balanced Power £ 2 4 . 9 5 Worms!  E 2 4 . 9 5 Seyderman.... .. E t a  95Borrowed Time., El9 95 MGT .  r i g  95 Swper Cycle E 1 9  95
C'snip Wrestling £19.95 Macadam Bumper E 1 9  95 Suet/atilt Snell... E19_95
Deep Space 1213 95 Mean / 0 Soil . . .  £ 2 4 . 9 5 Tar Pan .... . .... E l  1 20
Endure Race E19 95 Mercenary Camp  E l  9.95 'lass Times E 1 9  95
Filg91 San' II E38 95 Metrocross.   E 1 9 . 9 5 Terrapeds. •  E19 95Gala. . . f24 95 Nina E 7   25 Thai Sexing E l l  20Gauntlet E19.95 The Pawn , .  t t g  95 Time Bandits . 1 2 4 . 9 5
Gartunt CleElungn• E9.95 Phantasm II t  19.95 Trailblazer   E 1 9  95
Guild Of Thieves.. 11995 Portal P h o n e Trinity  E 2 6  95Gold Runner t19 95 Psion Chess  E 1 9 . 9 5 Typhoon t 1 4  95
Gunslug Phone Rouge  . . E 1 9  95 Ultima 2 . E 2 4 . 9 5
Hollyws ...E24.95 Shanghai • . . E 1 9 . 9 5 Wafer Gams E 1 9 • 9 5
int karate 95 Shuttle II . . . E 1 9 . 9 5 Xevious . t 1 9  95
karate kid E1915 Sky Fox . .., . . E 1 9 . 9 5 10th Frame E l g  35

Mail Order
Wf_%PlOWIDE

Europe, Middle East
IAA. AfricaSoftware service

for
Britain

•SOFT WA RE• Australia and many
other Gauntries

Commodore 64 Tape SPeettruct1
Metro Cross 8,99 Deeper Dungeons 3.79
Road Runner
Delta
Killed Until Dead

8.99
7.49
8.99

Nemesis the Warlock
The Pawn
Sentinel
Slar Raiders 2

6.99
13.49

7 25
7.25

Mercenary 12.49 World Games 7.40
Mercenary 2nd city
They stole a million

8,99
7.99

Stem Service
Howard the Duck
Bismarck

7.25
6.99
799

Deeper Dungeons 3.79 Fire Storm 7.49
Nemesis the WarlOCk 6.99 They stole a million 799
Pawn
Choi°

13.49
11,49

Red Scorpion
Means US comp
Greytell

7.49
7.95
7_95

Gunship 11,49 Cosmic Shock Absorber 6.99
Golf Cons set 11.95 Killed until Dead 7.99
Sentinel 7.25 Metro Cross 799
Silent Service 7.25 Road Runner

I.crOniS Rift
7.99
6.99

THE BEST IN ENTERTAINMENT
SOFTWARE

EP
Y4
'1111POCOM
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APPLE II
C64/128
AMIGA

ELECTRONIC ARTS
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MICRO PROSE
Send El for our NEW Catalogue - Redeemable with your first Order

ALL PROGRAMMES ARE ON DISC ONLY
STRATEGIC PLUS SOFTWARE

P.O. Box 8 Hampton Middx rtv12 3XA
Tel: 01-979 2987

Overseas Enquiries Welcome

SIR •TEC H

ATARI
IBM

MCNEILL MINIGEWEHT
ClaseN FoOtbalt Nierselawnere Strategy Genres Each of those Quality genies a pecked rem GERM.

WOE FEATURES 10 mak/Mem the roost leuausr ic  misname
P RE M IE R II A  COMPREHENSIVE LEAGUE GAME P l a y  Miasma herr* arel may Full same
OWN* all Mama Inge**  Town woes, In-match wweetules Nemec! & Howideel goal score*. COrrore-
hereave earager market. 5 Seel levels Frianclei probating. Job Orte
,
a, W a a g e .  S a v e  g a m e  
a r e  M O R E
,

Pnce 411- N IK  Stamirum te 95
AiSO evalabie on the 64.1213X COMMOdoie -  P R E M IE R  LE A GU E  I n c l u d e '  many 01 R e'serums al Premier II P r e *  05 50

WOR LD  CHAM P IONS  A  COMPLE7E WORLD CUP SIMIAA/ION -  Fran
, F a t  N M  M e n d e . *csialrlying stages. tout eselcOus aril on e a s  FINALS C l Selie t r c e n = O t
h c
2
,
5
,
ta y e r S .  2  I n - S t a t c h

Pamed• Docleare table, 7 SigN liereis ancl MUCH MUCH g  IVA WEI maim
5441,11•130•1 with Iriune*. BO:Pings. Sending off. Corners Fiee SKSCS, Mai& WIC  I r u , WS * E tta  tune.
Goat erne* end &SORE
,Price -  M a n &  Spectrum ES.95 8 4 1 2 E K  Commodore E
7 9 5E UROP E AN II•  CAPTURES THE FULL ATMOSPHERE OF EUROPEAN COMPETITION ligpnxi

away leo. Array wets count double fedfarmL4Li
c
ii M r a L t t y  S h o o t  
m r i  ( W e l  
S U D D E N  
D E A T H ' .  
S a e l l

Miele. 2  sobs allowed P M  l e , , , ,  news. t  l e a , , ,  Fu
lea,,, & s u b s t i t u t e  s e l e c t i o n ,  
D i e s
oweriGoeis and MUCH MUCH MORE. Pius FULL a i  MATCH SIMULATOR
Pnca 4 1
5
1
2 1 3 x  
5 0 a
c e u
r n  
e
•
S
f  
M
S
S  
C
o
r
m
n
x
i
o
r
e  
V
I  
9
5

FART AsTIC VALUE S o y  any 2 games Deduct U M  annn, towi
Buy ol 3 epees Deduct MCC from WWI

we arme:es tor IMMEDMIE DESPATCH by e t  GlassPast
1
,,
j 
'
e
r
r
i
T
l
f
a
l
e
"  
F
u
L
t
e 
I
n
t
r
a
m
H
o
n
e 
f
a
d
e 
E
l  
C
O 
o
f
f
t
e
g
l
e 
U
K
)

FrOte C L  J Seesaw* Room 6,37 Wamemer Road, ENFIELD,
andalleamt EPI3 71E

COMPUTER MANIA
3 Bond Street Court, Winsover Road. Spalding. Lincs. PEll 10Y

Telephone: (0775) 62288

P e w.  Send 55C P
.
P . 
a S e a s  
s a n e  
E I - 3
5  
P R
O M  
s o
w e
r  
m a
c h
i n
e  
F
r  
a
l
i
v
e  
s O
l i
N t
i l f
•  
r
i
o
l  
l
a
m
e  
a
b
w
e
.

nerOowe cr panoeferele Omuta 0hona 0778 827e6 Man-Sat 9-5 30 Of 0405 21244 eWerling5

Prices inctude postage  &  P acking in  LtIC  Overseas orders  please  include E l  .00 pe
, cassdtsa tor  AIR M AIL dr iivery  Cheques and postal orders peva nip •...-,

WORLDWIDE SOFTWARE
1 Bridge Street Galashiels TD1 I  SWTel: 0895 57004

1 0 C e a
l
l )
Ocean Software Limitect ) 4 4
. . :
.
0 • • •

6 Central Street Manchester  • M2 5NS
Telephone 061-832 6633 Telex: 669977 Oceans G.
2
••
•

T
E
B

M O t t i f
t b 1 4  l

Ocean The  most t t ) j l k s % l a t
• • e • ssuccessful publishers of entertainment software , 1

4
u
in the World ore now seeking experienced
developers to loin Our team of top class
programmers.

If you ore proficient in -
assembly language for 280. 6502. 68000 6068, have a Proven
track record and wtsh to prOduce first class products for our
appreciative customers around the World, then you owe it to yourself to
conta ct  us

We are not lust offering superb financ 'al rewards as you
wauld expect of Ocean. but also lob security with excellent promotional
prospects and career development in our continually expanding
organisation

Please send your CVtO the address below enclosing,
where possible. examples Of your recent work Demember the sooner
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Hey  y ou!  L o o k  hear . G i m m e  s om e
a t te nt ion. N O W !  B ig R e d he r e  a ga in
a nd I'm  in a  m e a n m o o d  s o don' t  think
y our  m oa ns ,  c om pla int s  or  whinge s
will ge t  a ny  s y m pa t hy  f r om  m e . I ' v e  a
c om pla int  of  m y  own  —  rust.

•  Ever since your November
issue I have been wondering
about making the Alien mask, but
never got round to it. Then again I
am not very good at that kind of
thing. So. I wondered it any were
for sale, if so how much would
they be?
Sim WiIkinson
Grimsby
•  Sorry Sim, but the masks
aren't for sale. The Alien
monster featured on C -s- VG's
November cover was specially
commiss ioned.  It cost around
E250. Enough to make you sit
down suddenly,  eh? Which I
did. On the mask. It's not very
well now,
•  This is the first time I have
written to your magazine so I hope
that you will tolerate the fact that
most of what I want to say has
little to do with computers.

