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Can you help Quasimodo win the
and admiration of his sweetheart
Esmerelda by “Going for Gold™ in
Olympics. He has to compete in s
events, all of which need quick thi
and agility. Watch as he races
clock in both the 100 metre dash a8
hurdies, see his dexterity with the ;
discus and shot putt. Look at the
way he travels through the air in i
jump and high jump events. Will
the praise and adoration of the ex
crowd as well as Esmerelda or the
and jeers of an exceedingly disa
gathering. Only you can decide as
help Quasimodo in these exciting
and field events.
The above screens are from the
Commodore 64 version.

5

Available on the 48K

. i
i Ko -

4 - "r v
pectrum and

Liverpool L25 7SF.

k Software Projet§s Limited. Bearbrand Complex, Allerton Road, Woolton,
Telex: 627520 Telephone: 051-428 9393 (4 lines).




Score SRBERE Lives 82 Level W8

. centurles of peace and prosperity, the

civilisation was torn apart by war, and

Iapsed into a long dark age, aba

their industry and machines. x

however, thought to tell the mine robots to
stop working, and through countless acons

_ they had steadily accumulated a huge

: of valuable metals and minerals,

pasties ; y
and Slime and worst of all, Manic Mining
Robots. When you have all the keys, you can

PR e s JCSSE d U Mo S  l, Sadn=

1 enter the portal which will now

o be Aashing. The game ends o e

i when you have been ‘got’ or g onu 1 i

§ Sabeeh o Available on the 48K Spectrum, Commodore 64,

Dragon 32/64, 32K BBC Micro, Amstrad CPC 464 and MSX
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A range

daisy wheel and dot matrix prlnters

: cassette unlt

For program storage and retrieval. For e stora

monitor, |} jo oysti

Gives really superb reproduction and clarity. put the control§ c

e L S e S,

leisure and practmal mterests
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F'Ius excellent sprite graphics and

*-u

b

% L.
o Ty

N About the only thing the Commodore 64 doesnt have
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Orinter plotter, s

= Fiots graphs, draws bar and pie & charts. Prints in four colours

single disk drive,

L. retrieval of programs. Uses 5% diskettes, and has a very large 170K memory.

denLpaddles g8
prove both speed and accuracy.

Jof games directly into your hands...they

ware 85 (business,

challenging, and exciting. = &~  To cover the essential office and business needs...

icational g&lgames

| {created with the help and advice of specialists. T e From shoot 'em up to strategy.

- e — e

ir ' 'r THE COMMODORE 64 COSTS JUST £229 (OR LESS) i
| 1 | FOR FURTHER INFORMATION PLEASE T1CK ONE, OR MORE,OF THE BOXES |
@ | ANDSEND TO: COMMODORE INFORMATION CENTRE 1 HUNTERS ROAD, |

\WELDON, CORBY, NORTHAMPTON NN7 10X TEL: CORBY (05361 205252, |

diamazing music synthesis capabilities. |

COMMODORE B4 ﬁ MONITOR | CASSETTE UNIT [ |
| PRINTERS, PRINTER PLOTTER DISK DRIVE SOFTWARE '
|
| NAME

| |
ADDRESS !

: i f;iP!ZS'.'.i\JI
— | C: commaodore |

P is any serious competition. |~
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l Seeing i
You’ll see the difference from

the moment you pick up one of the games
from Firebird’s new Silver Range.

We keep our flights of fancy for the game.
On the pack, you’ll find there is

a true representation of the
high quality screen graphics.

Here's a sneak look at three of the NEW games:

BOOTY THE WILD BUNCH BIRD STRIKE

Well shiver me timbers and splice the Blamed for a murder you did not Wing a plane to release a carrier
mainbrace and pass the grog, me commit, your only hope is to identify pigeon ... shoot the carrier pigeon
hearties. Here be the greatest pirate and capture the real killer - a and add a note to the stave at the top
adveniire c‘r’;mm S (ORI BE S member of the notorious gang, The of the screen... shoot enough
E?;;;%fa:'lfgﬁ ?—“iii?iﬁi;ih;ndtf:dm Wild Bunch. Butcan you also survive  pigeons to complete the tune (without
BOOTY-1ul treasure stored in 20 holds life on the run in this adventure set getting wiped out by the relentless,
There be pirates, parrots and fun galore. in the Wild West. .. pursuing planes)... next wave,

If you don't like it, matey, we'll hang you

by the highest yard-arm!!|

Look out for these games in the FIREBIRD silver range at selected high street stores.

SPECTRUM: THE WILD BUNCH - BOOTY - MR, FREEZE - TERRA FORCE - VIKING RAIDERS - MENACE - BYTE BITTEN - EXODUS - RUN BABY RUN
COMMODORE 64: BOOTY - MR. FREEZE - EXODUS - HEADACHE « ZULU -

VIC 20: SNAKE BITE - MICKEY THE BRICKY

BBC MICRO B: BIRD STRIKE : GOLD DIGGER + ACID DROPS - DUCK!



believing

There are twenty games now available
from Firebird, and that’s just the beginning.
All the software is produced to the same
high professional standards and all are
available at the remarkably low price of

£2.50

e T, e e e

=iresird

SOFTWARE

The new range from British Telecom. @ You'd better believe it!!!

FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2 9DL. TEL: 01-379 6755/5626
Firebird and the Firebird logo are trademarks of British Telecommunications plc.




t-Qredived!
TWO OF YOUR ALL-TIME
CINEMA &TV FAVOURITES

m Danger, Intrigue, Suspense! You'll need all
our wits and skill when you take on the ruth-
ATARI jess J.R. and face the many hidden enemies
in the search for oil that is...

live
Your C-han etﬂ re d
Is an
the deadly 513‘ kg
® Choose your level of difficulty.
0 Scores of colourful scenes.

Two more quality
roducts from Datqso&

atasoft Software.

************************.

THE ULTIMATE IN AMERICAN - ' .
[ g

A

SOFTWARE FORYOU ON U.S. GOLD " o .i

{.S. Gold is stocked by all leading computer
stores.

DEALERS! For information on how to become a U.5. .'.- E\ — /] f_

Gold Stockist write to: CentreSoft Ltd., Unit 24,
Tipton Trading Estate, Bloomfield Road, Tipton,
West Midlands DY4 9AH. Telephone: 021- 5207591, Aywerlcayl

Overseas enquiries welcome,




3 The SWAG-man’s o the job to burgle
;-; the millionaire’s.mansion. It's full of
beautiful, valu -SWAG ready for
nicking! Unfortunately, he’s gate-
crashed a fancy dress party .d the
guests are in pursuit.
- Help him through the seemingly
; never ending maze of rooms to
collect the SWAG and find the

WAY 0“1' e - :
- . i o o 4
2 BNl B
5 e
: Afcoﬂ?smndrg!d. 100% machine code;
< amazingty sraggth high resclution
) — 3 graphics, ingliNble sound effects, the

& L
(ﬁ :_.-:ff“-' '.;-’ P totaily addictive concept.

MG N @VIAN INIZA

SWAG is available now! On high speed loading
Cassette or Disc from all good software outlets or direct
from:




Acornsoft announce tidings of great joy
for both BBCMicroand Electronowners: eight
brand new programs for Christmas.

Fach one makes an ideal stocking filler.

They're all available at your local Acorn
stockist. (To find out where that is, simply call

200 0200.) Or you can send off for our

catalogue and order through t he postby writing
to Acornsoft, c/o Vector Marketing, Denington
Fstate, Wellingborough, Northants NN8 2RL.
Tel: 0933 79300.

Alternatively, however, you could always take

achance anddropali neA CORN sm
to Father Chnstmas.

Software for the BBC Micro and Electron. |




9.00 Firebug

A fast moving arcade-type game in which you are a fireman, trying to rescue some oil
drums and take them to the safety of a water tank. Your opponent is the firebug who
runs around lighting fires which move slowly towards the drums and fire extinguishers,
destroying them if contact is made.

10.00 Maze

A gripping graphics game where you enter a top secret installation with the aim of steal-
ing secrets from a rival company. The security system, however, has many levels each
consisting of a maze of corridors patrolled by armed robot guards. Complete with full
colour 3-D eraphics, sound effects and a high score table.

12.00 Elte

A superb 3-dimensional graphics game that’s light years ahead of any other. You are
aspace trader who roams the universe, making yourliving from buying and selling cargo
in your Cobra space craft. On your travels, you will encounter aggressors who are eager
to put an end to your dealings. Be warned, only the fittest will survive.

1.00 Crazy Tracer

A crazy adventure in which you guide a paint roller round the edge of a maze of
rectangles, while avoiding the monsters which are trying to stop you by crushing the
roller. Beware — as the game progresses, so the number of monsters chasing you

will increase.

3.00 Go

‘Go’ is a board game for two players which originated in China 3000 years ago and is now
more popular than Chess in the Far East. It requires strategic insight, intuition and a
strong, calculating mind. If you wish, you can also challenge the computer at differing
degrees of difficulty. A velly good game indeed.

4.00 Watch Your Weight

At last, a weight-loss program designed especially for you. With it, your computer
becomes an expert wholly conversant with and sympathetic to your needs, and will
help you choose an appropriate and individual weight-loss plan. The program also
includes a calorie counter and a series of apposite menu suggestions to help stimulate
your imagination when you just can’t think what to eat.

5.00 The Complete Cocktail Maker

With everything from a Black Russian to a Betsy Ross, this program contains data
sufficient to concoct a staggering 320 different cocktails.

6.00 Paul Daniels’ Magic Show

Stun and amaze your friends with your astounding feats of magic. This program contains
ten tricks to be performed by or with your BBC Micro/Electron. Hurry though —it’s
bound to disappear fast.




A CHALLENGE

NOT TO BE MISSED
FROM A NEW
COMPANY

with the first four
action charged games
at your finger tips

for dealer
enquiries
phone now

- TONY KNIGHT
“ SUITE 1, 39a PADDINGTON ST. LONDON W1 01- 486-5266
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{n conjunction
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All the latest noises in the

Lavnching
a raf

Remote action transmitters
{rats for short) are the latest
from Cheetah and have no
connecting cable between
joystick and computer.

The rat is made of grey
plastic and has touch sensi-
tive fire and directional areas
on it. The unit comes with an
interface for the Spectrum
and will play all Kempston
compatible games.

The price at £29.95 is a little
high and the control mechan-
ism gives no feel like conven-
tional sticks. Definitely one to
try before you buy.

The remiote action transmitler

0

L]

P -
Anti-pirate
turbos

Following the use of special
turbo loading systems on
Commodore 64 games, Spec-
trum software houses are
now getting in on the act
Increasing numbers of Spec-
trum games are being re-
leased on turbo.

Although this reduces wait-
ing time for Spectrum own-
ers, the real reason for intro-
ducing these systems is to
make the tapes harder to pi-
rate. A home-taped copy of
one of these games is unlikely
to load reliably.

Meanwhile Commodore
have announced that their
future cassettes will use the
Nova load turbo system first
seen on Ocean’'s game
Daley’s Decathlon. This sys-
tem allows music and moving
screen displays while the
game is loading. Ocean say it
is now set to become the
industry standard.

Darid Freeman, presenier of the new Radio 1 Chip Shop

Games charts
hit Radio 1

PCG lovers who can’t bear to
wait a month to discover
what's happening in the
games charts can now find
out the weekly top ten on
Radio 1.

The charts are broadcast in
a new program ‘The Radio ]
Chip Shop’ which goes out at

| 7.33am each Saturday.

The 12 minute program,
which includes brief games
reviews, is having its charts
compiled by RAM/C, the
same company which sup-
plies PCG and our sister,
weekly magazine, Personal
Computer News.

The radio top ten is unbeat-
able for up to the minute
news — but we'll continue to
print a detailed break-down
of the top 30 best-selling
games of the entire month,
broken down according to
machine.
® A list of the top ten best-
selling games from mid-1983 to
mid-1984 has been compiled by
RAM/C. The list is dominated by

Spectrum games, with Ultimate

and Software Projects claiming
five of the ten places

The most surprising feature is
the position of Psion's Flight at
number 3, but this game sold
phenomenally well last autumn.
Here's the listin full:
1 Jet Pac from Ultimate
(Spectrum)
2 Manic Miner from
Software Projects (Spectrum,
Commodore 64)
3 Flight from Psion
(Spectrum)
4 Atic Atac from Ullimate
(Spectrum)
5 Jet Set Willy from Software
Projects (Spectrum)
6 The Hobbit from
Melbourne House
{Spectrum, Commaodore 64,
BBC, Oric)
7 Hunchback from Ocean
{Spectrum, Commodore 64)
8 Valhalla from Legend
(Spectrum, Commodore 64)
9 Fighter Pilot
from Digital Integration
(Spectrum)
10 LunarJetman from
Ultimate (Spectrum)

| Speech unit

Currah have launched a new
speech synthesis unit called
Speech 64 for the Commod-
ore 6.

The unit allows you to type
in a sentence using a ‘say’
command and the phrase will
be repeated by the unit
through the TV speakers.
Speech 64 can also be prog-
rammed using phonetics and
allophones to create speech.
It costs £29.95

The Speech 64 speech synthesis unit

|

 Cereal complaint

Ubik's farming game Para-
noid Peie has been tempor-
arily taken off the market
after Weetabix complained
that Pete resembled their
own characters.

Ubik say the game was
originally developed with
Weetabix’s knowledge, but

| that they made their com- |

| plaint after seeing the
finished product.

Ubik are now altering the
game so that it is not con-
nected with the lovable little
lumps of wheat and hope to
relaunch it under the same
program name.

The review that appears in
this issue is of the first game
version but the revised prog-
ram should only differ
slightly.

Meanwhile Weetabix have

| developed their own game,

in conjunction with Romik,
starring their own charac-

ters. The game is complete
and should be available
soon.

16 PCGAMES
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humming world of micro games

Copyright writ

The perils of publishing prog-
ram listings have been high-
lighted by a recent case in
which  Acorn  Programs
printed a listing which is the
copyright of MRM Software,
The game, Ghost Hunter,
iwas wrongly credited to Mr
{Paul Williams. (In fact the

game was written by Michael
Goldberg BA).

MRM have issued a writ for
damages. Acorn Programs are
not contesting.

ULTIMATE'S KNIGHT LORE

Underwuride, the follow-up to Ultimate's Sabre Wulf. has
arrived. The big surprise is the release of the third in the
trilogy called Knight Lore at the same time.

The games both feature Sabreman and are available on the
Spectrum 48K at £9.95. Underwurlde is an arcade adventure
| while Knight Lore has 3D perspective and claims to be more
| of an adventure film than an adventure game.

Sabreman is animated with 200 individual frames in
Knight Lore, so he certainly ought to move smoothly, while
in Underwurlde he has ‘hundreds’ of hi-res screens to
explore,

Large high-resolution aliens and monsters in fast moving
3D perspective are promised for you to challenge. Ultimate
claim this third game represents the very pinnacle of software
development on the Spectrum and this dual release is bound
to cause a big stir.

The games will both incorporate one of the new Spectrum
fast loaders in order to combat piracy and will be packaged in
Ultimate’s robust cardboard boxes.

AUTOMATA SOUND-TRACK

Automata, the compa ehind the Pimarn, have released a
game called Deus Ex Machina which breaks new ground in
computer gaming.

It features a synchronised soundtrack which runs while

you play and stars lan Dury, Frankie Howerd, Jon Pertwee,

Automata’s Mel Croucher, Donna Bailey and E P Thompson
as the Voice of Reason.
The game is for the 48K Spectrum and loads in two parts
with a wundtmak for each part. It takes you through the life
f i DNA construc to death.
s available now for £15.

£25,000 towin

One of the illustrations
from the booklet accom-
panying the new games-
i package Eureka from
e« Domark. Players have to
hg use the

well as five linked adven-
& tures to solve o series of
riddles.

The company are send-
g™ ing out the £15.00 pack-
g age mail order from Octo-
ber 31st, and offering an
credible £25,000 to the
rst person who can solve

it :fi it.
| A look at a pre-
|pro|:|u|:hnn version of one
|of the adventures showed
[small but pretty, ani-
/mated graphics. The
."|games use simple text en-
try, and despite the mas-
B sive 250K of program sup-
plied, there’'s only about
350 locations.
However, the inclusion
#of five different prog-
il rams in the one package
still looks like value for
dmoney.

illustrations as|

IDLE WORKER

Lazy Jones is 16 games in one
in which an idle hotel worker
avoids his manager, the pre-
vious manager's ghost and his
own cleaning trolley. He
spends his time either hiding
or playing one of 16 different
arcade games in the hotels
rOOIMS.

The game is from Terminal
Software and is available for
the Commodore 64 at a price
of £7.95.

THREEFROM BEYOND
As well as Ankh, a PCG hit
last month, Beyond are re-
leasing three other titles for
the Commuodore 64.

Aztec is a real time graphic
adventure, Mr Robo! is an
arcade game with a design
and play vour own screen
facility, while My Chess 1l isa
3D chess game to stretch your
mind.

The games are available at
£8.95 on cassette or £11.95
on disc.

SID ON THE BEEB

English Software have re-
leased Spaceman Sid for the
Electron and BBC B. The

» game is a version of Moon

Patrol featuring Sid's combat
rover on the barren scrolling
landscape of Mars.

The game is available on

cassette at £7.95 for both
machines.
STUNTS GALORE

Fall Guy, the imported Amer-
ican TV show, is now a video
game on the Spectrum 48K
and Commodore 64.

This game puts you in the
man-sized boots of stuntman
Colt Seavers who has to run
along a train roof, escape a
burning building, leap broken
bridges and even wing-walk.

The game is available at
£6.95 for the Spectrum, £7.95
for the Commodore cassette
and £9.95 for the disc.

WHEELIES HITTHE ‘64

Out this month from PSS is
Hyper Biker for the Com-
modore 64 in which all you
BMX'ers can hop off your
saddles and take to your
keyboards. Hyper Biker costs
£7.95.
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QUEST FOR RUBBISH
New Generation's follow up
to their highly successful
Trashman game will be in the
shops soon and is entitled
Travelwith Trashman.
Trashman is now being set
challenges all around the
world from Spain to Samoa
and Jerusalem to Germany in
his quest for rubbish. The

Wild West cartoon action from New
generation's latest game Clifthanger,

DOWN UNDER
Coming up like a rocket from
down under are four prog-
rams from an Australian
programmer, Kyle Hodgetts,
marketed by Interdisc

The games all run on a
Commodore 64 and one is a
package of two arcade shoot-
‘em-ups for the price of one.
Black Knight is an animated
adventure inspired by the
arcade game Dragon's Lair,
while African Safari is a
graphic adveniure by the
programmer of Zim Sala Bim
and takes much the same
form.

US ACTION

The American invasion con-
tinues with Statesoft’s latest
games Boulder Dash and
Bristles.

Boulder Dash s a 16 cave,
multi-screen, arcade strategy
game of diamond collection
while avoiding bone crushing
boulders. Bristles has you
busy painting 48 screens of
houses.

The games are now avail-
able for the Commodore 64 at
£8.95 on cassette and £10.95
on disc.

NEW RELEASES e NEW RELEASES » NEW RELEASES * NEW

program runs on the 48K
Spectrum and retails at £5.95.
Also from New Generation
this month comes zany, car-
toon action in the form of
Cliffhanger for the CBM 64.
This features a hero called
Cliff trying to kill bandits in
the deserts and mountains of
the wild west. The game costs
£7.95.

NEW ANT ATTACK
Quicksilva have released a
follow up game to Anf Aftack
their best selling Spectrum
program.

It is called Zombie-Zom-
bie and features 3D ‘softsolid’
graphics similar to  Amt
Attack. Meanwhile the orig-
inal creepy crawlies have
been given a new lease of life
with the release of Ant
Attack on the Commodore
04,

STOP FOR SANTA

Santa Claus is coming lo
town with a Special Delivery
from Creative Sparks. Distri-
buting gifts is the aim of the
game and it will be available
for the Spectrum, CBM and
the Atari.

Virgin secret
Whispering point of the
month: how on earth have
Virgin succeeded in changing
their image from a bunch of
clever con-men to a vibrant
producer of exciting games
(yes! - there are more goodies
in the pipeline after their new
robot game Strangeloop!)? 1
can exclusively reveal the
answer — it was by petting
down on their knees,

"Tis true, gentle reader. The
day before Strangeloop's dis-
tribution, the entire Virgin
staff at their appalling, dere-
lict London HQ) were to be
seen grovelling on the floor
amidst a vast pile of cassettes.

And the reason for this
bizarre behaviour? You may
have noted that Virgin's new
games have special cassette
inlays designed to be viewed
all the way round. Imagine
the dismay when the first

I
n::-.g# 4
3

batch of thousands of casset-
tes arrived from the duplica-
tors in traditional opaque
bottomed cases! The only
solution, alas, was to remove
each tape, one by one, and
insert it individually into its
intended, all-clear super
case.

I humbly suggest Virgin
take a tip from Fiat and adopt
a new advertising slogan for
Strangeloop: ‘Designed  for
robots, Programmed on com-
puters. Hand-packed by hu-
mans.’

Nasty nickers
Isn't it fun when all your
friends gather round your
computer to admire your
latest pame? Not if you work
for A&F or Artic, itisn’t.

Bursting with pride at a
recent computer exhibition,
staff from these companies
watched the kids crowding
round their stands. It wasn't
till later they understood why.
One of the youngsters in the
huddle had cut loose a Spec-
trum and disappeared with it.
And in another incident a
joystick was delicately re-
moved from a micro with the
aid of wirecutters. Disgrace-
ful!

But wait, I hear a solution
is in sight. One company is
now taking to exhibitions an
arcade-type joystick sealed in
a B-inch by 4-inch steel box
and fastened to the stand with
quarter-inch steel bolts. Try
nicking that, you little
thieves!

Mind that lamp-post!
I hear that awfully nice Frak-
man Nick Orlando is plan-
ning to release a game called
Whoopsie! for the BBC, He
says it's something to do with
dogs. Whatever can he mean?

Artic attack
Imitation is, they say, the sin-
cerest form of flattery.

Perhaps that's why Artic are
bringing out a game full of
ripped off characters and cli-
quey jokes that leans heavily
on the reputation of two
blockbusters Revenge of
the Mutant Camels and
Monty Maole. Its name?
Mutant Monty. Jeffl Minter
and Tony Crowther are not
amused.

Silly bee
Ronald Reagan's Secretary of
Defence, Richard Perle, has a
bee in his transatlantic bon-
net about not letting Russians
play with western computers.
Why on earth not? Be-
cause, thinks Dicky, the Rus-
sians could use a computer
such as the Apple I1 to target
nuclear weapons. 1 haven't
the heart to tell him that you
can't even play a decent game
of Defender on an Apple.
What those reds really need
for their missiles is a network
of ZX81s.
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COMMODORE 6

g e ¥

“The largest arcade adventure yet seen on a micro” PCG
(over 1000 screens of playing area)

Only for the ultimate games player with the unique

QuoVadis Sceptre as the prize

Commodore 64 £9.95 on Turbo-cassette; £12.95 on Disc \~

Available from good computer stores everywhere. In case of diffic ulty in obtaining any of our games please contact us
on the numbers below, Authorised dealers can order directly from EM1 Distribution.

The Edge, 31 Maiden Lane, Covent Garden, London WC2 Tel: 01-240 1422/7877 Telex: 892379




Less than human, far more than mere computer

The Psytron controls the massive Betula 5 Installation. When the
attock comes, it will cope with defensive demands which would leave
o human brain unhinged, computer circuits scrambled.

Damage in any sector of the base must be assessed and its effect on
the fabric of the installation caleulated immediately.

Human lives will be expended as necessary but iﬂﬁe Psytron ever
goesdown.

The Spectrum top-seller now converted to the Commodore
&4 and better than evey

A\

Stunning graphics,
animation which makes
other programmers gasp,
a 20 page booklet of hints, |
tips and help with the
discovery of each of six
levels of play.

-
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DALE

VAULTS TO THE TOP

The two big climbers this month are both games released
almost simultaneously on the Commodore 64 and Spectrum.
The new number one, Daley’s Decathlon, is once again also a
new entry to the charts.

Ocean were understandably delighted and practically
speechless at the news, managing to say, ‘smashing, that's
great.’ The majority of their sales are on the '64 but as the
Spectrum version becomes widely available you can expect it
to catch up.

Gremlin Graphics were equally pleased with the dual
success of Wanted! Monty Mole and expressed delight at the
speed with which it had shot up the charts. They say they have
sold 20,000 copies in the first six weeks.

Decathlon from Activision and Micro Olympics from
Database have also climbed into the top ten showing that the
enthusiasm for joystick and keyboard demolition continues
unabated.

The rest of last month’s top ten are still right up there but
could find themselves taking a dive next month as the rest of
the big autumn releases make their mark.

It looks like Manic Miner is finally about to drop off the
chart after a tremendous run and leave its successor Jet Set
Willy to fly Miner Willy’s banner in the charts.

We have a shrewd idea though that there is going to be yet
another new number one next month and plenty of reshuffling

at the top.
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Last month each Software Club Member took a share of
worth of discounts on the very latest top quality
programs and accessories. . .

ARE YOU STILL BUYING
YOURSOFTWARE

THE HARD WAY?

WHO ELSE GIVE YOU ALL THIS?

* A huge continually updated choice of the finest and latest games available, plus
educational and business programs — in many cases before they reach the shops!

* The backing of our Price Promise so you can buy with absolute confidence knowing
that you're getting the most from every penny you spend and the best with every pound
you save.

* The Club's free colour magazine showing our vast choice of programs and exclusive
offers on accessories all at huge cash savings — like a superb computer Work Station
for just £19.95 (E15 less than everyone else is currently paying), like top quality home
computer maintenance kits at haif price! The list goes on in a magazine that comes not
once in a while, not every couple of months but every month, so you're always right at
the centre of the action.

* Programs for nine types of home computer — not just two or three — all guaranteed
direct to you from the original manufacturers.

* Free Software Club Vouchers every month if you're quick on your feet!

* A telephone order hotline for ultra fast despatch and a Customer Service hotiine to
serve you better.

* The knowledge that you'll be with the Club that started it all. There's only one
Software Club, it’s the most popular in the U.K. because it’s the best — always in touch,
lively and fun, that's The Software Club. The best value you can get — bar none.




SO HE R And start by choosing
any three games for half price
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THEN GO ON TO MAKE | /1/(:f &AVING:. ON AROUND /(1) OTHER TOP TITLES EACH MONTH

LG DORERS WVitszh

— INTRODUCTORY DISCOUNT COUPON _

To: THE SOFTWARE CLUB, PO BOX 180, 5T. ALBANS,
HERTS AL3 5BD

capt my appication, enrol ma as a member of Tha
Software Club and send ma tha introductory 12pes whose mm-
bers | havie writhen in the boxes below, for which you shall charge
mee in due courss, should | decide 1o K the software (piss a8
total of £1.25 for postage and packing). If | am not complately
FLIECGTRON satisfied, howaver, | may return the tapes intact within ten days,
my membership will be cancelled and | will owe nothing. As a
rmember, | nead not take 8 tape every month, if | wanl no
tape ai all, | can say =0 on e cand provided. | will, however,
ehoage al least six tApes in the first year. | am over 18 years of
age. (This applicaion must be from your parent or guardian if
you afe undar 18 years of age).

My 3 selections are (iterm code)

. WP TETE G
Machine COMMODCRE Memory size bl
MeMrsies E - V- OUNCqy el
Address |7-ALBERT ST. AMBLE -
B Pastcode NELS oLy

-




GO FOR !