First of all, when will someone
create a computer game where
the graphics make you feel that
you're really in the scenario.

Elite is one game that gives you
the feeling that you're really in
space, but what about walking on
the ground of another planet.
entering buildings, entering and
flying spaceships, and doing all
the sort of things that you'd dream
of doing if you were on another
planet. Mercenary when it is
available for the Amstrad sounds
very promising, but when you are
Outside a spaceship, you are
apparently not armed with a hand
blaster. Explorer, which has just
come in, sounds like just the thing,
except that the reviewers are
unenthusiastic. I myself am not
interested in this game, if you
have to wait for the graphics to
build up every time you turn
round. A large scale version. le
Swords n' Socery, would be
welcome. I think. Choir, probably
makes up for the things missing in

MerceRary, but you are not you in
the game, but a controller of a
robot. Which brings me to the
things I want to say,

If the home computer can't help
you bring all your dreams come
true, then why not someone
create a live game of your
dreams. I am talking about live
adventure games. or life role

playing games. Treasure
Trap and its successor
Lab yrinthe are here for
people who want to
dress up and enter a
world of actual
excitement and
adventure. But
those adventures
are the type
pertaining to
swords and

sorcery. When will someone
create a live science fiction
adventure game?

So. the people of Labyrinthe,
and to anyone else with lots of
money, will someone please
create a live science fiction
adventure game. with laser
pistols, alien soldiers, a maze with
six feet high walls, computers,
corridors, rooms, a castle, etc? A
space opera equivalent of the
Labyrinth game?

Let me know if someone has
turned this idea into a reality

I echo C+ VG's reaction to the
response to their Xevious
competition. Virtually all the
spaceship paintingydrawings
were brilliant!

My
favourite artists
include Chris Foss (how
about a C +VG illustration
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cover by Foss?) Tony Roberts and
Peter Elson
Patrick Lee
Hells
•  Game graphics are improv ing
all the time. Check out some of
the Atari ST and Amiga
adventures. Seeing is believing.
As for live role playing games,
they are becoming increasingly
popular.  The high tech style
games you like are hugely
expensive to set up. Remember
the feature we did a couple of
years back on Planet Photon in
America? That's the type of
game you'd love.
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•  Last issue Wayne asked people
who went to the PBM convention
to write, 50 I have. Yes, I was one
of the idiots who came miles and
miles from Lincolnshire just so we
could look clever and say: "Well, I
went to the PBM convention in
London."

he actual convention wasn't
whatrd expected nor anywhere as
big as I thought it would be but it
was a great day out and we had
lots of fun, We had decided before
we went to spend five hours at the
convention, but when we arrived it
looked as though we had given
ourselves four hours too many, but
we were wrong.

Talking to other players,
watching live role playing, entering
competitions and collecting leaflets
helped to fill our time qutie well.

But the most interesting thing
(apart from reading a C+ VG which
I bought there) was talking to the
people who run the PBM's I play.

These games are Vorcon Wars,
games 78 and 91, It's A Crime,
Crisis and The City.

This brings me to a point I'd like
to raise concerning PBM's now that
you have your own PBM section.
Why don't you leave half a page so
people can leave messages and try
to contact other PBM'ers in the
same games as them.

If anyone out there is in the same

games as me in Vorcon Wars
please contact me.

I am going to give the
convention Bout of 10. I found it
very interesting and I shall certainly
be attempting to go again next
year.
Ldrnund Howard
Horocastie
Lincs
•  Glad you enjoyed yourseiNt the
PBM Convention Edmund! The
C V G  team certainly had a good
time.
•  I have been the proud owner of
a C64 since 1985. Before I got hold
of this machine I had a Spectrum+.
Now, I bought a Commodore
because I am a so-called
''simulation freak" and it seemed
to me that the CBM would satisfy
my needs better.

My question is if you could
satisfy my need a little too. I think
there is too few flight simulation
reviews in C + VG. Have you for
instance given a review on the
exclusive simulation JET? After all
this brain breaking complaining I
will give you a piece of advice.
Why don't you make a section for
simulation only, in your magaLine
— similar to the adventure section.
I do believe that there are a lot of
people who are intersted in flight
simulation beside me.
Thomas Buskop
Norway
•  Where have you been? We

reviewed let a long
long time ago and
reckoned it was
really too
expensive for what
it was.
•  Being a
grandmother with
four grown 'up'
children and four
grandchildren, I
thought you
would like to
hear from me,
Not all readers
of C+VG are
'kids'.

I am a very
keen
adventurer but
have recently
started playing
role-playing

games.
I saw Phantasie advertised and

ordered it for my sons birthday
present just before Christmas —
here starts another US Gold saga.

Strategic Plus Software rushed it
to me before his birthday despite
the Christmas rush — only to find it
had no Dungeons as the back of
the disk was blank. As soon as
Christmas was over I sent for
another copy, as by then I had built
up quite a formidable party.
Strategic Plus Software tested all
their disks out to find none had
Dungeons. Then after about two
months they got copies with
Dungeons and sent me the first
one! With great excitement I
started to play it — my sons were
more interested in solving Bard's
Tale.

Imagine my horror when it
loaded and I went into the first
Dungeon only to have it crash
when I came out! After that it
crashed time and time
again. So, in desperation I
asked Strategic Plus
Software if they had an
American copy — they
hadn't but said if
I sent in my two
faulty
disks
they
would
get one.
I now
have an
Americ-
an copy
which
plays
perfectly
and is so
good
my sons
have
finished
Bard's
Tale and are
now engrossed
in Phantasie!

I know this is probably too long
to print but please mention how
good Strategic Plus Software have
been in trying to rectify the bad
mistakes made by US Gold — I've
just order the US Gold edition of
Phantasie II what's the betting that
it doesn't work!

rittite +1Adeo go-mes
30 -32.Ponintddon time
eeimdakt ac1r3tof

Christine Taylor
Brecon
•  I must say you've got a lot
more patience than me. I'd
would have asked for my
money back long before.
Let's hope that Phantasie
II is complete when you
get it. How about it US
Gold?!



4%Q•
04''6

o x
i N
C
O
1
C ‘

4-v:s531%e c l s eez,5
0%
-43
Z

d t 0 1
9
- 0 \  
9 \
R
P  
N
O
°  
c
s
e
,

\ * P
k e

1 k c . •
ett• ( s r  „9\00,

O P '  occ0:7'. 07'Pc'e,$)ANsitek74,0ek e
:
c
6

(4.c 5 7
Os- . 4 5_.rso
ke•

e
- ‘tcgs'

(t)kc'

1064;7; e.,,,,,ec:,?,,cfs6::esiesc'c'
ce-P
c

c§.0 cot e
s 9
q
•

 13kil
c43 90- 4 4 '' o c , • c • -  A  ,c,"'

6.
cA

*(\q° 0 ' 1 5 ° 6 t ' c - \ 4  ,2,4-s°1" e c P

I 1'3%) c e  0 2 '
\\*Ng' 6 0  N O %  c p e

V)4' 'C'422''Ct 0 3 '  \ 4 k C I C

•(‘ e 0
c e  "  , gke x 0 s  P 6 ‘

0
3
4
.
6
\

0 0 e  2 e  0  A t 2 '  * 0

t
t
e
,
0
:
1
.  
(
4
0 
e
s
,
,
e
-

obN 4 1  2 0  - 0 6  •6ec''

5,6„te, to ie i  _cc,ze co02%

'd'
e\

05 ' ( O I Lod.,
0

00 A
t  
0
0  
0 ,
:
n e
'

c%''
) 
e
k
e  
o
s
t
4
c
N  
8
0
'

\ ) 9  e  N . R \ 2 ' c
\kz c s e2 P  C f S e

a



THE COMPUTER
SOFTWARE EXCHANGE

SPECTRUM

57

Deeper Oungetv
- 5  
4 _ 9 5

ed D e a d  01 7.95
Paper Boy, 5.95 Grey Fell  7 . 9 5 Arkhon Manner 7.95
Army Moves 5.95 Knight Orc . 1 2 . 5 0 Wiz DI 7.95
Mag Max, .._. ,,,,, ... 5,95 Arkencod  5 . 9 5 Gornes greats 04 12.95
Silent Service 7.50 Ranerama . ,,,,,, .,  5 , 9 5 Nemesis Warlock 03 6.95
Ace of Aces .. ....... .,. r
,

6,75 Sailing  5 . 9 5 Super Soccer 6,95
Mario Bros 5.95 Krakout 5 . 9 5 Auf Wader. Monty DI 7.95
Mercenary 7.95 Grange HIS ..........7 . 9 5 Pulsator _ 6.95
5 Star Games II 7.95 Gun Manner .. . . .  5 . 9 5 Star Rader II D/ .7.95
Dr Livingston 6.95 Into Eagles Nest . .  6 . 9 5 Head Over Heels . 6.95

Kinetik.  . .  ......... _.
5.95 Enduro Racer ..... 7 . 9 5 10 D1 ......................... 6.95