SPECTRUMA48k L COMMODORE 64

690 === 790

Ocean House - 6 Central Street- Manchester M2 5NS Tel: Dél 832 6633

QOcean Software is available from all good software dealers and selected branches of:
WOOLWORTH. WHSMITH . £E0 " 0T, LASKYS Rumbelows and Spectrum Shops




Zzooming score
After giving up at trying to
score 600,000 on Zzoom 1
decided to try to shoot as
many refugees as possible. On
level 1 I managed 44 and then
waited to see if 1 got a com-
puting bonus. I did — and it
didn't stop. After it passed
15.000 I pulled the plug.

Has this happened to any-
one else?
C Williamson,
Braintree, Essex

Cut‘originality’

Is the Originality column of
your ratings really necessary?
If a game is a rip-off, surely
the reviewer would say so in
the review? Originality is not
a quality the majority of com-
puter owners would look for
when  buying a  game
{although. admittedly, in
some cases it does help).

The originality ratings
you've given have sometimes
been misleading or wrong. An
cxample is Wheelin® Wallie
by Interceptor. It's a good
game deserving all the ratings
it got, except for originality. It
is in fact an exact copy of a
game | saw at the seaside
called Snap fumper.

Chris Abbott,

Beeston, Notts

‘Originality’ is certainly the
hardest rating to give and
sometimes, as in Wheelin'
Wallie, we get it wrong But
we still think it's an impor-
tant rating. Games which
contain genuinely new ideas
deserve credit for them, quite
apart from their other merits.

Sickening sales

Having to save up 50p a week
for games, it makes me sick to
sec people like the girl in
Challenge Chamber (Septem-
ber) who buy a game every
week,

D2 o =

J_I
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SAMANTHA HEMENS replies to aselection of letters from our ever-growing mailbag. It's great
hearing from you, even though we can't always give individual replies. Write to: Byte-back,
Personal Computer Games, 62 Oxford Street, London W1A 2HG.

Really angry responses!

In September’s Byte-Back 1
read the ‘really angry’ letter,
and found it was pretty true,
except that you have Spec-
frum games as game-of-the-
month as well as the CBM
64's.

Why couldn’t vou have
BBC games as game-of-the-
month? I know you did once
with Fortress but that's about
all. What about Frak!? The
best game for the BBC was
only a PCG hit. Why did vou
give it only 9 for sound? Try
loading the first part of Frak!
and deleting line 130 - run it
and doesn’t that sound a lot
like Captain Pugwash?

If vou compared Frak! with
the following month’s game-
of-the-month (Quo Vadis for
the '64) you will notice that
Frak! got a higher overall
mark. What have you got to
say about that then?
Jonahan Crighton,

Retford, Notis
‘Game-of-the-month’ means
best game that month. Frak!
had the misfortune to be
released in the same month
as Lords of Midnight and
Sabrewull. Otherwise it
would have been game-of-
the-month for sure.

In answer to the points raised
by Tim Russell of Coventry.
First of all, Commodore 64
sales last year account for no
less than 24% of the total
micro sales in the UK, not as
many as the Spectrum, but a
considerble amount none-
the-less. As for Mr Russell
slagging off the excellent
Spectrum games such as Atic
Atac and Lunar Jetman, all 1

can say is they must either be
too difficult for him, or he is
just downright stupid.

David Clark,

Wallsend, Tyne & Wear

Thanks for the great maga-
zine and the great value. Con-
sidering the money saved on
buying sub-standard games,
75p is well spent on PCG.

In reference to Tim Rus-
sell’s letter (September issue)
I would like to point out that
the CBM 64 is the world's top
selling micro and is second in
the UK, and that it is now no
longer ‘foreign’ as it is made
in Great Britain at Commod-
ore’s new Corby site. So there
you are Mr Russell ... the
facts!

J Briggs,
Dundee

I disagree with what Tim Rus-
sell said in the September
magazine. The Computer and
Video Games review section
is pathetic. Your Screen Test
section is the largest, most
detailed review section of any
computer magazine.

Robert Mitchell,
Manchester

Really pathetic reply!

I think you will recognise the
name. Tim Russell. Well, I'm
sure by now nobody likes me.
I'm sorry about my letter, but
that's how [ write them. I'll
tell yvou now why nobody
likes me: 1. I've got no taste,
2. I'm completely deaf. 3. I'm
a complete and utter fascist.
Tim Russell,

Coventry

— BYTEBACK

| see these people in shops,
and they often go from the
top left Spectrum shelf along
until they come to a game
they don’t have. They say to
whoever is with them, ‘Have |
got this?’ and then they buy it
regardless of quality or any-
thing.

I expect they have large
piles at home of Pac-Man.
Frogger, etc. All | can say is, it
serves them right. [ only buy
after reading as many reviews
as possible, asking people
about the game and prefer-
ably playing it

A thing I hate about the
software houses is that they
often disguise the nature of
their games. I am getting used
te it now and can tell an
arcade rip-off a mile away.
Pac-Man types usually have
something like: ‘Guide
around dodging the mons-
ters. Eat the wafers and every
so often you have a power pill
to give a period of invincibil
ity

Finally, I do object to not
being able to change a game
for a different one if you really
hate it, because you might he
a pirate. | suppose it would be
a good way of getting lots of
games, but we're not all that
dishonest and John Menzies
have lost a couple of sales
because of this.

Michael Aherne,
Glasgow
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" And now from Bubble Bus
for thg_'!lglbﬁd 48k

\Hustler 2% ... ... ..

HUSTLER was THE
first and is THE
finest of

p Pool Simulations
. P for the Commodore 64




Stop the illiteracy!
After purchasing Sinclair’s
new game Stop the Express,
me and my friend rushed to
my Spectrum.

It loaded, it was great.
Good graphics, animated
well and very addictive. After
a few goes we got inside the
train, a few more and yes!! we
stopped the express.

But after all this we was
greeted by ‘CONGRATURA-
TION! YOU SUCSESS!" Are
the programmers at Sinclair
illiterate?

D Farrell and K Brown,
Tamworth, Staffs

| Bored stiff!

I wrote in a month ago to
complain about CA’s review
of Artic's World Cup. Howev-
er, | now feel I must apologise
ta Chris — he didn’t boob at
all!

Lasting Interest — not a lot,
I'm bored stiff. The game is so
easy. The first time 1 played, I
won the World Cup and my
highest score is 8-0.

Sadly, the game now lies on
my desk collecting dust — oh,
how 1 wish I'd got PCG be-
fore | made my mistake!
Richard Thaw,

Huddersfield

I can see the Ed from here,
sniggering in delight — some-
one's finally cleared his
name. Oh well, suppose
we'll have to let him back on
the streets now!

Bandersnatch
revealed

In your September issue,
Buzz contained an article ab-
out the collapse of Imagine,
and the game Bandersnatch.
In your article you said that
the point of this game was
obscure. For your informa-
tion the ‘Bandersnatch’ ori-
ginates from the famous
poem  Jabberwocky in the
book ‘Alice through the
Looking Glass'. Later in the
book the King remarks, ‘vou
might as well try to catch a
Bandersnatch’. Perhaps this
is the purpose of the game.
Nicholas Wallis,
Ribchester
You could be right about
that Nicholas, but the whole
truth may never be known,
since our latest info on the
game suggests that all plans
for it have been shelved. In-
stead efforts are being made
to complete Imagine's other

‘mega-game’ Psyclapse.

The Micro
Debtﬂe debate

Firstly, your magazine
totally brilliant, the best on
the market. Well done, team,
you're a hit.

Secondly, that debate in
September’s issue was super.
As usual, good old '64 came
out on top. Sigh! It's so pleas-
ing seeing my friends begging
to play International Soccer
as their Spectrums are broken
or being repaired.

Ok, Commodore Basic is
terrible, but then you can
always update with another
Basic. And, oh yes, I've got to
get one thing clear — 1 hate
BBCs.

Derek Twee,
Southsea, Hants

How could the Spectrum and
the '64 have the same overall
marks (9), when the Com-
modore received a total of 81
marks and the Spectrum only
707

Mathew Barton,

Bolton

Despite some very funny
lines, that debate was a load
of ****** | gwn an Atari, no
jokes please! What do you
mean by saying you have to
pay £30 for a game on these
machines? Silica Shop are
now selling all games car-
tridges for either £9.95 or
£14.95.

As for that chart, how can
the Spectrum get 10 for game
quality while the BBC gets
only 97?7
Lee Caller,

Staines, Middx

I feel I must put pen to paper
to tell you how much I en-
joyed reading The Great Mic-
ro Debate (September). [t was
brilliant. It was great to see
Vie standing up for himself
against ‘rubber face’ Spec-
trum.

Jonathan Clarke,

Norwich

We had loads of letters about the debate — most of you loved
it, but not surprisingly a lot of you complained that vour ouwn
computer had been under-rated. This is definitely a subject
where you can’t please everyone! Oh, and thanks fo Sanjeev
Shetty and Brendan and Andrew Melck from Wargrave,
Berks, who sent us an entertaining continuation of the

debate which starts off:

_ ‘BBC (fo Spectrum): Your games might be good, but when
it comes to hardware, you're way behind.’
Wonder what computer they own?

K —
Bongo nightmares
I should be fast asleep in bed
now — it is ten to three in the
morning — but instead I am in
bed writing this letter.

I am not asleep because I
have tormenting nightmares
about the high scores you had
in your magazine for the Vic
20’s Bongo. Diabolical is not

the word — a score of
2,152,000 is just one big joke.
My high score happens to be
17,684,000 and you may
think with a score like that,
why doesn’t he challenge the
Chamber. But unfortunately
the forms for the Challenge
Chamber are so small I can-

not fit my address nn.
S Winterton, ¥
Whiston, Merseyside

Come off it °'S’, a talent cap-
able of hammering Bongo
into the dirt has gol to be
able to generate slightly
smaller hand-writing. You're
just scared of meeting the
Chamber Master.

What a rip-off!

After seeing a magnificent
advertisement for Statesoft’s
Asfro Chase in your August
mag, I rushed out and bought
it. ‘3D Graphics’ it said. ‘Car-
toon Animation’ it said. ‘34
Screens’ it said. Review it
quick —the ad’s arip off,

What it slyly forgets to
mention is that the 3D ani-
mated graphics have abso-
lutely nothing to do with the
game and the screen shown
in the ad is no more than the
title page! 34 screens should
say 34 levels, since we all
know there is a subtle differ-
ence between a change of
events and just more and
more aliens (simple ones at
that).

However, it's not that bad a
game, addictive even, but I
strongly recommend other
games freaks to view it first as
even the cover gives a very
false impression that it may
be something different,

Their motto  exclaims,
‘Really something else’ -
perhaps it should read ‘Really
the same as many’. If this is
the latest mega-game from the
USA, our excellent ‘Limey’
writers have nothing to worry
about.

C Constable,

Ashford, Kent

Well, Mr Constable (not in
the force are you?); turn to
the Screen Test section to see
our verdict on the game. We
are somewhat of your opin-
ion that the ads are mislead-

ing, but aren’t many of
them? Isn't that what we're
here for?

Ultimate

suggestion

I was recently reading the
September issue of your num-
ber one magazine when I read
a letter from some idiot saying
why don’t Ultimate convert
their games onto the CBM 64,
As if the Yankee machine
hasn't got enough games,
most of which are ripped-off
Spectrum ideas! All T can say
to Ultimate is: stick to the
Spectrum.
P Lowe,
Manchester
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Dad’s turn
On buying Micro Olympics 1
was pretty good at it. On the
first day I was getting 12.92 in
the 100 metres, 61lm in the
discus and 2 metres 30 in the
high jump,

' .Q.Nr‘ STILL
Q BEATS

At 6 pm my dad gets home
from work, takes a look at the
screen and says, ‘Looks no
sweat to me’. Well, who am |
to resist a challenge? *OK, I'll
give you a game,’ | confident-
ly offered. Huh!

After the 100 metres, in
which he beat me by at least a
second, shaken but still firm |
thought ‘it's just beginner’s
luck, don’t panic’. Later, hav-
ing been totally and utterly
thrashed in all of the events, |
admitted defeat, Even the
computer runner and my
Spectrum  keyboard looked
exhausted after my dad had
been on it!

So, on reading Adrian
Brown's letter, 1 though
perhaps a father’s Challenge
Chamber could be arranged.
Then the dads could fight it
out among themselves!

Rhys Willis,
Bushey

Where's Hunchback?
I think yours is by far the best
computer magazine. Howev-
er. when I glanced through
vour Good Buy section 1 was
amazed to see that Hun-
chback was not included in
the CBM 64 list. Why not?
After all, it did get to number
1 in the brilliantly-compiled
PCG top 30.

Norbert Grey,

Dublin

Our top 50 shows the games
which sell the mast. But just
because a game has sold

well doesn’t mean we'd
necessarily recommend il
Hunchback is certainly a

strong candidate for inclu-
sion in Good Buy, but space
there is very limited!

What a scream
I get your magazine every
month and I was in tears of

laughter when I saw the front
cover of the September maga-
zine, it's so funny! The punk
breaking the joystick. with
the chain and padlock round
his neck and that expression
on his face!! [ loved it.

James Agger,
Quentiborough,
Leicestershire

You'll find him appearing
again in this month’s Tricks
‘n Tactics — remember the
model's up for grabs.

Rat’s Burp

I recently acquired Match
Point and wholehertedly
agree with it being a PCG Hit
{quite an honour). But I don’t
agree with a few marks you
gave it.

Sound 4: Now cummon!
You've got to have massive
ears to hear anything louder
than a rat's burp. (How can
you give World Cup 1, but
Match Point 4).

Graphics 9 Admittedly the
graphics are good, but the
people could have been a bit
varied, eg different colour
ball-boys and players,

Mico Desbrow,

Basildon, Essex

Didn't vou know, 4 is the
mark we give to anything
that sounds in the least like
a rat's burp. At least it
wask't a drastically out of
tune rat's burp like the songs
in World Cup!

Death to dealers

[ strongly recommend a slow
painful death to software
companies and dealers alike,
immediately ... unless they
finally sort out their differ-
ences when dealing with their
bread and butter,

I am, of course, angrily re-
ferring to us, the poor, frus-
trated beings who try and
grasp mega-games of adven-
ture and arcade alike. Furth-
ering Jan Wenema’s strong
and rightful complaint about

there was a man running a

the lack of software in The
Netherlands, it is equally
hard to obtain it in one of the
hearts of computerland, Bri-
tain!

I live in a dead boring but
picturesque town  which,
amazingly, sports its own
computer shop, da da! Like
many other shops, it proudly
advertises in the local papers
that it stocks this, that and the
other, including ‘a wide range
of software’.

I had my heart set on
buying a game or two. What a
joke! Only ONE Ultimate
game was available, Atic
Atgc and no Durrell, Digital
Integration or others. I mean,
why were the shops opened
in the first place? To save a lot
of hassle with mail order, lost
cheques, dud games etc.

Maybe it’s about time com-
panies and dealers got
together, sorted out their dif-
ferences and gave the buyer
what they want: a shop where
they can get a game without
having to worry about it being
a dud and can get it tested at
the same time.

Clifford Free,
Buckinghamshire

Strong words. Mr Free, |
wonder what other people
think about this?

Wallies in
Dagenham

I thought you might like to
hear something funny. When
my friend and I went to my
local computer store [ said:
‘Have you got Manic Miner?’
The salesman replied: ‘Yes,
and it’s Maniac Miner.’

My friend, who was relling
with laughter, said: “You
ought to read the cassette
case.” He then replied: ‘Nahh,
you wanna learn some Eng-
lish.’

Another time my friend and
I went into a shop where

survey on computers as he
was about to start his own
software business. | told him 1
had a Spectrum and he re-
plied: ‘Is that a ZX8&1 or
48K

Sanjay Chokshi,

Dagenham, Essex

Anvone else got some funny
fales for us? Goon ... give us
alla laugh.

Anti-Spectrum club

I thought you'd like to join
my club. ‘The Anti ZX Spec-
trum, et Set Willy and Marnic
Miner Club’. There is no en-
try fee, but you must be a
Spectrum hater. Rules:

1. When you see Clive Sinc-
lair talking about one of his
useless computers on TV fol-
low these simple instructions:

a) Scream and vyell as loud-
ly as possible.

b) Annoy Manic Miner/[et
Set Willy fans by saying that
Matthew Smith has finished
with the Miner/Willy series
and is now programming
games with better graphics,
sound, originality and com-
plexity. His first game of this
tvpe is called Breakout and is
in black and white to create a
better atmaosphere than in his
previous games.

2. When a Spectrum owner
is counting their thousands of
games, remember to stand on
them or pour vour drink over
them.

3. Always carry a pair of ear |
plugs in case you are sur- |

rounded by a group of Spec-
trum owners talking about
their favourite games

4. When Spectrum owners
are loading a game you must
get rid of it fast. The best way
to do this is to stand on the
cassette.

5. All members will defend
all computers from the Jupiter
Ace to the...er...big compu-
ters. Remember nothing is as
bad as a Sinc¢’ computer!

Please keep these rules for
the safety of computing.
When vou perform one of
these duties, you are doing it
for yourself and CBM 64's.
Barrie Ellis,

Benfleet, Essex

It seems pretty fishy 1o us
that your handwriting Bar-
rie is nearly identical to that
of another reader of ours. We
think perhaps yvou're Tim
Russell in disguise — is this
frue? Anmvway, your letter
throws a somewhat new
fand certainly different)
light on the previus argu-
ment about CBM 64’seh?
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AVAILABLE
NOW!

Super colour
graphics with six
skill levels & 48
screen
locations
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£7.95




een the worred look on Mrs Thatcher’s face recently? Maybe you

thought the economy was getting her down? Or perhaps Dennis had
been nagging her again? But no! PCG can exclusively reveal the true cause
of her concern — Britain is being invaded. Yes, folks, this island nation is
being flooded with thousands upon thousands of little rectangular objects
wrapped in cellophane — American computer games.

What are they doing here? Are they really — as some suggest — better
than our own British games? No-one would ever have known had not PCG's
editor Chris Anderson picked up the phone one day and, by a freak
accident found himself listening in on a transatlantic row between our
Maggie and their Ronnie. Despite strenuous efforts by MI5 and the CIA to
suppress publication of their bust-up we can now reveal all.

MAGGIE: My question is, Ronald, why
are you sending them to us? We really
do already have enough of our own, you
know.

RONNIE: You do? Gee, Margaret, |
thought you'd be kinda pleased to get
them — I mean old Uncle Sam’s software
isso good.

MAGGIE: Not as good as ours, Mr
Reagan!

RONNIE: Please, call me Ronnie.
MAGGIE: The point, Ronald, is that it’s
here in Britain that the home computer
revolution happened first. It's all due to
adear friend of mine called Clive.
RONNIE: He that bald guy with the
pink nose?

MAGGIE: Clive Sinclair, that's him.
Now — he's the chap who made the first
really cheap computers and MILLIONS

of Britons bought them, Mr Reagan. |
promptly made Clive a knight, and
Britain's been the greatest computer
nation every since.

RONNIE: Yeah, but we're talking about
computer GAMES here, Margaret. You
can't play proper computer games on
those little rubber match-box toy things
your Sinclair makes — what does he call
them? — oh yeah, Spectrums.

(A spluttered noise, possibly trans-
atlantic interference, drowns the con-
versation for a few seconds.)

E.PNNIE: Sorry, Margaret, didn't catch
at.

MAGGIE: Mr Reagan, you have just

made a most provocative remark. |

RONNIE: Yeah, well, gotta keep in

practice for those Russkies.

—
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MAGGIE: Listen, I'll let you into a
secret. | myself own a Spectrum — given
to me by Sir Clive himself. I play British
computer games on it every evening,
?;lld I think they're absolutely wonder-
RONNIE: Gee, ain’t that cute?
MAGGIE: My favourite at present is
called Wanted: Monty Mole. I've got a
special cheat version which allows me
straight into the last screen in which you
kill off Arthur Scargill. It's wonderful,
Ronald, quite wonderful. I find it so
relaxing to finish him off a few times
each evening before retiring for the
night.

RONNIE: | have a better way to relax.
I just get out my copy of the magnificent
all-American Zaxxon. Once that plane
starts gliding over the old 3D landscape
I can imagine myself in one of my new
B1 bombers heading for Moscow, Who-
opee! Here we go boys. Stand by to
outlaw Russia! We start bombing in five
minutes! Wham! Bam! Whoosh!
great game, Zaxxon. ,
MAGGIE: That's the trouble with your
American games, They're mostly just
straightforward shoot-'em-ups. NofJ
sophistication. You're all far too aggres-\¥
sive.
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RONNIE: Then how come half-a-dozen
British companies have tried to copy
Zaxxon?

MAGGIE: Labour Party people . ..
RONNIE: And how come another
GREAT all-American game Beach-
Head has been at number one in the
British charts of late?

MAGGIE: Yes, well, Beach-Head is a
good case in point. It looks absolutely
wonderful with those aircraft zooming
in at you over the sea. Almost reminded
me of our glorious victory in the South
Atlantic. But from what I've heard,
playing Beach-Head gets tedious after a
bit. And that's the pattern with most of
your games. Flashy packaging, a
wonderful picture on your TV, but in
reality, a deadly bore. Dennis says
they're just like Conservative Party con-
ferences.

RONNIE: Yeah, but look, Maggie — can
I call you Maggie?

MAGGIE: Oh I don't think so.
RONNIE: Mags, then? Or Marge?
MAGGIE: Er, no.

RONMIE: Okay, Margaret. Look, I'd
say it's your dull British games that
really send people to sleep. They're the
boring ones,

MAGGIE: That's where you're wrong.
Take one of our all-time classics Manic
Miner.

RONNIE: That the game written by that
hideous-looking punk?

MAGGIE: Don't be rude about Matthew
Smith. Personally, 1 think he’s cuddly.
Anyway, Manic Miner's 20 different
screens have kept this country’s games-
ters plugging at the keyboard for hours. I
myself have never got past the flapping
toilets in Eugene’s Lair. But Dennis is
very good at it.

RONNIE: Manic Miner ... that
wouldn't by any chance be a platform
game set in a mine, would it?

MAGGIE: That’s it, you've seen it?
RONNIE: No, but I've seen Miner
2049°er. Sounds to me like Manic Min-

er is another example of an American 4

T

game being ripped off in England.
MAGGIE: And improved on.

RONNIE: Yeah, but what about origi(#

nality, Maggie — er — Margaret. When 26
your people going to come up wit ’




SPECTRUM 48K

The first ever true arcade adventure
Mega-game for the 48K Spectrum, featuring
a playing area of more than 1000 screens.

./3;35@
Spectrum 48K £7.95 on Turbo Cassette A
Available from g od computer sto h In case of difficulty in oblai nlact us

n the numh h Iow ﬁuth d dealer s can order direct Iy f am EK'I] Di I i m II
The Edge, 31 MBIdBI‘I Lane, Covent (‘arden London WC2 Tel: 01:-240 ]422!?8?7 Telex: 892379




‘Frak, Mr Reagan, FRAK'

PCG Special

ideas of their own? Where are the truly
innovative games, like Shamus, the first
multi-screen maze game, or Preppie, the
first-and best-painter game?
| MAGGIE: Don’t lecture me on original-
| ity, Ronald. That’s the hallmark of our
| games. Take our company Ultimate.
They've produced a string of outstand-
ing programs almost all of which have
been brilliantly original. fet Pac, Pssst!...
RONNIE: Pardon?
MAGGIE: ... Lunar Jetman, Atic Atac.

Minter? Which of your programmers
has invented such characters as interga-
lactic space-sheep or mutant goatoids?
RONNIE: Which of our programmers
would want to?

MAGGIE: Then there's a game called
The Lords of Midnight by a true Brit,
Mike Singleton. Mr Reagan, that game
isn't just original, it has created an entire
new CLASS of game. As did Atic Atac
before it. Your people can't compete
with that.

RONNIE: Having clever ideas is one

Or how about my favourite hippy, Jeff

thing, programming them decently is
another. That's where Yankee know-
how comes into its own. Take a game
like Star Raiders ...
MAGGIE: Another shoot-"em-up.
RONNIE: .. which features fantastic,
smooth, fast-moving 3D graphics. That
game, Margaret, was written three
YEARS ago and squeezed into tiny
memory space, but it's still one of the
best 3D space games around.

And how about old Atari's Pole Posi-
tior:? That's not a shoot-"em-up but it's
a darn good piece of programming. Just
try comparing it with a racing simula-
tion on one of Sir Clive's Spectrums!
MAGGIE: Don’t make me cross, I'm a
devil when I'm cross. I don't know
anything about motor racing except
when my son Mark gets into trouble, but
there IS a brilliant British TENNIS
simulation on the Spectrum called
Match Point. BESIDES, you're not
being fair. It's much easier to write on
the Atari or Commodore 64 than on the
Spectrum. You should see what OUR

Following our recording of this re-
markable conversation we made
approaches to secrel sources in
Whitehall and Washington.

They were able to supply us with
these previously unpuhtlshed docu-

Classification: TOP SECRET

Source: The White House

Destination: US Embassy, London

| lork

Forbidden Forest CBM &4

[ 10 Downing Street

Ehn:]esi

| Document date: September 13th, 1784

THE PRESIDENT'S TEN FAVORITE U.S. GAMES

Stocks of rach of these titles should be purchased 1n London and stored
in readiness for Mr Reagan’'s next British wvisit.

GAME HACHINE SUPPLIER
| Zaxxon CBM &4, Atari Synapse, US Bold
Beach Head CBM &4 us Gold
‘ Star Raiders Atari Atari
Hiner 204%'er CEM &4, Atari Big Five
| Pole Position CBM &4, Atari Atari
Choplifter Atari, Vic 20 Broderbund, Audiogenic
| Preppie Atari Silica Shop
| Bhamus CBHM &4, Atari, Vac 20 Synapse, Hesware
CBM &4, Atari Infocom

menits which provide a valuable in-
sight into the ‘minds’ of the two
leaders.

Comparing the two lists is most
interesting. We know which set of|
games we preier Huw ahoutyuu" |

Audiogenic, US Gold

This is a list of the PM's ten favourite computer
games (all British of course!), She wants you to track
down the names and 1ife histories of each of the games'
programmers as they could be in for knight-hoods. [

Thanks, old man. Keep your chin up.

people can produce on a '64. Take
young Mr Anthony Crowther. The pic-
tures he produces on games like Loco
and Suicide Express put your chaps to
shame. What's more it only takes him
two weeks per game. TWO WEEKS, Mr
Reagan - that’s brain power, What you
haven't got,

RONNIE: Who cares about trains?
Helicopters are much more exciting.
Just try playving Choplifier.

MAGGIE: Why should I? I prefer a
game with real DEPTH. Like Quo
Vadis, for example. Which of vour
companies offers a game which scolls
over 1,000 screens? Eh? Tell me that!

RONNIE: We leave that kind of action |
to the adventure players. You might |
have heard of a little game called Zork.

Just happens to be the best adventure in |
the world. All-American of course. .

MAGGIE: It's got no pictures. !
RONNIE: That's not a problem over
here, Margaret — 99 per cent of Amer-
icans can read.

MAGGIE: (Growing more heated by
the minute.) All right! — no need to be
sarcastic. [ don't think there's much we
British can be taught about adventures.
Take The Hobbit ...

RONNIE: That’s Australian.

MAGGIE: They're still part of the Com-
monwealth, Mr Reagan! That game set
new standards for adventures even if it
has got bugsinit.

RONNIE: Speaking of bugs, have you
seen the spiders in Forbidden Forest?
Now there’'s a special game. Great
music. Chilling atmosphere. Your coun-
try can’t touch it.