Arkhon Manner 6.95 Hydrotool.. 5 . 9 5 into Eagle s Nest 03 6,95
Super Soccer 5.95 Indoor Games__ .. 6 . 9 5 IJ S.A,A.F. disk only 25.95
Wiz 5.95 Bubbler 6  4-S Metrocross DI ........... 7.95
I 0 6.95 Garfield   .  5.95 B9  Sleaze ................ 1.95
Sam Cruise 5 . 9 5 . 5.95 Brimstone Disk only 20.95
Gauntlet . . . . , . . . 5.95 Star Raider II   .  7.95 R.D F. 1 985 dk only 20.95
Metrocross 6.95 Head over HiselS., ., ... . Toy Shop disk only 37.50
Big Sleaze ....„ 7.95 lCRL1 Image System 19.95 Print Shop diSk only 34.95
Bombtack Two 5.95 Renegade . . . . . -  ...... - 5.95 Ace of Aces DI 7.50
Filth Quadrant ..... .......5.95 Icon Graphics 1 0 . 9 5 Fifth Quadrant 03 6.95
Shadows of Mordor 5.95 Vulcan .. „. ......... 7 4 5 Born t

-
4 a ck 
T w
o

7.50
Top Gun 5.95 Death or Glory ...........6.96 lkon . . . . . . . . . . . . . 7.50
ikan Warriors 5,95 Express Raider__ ., . 6,95 Lam Ninia ........ ...........7.95
World Games 6

.
7
5

F A Cup '87 .............5.95 World Games ............ 7.50
Throne of Fire 6.95 COMMODORE 64 Shadows Cl Mordor DI 6_95
Scorpion 6.95 Eagles 03 .... ...... ,, ,  6 .9 5 SAS Strikelorce 6.75
Noe. Games 4 7.95 Gauntlet ... ..... ....,  .. 7 . 5 0 Death or Glory .6.95
Samurai Trilogy 5.95 Blitz Krieg (31......, ......,7 .50 The Double 8.95
Last Nina 7.95 Destroyer Disk Only 1 2 .5 0 Scorpion „ 6.95
Nemesis 595 Army Moves . ,  6.95 Delta DI 7.95
Tai-Pan 5.95 Mao Max  6 .

9 5
Now Games 4 7.95

Saboteur II .................. 3.95 6.75 L'board Exec Edit. 01 7.95
Sent,nel .. .  , . 7.95 Mario Bros  6 . 9 5 Express Raider 01 7.95
Tne TkA3e 6 95 Bismark 01 ...., ...,  7 . 5 0 Samurai Tniogy DI 7.95
Quartet ....,  .  . . 7 95 5 Star Games 0 D ' 7 . 9 5 Apacne Gunship 04 12.95
Wonder Bo_y ....... .. , . 7_95 Saboteur II ._  ..... 5 . 9 5 Bangkok Knqhts. 7.95
6 Hit Pak !Elite), 7 95 Ranararna D3 ..... .. 6 . 9 5 Nemesis DI, 6.95
Aliens US Corm. , 7.95 Trseiube 6 . 9 5 Mach BngadeDi4 onl

y
25_95

Inspector Gadget 7,95 Quartet DI  7 . 9 5 Arke0Old .„ 6,95
I g o r  MISSIOn 7.95 Endure Races 01 7 . 9 5 The Detective . 6.95

Wonder Boy DI .........7.95 Tracker.. , 12.95
Killed Until Dead 6.95 6 Hit Pak (Elite) 01 7 . 9 5 Krakout DI 7.95
Wizz Ball. 5.95 Alier s US Comp. DI  7 .9 5 Tai-Pan 6,95
Scerlical 3 ......... .... .. .. 7.95 Deceptor 01 .  .  7 , 9 5 Tag Tearn Wres trig DI 7.95
Gunslinger__ .. . 6.95 Inspector Gadget DI 7 .9 5Nemesis Warlock 5 95 Tiger Mission D1 .. 7 . 9 5 Dog Figni 2167 DI 7.95
Aufwieclar. Monty. 5-95 Dr Livingston a l ..... ..... . Greyseil D i . . . . . . . 7,95

Kmelik 0 3  ....... ......... .5 .95 Mind Wheel Olt only 20.95
Marcanoicts. ..... ..........6 .95 Subballie D1, 7 . 9 5 Breakers Disk only 2 0 .9 5

Aavision 57 Madsoft 85
AmstradiSimiair 6 , 7 Maros 85
Ariolasoft 41,44.52 MGL 66
Argus 49 Melbourne House 118

Microprose 84,107
Beau Jolly 28,30 Mirrorsoft 81
Byteback 66

Nexus 80
CAL 10 Nintendo 12,125
Cascade
Castle Computers

48
110 Ocean 76,104 114,115

Charnwood
Computer Mania
Cut Price

110
104
110

Palace
Postronix

23
71

Shekhana 21D & H Games 66 Silica Shop 63

Elite 2,3 Softek.
Strategic Plus

11,13,31
104

E &J 104 Sunaro 66
English 109 Supersoft 85

Firebird 35.37 Tele Games 110
Future League 108 Tavistock Hi-Ft 48

0-Ten US Sold 89.96,97,113.127,129
Gremlin 92,98

Worldwide 104
Leisure Games 48
Logic Sales 21 York Computer Centre 6 6 66

Want to swap the software you no
longer use. I f  you own  a  C8M64,
SPECTRUM, A MS T RA D,  B B C .
ATARI XL or ST.
For f r ee membership a n d  c lub
magazine send large s.a.e. to:

C.S.E.(V) 8 Poplar Croft,
Bramley, Leeds, LS13 4SX

Tel (0532; 790750

ATARI 400/600/800X UST
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LOW ATARI PRICES
1050 On. Owe 01115 post free

AW
, 
5
2
0
5
5
-
1
1
0
4
3  
W  
p
o
d  
f
r
e
e  
1
0  
I
n
e
e  
S
i
d

Case C22305 C211N c,:n tree
Afltu i te  AAII% ' ,dunes ralabs

K IT  DUALITY DISCS
M om* . 61
,
1. •  
S S .
=  
D e
u i  
1
0  
t
o  
0
3
1
5  
I

ikoabellel S  $ /OD Oiscs to tar MI5 p i
1)-tabfikd 5 S  S rDD Duos 25 lor 122.16 D.'
unlabelled VA S  S D e c  50 For 1015  p 1Unatielse S  5.00 Ono 100 kir ITO 55c

muncrier 31/2•91isci Bees of 10 S SOD 04,18 p'
Unabelled 31/2
- S  
S  ,
0 9  
O t e c
s  
1 0  
l e
r  
£ 1
5 .
1 5  
D  
•

kar 520 SIN mole 1
./  
h i l e g a h r i
e  O n
,
e  
£ 4 4 9
. 1 5  
•  
2
3  
i t
e g
s

lirmy eneircontot lor tfre 1050 tende
iOltl revso
, 7  
£ 1 3 5
. 1 5  
f r
e e

GAMES A SOFTWARE CLUB
DEPT. C -  VG. 35 Tilbury Road,

Thornex M sg ,  Suncieriand SR )  4 P0
Tel: 1091) 5286351

MEGASAVE FANTASTIC SAVINGS

Postage included UK. Please N ile  which micro. Fast service .
Send cheque/PO to: M EGASAVE. Dept CVG. 49H Sutherland Street. Victoria .

London SW1 V4 JX
AGM ORDER ONLY. Send top FREE list Amstrad. C06. MSX,

Commodore, Spectrum. D  D isks AvailatNe:
01 a t E12.95. 0 3  a t E10.95. D a  a t C17.50.
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WFM DISCS, UNIT 121, LONSFIELD, HARLOW.
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CASCOEI 7
9 5CASED Ei 5 95

CASED Eh 99
5 SUL K BUY (1 3

ATARI ST
1040 SI T  C5.10 5 2 0  STFM C370

* BOTH PLUS 4 FREE GAMES AND FREE DELIVERY *
ST Programmes only £5 per disc

STOCKSOFT
15 Woodbrooke Road. Birmingham 930 1 UE

Sono SAE tor ksts

SPECTRUM SOFTWARE LIBRARY
OVER 900 TITIFs

Hire fees from SO; for 2 weeks including postage
For Details send an sa e . to

Dept CVO, PO Box 63, liuunead, Surrey, 5147 30T,

UK SOFTWARE EXCHANGE
Swap y o u r  u se d  software. F re e
membership. Huge program base for
the Spectrum and Commodore 64.

Send sae for fast response
and detaits to
.UK Software Exchange Club (CVG),

15 Tunwell Greave, Sheffield S5 9GB

FREE MEMBERSHIP!!!
Hire COMEA, Spectrum, Vic-20 software!