MAGGIE: (Sounding dangerously |
angry.) So what, I HATE spiders! YOU
can’t touch Jet Set Willy. What Amer-
ican game has HALF as many Pokes?
Or what about Chuckie Egg, the most
compulsive game ever written which |
drives me WILD every time [ lose a life.
RONNIE: OK, OK. don’t shout.
MAGGIE: (Her voice rising to a trium-
phant shriek.) And how about Frak!?
The sweetest, wackiest, pinkest graphics
ever created.

RONNIE: What did you say? You're
screaming too loud.

MAGGIE: Frak, Mr Reagan, FRAK!
RONNIE: Button up, lady! Who do you |

think yvou're talking to? Some kind nf
(exp letive deleted).

“TE_ e ";E:i':[m —E?":?“I | MAGGIE: Take them away! Take your |
iE - : u imate T |
Menic Miner Spectrum, CBM 64 Software Projects filthy games AWAY! 1 bat lh:anBrltam
Jet Set Willy Spectrum Software Projects The Lady’s not fDr lurlj{ng We're the
Wanted: Monty Mole Spectrum, CBM &4 Gremlin Graphics grcﬂtﬂs“ The GREATEST! We'lll AL-
I[.:Erds ﬂFEMidnight Spectrum Beyond WAYS be the greatest! Admit it, Ronnie
uckie Egg Spectrum, etc ALF L i
Match Point Spectrum Peion ?g{l.:DbMITIT. . ;
Quo Vadis CBM 64 The Edge ALCR, DUTTTTIT, Stlence).
Suicide Express CBM &4 Gremlin Graphics MAGGIE: Thank goodness, he's gone,
| Frak! _BBC Aardvark Dennis, get out the Spectrum will you?
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® The prizes

Each of the 25 winners will re-
ceive free membership of the
Software Club for 1 year and will
be entitled to all club benefits, as
well as receiving the club’s
game-of-the-month for their
machine each month absolutely
free.

@® Just look at
these games!

The Software Club’s catalogue is bursting
with hits for no less than nine of the most
popular micros. There are over 400 titles in
the current catalogue, of which more than
250 are recent releases.

Here are just some of the games on
offer: Llords of Midnight, loco, Frak,
Daley’s Decathlon, Sheep in Space, Ava-
lon, Que Vadis, 3D Lunattack, Jet-Pac,
and hundreds more. Every month the club
offers a game-of-the-month for each
machine, plus the occasional hardware!
peripheral offer.

There is a wide selection of fitles
availoble for each of the following
machines:

Spectrum, Commodore 64, Vic 20,
BBC, Oric, Dragon, ZX81, Electron,
and Amstrad.

[ [ =]

Lr=
SOUPT WETE GLUS)

h boy! This has to be the games

competition of all time! Just im-
agine hearing a loud plonk from the
front door as the latest hit release for
your micro slips through the letter box —
absolutely free. And not just once — but
every month for a whole year.

That's the fantastic deal we're offering
25 lucky winners in this great competi-
tion, run in association with the Soft
ware Club.

Not only could you win up to £100
worth of free software, but yvou could
also get the chance to buy up to three hit
games at only half-price, plus a whole
catalogue of chart-toppers to choose
from each month at substantial dis-
counts,

Entering the competition couldn’t be
easier. As usual here at the PCG offices
we're terribly overworked and badly in
need of a laugh. All you have to do 1s

| 3. (QUESHON; crrerscrcscesesesseesssressensesessessessssessesressersssessen

| My computer is (circle ONE only) Spectrum /Commodare 64
Vic 20 /BBC /Electron /Drogon /Oric /ZX81 / Amstrod
I(_'Chrsing date: Wednesday 215t Hovember 1984.)

g

come up with three riddles connected
with computers or computer games. The
25 entrants who submit the funniest
riddles will win and EVERY entrant will
receive a special invitation to join the
Software Club together with a £1.00
voucher to spend on their first selection
if they join.

What are you waiting for! Writing
riddles is laughingly simple—in our
March competition we asked readers for
ariddle and had real trouble picking the
winners because the entries were so
funny.

Just remember that each riddle must
consist of a question and an answer
written in the spaces provided on the
entry form. (You may copy the form if
you don’t want to cut up the mag.) Then
post the form to: Software Club Com-
petition, Personal Computer Games,
62 Oxford St, London W1A 2HG.

These gquestions are NOT part of the com-
petition, so please answer them HONESTLY
— it will help us to plan future issues of the
magazine.

. How many computer magazines do you
buy each month?

2. Give a rating out of 10 to any of the
following titles you're familiar with.

Personal Computer Games

Computer and Video Games

Your Computer

Big K

Crash

Others (please mention, with ratings).............

® Competitionrules
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25 COLECO JOYSTICKS

. liy form— ioysﬂ:l: cmnpei-ificn

UP FOR GRABS

F:}d up with the same old flimsy joysticks which
collapse in exhaustion after just a few days
pounding‘:’

: BS ("uiu_m i-
sion home v ; [, can be used on
any micro or joystick interface which has a
standard joystick port. So they're fine for the
Commaodaore 64, Vic 20, and Atari, and for the
' i Il interface.

controls on the joystick including a k

used. Their rugged build, comfy p

space-age look make them an attractive possession
foranyone.

All you have to do to enter is solve the seven
anagrams of arcade games below and the first
letters will form an instantly recognizable phrase.

To hLl]} you with these diabolic cally mixed-up
i we've told you how many words there are in
each and the number of letters in each word.

The first 25 correct entries we pull out of a hat
alter the closing date will win the joysticks.

UNJUMBLE THESE NAMES! -
. POSEIT IN POOL (2 words, 4 and 8 letters)
2. NICE PET ED {1 word, 2 letters)
IN GALA (1 word, 9 letters)
4 1 3, and 5 letters)
E RATE (1 w ord, 8 Iettt' |
) INSTO LET (2 words, 6 and 4 letters)
EDAM ON PLOT (2 words, 4 and 6 letters)

PRI Tt et
I_-\-.ldrcas SR Trnt e vt A S O 2.
.

[ s in e el s e R

bt . Posteode ., o

| Post this form to Coleco Competition, 3
| Personal Compuier Games, 62 Oxford

| Street, Londen W1A ZHG. Closing date,
November21st,1984. T

" — CAdATeRs e
My answers are;

50 coples
of hit game
Hercules
must be
won

Hercules was a smash hit for the
Commodore 64 in our September issue
and now we're giving 50 lucky readers
the chance to walk away with a free
COPY.

All you have to do is answer correctly
the three questions below. The first fifty
correct solutions to be drawn from a hat
will receive a free copy of Hercules
direct from Interdisc, who produce the
game.

Here are the three questions — just jot
the answers down in the corresponding
spaces in the coupon below, add your
name and address, and popitin the
post. What could be easier?

1. How many labours did Hercules
perform?

2. What does R.A.P. stand for?

3. In what country did the Olympics
originate?

Hercules is a great new game from a
new company, Interdisc. There are no
less than 50 different screens for you {o
run, jump, and climb your way through
as you allempl to perform 12 challeng-
ing tasks.

What's more, you don't have to worry
aboul never geiling beyond the [irst
screen — the program’s ‘Random Access
Principle’ ensures that every time you
lose a life you get a chance to have a
crack al a different task.

Hercules is a classic game for the
CBM 64 and normally sells for £6.95,
but here’s your chance to walk away
with a free copy. What are you waiting
for?

| ENTRY FORM HERCULES
COMPETITION
| Name........

|
|Thc answers tutheuucshum arc

5.,

I F'usl to: Hercules Com leltlun Personal
| Computer Games, 62 Oxford Street,

| London W1A 2HG.

| | Entries must be received by first post

|
)
|
|
i
|
|
ol
|
|
|
| ﬁnWednezv,day,NmremherZI 1984.
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AT LAST MICROMEGA KINGS OF _, o2
SPECTRUM GAMES BRING THEIR  |]) MeEGAH
QUALITY TO THE COMMODORE 64.

< RN

Available through

good computer
stores everywhers.

£8.95

Free the golden city
from the clutches of
the wicked Afrest.
Battle his guardian
devils, force entry
o the palace,
reveal the magic jar
and finally do battie
with the genie
himself! A unique
pure arcade
challenge for the
CBM64 owners,
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ORIGINAL SOFTWAREDESIGN
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49 MOUNT PLEASANT, TADLEY, HANTS. RG26 6BN.

SEND S.A.E. FOR (FREE NEWS LETTER) ""THE NATURE OF THE BEAST"".
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ari® Home

THE FINEST HAND CONTROLS
IN THE KNOWN UNIVERSE

@@L CGL HOUSE, GOLDINGS HILL, LOUGHTON, ESSEX IG10 2RR. 01-508 5600. LOOK FORWMEWICO NAME IN ALL GOOD SHOPS AND CATALOGUES.
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askset Ltd

13 HIGH STREET BRIDLINGTON YOI16 4PR
ACCESS ORDERS (0252} 673798 24 HDURS

Dealer enquiries



The Ultimate.
|Only £199.

MEMOTECH MTX500 MAJOR FEATURES

STANDARD I/0 PORTS

Variable rate cassette port (up to 2400 baud)
Two joystick ports using Atari configuration
Centronics-type parallel printer port

ROM cartridge port

Uncommitted parallel input/output port
Internal ROM board port

Hi-Fi output port

4-channel sound through TV speaker

FAL composite video colour Monitor port

THE R5232 COMMUNICATIONS BOARD

{required for disc expansions)

® Twoindependent RS232 ports

@ 50-way Disc Drive Bus supporting up to four 5.25 and/or 8 inch
floppy disc drives, plus instant access Memotech Silicon Dises,
and Hard Dises with copacities up to 32 Megabytes

USER RAM

® Optionally expondable to 512K in increments of 64, 128, or
256K

24K OF ROM which includes:

® MTXBASIC

® Noddy, a simple, text-handling language

® A powerful Assembler/Dissassembler — sections of machine
code can be created and run by calling the Assembler from
within BASIC

® The sophisticated Front Panel, which displays the contents of all
registers (including the F flag register] and pointers during
progrom execution

® Allfour languages can be used interactively with each other,
and with the user

‘——“'l___—_~-,;.__._._._.._.__.__,?,.le
feagateatent _
o5 T :
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)
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ROM EXPANSIONS
® MTX NewWord o 32K word processing package
® Hisoft PASCAL, written specially for the MTX Series

THE KEYBOARD

® Full size, 79-key, full-stroke professional guality keyboard
incorporating:

® Main Block with typewriter-style layout

@ A separate 1 2-key numeric/editor keypod

® Light programmab.l'c function keys (16 with shiff)

HI-RES GRAPHICS MODE

256 x 192 pixel resolution plus

32 x 24 Textin 16 foreground and background eolours

All 16 colours fi.e. 15 colours plus transparent] are available on
the screen logether

32 user-definable easily controllable sprites

1 28 separate GENPAT statements providing a huge range of
user-defined characters

TEXTMODE

® Texiresolution is 40 » 24 characters plus

® |28 user-defined characters

@ Cight user-definable virtual screens or “windows” (available in
all modes]

For further information, please contact:

VIEMIOTECH

MEMOTECH LIMITED STATION LANE INDUSTRIAL ESTATE
WITNEY OXONOX86BX
TELEPHONME: (0993) 2977 TELEX:83372 MEMTEC G

sy

verrture



D o> SIMULATED/INTERDISC
249-251 Kensal Road, London W10 5DB
Telephone 01-968 9414

Distribution through EMI
Available in W H Smith, Menzies and
all good software stockists,
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COUNTRY COTTAGES

Two player strategy game with
‘Landscape Creation’ — a
revolutionary concept in computer
graphics giving an infinite number

of different scenic views. Buy, sell
DAMBUSTERS and let, and become a property

Guide your bomber carrying the tycoon but beware fires, burglaries
famous bouncing bombs towards and disgruntied tenants.
the enemy’s dams, Release tha :
bomb at exactly the right moment : \
and see it bounce towards its

target but beware the deadly
flak — Good hunting!

;'J , »

ASSIGNMENT EAST

BERLIN

“0.K, lceman here's your mission.
Somewhere among  seventy
locations are a number of items
vital to Western security — find
them and bring them back to
Checkpoint Charlie. Your time is
limited and you will face many
deadly dangers. Is the blonde an
agent or a double-agent?” An
adventure game requiring maore
than average skill to complete
successiully,

STERLING SOFTWARE,

GARFIELD HOUSE,

86/88 EDGWARE ROAD,

LONDON W2 2w,
Tel: 01-258 0066

STEALING SOFTWARE 15 A DIVISION OF STERLING PUBLICATIONS LIMITED

COMMODORE 64
ORPHEUS IN THE UNDERWORLD

How long can Orpheus survive the terrors of the
Underworld? In his search for treasure he will
encounter deadly fireballs, lethal birds, rolling
boulders and worse. 120 different screens of I
hair-raising terrors. A gripping arcade/adventure
game where your only defence is a steady hand &
and a strong nerve.
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here’s no doubt about it, the autumn games bonanza is here.

Lashings of wonderful new programs have flooded the office,
and — as we predicted last month — the craze of the season is
arcade-adventures.

Four major releases of this type have hit the Spectrum almost
simultanecusly — one of them, Pyjemarama, is our stunning
game-of-the-month, while two of the others we've made PCG hits.
And if Spectrum owners don't want to spend hours exploring
different locations, they could always spend hours playing Combat
Lynx, the remarkable new helicopter simulation from Durell.

BBC owners have just as big a thrill with the release of the
incredible Elite from Acornsoft. It's a vast space exploration/
combat/strategy game with super-fast 3D grophics. We agonised
over whether to make it game-of-the-month, but in the end its price
— and uncertainties about the cossette version — just told against it.
An Electron version is coming soon.

Commodore 64 owners can choose between Svicide Express—a
brilliant re-vamping of Loco; Trollie Wallie — a scrolling musical
platform game; and Storm Warrior — a thoroughly original
program featuring sword-fighting.

Meanwhile Draogon and Vic owners aren’t out in the cold. We're
delighted this month to hove found new hit games for both
machines, along with several other promising releases.

Don't forget — all ratings are out of 10 and all PCG hits are out
of this world.

GAME OF THE MOMNTH

Pyjamarama (Spectrum)

HIT GAMES BBC

Elite (BBC) 44  Space Station Alpha [
Strongeloop (Spectrum) 46  Uncle Claude 64
Storm Warrior (Commodone G4} 48 Paranoid Pete (o7}
3 Trollie Wallle {Commodore 64) 52  Torokk the Conquercr G
: 56 Smaosh'n'Grab (1]
b 80 Suicide Rebal Draids s
Cashman {lrogon 32) 48 Wonder Warm ]
I Psytraxx (Spectrum) 72 Gotecrasher &8
Combat Lynx (Spectrum) 75 MrWiz (=t
Kokatoni Wulf (Spectrirm) B1 Metaor Mission &9
COMMODORE 64 vIC 20
Roomiord 44 Bamber Mission &0
Astro Chose 48 Rupin Buedh &0
Guordian 48 shamus &0
'c_:“v";:' ; 52 Wunda Walrer a2
Flip ond Flop 52 Galaxia 2
Daley Thompaan's Decath lor 56
Mystic Mansion 56 0":
SPECTRUM Trick Shat 70
The perils of Beor George 72 SuperFrui 0
DeltaWing 72 Backgammon 70
74  Chess 70
74 Droughts 0
B3
., DRAGON
Turtle Timawarg g3 Fury a4
Black Howk 83 Demaon Seed A
Braxx BlyH g4 TimeBandit &8
Hyperaction a4
Danger Mouse in Double Trouble 84 EL‘“““
Avolon B84  Felix and the Fruit Monsfers -]
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GAME: ROOMLORD
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: PARAMOUNT £6.95

This is the sort of game that will have
you frustrated, infuriated and downright
crazed but you won't be able to put it
down.

In a four-level, 16-room mansion you
have to collect the family heirlooms, one
from each room and then get out again.
Only 16 rooms, | hear you cry — it
sounds easy. But unless you have great
timing and lightning reflexes you will
find it anything but easy.

A floor plan will show you the first

four rooms and you can enter any of
them. Even at this stage you must take
care since you can only touch the
treasures and the exit signs: everything
else results in your downfall.

Each room is a deathtrap of dangers
lying in wait for the unwary. The most
hazardous problems are pulsating pink
dots which disappear for very short
periods allowing you past. One slight
miscalculation and the dot will appear
in the middle of you and it's bye-bye
Roomlord.

Monsters shuttle up and down in
most rooms but they always follow the
same routes and you can shoot them
with a magic star. Moving barriers and
the lethal walls also bar your way but

room layouts are always the same.

Each level has a time limit in which
you must complete all four rooms but
every time you lose a life it is restored.
This means that while trying to be very
careful not to touch anything you also
have to hurry to collect a healthy time
bonus at the completion of a level.

If you can make it to the last room you
will receive the Golden Trophy from it,
but I guarantee there won't be many
trophies had without much persever-
ance and cool-headed action.

The game allows you to determine the
number of lords, skill, volume, players
and extra lords vourself. So you can
make it as hard as you like — it is never
easy. Jeremy Fisher

Join the
new Elite

The first thing you'll notice when you
get a disk copy of Acornsoft’s latest
release Elite is the size of its packaging.
It’s big. Open it and you'll find a colour
poster, a function key strip, a chart, an
entry form for the Elite competition, a
65-page flight manual and a 50-page
book.

The book is a short but gripping sci-fi
novel called ‘The Dark Wheel'. You
don’t actually need to read this book to
play but it helps to set the scene. The
flight manual, you definitely need to
read because Elife is a hideously com-
plex but absorbing strategy/arcade game
and you wouldn’t have a clue until
you've read it thoroughly. Let me ex-
plain.

You are in control of Cobra Mk-III, a
highly manoeuvrable, medium-range,
medium capacity fighter/trader. As you
fly around between the stars trading
various goods, you'll live with your
i:ombat rating. You will begin as Harm-

€55.

If you survive your first skirmish, you
may be reclassified as Mostly Harmless
but on the slow climb up the status
ladder that reflects your growing talent
for combat, you will have to engage
many different ships in many different
skirmishes in the system space of diffe-
rent worlds.

You will be classed as Poor, Average,
Above Average, building up to Compe-
tent, Dangerous, Deadly and finally

he only thi
¥ thing that coy|
h L Fcould stop g
uun:vners buying this game s fheﬂc
Aunting mass of information th

¥Yourself PJUUQEd
game sean

i’ r_f?pfions mean that it hes
nterest — indeed

: ou
from exhaustion bef::r; you

fu_nfusli-: lasti
might drop
Put it down .

Goodb
ye Eart
1o fly o the Sic:sr, hbound Mortals, I'm off

Bﬂb Wude

Elite. These ratings do give an accurate
description of your ability to play the
game.

You begin on a planet in one of the
eight galaxies and must decide which
planet to travel to in order to trade. Your
choice (which is made on a detailed
map via the cursor keys) will be in-
fluenced mainly by your fuel status,
political profile and the inhabitants of
your destination planet.

Unfortunately, during your voyage
across space, you are likely to be attack-
ed by countless numbers of pirate ships
who will blow you into a million piec_cs

PANELPOINTS

¥ '.he Price. This js g
aving up for —
than twe or three oranur';- Beebb;c:::;
r 3.

quiet yeqr,
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your hands
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mething which wil| absorh
e ro you for

that BBC
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—you'll find that it will take a few goes to
get the feel of the controls.

All the arcade action — zapping alien
ships and docking with space stations —
takes place in the most breath-taking 3D
graphics I've ever seen. The way in
which the missile seeks its prey and
twists and turns after the helpless victim
is a joy to watch.

On the strategy side, there is the
trading by which you can equip your
ship with awesome weaponery such as
ECM systems, pulse lasers, beam lasers,
energy bombs (which simply destroy
everything in sight, equivalent to smart

GAME: FURY
MACHINE: DRAGON
CONTROL: JOYSTICK
FROM: MICRODEAL, £8.00
This is a version of Time Pilot from the
arcades. It's definitely above average for
the Dragon. but 1 had one or two
reservations.

Firing and flying in only eight direc-

tions was a bit limiting, and 1 found the
display rather hard on the eyes after only
a few minutes playing. This is a bit of a
drawback because the pace of the game
is quite fast and vou need a steady eye if
you're going to avoid collisions with
your opponents.

Your bullets don't go very far either so
you have to do a lot of manouevring
which adds to the eyestrain and makes

the game rather tiring to play. These
quibbles apart, however, I reckon I'd
load up this cassette pretty frequently.

Steve Cooke
GRAPHICS 7
SOUND _ 5
ORIGINALTY 3
LASTING INTEREST 5
OVERALL &
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Screen Test

hen you first look i
. ot this game, yo
: think = Ohno, Pac-Man. But It'l:'}r g
gnv;hyou anice surprise. |i's great!
© opening music puts youina
ood
$:nd to sto[-t the'game_. not like sog'n:of
. oc nerve-jangling, off-key tunes found
in lesser games,
% Tgen, You are given lots of options to
. Startled by the opening screen and
strange rendition of Greensleeves s
go for the off button, But wait '.'.Iln*cgmI|
You've entered g ittle
St ne of the little mazes, all
The graphics are good,

th i
very playable (even add il

Fcﬁvei} and

PANEL POINTS

you're sat there for hours.
Samantha Hemens

sprites are large and v
and rha: bursts of music, ul!hc:;{gszgﬂf
are varied and entertaining. i

Steven Filby

] OVERALL
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bombs in Planetoids) and so on.

If you want, you can get rich quick by
trading in contraband goods and des-
troying innocent ships. But then you'd
better watch out because the Police
Vipers will be onto you.

Unfortunately it would take too long
to explain all the details of this vast and
| sophisticated game (there are eight gala-
xies each of which contains 250
planets!!!).

The presentation is well up to the
usual Acornsoft (pre-JCB digger) stan-
dard with all the usual features includ-
ing freeze and sound on/off.

You might have withered at the sight

-

Front View

GAME: ELTE
MACHINE: BEC B

CONTROL: KEYS' JOYSTICK

FROM: ACORNSOFT, £14.95

[ GRAPHICS

CIRIGINALITY
LASTING INTEREST

OVERALL

of any of the big exploration ?amas, Atic
Atac, Sabre Wulf, Jet Set Willy and Quo
Vadis for example, but since the data
files for the planets in Elite are loaded
from disk as they are needed, you don't
have to make do with the titchy memory
capacity of the Beeb.

GAME: DEMON SEED
MACHINE: DRAGON 32
CONTROL: JOYSTICK
FROM: MICRODEAL
A very impressive version of Phoenix
with some infuriatingly difficult waves,
just as hard as the arcade original.

Like the other Microdeal games it

allows you a choice of playing colours:

£8.00

Elite is vast, complex and very, very
ahsorhin;. I've got bulging, red eyeballs
from staying up into the early hours but I
don't care. I'm going to continue playing
until I'm ranked Elite ... or at least
Competent ... or even Average ... Buy it!
Shingo Sugiura l

black, buff or green. The attacks come
in two types of wave, the small swoop-
ing birds and the large ones which hatch
from oscillating eggs.

Your base at the bottom of the screen
has left/right movement and an added
shield to make it invulnerable when the
joystick is pushed up. This takes time to
recharge though and you cannot move
while it is on.

=
The action is smooth and the explo-
sion as your base goes up in smoke is
very gratifying for the aliens. Bob Wade

GRAPHICS 7
SOUND __ NONE
ORIGINALITY 1
LASTING INTEREST 2
OVERALL =]
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Robot
factory
runaround

Okay readers, so Virgin have produced
a couple of dodos in the past, but
Strangeloop .... well, welcome back
Virgin, all is forgiven.

Flex your trigger finger, gather your
mapping materials, and prepare to do
battle with one of the most challenging
arcade adventures on the Spectrum.

On a planet far beyond the reaches of
even British Airways, trapped in a robot
factory of no less than 240 rooms, stands
a noble space-suited gent intent on
making his way to the dreaded Control
Room and defeating the aliens who have
taken it over.

You control this courageous ani-
mated figure and must guide him
through the different rooms, while blast-
ing the obstacles therein, solving puz-
zles, dodging other sprites, and trying
not to use up too much oxygen.

The main playing area shows the
room you're in, complete with grabbing
mechanical jaws, spinning fragments of
industrial waste, conveyor belts, com-
puters, or whatever.

Bottom right of the display is a map of
the surrounding rooms showing their
entrances and exits, together with a
‘compass’ that gives you some idea of
the direction in which you must travel to
reach the Control Room.

Bumping into other sprites punctures
your space suit, resulting in one or more
leaks which you can mend (automati-
cally) with your limited supply of patch-
es. Once you run out of patches vour

what
c':l'e'rnere aren’t that many

but some are

and trying fo deci
them in and how .
zzles to solve,

E IS*TH|!
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GAME: STRANGELOOP [GRAPHICS

MACHINE: SPECTRUM 48K _

CONTROL: KEYS
FROM: VIRGIN, £5.95

e
S e s e fu!‘gt-‘:f_—'_‘l‘:a‘_‘t':";t

POCKETS
SCORE

s imim i e

® Zany uction and puzzle solving — but don’t use too much oxygen

@ This robot factory has 240 reoms!

suit begins to lose oxygen rapidly and
unless you can either find more patches
or visit the hard-to-locate repair room
you’'re headed for the galactic graveyard.

One of the characters you meet is a
robot who offers to mend your suit —
only you need to pay him some money,
which you have to try to pick up in
another screen.

A status panel tells you how many
laser charges you have left, your fuel
status if you've succeeded in finding and

some pPeop mounting your space-bike, and an in-
y satistying. \ s'ﬁ:::-mg' butevenon @ ventory of the objects you've collected.
his game i heir previous sttt 15 the “"":'gr:‘asp level it's There aren’t many objects to pick up -
: epfishs i shoot-'em- bout fifteen by my count — but every
jike most of their b about fi y my : ry
“:_‘:__;“m*ggme. | of detail @ e"'e”mn:l?‘g;me‘lhismbneohheﬁd one is important and they're scattered
:h ught. ! superlotive Ovm:,d ntures in the curren'fﬂ‘ far and wide. You won't finish this game
l;’-r,-, oughout, graphics av€ péonnnl is arcode-acve Virgin, congratulations in a hurry even when you know where
T ;nund is well imp! B'*‘." \here's o fhese releases: VIFGT oy oo pnderson everything is.
good, but ifsap! Strangeloop is a really great game to
h'rhwk option (there are 190 '-ﬁw , Il guttheirudtﬂge‘h“' play. Even though there’s no joystick
. ke this possible). Virgin have rea’y 871 1o have areal ti define your own keys
coﬂ"ﬂ""‘e‘-'"m“"“ragmmlshﬂ“ba ek with this g.urneul"ld iocnd o Updwllltlhyou}ﬁ;: ct' € yo 3 bl‘ndinglg,'r
is is one P tric ir hands. and althoug € action 1sn 1
!'Bu::;::- a long fime. ey best sgtler'ﬂ; -u-;'ml'“ure is the mode o{het fast it is smooth and easily controllable.
e if you know e urt‘.ﬂ‘ :nd this is one the bf"t: My only quibble is that quite a few of
hccard'm'a“-"“r'rg""‘mr-am :.,-_ i still ﬁwmommnmgl touches like your :": the rooms are featureless save for the
xactly how 1o solve this 90 s'l:'\l:lu ith many ik l,,bzkaund the machinery inevitable industrial waste. Still, that's
e | HOURS of crossié, & oogee: what your fire button’s for, isn't it?