Write now for free exciting details!
CO MP UTE RS O FT (v. ')

PO Box 26, North POO, Nottingham N05 2EE
I- pone  stars , o rM i rs ;  A C K •
,
, , i
,
s n ;  I

ATTENTION ALL ATARI ST USERS
K COMM,  K. SEKA, K. SPREAD

*  SPECIAL OFFER PRICE E19.95 each *  ( ) a v e c
(R .R .P. £ 4 9 .9 5 )

Send cheque or postal order to:
SIMPLY SOFTWARE LTD. 241 H ull Road. Anlaby

Common, Hull,  HU4 7RY T e l :  0 4 8 2  5 6 3 5 1 6

Ne d S.A.E. FOR FULL LIST OF OTHER SOFTWARE etc

ADVERTISEMENT
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SPECTRUM CASSETTE f  7.95
AMSTRAD CASSETTE £ 8 . 9 5
AMSTRAD DISKETTE f 1 2 . 9 5
CBM 64/128 CASSETTE f  9.95
CBM 64/128 DISKETTE £14.95
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The leading Video game specialists
Send for lists (state make of game)

TELEGAMES, WIGSTON. LEICESTER. LES 1TE (0533-880445)
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Are you having difficulty finding suitable softwareif 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 f rom. Games and Utilit ies fo r a ll ages.
Hardware and add-on utilities at discount prices and special
deals regularly being offered. I f  you wo u ld  like  further
information please send a large s.a.e. t o : -

CHARNWOOD PRODUCTS AND GAMES
30A War wi ck Avenue,  Quor n,  Loughbor ough

Leicestershire LE12 8HD
Tel: 0509 412604
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y es. this is what you have
ALL been waiting for_
The April competition

results. Before I tell you who
won what, I would like to thank
everybody who enterd and can
assure you that every letter was
read by yours truly. I promise
you that all those nice comments
you write won't go to my head.
Honest!

It was nice to see that there is
such an interest in PBM among
C+ VG's readers. I have listened
to your comments and have
taken most of them on board.
However. I like hearing what
YOU want from the PBM
column so keep those letters
coming in!! Now for the results:

It was obvious from the mail
received that Michael
Nloorcock's Uric of Melnibone
was the most popular fantasy
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Another bumper bundle to get through this month,
with two games to review, and the April competition
results to be announced plus your letters. So let's getto it!

hero, so I chose a couple of
people for that reason alone
The full list is shown below:
Jerard Ross. Inverness— Akien
Drum: Darren Archer, Essex —
Thor:J. Rich, London — King
Arthus; Matthew Skidmore.
Halesowen — Fide: Sell-
Louglin-McHugh, Ramsgate —
Eiric: Paul McDonnell, Byker —
Eric; Greg Conway, Essex —
Repton; lain Clement.
Basingstoke — Thomas
Covenant: Steve Saunders,
Mansfield R o b i n  Hood; Guy
Roppa, London — Frodo.

I'm going to start up in this
game soon, so watch out!

A popular competition this_ The
full name of the person who led
the Prussian forces which took
part in the Napoleonic war was:
Fedmarschall Gebhard
leberecht Furst Von Blucher.
The winners are: John Perkins,
Jack Leese, Duncan Armour,

FURTHER INTO FANTASY

You could have named any
three of the following six wives
of Henry VIII's to stand a
chance of winning this
competition: Anne Boleyn,
Anne of Cleeves. Catherine of
Aragon. Catherine Howard,
Catherine Parr or Jane
Seymore.

The ten winners are: Susan
Roams. Berks. Aengus Stewart.
KillYeagh, Co Down; Edward
Robinson, Limerick; Anthony
Wilson. North Bransholme;
Alan Wheatley. Banffshire:
Philip Walace. Newport: Gareth
John. Trevor; Bill W'ernham,
invernesshire; David Walker,
Oxford; Mark O'Mahony,
Bantry, Co Cork.

I already play this game and in
fact I'm number one at the
moment. So again, be careful, as
my character is evil incarnate
and has already demolished a
town! All the winners' names
and addresses have been sent off
and should have heard
something by the time they read
this. Also the ten people who
get a free start up in A Es will
be notified by Legend shards.

REVIEW: KINGS OF STEEL

I ha% e been inundated with
requests to review a PBM
wargame so this issue I am
looking at Sloth Enterprise's
Kings Of Steel.

Kings Of Steel is a games
master moderated, roleplaying
wargame,

Only twelve players
participate in a game at once.
The game lasts either twelve or
thirteen turns, one per month or
one per every three weeks, over
the period of a year. It is
possible for you to participate in
more than one game at once if
vou wish.

The aim of the game is to
become the number one player
and therefore win the game.
Background;
For many aeons, the
continent of Arcana
has been governed by
His Imperial Majesty, Th

Overloard of the World — a
thoroughly nasty piece of work
— via his armies. the Blackstar
Legions plus other local
auxiliaries.

The Overlord carried out a
policy of ruthless expansion
which resulted in the free
peoples of the world being
scattered around the fringes of
the continent, littering the swamps
and the foothills, leaderless and
without hope. The prospect for
revenge or retribution seemed
remote indeed.

However, news has reached
you of the Kin-war. It seems
that the overlord's mighty
empire has grown decadent and
decayed due to its enormous
wealth and power. Rumours
speak of a huge civil war that has
drained the Overlord and his
armies of much of their power
and mighty strength.

Finally these rumours are
confirmed and it seems that
treachery and desertion are rife
amongst the Blackstar Legions.
No longer do armies of evil
roam the country, maiming and
killing innocent tolk. No longer
do powerful wargalleys bring
additional troops across the
straights.

The fortified city of
Blackgate, the Overlord's
capital and focus of his power on
Arcana, is the only place where
the elite legions are still loyal to
the throne.

There are also his fanatical
Starcult Priests who have sworn
to fight to the death defending
the city,

As the time now seems right
to strike a blow for freedom, the
free people have gathered
together in a last ditch attempt
to make war on the evil forces
that rule this land. Magiks are
being called upon. allies
summoned, ancient artifacts
uncovered and leaders
appointed to take their people
to glory.

You are one of these leaders!
Can you set your people free?
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Game mechanics:
The first thing you will notice
when you send away for your
start up pack is that you get a
large black and white map,
which is a bit crude, divided up
into over 100 small areas. with
twelve larger countries
surrounding the borders.

You will be allocated one of
these countries. The other
eleven go to the other players.

The rule book, is set out in a
basic way and has no artwork
apart from the excellent drawing
by Dan Malone, of Palace
Software fame, on the cover.

I found that it takes a couple
of reads to fully understand the
rules. However. I feel that
experienced viargamers will find
it simple to understand as the
rules are not that complex.

You will also be sent a sheet
that will tell you your country,
its secret aims, the power of the
army you have under your
control, your generals and their
rank, the monsters you have
managed to hire plus how and
where your reinforcements will
arrive.

It is VITALLY
IMPORTANT that you do not
lose this sheet, as it must be
returned to the games master at
the end of the game.

You are also sent a sheet
showing the names and.
addresses of the other players
taking part and the armies they
control,

Your army is divided up into
three troop types. which are:
heavy infantry (HI);  light
infantry (LI); Cavalry (C) and
you are told how many of each
you have under your command.

You then divide them up into
three armies as you wish, the
only restriction being that you
must put your generals in charge
of the armies and these can only
command a set unmber of
troops.

Troops are allocated to either
your left flank, centre, right
flank or reserve.

Once this is done you then
allocate your monsters to each
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army and you are ready to do
battle. Your armies can begin to
march from anywhere within
your countries border.

There are one or two other
important points that I should
mention as well before you set
off,

All the smaller areas on the
map all have names and figures
after them as follows: Rar ( I0-
2). The name is naturally the
name of the area you are moving
through, but the figures are your
VICTORY FONTS and your
DIPLOMACY PONT'S.

Victory points represent the
economic and political value of
the area and is used to
determine how well you are
performing in the game.

There is a monthly report in
the shape of a newsheet which
shows you where you are placed
out of the twelve players
participating in the game.

WAYNE'S WONDER OFFER

Yes, once again you can play
PBM at a reduced price. Sloth
Enterprises has very kindly
agreed that all CA- VG readers
who write to me at the magazine
enclosing the picture of me on
page I l l ,   can have a
REDUCED start up in Kings of
Steel for £4.00 instead of the
usual fei.00! and FREE TURN
worth 12.00. All cheques, P/o's
to be made payable to Sloth
Enterprises. Get writing!

Shattered Worlds is a new
computerised science fiction
PBM. I have seen the advance
copy of the rulebook and it
looks very interesting. You play
the leader of a group of people
who inhabit the planet Flindar.
which is totally disrupted when a
rogue planatoid called
PhosphoL ripped loose from the
depths of space by some
unknown cosmic distrubance.
starts orbiting around your

GIRO TANK

world
This This has had disasterous

results. Tidal waves sweep the
world, gravity changes,
earthquakes rip the land apart
and I won't even mention what
the volcanoes do!

Most of the population
perished, but you survived. You
studied the approach of
Phosphor and took measures to
ensure you lived.

You have a vast floating
machine called a Tetralith which
will provide you and your
followers with a form of
transport as well as place to eat.
sleep and store some of the
tanks. armoured fighting
vehicles and scout walkers you
have control of.

However, you need a power
crystal called Promethite to
keep all these running and it is
quite rare.

Set up usually costs 0,00 but
Ci-VG readers can get involved
for LESS THAN HALF
PRICE.

Yes, write into me vvith the
logo at the top of page 111
together with £2.00 for a set up.
rulebook, a large map and two
free turns!!

All cheques. P/Os to be made
payable to Jade Games. Further
turns, including postage are a
reasonable c1.50.

Paul Hartmann from Dordrecht.
Holland has written in and he
wants me to point out to all
Dutch C+VG readers that his
company. Fantasia Arena are
one of the first PBM companies
to be set up in Holland and that
they run two computerw
.Sloth Enterprises have also

started naming a computerised
American football PBM game,
called Gatneplan. I will be
bringing you a full report on this
game in the near future as I am
involved in playtesting it at
present.

However, I have TEN ser
up's. rulebooks and two free
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moderated PBM games which
are entirely written in Dutch.
They are both set in the future
and are basically strategy games.
The address to write to is:
Fantasia Arena, V. Bassenstratt
118, 3067 ND Rotterdam.
Holland. Phone 0104215454.
There you go Paul! Hope all
goes well.

Norbert Widmann from
Nlaisach. West Germany asks if
it is possible for a West German
player to send his turns on time
in a fixed deadline game.

The answer is both yes and
no! If you join a computer
moderated game and the
deadline is under ten days,
knowing a bit about most postal
services over the world, 1 would
say no.

Nonni Karhu from Pantane.
Finland asked if it was possible
to play games from Finland,
what kind of game would
recommend and how does he
pay. amongst other things.

Well louni. Yes you can play
PBM fom Finland. In fact you
can play from anywhere in the
world that has a mail service and
reasonable censors!!
David Edwards wants me to give
details of the PBMPA. Well
David, the organisation is
undergoing a major re-vamp as
we have just been sponsored by
a large Government body.
To get new people interested,

we are putting together a
booklet which will be called The
PBMPA Guide so PBM. It will
cover all aspects of postal
gaming and will be given away
to any PBM'er who asks for it.

That's all for this month. May
your postman never Lire, no
matter were you are!

turns to giveaway FREE to the
EIREST ten people who can
name the 1984 Superbowl
winners!! This is YOUR
CHANCE TO SEE l Y O U
CAN COACH A TEAM TO
WIN 'ME  S u p e r
-
b o w l !  
W r i t e

your answer on a postcard
please and send it to me at

TE TRALITH
BASE 1



TOE COIN-OP SENSATION FROM DATA EAST...
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Just like in the classic wild west films of old, you'll be in the thick
o f  the ac t ion r igh t  f ro m the A v a i l a b l e in  the followin g Annals: Cas s et t e  D i s k
start! Hold-ups, robberies and Conunodore  £ 9 . 9 9  £14.99
rooftop fights, Express Raider Amstrad   C 9  99 £14.99
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!
U.S. GOLD LIMITED. 213 HOLFORD WAY, HOLFORD, BIRMINGHAM B6 ZUC,
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James Claveil, comes TAI
PAN and a terrific new

game packed with action and
stunning graphics. TAP PAN is the
exciting story of a man and an
island, Become Dirk Struan -  a
pirate, a smuggler, a manipulator of men achieving riches
beyond imagination. Enter a world of blood, sin, treachery,
conspiracy and murder -  a game of Grand entertainment!
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Batman, Jon Raman and Bernie
Drummond present 'Head Met it
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say I'm the one with the brains but I don't
think my flat footed friend would agree
rm a real sharp shooter, but without my
pal W. Heels ICI get nowhere fast • .. or
slow, I can jump like a flea and even glide but Heels is the Daley
Thompson of the two of us -  he's FAST Together, if we can find
other, we really do make an awesome twosome, and that's the only
we can Overcome the emperor Btacktooth.
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F GAMES

I t o o k on the Mutants knowing i
i armed to  the teeth with m issi
torpedoes and more  I  cou ld
choose where I wanted to  right M o w
could I lose? M o w  DID I lo se
-7  I ' v enever seen anything like  it  t h e y  came
at m e  In d roves. in swirling  gases, in
fo rm s spinning a deadly gossamer and
there were more to  come I  Know now
that one fo rm of Mutant will never escape
a well planned pattern o f  (n ines. I t 's just
the beginning b u t  / m u st  build the u lt ima t or K V &  be rid

of them alit " An  essen t ia l purchase -  m iss  it  and you 're  m issin g
someth ing sp e cia l" -  b a p

LW NNERS!
SPECTRUM E7•95 COMMODORE E8•95 AMSTRAD E8•95 — EACH

Ow hot from the arcades
comes Nintendo's Mario
Bros for your home
ters featuring Fireballs,

tepper, Fighterfly and of
rse -  Mario and Luigi! Flip
e pests and kick 'em off the

Kes, but don't lose your footing on those slippery floors.
as a team or against each other; either way you're in:only we ,

for a scream with Mario and Luigi -  the MARIO BROS.
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832 6633 • Telex: 669977 OCEANS G • Facsimile: 061 834 0650
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Thwack! The previews page with
the most powerful punch gets to

grips this month with System 3's The
Last N in ia  and  Hewson's Zynaps toname but two.
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Believe it or not, it's been around 18 months since word of System
3's The Last Nizlia was first heard. Now, at last, the Commodore 64
version of the game is due out in the shops in May. As you can see
it's another martial arts extravaganza but, hope System 3, one with
something extra to make it stand out from its many rivals.

The added ingredient this time is that the Ninja must explore
complex mazes, searching, for food, weapons, visiting shrines for
guidance as to which objects must be collected to complete the
level. These will include various items such as a flower, glove. And
all the time there are the Ninja warriors to do battle with plus extra
hazards such as fire-breathing dragons and tricky swamps. The
ultimate aim is for the Ninja to find the secret scrolls of the Ninja
which are hidden in a palace.

The Last Ninja will be a multi-load game because of its size. The
first four levels have 25 screens each and the last two levels 15
screens each. The movement of the Nirkja is really impressive as are
the exotic backgrounds. It may be an unfair comparison but it
looks like The Last Ninja could be the game Fist II should have
been. They both combine fight action with exploration. Early signs
are that Ninja should be triumphant.
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Hi! We at Colony 7 are about to invade Hades Nebula to save the world. We
need your help, so we are using our beam-back-through-time-and-up-to-the-
present machine to get you to Colony 7. Then were going to press you into the
cramped cockpit of a Terran fighter and tell you: "Hit the fire button trooper and
get weaving!"

Nexus will be launching the Commodore version of Hades Nebula, a fast
moving shoot-em-up from Paranoid Software on April 30th. Price E9.95.
Spectrum and Atari ST versions will follow on May 21st, priced at E7.95 and
09.95 respectively.

Hades Nebula features music by Ben Baiglish on the Commodore and funny
little blips on Spectrum. John Brozovski wrote the sounds for the ST.

Hades is a vertical shoot-'em-up. The player progresses by blasting the
armed hordes of the Emperor Hades. Along the way he collects pods which
confer Improved speed, weapons and delensive equipment on his ship. The
Spectrum version also features double parallax scrolling — whatever that is.

The Commodore ones show an Hadian battle cruiser and a factory asteroid
The Spectrum shots show two different mining and defence installations.

11•111111111

Two of Microprose's most suc-
cessful flight-sims are winging their
way to the Spectrum. Guns hip,
the helicopter spectacular which
was Game of the Month in C+VG's
April issue, and the classic F
-
1 6
Strike Eagle.  Simulation fans
should watch the skies — and the
pages of C+VG for more news.
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Hewson heads out into space again
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screens of scrolling blast 'em up
. s e t  among asteroid storms, killer

aliens, rockets and crafty tricks.
The aim is to escape the captivity of
an alien stronghold using discarded
weaponry and hyperspace units.

The game is , apparently, pr e
-sented in comic book format with

chapters and episodes. Hewson's
have certainly lined up the talent
for this release — out In June —
Domonic Robinson, the man behind
the brilliant conversion of Uridium
to the Spectrum and John Cum-
ming, who converted Steve Crow's
Firelord to the Spectrum.

And add to that the talents of
RanaRama programmer Steve Tur-
ner who will be responsible for the

. music. Zynaps will be out on Spec-

1,
trum (E7.95), Commodore (E8.95

• cassette/C12.95 disk), Amstrad
(C8.95 cassettetE14.95 disk).

%OR is a maze game lor  I l k
,  W i t  l i m nlogotron reviewed i n  this  issue o r

c  +VG. Well here's XOR Puzzle Desig-
ner which will — guess what? — allow
you to design new mazes. The package
age will consist of a program and
manual. The disc will contain a
Puzzle Designer and Icon De-
signer plus a sample icon set
and a  completed maze
with a  replay facility.
The XOR Puzzle De-
signer will run on
the BBC Micro
on 5.25" disc
only, pr ic e
£14.95.
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•  A n y o n e  in t e re s t e d  i n
games o f all kinds and u t ili-
ties fo r the CBM64, IBM PC,
Apple I le , .  A mig a ,  TRS-80
and C128. Especially in Ger-
many, Ho l la n d ,  I t a ly ,  P o -
land, England, Asia and Au-
stralia — must write  English
— please write  to:
Stephen V  Bug,*
PO Box 1997
East Hampton
NY 11937
United States.