If this is a representative example of
Virgin's ‘new generation of games’ then
I'm converted For once the Mega Hyp-
er of the software industry has some-
thing really worth shouting about

Steve Cooke
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GAME: ASTRO CHASE

MACHINE: COMMODORE 64

CONTROL: JOYSTICK

FROM: STATESOFT, £8.95 CASS,
£10.95 DISK

Saving the earth is one of my favourite
spare time hobbies, particularly when
there's a smooth-scrolling solar system
in which to doiit,

The Megardians are trying to exact a
fearsome revenge on Earth for a centur-
ies old defeat. They have set an attack
fleet of fighters and mega-mines upon
the planet to destroy it. The mines home
in slowly but surely and one impact will
destroy us. Meanwhile, highters try to
T e e L W

distract your lone craft from its mission
to blow up the mines.

Each of the 34 levels or chases has 16
mega-mines and numerous fighters of
different capabilities. Your craft is
equipped with a laser cannon and
shields to protect itself.

You are trapped in a force field round
the planet and collisions with this or
with any of the planets, stars and moons
inside it, will deplete your ship’s 1000
energy units. Firing your laser or putting
up your shields at one of the yellow
depots will also reduce your power.

The mines close in from outside the
force field and are small and difficult to
shoot. However, independent fire and
movement mean that you can blast away

GAME: GUARDIAN
MACHINE: COMMODORE 64
CONTROL: KEYS, JOYSTICK
FROM: ALLIGATA, £7.95

Looking at the screen shot, all you
hardened games addicts will realise that
Defender-time is here again. Yes, Alliga-
ta have improved their range of software
considerably in past months, and with
Guardian that trend continues. It's a
straight arcade copy, but succeeds
where many conversions fail, as speed
and addiction are still evident.

The basic idea of Defender is to patrol
a planet surface inhabited by huma-
noids (one-legged by the way!) who are

under attack from jellyfish-like Landers
and numerous other alien growths. If
the Landers abduct a humanoid, it is
your job to stop them reaching the top of
the screen.

If one does, it then turns into a fast,
vicious Mutant which is intent on des-
troying one of your three lives. Fortu-
nately your ship can fire lasers, move
bi-directionally using full screen scroll
ing, warp, AND use three devastating
smart bombs. Phew!

The graphics are almost exactly the
same as the arcade machines’ but with a
dash of colour added here and there.
Above all, the movement is smooth and
fast: just watch those Mutants go!
However, although all this is very laud-

EEIIDIHWIIDIHWIIDIHWIIEIHI
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@ Deflecting the sphere past the guoardian

| GAME: STORM WARRIOR
 MACHINE: COMMODORE 64
| | coMTROL: JOYSTICK

I | FIDH: FRONT RUNNER £7 90

| [GRAPHICS
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® Deadly scarpions and barbarian guard

Storm of
death

Step forward those brave in heart and

- 1
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in different directions to that of your
ship. Control is hard since you continue
in your direction of thrust but you get
used to it.

The enemy ships come in many diffe-
rent forms depending on the chase you
are on. They either try to ram you or
blast you down and some have the
ability to pass through planets or travel
at twice the normal speed.

The opening sequence and the game,
are in brilliant detail and it's a joy to
move about the scrolling space land-
scape. But the spaceships are a little
crude.

Concentration is essential and the ac-
tion gets hectic enough on the higher
chases for anyone. Bob Wade

able, the micro is capable of mare.

The sound is the perfect match for the
graphics, and conjures up the ‘arcade
feeling’ during the game. It also adds
rather than detracts from the zap, even if
itis alittle scant at times.

All in all, Guardian is extremely
addictive and a necessary buy for any-
one trying to assemble a decent arcade
copy library.

At least there is a Defender on the '64
that really challenges BBC Planetoids.
By the way, you'll need a joystick. It's no
fun untangling your fingers after a game
using 7 keys!

Richard Patey
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mind to take on a crusade against evil,
oppression and the forces of darkness.

Your quest is to destroy the sacred
skull, but in your path lie many chal-
lenges of skill and strength. There are six
stages to this graphic adventure and all
of them present varying threats to the
budding storm warrior.

The first task is to deflect an energy
sphere past a guardian, using your
flashing light lance. The sphere glows
white when struck and has to reach the
light barriers above the leaping guardian
for you to progress to the next stage. The
guardian can shoot energy bolts when
the sphere touches the floor and will kill
you if you are in contact with it.

Moving up the light curtain that
appears will take you to the Bridge of
Eternity where you must fight a barba-
rian. These are very difficult to kill and
must be struck under the arm when they
raise their lance to strike.

In this stage and the next two you
carmnot die but the loss of a life will
return your score to zero and leave you
with only one life. The light carpet
obtained on the bridge takes you the
Island of Doom through flocks of storm
birds who try to carry you off.

Striking downwards kills the birds but
being carried away three times loses a
life. Once on the island you descend the

w;e have here - amazingly - a new

concept, and I'm all for or iginal
games. Storm Warrior does indeed occur
IN o storm and the realistic forks of
lightning and rumbles of thunder really
add atmosphere to the game,

The figure and opposing nasties are gl
well animated and when you finally lose
all your lives the green skyl| really jumps
out at you from the TV,

The music on the game can become
monotonous, but the sound of your
swords clashing as you tight for your life
while storm rages around you, is great.

Playability is very important factor
and this game, once mastered, can be
fun. However, some people could get
frustrated during swordplay as this part
of the game is particularly difficylt,
Samantha Hemens

Shaft of Darkness where bats, demons
*and boulders try to slow you down and
costs you lives.
The next stage is the most testing with
a multi screen cavern to get through in
which scorpions, barbarians and energy
clouds bar your way in a platform game
scenario. If you can survive this you
have the hardest task to face.

= o
Thlslone has a really different feel toit.
Hcvnqg 1o use a sword means the game-
play is very unusual — o refreshing change
from hammering fire buttons, although
there’s no shortage of fast action.

There aren‘t as many different screens
08 some recent releases, but the ones
there are are gl very different, | don’t .
think anyone will get bored with this one
quickly, Chris Anderson

ISwordplay is the thing to get the hang of
}T r!:sjame, otherwise you will be

acked into o crumpled heap y i
il p under a rain

The different stages provide real

variety as you progress through the
game. Once you have gat the hang of
k|Hmlg your duelling opponent it is
passible to see mast of the gome and then
develop your skills. Steve Cooke

In a weightless arena you have to use
your lance to bounce yourself off the
walls to strike at the skull in the centre
of the screen. It will defend itself. . .

There is lots of original thought in this
game and the ability to progress through
many stages even though you may be
losing lives means it is playable as well

as challenging. Dob Wde
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Now Trashman is a great British success
he’s ready for international stardom — and vou can help

him on his way around the world. Our hero has the tall

order task of cleaning up every major litter spot around the

globe. Scooping up flowers thrown into the bull ring by matador

fans in Spain, collecting the tissues of the faithful as they sob by

Jerusalem’s Wailing Wall, picking up coconuts from a palm beach in

Samoa and collecting the empties at the German beer festival

(Trashman still likes his tipple!) are just some of the challenges that

make up Trashman’s task.

_ Of course, your skill can help our hilarious hero to complete the

necessary litter collection at every location, so he can earn the money to

Sindau Interface 2 Pmtekmf
e 48K Spectrum tod

Selected titles of New Generation Software
are available from your local computer
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GAME: HAVOC

MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: DYNAVISION, £9.95

Dynavision 1s a new company and also
the name of a new programming techni-
que. The two come together in Havoc, a
quite remarkable jet fighter game
Zaxxon is the first word which passed
evervbody's lips when they saw this
game, but such a sweeping statement is
unfair and for the most part untrue.
Your mission is to fly through numer-
ous sectors trying to shoot down the
cruise missiles that are launched at you.
If ten missiles get past then your home-

land is destroyed. Other hazards are the
bombs that fall from the top of the
screen and the aerial mines that appear
if you hit enough missiles.

Destroying missiles is tricky since you
scarcely see them coming. Luckily,
there’s a rumble of noise to put you on
your guard, ready to swoop to attack the
oncoming cruise. The more accurate
you are with your fire the more bombs,
missiles and mines appear. Thus the
game adapts itselfl to the skill of the
player automatically.

There is no height gauge so altitude
and positon have to be determined by
the shadows of objects. This is an
acquired skill but works well once you
arcused toit,

Each time a cruise gets past you it
results in temporary loss of control.
Each bomb dropped, heralded by their
looming shadows, throws you off
course. Collisions with missiles or
bombs cause you to gradually lose more
and more control but hitting a wall is
immediately fatal.

The wvarious sectors are the most
impressive part of the game with Dyna-
vision providing fantastically smooth
scrolling pillars and walls. You can
actually fly behind these in brilliant
perspective.

The excellent graphics are hopefully a
sign of things to come and the first
person to finish Havoc deserves more
than just a medal. Bob Wade

TR
GAME: FLIP AND FLOP

MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: STATESOFT, £8.95

In this highly entertaining game that
started life on the Atari micros in Amer-
ica, you control Flip the kangaroo and
Mitch the monkey as they try to escape
from the evil clutches of a zoo keeper
and his net. Flip and Mitch are desper-
ate to leave the zoo and meet their circus
tfriends once again.

The zoo is a garishly coloured multi-
level grid, complete with ladders, ‘sticky
squares’. and non-coloured squares
which the two animals have to step on

N A T . W

in true Q¥ Bert style. On the odd num-
bered levels of play, you control Flip, the
beautifully drawn kangaroo; on the
even numbered ones Mitch is the cen-
tral character. There is a twist though,
literally, as the grids are flipped upside
down for Mitch, and he tackles it in true
swinging fashion. Eat your heart out,
Tarzan!

When all the blank squares have been
flipped’, action progresses to the next
level. Despite this relative simplicity,
addictive qualities are undeniably pre-
sent. However, if you leave the grid or
touch the zoo keeper or the net, that is
it! One of your five or more lives
disappears.

The grids are always larger than the
screen and so omni-directional scrolling
is needed every now and then, but it’s
smooth.

Any of the first 13 of the 36 reflex-
testing levels can be selected at the start
— useful for practice. And as a small
bonus, after every fifth level a ladder
appears which Flip uses to climb down
from the zoo and meet his circus friends:
a fun intermission that gives the player a
chance to rest and sit back for a little
while.

The idea draws on many classic games
but Flip and Flop is designed so that it is
truly original. This game is certainly not
Richard Patey

o[PICIG[o|HI[ TyA¢PIC

Carryon
shopping!

Shopping is fun. If you don't believe me
then try this game — it's Tesco's and Jet
Set Willy rolled into one.

As Wallie you have to trundle round a
supermarket and collect 40 items which
have to be taken to the cash desk and
checked out. The problem is that you
can only carry five things at a time and
getting to and from the cash desk is less
than easy.

The supermarket has many levels and
in the best traditions of platform games
has lots of obstacles to overcome. There
are no individual rooms, it is just one big
maze of platforms to be explored — the
screen reveals only a small part of the
maze, as you move, the picture scrolls,
revealing a new section.

You start at the bottom left of the
store and the cash desk is at the bottom
right. You are blocked in at the start and
have to flick a switch to make a wall
disappear. This trick is also needed at a
later, more testing stage, to open
another barrier.

Having escaped you need to try and
locate the cash desk which is difficult to

stounding! Incredible!

Turn up the volume and fantalise your
eardrums with the most melodic tones

pumpkin-like star of Wheelin Wallie
returns in a new, incredibly demanding
role, in what for me is one of the best
releases for the ‘64 this year.

¥'s not o game, it's o mind-blowing
experience! The graphics designer,
Claire’, must be given o special mention
for the sheer variety in the various nasties
and objects which Wallie has 1o collect.

The best thing about this game was the

music. Brilliant — I could have sat and just
listened to it all day.

Not that the game itself isn't hugely

get to but will have to be visited at least
eight times.

Along the route many dangers lie in
wait for Wallie, who looks like an
orange on legs and jumps further than
Carl Lewis.

White barriers will move up and down
while green ones flash on and off — both
are fatal if touched. Monsters prowl

AUnbeIiemee! What more can | say?

ever squeezed out of the SID. Wallie, the

Fraser Marshall leaps.

sense of detail, byt scrolling is smooth.

annoying, but the music pushes you on to
.search yet deeper and further,

enjoyable. With its slides and ladders
Waillie has a real job on his hands. There
are also some nasties to contend with —
perhaps theyre other shoppers. I'm not
sure that I'd like to meet them when
getting my groceries,

Samantha Hemens

An!ath&r "Wallie’ game from Interceptor.
This one is very similar to Alligata’s Son of
Blagger, an eight-way scrolling Manic
Mrngr. except this one is, I think, much
easier. There are very few baddies and

My primary problem was timing my

Graphics are pretty ordinary in the

Death returns you to the start— .

Simon Chapman

around in some sections, but fortunately
they follow simple set patterns and are
easily avoided.

You cannot even trust the floors since
they are sometimes coated in a deadly
green fungus, which also grows on the
ceilings. Moving walkways and con-
veyor belts move you about the place
and floors can disappear or appear
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. | PANELPOINTS
loved the graphics on this one, but

I'd only recommend this game fo
someane with a lot of perseverance anda
knack for games such as Zaxxon and
Fortress,

wasn't so sure about the playability,
The plane is not that easy to handle and
seems very slow in responding to joystick
movements,

One great idea is the gauge of your
skill at the game — the better you get, the
harder it gets, However, if you make o

lucky hits on the missiles, watch oyt!

Your plane makes a sort of whaooshing
noise which is replaced by a weak ‘blip’
whenever you fire. Another criticism is
that it's only possible o see whether you
are on course for a gap in a wall by your
shadow,

Havoc has some of the finest graphics
seen fo date for the ‘64 and terrific
gameplay,

Do yourself o favoyr — buy this game.
You'll need o good joystick tao {one that
handles diagonals well) — then have o
dedicated blitz ynti| you are hooked,
Believe me it won't be long,

Screen Test

Samanthg Hemens

Tony Takoushi

A Il this bouncing and swinging is

enough to make you ill —
particularly when you suddenly have to
change your perspective from right way
Up to upside down,

Ireally liked the game and think it's o

step up from Q*Berr. Control is o little

ifficult to get used 1o but the game is
easy enough early on for ¥ou to perfect
your technique,

The animation is not very goed but Flip
and Mitch are Very cute. A decent joystick
is essential so that youcangetahangof gy
the movement, or youwill be falling
through space much to often. Bob Wade

—/ PANELPOINTS

The striking things about this game are
D perspective — and originality,

refreshing new twist_

The graphics were excellent, especiall ¥
the jumping of Flip the kangaroo, 4 nice
touch
fop complete with the big wheel in the

ckground,

Flip and Mitch are so realistically
depicted you can almost smell them. But
frying 1o control these choracters takes o
bit of practice.