•  Here is a 16-year-old War-
gamer wh o  o wn s a C8M64
but not so many wargames
as he wo u ld  like  to  have. I f
there is anybody who wou ld
like to  contact me  writ e  to -
day. I  a m a lso  in to  Frankie
Goes to Ho llywood.
Jukka Kauppinen
Sankarinkatu 9 as 1
74100 IISALMI
Finland.

•  I am a French student and
I wo u ld  l ike  t o  correspond
with C-i-VG readers. I  d o n ' t
have very good English but I
hope y o u  w i l l  b e  a b le  t o
understand me. I have a lo t
of French news, etc. I  o wn
an A t a r i  130XE a n d  A t a r i
520STF w i t h  p r i n t e r  a n d
Amstrad CPC6128,
CANES Emmanuel
5 residence du je de ma il
34450 OAS
France.

•  I represent a large group
of Atari users whose club is
based in  Ne w Zealand. Pen
pals a re  required f ro m a n y
part o f  the  wo r ld  t o  swa p

games, in formation and tips
on programming. Any users
welcome including 400, 800,
XL, SE, ST owners with  tape
deck o r  d isk  d rive .  Please
send letters to:
Wayne What ford
36 Grandview Road
Hamilton
New Zealand,

•  A r e  t h e re  a n y  g o o d -
looking g irls out there ages
15-16. I f  there are I am sure
you w i l l  e n jo y  b e in g  t h e
penfriend o f  a  15-year-o ld
Atari ST owner. Apart  f ro m
computers I  l i k e  a th le t ics
and music e s p e c i a l l y  Bon
Jovi. I  d o n ' t  m i n d  i f  yo u
don't o wn  a n  A ta ri —  I ' m
sure w e  ca n  s t i l l  h a ve  a
good chat.
Simon Jervis
Nottingham.

•  I  a m  a  17-year-o ld  C1 6
owner w h o  wo u ld  l i ke  t o
swap hints, pokes, etc. I am
looking f o r  pen p a ls o f  a ll
ages and  anywhe re  in  th e
world  w h o  w o u l d  l i k e  t o
write  a n d  b e  m y  p e n  pa l.
Please enclose list of games
and o th e r in fo rma t ion .  A l l
letters answered.
D L Fox
Middlesex.

•  Hi, I own a CBM128, and I
would  like to write  to C64 or
128 owners from around the
world. I  wa n t  to  swap  tips,
etc. I  a lso  like  Jean-Miche l
Jarre, G ro o  t h e  Wa n d e re r
and Rooney Matthews (Th .
Ages 14+ please. Interested.
Dave Sefton
Harrogate.

•  I  a m looking  f o r a  pen -
friend wh o  can g ive  me  in -
formation o n  u p c o m i n g
games f o r  t h e  A m s t r a d
CPC464. As I live in Australia
it takes t ime fo r in formation
to reach us. I a m hoping to
be able to write  to someone
between the ages of 11 and
16 — preferab ly f ro m Eng-
land.
Bryan Wood
6 Gellibrand Street
Williamstown 3016
Victoria
Australia.

•  I am a 13-year-old BBC B
owner wh o  is looking fo r a
male/female p e n  p a l  t o
swap g a m e s ,  t i p s  a n d
pokes. S o  i f  y o u  h a v e  a
40/80 o r just a 40 track d isk
drive write  to:
David Jarvie
Bishopbriggs

•  Hi, out there, my  name is
Katherine O n g .  I  a m  i n -
terested to have pen pals in
any p a r t  o f  t h e  un ive rse .
Any age wo u ld  n o t  ma t te r
and I don't mind  if you don't
own a  co mp u t e r.  I f  i n -
terested get scribbling to:
Katherine Ong
PO Box 314
Bandor Seri Begawan
Brunei
Da russalam

•  I am a 19-year-old Amiga
user who would like to get in
touch wi t h  ma le  o r  female
Amiga users, with  a view to
swapping magazines, hints,
tips and, o f  course, letters.

I h a v e  h a d  m y  A mi g a

512kl with  twin  drives an an
Epsom FX-80 printer for a
week and it s  the mach ine  I
have a lways wanted, and  I
am m a i n l y  in te re ste d  i n
Desk T o p  P u b l i s h i n g ,
Graphics a n d  lo ve  a  g o o d
game.

Please get in touch.
Richard Clafton
Leeds.

•  I am 15 years old and I am
looking for a pen pal. I own a
Spectrum 4 8  a n d  I  e n jo y
most games, of which I have
about 70. I wou ld  like to get
in touch with  any Spectrum
user aged  14-17, ma le  o r
female. M y  o th e r hobb ies
are tab le  tennis, da rts and
canoeing.
Nicholas Starbuck
London_

•  I am a 16-year-old Turkish
boy and I have a CPCV6128
plus a  cassette u n it  and  a
DMP 200. I  wo u ld  l ike  t o
share id e a s ,  in f o rma t io n ,
hints and tips. I have a great
collection. A ll le tters wil l  be
answered. If your interested,
please write  to:
Zafer Onat
Kucukbebek deresi sok
No: 15/2 Bebek 80810
Istanbul
Turkey.

•  I  a m  a  15-year-o ld  b o y
with a BBC Micro, I am look-
ing fo r a  g irl pen pal about
the same age f rom abroad. I
have over 100 games.
Michael McCarthy
Birmingham.
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ARK ANOID -
THE BLOCK BUST
SCREEN AFTER
SCREEN OF ONE Oi•
THE MOST
ADDICTIVE ARCADE
GAMES EVER! IT'S
TRUE TO THE
ORIGINAL WITH
SHARP GRAPHICS
AND PLAY FEATURES
SUCH AS LAZERS,
CATCH AND HOLD,
ELONGATOR AND
MUCH, MUCH
MORE THIS IS
ARKANOID -  THE
REAL. THING E795

1986 KONAtvl
APKANOU Licensed from Ta t o  Cad .1986
Saeen ohms taken from venous computer Formats
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There are mosses of new coin-op
computer game conversions to
look forward to over the comingmonths — and C+ VG has been
doing o spot of digging to come up
with this incredible list of coin-op
conversions coming YOUR way
soon

To start off with — here's some
red hot news — British Telecom's
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software arm, Firebird Software
has lust got the licenses to convert
TalieS Flying Shark and that old
favourite Bubble Bobble to horne
computers.

Flying Shark is built on the lines
of 1942, in fact, it looks almost
exactly the some. You control a
small plane and have to wipe out
the combined land, air and sea
forces of the invading enemy.
Squadrons of fighter planes, tanks,
air craft comers and motor
launches equipped with rockets
are lust a few of the forces you'll
come up against. Great skill is
required to gel through ecK-hattack unscathed and the action
doesn't let up for a minute.

Bubble Bobble is o cute gar
and has proved a best seller . he
arcades. As the name suggeststhere ore loads of bubbles in the
game which you have to chose
and destroy. Occasionally, fruit
drops when the bubbles have been
burst — swoop down and collect
these for extra points. The
characters ore all rather sweet —
even the baddies whir h have to be

destroyed on each level_ The letters
EXTEND pop up from time to
time and must be collected before
they disappear for additional
bonuses_ Bubble Bobble will make
a great little conversion with its
hectic action, highly coloured
graphics and its many screens —
about 100 in all.

Activision has five exciting new
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lodes under conversion, and I'm
particularly looking forward to ?
Rampoge and Super Sprint

Rampage is one of the funniest •
games I've seen in months. It's a
good, clean cartoon fun, where
you take the port of Godzilki, King
Kong or Wolf Mon in a grand
smashing down of all the
skyscrapers in a multitude of
American cities. The characters
look comically ferocious and you
can have as much fun punching
your team males as knocking down
the buildings_

Super Sprint from Atari is an
extremely popular racing game,
involving some neat graphics and
some nifty driving to be first to the
chequered flag before the other
competitors. Each track is
portrayed in 2D on one screen,
unusual when so many games
have tracks which scroll before you
Pate Positkin-style.

Sego's Quartet appeared hot on
Gauntlet's heels and is a lour
player game in much the same
mould. However, instead of a
maze, you've got to guide your

character through a series of
screens, shooting all the buddies
and collecting a key which opens
the door to the next level.

Wonder Boy is also from Sega
and is a cute lithe game where you
pkiy the hero whose mission is to
rescue his girlfriend. She, of course,
is being held captive and you've
got to shoot and dodge your way
through a huge number of screens
to find her. Hazards include snails,
Frogs, spiders and boulders. There's
armour to collect, a helpful fairy
smooths your path and o
skateboard speeds things up a bit.

Now that Konami is doing its
own arcade conversions, you con
expect to see Jackal, Salamander
and &Tzar on your computer
soon. Jackal is a Rambo-style war
game, though this time you're in a
eep and your mission is to rescue
POWs and take them to the safety
of on allied landing strip where a
chopper waits. Bombing rind
shooting ore the order of the day
and the pace is very lost.

Salamander is like Nemesis,
which is in turn based on Defender,
That is to say it's one of the most
popular games I've come across.
The graphics and assorted
monsters ore fantastic, the action is
super lost and there are masses of

so

screens to blast your way through.
Salamander has to be one of the
best shoot-'em-ups around.

Gryzor is another shoot 'ere up
in Rambo style — one man against
the enemy. Lots of tricky screens to
negotiate, often with the odds
against you coming Out olive at
their highest.

Section Zs a Capcom game
and Alligata has got the license It's
rather like Nemesis in that you fly
from left to right down o corridor
zopping the buddies. Only this time
you haven't the protection of a
space ship and if your et pock fails

well you could be in for a
bumpy landing.

Domed( has got the license to
convert the Star Wars trilogy from
Atari. Star Wars, The Empire
Strikes Bock and the Return of the
Jedi ore the three famous titles.

U.S. Gold has three titles —
Metro Cross from Nomco, Indiana
Jones and Rood Runner, both from
Atari.

Metro Cross involves a mod ride
through a city where half the roods
are collapsed.

Indiana Jones follows the film
faithfully over four screens of
rescuing captive children from the
evil Thugees, a hair raising chose in
the mine carts through the Thugee
mines, retrieving the stone of
Sonkara from the Goddess of
Death and finally escaping over a
rickety rope bridge.

Rood Runner has gal to be one
of my all time favourites, mainly
because it's so like the cartoon. You
play Road Runner in his manic
dice-with-death attempts to get the
better of Wile E Coyote. The traps
laid for the stupid bird are all
hair-brained

r r r  0
Not content with the FREE Arcade Action
Handbook, C VG's  Clare Edgeley brings
you her regular AA column. This month
she checks out coin-op conversions,
reveals where you can see the latest games
for yourself and gets to grips with Exerizer.



ELECTRO
COIN

1. Out Run Sega
2. Rolling Thunder Atari
3. Soldier of Light Technos
4. Nemesis

Konamil5. American Soccer Univers
6. Bubble Bobble Taito
7. Side Arms Capcom
8. Kick and Run Took)
9. Flying Shark Taito

10. Bermuda Triangle SNK

The only place in London where
you con guarantee seeing ALL the
latest coin•ops under one roof is
Casino in Tottenham Court Road,
owned by John Stergides ofElectrocoin_

John's arcade is a small but
importont port of one of the largest
video games monufactuerers in the
UK. It acts as a testing site for all the
new coin-ops that are imported
into the country by Electtocoin,
And whether you see these games
in arcades all round the country,
depends to o great extent on how
popular they ore with games
players at Casino.

Electracoin storted in a very
srnoll way back in 1976 when
John and his partner, John
Collinson, imported the first Pong
boards. It wasn't easy at first. With
no backing ond o degree inelectronics — the two Johns
dithered for two days deciding
whether they could afford the
£250 to buy their first KB — the
printed circuit board which stores
the arcade game.

The nit. st worry was whether
they could afford three boards,
ond then five boards. But within
three months Electrocoin was
importing 50 boards a week.

A dec..' with Universal, creators
of Mr Do, to distribute and
produce their games under lecense
was the first major turning point,
and from that date, os John
Stergides says: 'We've never
looked back!

Electrlcoin started to design and
develop their aim games. Now it
designs cabinets too, and octs as
distributors for no less than 12
coin-op manufocturers in Europe,
the States and Japan.

These include such big names
Bally, Midway, Nintendo,
Capcom, Universal, Taito,
!rem and SNK.

Now Electrocoin develops
software in its R&Dpmmises inLondon, and monuraeures the
hardware in a huge complex inCardiff
. So if you fonc-, a h a t  some
games which orel- nd  new
imports, nip along to Casino —
lust opposite Habitat in Tottenham
Court Road. But remember, that it is
the policy of oil West End arcades
that NO person under the age of
18, even if accompanied by on
adult, is allowed into the arcades.

EXERIZER
Exerizer from Joleco is o weird
mish- mash of ideas from best
sellers of the past — the dragons
hove been borrowed from Space
Homier, and there are many
scenes reminiscent of that golden
oldie, Space Invaders.

Evenzer is very much a shoot
em up. Your croft sits at the bottom
of the scren, blasting away at o
multitude of mutants which swirl,
twist and drop from the lop of thescreen.

It's not always a good idea to
stay at the bottom though. In the
case of the dragons, move half
way up the screen when they first
appear, and only retreat to your
base line when it becomes
necessary.

The dragons are the first to
attack, and though they are not as
pretty and well drown as those in
Space Horner, they act in much the
some way, undulating and
uncoiling from a dot in the
distance, until they fill the whole
screen.

Great wriggling monsters, each
with a female rider perched
precariously just behind the head.

Five direct hits on the head are
needed before they ore killed —
not a difficult task, you soon learn
that blasting away at the armoured
body is a waste of time.

At Iasi the dragon disappears,
leaving behind a POW symbol
which must be collected for power
points.

Power points mean more bullets
and greater speed to your rather
sluggish craft So pick them up
whenever you con_ Having
increased your speed a fraction
now turn your attention to the
dnzigonless rider who comes
tumbling towards you, she must be
shot before she reaches the
bottom.

No time to think, the next
dragon is already a fast growing
speck in the distance, only this time
it caries two riders and the one
after that carries three.

You've 9ot to be fast on the
firebutton in this game. And if your
craft is sluggish through lack of
power you don't stand a chance in
bell.

Once the dragons have been
disposed of you come to a Space
Invaders type screen with rows of
aliens at the top firing deadly fruit,
bombs and bullets at you. Aliens
break ranks and come swooping
down for the kill, get these quickly

before they grow too large to be
dealt with easily.

More Space Invader type
screens follow, each more difficult
to clear than the last, flying
meteroite showers, looking like
clouds of popcorn next bombard
your overworked croft and then
you're back to a huge rock-like
dragon with wings ond the now

compulsory female rider. Once
again — go for its head.

The grophics ore colourful and
set against a block backdrop
spotted with thousands of brightly
coloured dots. However, though
they aren't particularly
sophisticated the game does offer
a fast and relatively addictive
shoot 'em up.
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•  This list is compiled with the help of one arcade in London's
West End, and is not necessarily the case country
-
wide. T h a n k s
to John Stergides of Electrocoin.



JAPAN has a word for the

BASEBALL It's the most
realistic baseball  game

outside of a ballparki

HOGAN•S ALLEY Use your
Zapper light gun to shoot

the gangsters.

,

CLU CLU LAND
The evil Sea Urchin
has hidden the
gold in an
underground
mystery maze.

DUCK HUNT There's a duck in the airt You've only
got three shots to bag this duck. And if you miss,
even your dog laughs at you in this last-action

Zapper Gun game.

For the first time in the UK direct from Japan comes Nintendo, the home
entertainment system with genuine arcade-quality graphics. Nintendo make
2 out of 3 of all the world's coin-op arcade machines, so they know what
they're doing And already, in Japan 9
1
?2  m i l l i o n  
h o m e s  
h a v e  
a  
N i n t e n d
o  
h o m e

entertainment system.
Now you can enjoy the amazing 52 colour 3-0 graphics of Nintendo.

On most home computers, you've been lucky to get 16 colours until novil)
Nintendo's superb graphics give the games a convincing true 3-D feel with
actual shadows which add depth to the characters.

Already there are 27 Nintendo Game Paks available in the UK and more
are being added to the software library all the time But there's even more to
Nintendo than the best games you've ever seen...

Ni ntendo Enter tainm ent System
For the first time home entertainment enters a new dimension.

GYRomiTE You've got to keep R.0,13.'s gyroscope
spinning to help a mad scientist de-activate the
dynamite in his laboratory in order to play this

action-packed game!

GOLF Choose your clubs. Control your swings.
Select the angle of every shot. its Nintendo GOLF and
there's not a video golf game on par with it anywhere!

Because when you own a Nintendo entertainment system you also get a buddy
to play with, a Robotic Operating Buddy to be exact lor R.O.B. to his friends).
He's your partner. Seat him next to you, send him signals from your tv screen
and together you can tackle the enemy.

The Zapper  Gun
Never before has there been a video gun of this calibre. The astonishing

light sensitive Zapper Gun lets you shoot moving targets with pinpoint accuracy
from up to 16 feet! If you think you're a sharp shooter the Zapper Gun will test
your skill to the full.

Nintendo or Super Nintendo, the choice is yours.
Which set do you want? NINTENDO's superb high-quality action costs

F129.99 for  control deck, mains transformer, two hand controls, and one free
Super Mario Bros Game Pak. KLUX NINTENDO costs f199.99* for the amazing
Zapper Gun. R.O.B., and two free games, Gyromite and Duck Hunt.



ultimate video game...

Nintendo is available from the stockists featured. If you have any questions or have
difficulty obtaining the product, write to HiTech Electronic Services Ltd.,

Unit 2B,200 Rickmansworth Road, Watford WD1 7JS. Or 'phone: 09232 41811

Hamleys
Jenners

Toys 'R' Us
Grattans

Littlewoods Mail Order
Freemans Mail Order
Kays Mail Order
Empire Stores Mail Order

'Recommended retail price

Gloucester Toy Shop
Anders Department Stores
Toy & Hobby
Argos Superstores
Woolworths & Kidstore
Jolly Giant
Tesco I  For Toys
Gamleys

Fenwicks
Selfridges
Carrefour
Fine Fare
Makro
Asda
Telebank
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Three UpDozens to Play
With 3 different versions of the famous
Leaderboard now available across 7 systems
there are dozens of testing COUrStS, hundreds
of challenging game variations , designed to
test your skill and judgement, designed to
integrate and complement each other and lead

you from one level of competence to the
highest possible plane of tension

and excitement. Leaderboard
is the individual challenge

with unknown
variations and tests
of your abilities.

•

itnis as; in
-  a m i l b n e b a n o l o w -  k . E . • • • • • • • • • • • WP A

LEADERBOARD
The exciting world of professional golf,
realistic 3-1) animation, multiple 18 hole golf
courses and 3 levels of play from amateur to
touring professional.

TOURNAMENT
LEADERBOARD
Four exciting new 18 bole golf
courses demanding more
concentration, more precision
if you're to stay out of trouble.
(To be played with original
Ikarlerboard).

II

E14 95d 0 4  99d
4 99c E  4.99c
6 99d  6.99d ,  9.99d I

This is the sports simulation of the year -
if not the decade. Z z ap  64.

What you learnt on the original
Leaderboard courses will really
be put to the test on these exciting
challenges.

U.S. Gold Ltd.,
Units 21 Holford Way,
Dollard,
Birmingham B6 701.
Tel: 021 3561308.

E14.99 d

A game that's frightening in its
demand and realism, only the

mentally tough will survive these
encounters unscathed.

ACCESS
Sat mate incooxtmted

AtariST

E24.95 d

LEADERBOARD
EXECUTIVE
EDITION
From sports simulation of the year
progress to another dimension of
gameplay, another experience in
excitement and graphics as you
battle to master sandtraps, Mtn,water hazards and

IBM Amiga

E24.99 d E24 95 d
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You are invited to join the
Murder Club, but be careful

you could e n d  up.
3,,

"YES. IT WAS A
DARK AND STORMY
NIGHT— A PERFECT
NIGHT FOR MURDER
-'I Hercule Holmes. had gotten
used to nights like this. As the
world's greatest detective and
resident house dick of the
infamous Gargoyle Hotel. I've
made a living looking for the
subtle signs of impending foul
pity. Gloomy weather, blood
curdling screams, gunshots.
empty bottles of poison, bodies
tumbling down stairs, a
mutilated corpse or even an
serseielding maniac might slip
right by the untrained
pirate eye_ But to a mastru
tkuth like myself. these

' telltale signs can only
mean one thing.
The Murder
bas Just

"The Murder Club? Yes. We Mender Club! Five of the
worlds bestselling murder mystery writers who
transpose their fictional pulp plots into real-Ilk murder
and mayhem. Once again they have convened for their
annual reunion here at the Gargoyle Hotel. And once
again the dark, damp hails will echo with the cries of
'Don't shoot!'. 'I 've been poisoned?'. 'Who stabbed
mer. 'I 've been shottsheetedr. and *Who took all the
hot water?' Yes, with the Murder Club as tonight's
guests, more than the plumbing will be amiss!"

"Each member of The Murder Club will try to bump
off the others and lay down claim to the crown of
•World's Greatest Murderer'. But it will not be a piece
of quiche! For these brilliant criminal minds must
match wits with mai_ Hercule Holmes! I hive only

U.S, Gold Ltd.. Units 2/3 Holford Way, Holford,
Birmingham B6 TAX. Tel: 021 336 3380

until midnight to discover the would-be murderer,
victim, murder weapon and the scene of the crime."

"Pi my disposal will be every imaginable piece of
high tech crimestopping gadgetry known to
sieuthdom m in icameras. hidden bugs, even wire taps.
Yet all these modern electronic wonders cannot replace
my inherent ability as a born detective.., instincts
passed from gento ati on to generation in the Holmes
family,

Therefore. I accept the challenge- I will uphold the
family honour! Before this night is over I will prevent a
murder or be murdered trying! If I fail, one of the
illustrious members of the Murder Club will surely be
killed— yes Killed Until Dead!"

•
1111 . 1KMI NFM

CfiMM/128
tape f9.99
disk E14.99
SPECTRUM 4II1(
tape (8.99
AMSTRAD
tape E9.99
&sir f14.99

UNTIL DEAD



C+VG's Hot Gossiper
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 0 1 1 1your favourite computer mag.
So read on for the man

who shoots from the lipWat the good, the bad

M 0 4
and the ugly in

the software
world.
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am the very proud owner of
an Atari 7800 and four

curtridges. It is a superb system
with excellent games and it must be
released in the UK!

The console is a very hunky
wedge shape and the cartridges
are slotted in from the top. The
power and options buttons ore
along the side of the console and
the joystick ports nestle directly
below these switches.

Atari has changed their plan to
release the 7800 in the UK. They
have opted for the 65XE computer
instead.

The 7800 is really a game
players dream and it would wipe
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a little topsy turvy at
present with the two

remaining contenders
trying to finalise price and
distribution structures. The
Nintendo console should be
with us within the next few
months as indeed the Sega18 c o n s o l e  should.

The malor problem for
both machines is the price
of cartridges, the
manufacturers are looking
at E25 a game.

I wish these people

the iioor with the competition for
price. That is why I am giving you
the merest taste of this stunning
games system. Maybe we can
persuade them to release it if you
write to Atari and tell them you
want a games console.

The four games I played were
Pole Position 2 Robotron, Gala go
and Xevious. There ore dozens of
Pities available for the 7800 but
only in the US crt present.

Pole Position 2 is very tasty, it
gives you a choice of tracks, Test,
Fuji, Suzuka or Seaside. All the
elements ore there from the
arcade.

At first sight it looks similar to the
800X1 version butt looked closer.

would get their heads
screwed on the right way,
this is TOO expensive.
Ideally games should retail
for between E2 and E15.

Take a look at the
console prices, the Sega
console will sell for around
E100, the Nintendo console
for around E150 'Ouch',
The Atari would probably
retail for E80. So there is
quite a difference between
them for price.

All these machines have
a strong user base in

Oh those colours! The scrolling is
nice and smooth and the car just _
4
rolls into those corners. The car is
multi coloured as are the scrolling
mountains in the background.

What is really pleasing is that the
game PLAYS so well, it feels right, it
is nice and tight and squeezing
through those comers is real head
ripping stuff!

RO-BO-TRONNNN! Seeing is
believing! This is real mind blowing
stuff, sprites (very pretty, very
colourful), sprites and more spritesl
very smooth very fast shootable
sprites;

There are the best part of 100
sprites on screen at once. You have
to save the family and take out

Japan, the USA and
mainland Europe.
Nintendo expects to ship
around 1 million carts of a
new game and Atari is
currently shifting in excess
of 100,000 units of each of
its games.

Sega is still relatively low
profile but it has a wide
choice of games available.
With such a strong user
base these companies can
look for a lower profit
margin BUT they have
been spoilt in the past,

those robos• I have yet see ANY
console do what the 7800 does
here
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the coin-op, it was the only cart
that did not whip me into a frenzy.
It is colourful it is fast but a little
TOO old for me.

The last offering is Xevious, the
smooth scrolling, super cool, left/
right shoot them up. This is really
close to the arcade original, again
it has a superb feel to it.

Oh Atari! Please release this
machine in the UK. Do not deprive
us of countless hours of happy
zapping and racing

•

• •  The Atari 7800

remember the old Atari
VCS/Coleco/Vectrex carts
which sold for between
E20-30 a go?

Please, please, please
get it right this time people,
WE WANT GAMES
CONSOLES. They give us
the latest arcade hits In an
instant loading format,
with tons of sprites and
loads of colour.

If all you lot ;NALL Ywant
games consoles then write
to Atari, Sega and
Ninte o  and t t h e m .
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it 1 ictoseconds not n ?...ii you are, Metrocross is the challenge that's been
designed to inspire you, if you're not then you'd better *
tast improve your sVtill and co-ordination. A chequeredlloor riddled with pitholes, a s and barrage of obstacles
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t hinder your progres n o  go areas that
bring y o t i l l  make this race against

time increasingly impossible. n o t  everythingis against you. Springboards arewa a sp p r i
t e  y o u

med to

catapult you t o r r d  and e e d i n gsltateboard V48i1S ready to hurl
along that desperate rush to the

tinish line.
,. I t  you beat the clocl( the tirst

Itime there's no guaranteeyou'll not be ilattened atthe next level.



Prom Taito Corporation ,
comes the last word in planet com t
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1 realistic graphics SPECTRUM COM ODOR

and all the coin-op E 7  9 5  f e  9 5features_ •  •
SPECTRUM A M S T R A D

ima9ne Surtware Lai , Central Street MAnrhester 5 N S ,  TeJephone 061-832 6633 -
r e i t %  6 6 9 9 T /Wanes(' loom l i m o  Com. 1996 Rograrormad for Amstrad Spectrum Commodore by Imagine Sollwarff
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