I found it lacking in playability.

was the interlyde scene of the big

Fraser Ma rshall
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® Wowld you shop in a place like this?

th your feet. :
beﬂ? ngt all bad news though since

i €
le slides and ladders help you moy
ap:ul;End and the conveyor belts can aid
hinder your progress.
25%"}?;] zfuslilz‘. unylht: game is excellent
and though it has some cf' the .‘.a'l';l]l.;
tunes as Loco it adds some of its own,
from Jean Michel-Jarre. You are guaran-
teed to get wrapped up in both the tunes
d the game.
an&dmiﬁedly it’s another platform game
but it's a good'un and plenty big enndu_gh
and tough enough to keep you spending
the housekeeping. s

ﬂﬁﬁﬁﬂﬂﬁ*ﬁqu_

GAME: TROLLIE WALLIE
MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: INTERCEPTOR, £7.00
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GAME: DALEY THOMPSON'S
DECATHLON
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: OCEAN, £7.90

On your marks, get set, GO! Daley
Thompson, Olympic gold medallist and
Lucozade drinker, leaves the blocks, the
reassuring thud of his spikes pounding
the track. But this isn’'t the Olympic
Games - it's the new sports simulation
from Ocean, probably their best game to
date.

Once the game has loaded — using a
suberbly colourful and musical turbo-
loading sequence — blue shorts and

white running vest, waiting anxiously
for the 10 muscle-straining events to
begin. All 4 track events involve mer-
cilessly rattling the joystick from left to
right to increase Daley’s speed.

In the track events Daley runs against
an opponent, Is it Jurgen Hingsen?
Well, even if it isn’t, Daley is given a very
tough run for those medal-winning
points.

The field events require you to press
the fire button at the optimum moment.
For example, in the discus, javelin, long
jump and shotput, you must do so when
Daley is as close to 45 degrees from the
ground as possible.

The pole vault and high jump are
similar in many respects, both events

GAME: MYSTIC MANSION
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: U.5. GOLD, £9.90

Mystic Mansion loads in an amazing
1%z minutes. This is quite a feat con
sidering it consists of 10 levels of 6
rooms each!

You take the part of Whitecap the
ghost. You must visit all the rooms in the
mansion in search of treasure, avoiding
the other mysterious creatures who live
there. This sounds a bit like a Manic
Miner type game, but actually it is an
arcade adventure.

In each room there is a problem to
solve. Whitecap can change into a gun,
magnet, hammer, shovel, key, torch and
two mystery objects. You must work out
which ebject to turn into and how to use
it to get the treasure. Since every one of
the sixty rooms has a different problem
to be solved it is quite entertaining at
first,

The arcade side of the game, however,
is less of a challenge. In fact it is
extremely easy to master. So, once you
have solved a problem for a room, it
doesn’'t offer much more interest.

It is possible to go up a level without
solving a problem, but you'll find that
your score is zeroed.

——

@ The Suicide Express zooms through o futuristic landscape
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GAME: SUICIDE EXPRESS |
MACHINE: COMMODORE 64
CONTROL: KEYS, JOYSTICK
FROM: GREMLIN, £7.95

GRAPHICS

| ORIGIMALITY
LASTING IMTEREST
OVERALL

New games by Tony Crowther are be-
coming major events, and Suicide Ex-
press is no exception. The story behind

.
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needing several presses of the fire button
at key moments. In the field events,
timing and speed are crucial and mas-
tery of both are vital for success.

To add atmosphere, there are various
ad hoardings alongside the track with
genuine adverts on them. Above the
track and field sit the crowd, who

‘ applaud madly whenever Daley does
well. However this is about the only
sound except for the sporty tune played
in the loading sequence.

If you buy this game you'll want to
enter Daley in competition after com-
petition. It's not quite as good as Activi-
sion’s Decathlon, butit's £2 cheaper.

Fraser Marshall

The graphics are simple. You just
have an over-view of each room, but it is
adequate for the game.

Whitecap moves rather slowly but
with eerie animation on his ghostly
presence as he drifts about the screen
wagging his whiter than white tail.

His slow movement can become
annoying though if you have to start
every time on the easier screens.

The adventure side of the game is very
good. I am stuck in the ‘You have to
work on this one' room. Well 1 did, for 3
hours, and 1 would be grateful if some
one could let me know how it’s done!

Steven Filby
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Crowther used to work for Alligata
and earlier this vear he sold them Loco,
our July game-of-the-month. Then, after
a disagreement, he switched to a new
company Gremlin Graphics.

So, since he receives no royalties for
Loco, he's created a new version for
Gremlin — same basic idea, but altered
enough to give the game a completely
different look and feel. Instead of a
steam-powered  engine  chugging
through stations, you have a gleaming
ultra-modern  super-train  zooming
through a spectacular futuristic land-
scape.

As in Loco, the top half of the screen
shows a large side-on view of the train
while the bottom is devoted to a scroll-
ing map of the tracks. This shows where
you can collect ammunition, warns you
of trains heading your way, and of
fighter planes and hovercraft trying to
stop you from getting away.

The reason they're determined not to
let vou escape, is that you happentobea
criminal on the run. These threatening
craft will appear on the top half of your
screen whenever they get close enough
to be dangerous — which is pretty often.

As always on Tony's games, there's
superb music, this time lifted from Sky.
It accompanies you along the track
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bleep which means you've got too much
ammo and are about to explode.

If you don’t manage to off-load some
of it your express comes to a violent end.
The faster you travel, the more likely you
are to collide with an oncoming train.
However, if you travel slowly it is just as
likely to be suicidal, because you get hit

Sound and graphics throughout are
brilliant and it even has speech at the
beginning and end of every game. Your
score is zero, zera, one, five, nine, six,
zero intones a throaty voice.

So, if you like travelling by train, buy a
‘ticket for the Suicide Express!

Samantha Hemens
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GAME: BOMBER MISSION
MACHINE: VIC 20 + 16K

CONTROL: JOYSTICK, KEYS

FROM: COMMODORE, £4.99

‘Tally-Ho chaps! Bandits at three
o'clock, bombs away!. Well — perhaps
not, and anyway, a handlebar mous-
tache would only get tangled up in the
joystick cable.

Theidea in Bomber Mission istotake
off in your fighter-bomber, fly to a
pre-selected enemy location and wreak
havoc and destruction by dropping your
pre-selected payload on them. Be
warned though, this isn’ta flight simula-
tor. There's no runway display.

First you must choose a target and the

appropriate weapon to destroy it from a
list. At this point, you are shown the
performance margins of your aircraft,
offered a tour of the cockpit, and told
how much time you have to take off
before you are attacked. On some occa
sions though, this time was much too
shortand I prematurely bit the dust.

Anyway, if you manage to reach 120
knots and get airborne it's a matter of
staying on the correct heading, which
isn't casy.

Just as you're getting confident, you
are ‘attacked’ by enemy fighters (in-
verted letter T's). You can aim at them,
just wait for them to cross your gun
sights. Beware though, the T's can shoot
back. Suffer too many hits and you can

start reaching for your ripcord!

Assuming you manage to bomb your
target and land back at base (which just
involves reaching zero altitude with
your undercarriage down) you are de-
briefed and praised or otherwise on the
success of your mission.

There weren't many graphics at all,
just the rudimentary cockpit made up
from standard Vie characters. The rest
of the game, except the enemy fighters,
was purely textual readouts.

The sound wasn't bad. The hum of the
engine was realistic, as was the firing
of the guns, The explosions, though,
weren’'t much better than the one in the
Vic manual. Some may enjoy it, but I
thoughtitabit tedious. Jeremy Fisher

Skt

T
GAME: RAPIER PUNCH
MACHINE: VIC 20 UNEXPANDED
CONTROL: JOYSTICK

FROM: COMMODORE, £4.99

Many games nowadays don't live up to
their well-written instructions and this
one is certainly a case in point,

You are the ‘brave knight' (yawn)
standing in the centre of a darkened
room. Your objective 15 to collect the
treasure chest which is placed in a
random location.

As you move around the room, areas
mystically light up and reveal their
contents. These come in the form of
spinning crosses, barriers (these resem-

ble old fashioned washboards), dragons
iwhich resemble animated letter Cs)
and dragons’ eggs. The latter walk
around bumping off any brave knights
who happen to hovver (your character
has no moving parts) in their path.

You are armed against these with 25
daggers and a rapier. The daggers are
thrown or fired in the direction your
character is facing, but you have to be
careful not to hit an egg with one of
these otherwise it turns into a fully
grown so-called dragon and starts
shooting bullets at you.

You can also run the bounders
through with your rapier when a tone
sounds. This mind-numbingly repetitive

tone was the cause of much annoyance
in my family.

Should you manage to collect the
treasure you are rewarded with another
room. There are 100 in all which sounds
great; unfortunately they all look the
same.

When you lose one of your three lives
the areas of the room you have visited
flash and a tombstone appears with a
sound like that of a door being locked.
It's a great pity that this is the only
decent bit of the whole game. It had the
same lasting interest as a game of
noughts and crosses on a ZX81,

Come on Commodore, you can do
better than this. Simon Rogers

Shamus stuns
the Shadow

Now, here's a good game. Shamus, the
hard-boiled private eve, is exploring the
lair of a deadly demon. Unfortunately
‘The Shadow’ as it is called, supposedly
of menacing demeanor, looks rather like
an anaemic frog. However, this doesn't
make meeting it any the less fatal, and
since it can’t be killed, only stunned, it's
best to run fast when the Shadow
appears.

The accuracy of the nasties under its
command is somewhat disturbing and
often has terminal results. They appear
in large numbers in all of the lair's 32
locations with their bullets coming fast
and furious.

To defend vourself you are armed
with what are called ‘ion-shivs’. These
will kill any living life form in the galaxy,
except those wearing tri-gamma body
armour. {(Of course this is what the
Shadow wears.) However, vou can only
fire three shivs at a time, which can leave
you in a tricky situation.

There are several things to collect.
Keys, which are needed to open parts of
the lair and bottles of potion, which give
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l really liked this one. There's o zap for
the arcade freaks, combined with the
need tor some strategic thought for the
less violent types,

The grahics were simple and single
colour but very effective. In fact, | think
that single colour graphics often laok
better than multi-colour ones due to the
Vic's unusually large pixels. | liked the
‘rolling’ effect of the maze walls in
particular,

The only gripe | had with the colour
was the colour coding of the keys. As|
normally use a monochrome TV, I found
rnf:e]{ having te kidnap the family colour
job!

Ifound that the exploratory aspect of
Shamus made for o very compulsive game
and | enjoyed every minute of it. Oh —
and the tape version loads in 30 seconds
flat! Jderemy Fisher

you an extra life. The keys are colour
coded, so before you can proceed you
must find a keyhole of the same colour.
Graphically the game is superb — the
way poor old Shamus dies is quite tear
jerking. Animation of the other charac-
ters is just as good, and you'll soon be
sitting there stuck to the screen trying to

Anather Vic 20 game to be proud of,
There's plenty of blasting action as the
assarted robots swarm to be annihilated
and return their own murderous fire.

; Seulrch'rng for the objects becomes of
minar importance as you hammer away
at the constant hordes of willing victims.
But the game's good as a graphics
adventure as well, with lofs of rooms to
explore and objects to find. The
characters are o bit rough but nicely
animated. Bob Wade

Shamus is a game of quality from the
people who brought you Pharaoh’s
Curse. Graphics and sound enhance the
game well to make it very enjoyable. One
of the best Vic games, | can't think of an
real way to fault it. I'm beginning to Iilu.re:"r
this company! Simon Chapman

beat the Shadow at his own game.

It's wise to have the sound on your TV
well turned up as then you will hear the
eerie noise that heralds the approach of
vour adversary. The other sounds can be
rather irritating since the zap of your
ion-shiv has to come very frequently.

This game combines adventure with a
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Yet another bad Point is that the
seemingly random

ice idea this, Pity it isn't quite carried is sometimes far
off. | found the instructions were best feature is th
quite complicated and in some cases g bit not intrusive,
misleading., For instance, they do not
mention that to take off you have to keep  This is amuch
shing the ‘5 key to build u enough  simulation the
speed. Another complaint is that you measure of annihilat;
1 SEE the target (this is something inferest, But the only
else that jsn‘t mentioned). I'm not asking cockpit window and th
for an ordinance Survey map, just for Passing enemy fighter. Soundis o little
something that requires more skillthan  obtrys;
just pressing a button and hoping for the control
best,

he tone which keeps sounding to

indicate yoy can kill with your rapier  been mych bet
nearly drove me insane. But on the whole (o0
this is ain entertaining 9ame, and makes o moved
pleasant change from the almost endless .
supply of space games for the Vic.

graphics aren’s brilliant, by
rtunately the instructions tel] You what
each symbol js SUPposed to represent.

Steven Filby jerky,

old brother, The graphics are patechy ot appeals to me,
st one-square-at-g-time animation

¢ 3 had me
deal of shuublem-up, and
Esﬁgnuously sneaking back for another

= : the collection.
go. Shamus is one fﬂ;nmantha Sl

NOVEMBER 1984

too short, Probably the
e sound which is good byt
Simon Rogers

more exciting flight

there's g good
on to keep your
graphics are the

ve and noisy. And instructions and
S are too simple. I've yet to
discover the difference hetween the

s

i t weapons offered.
time limit for taking off Simon Chapman

—— e e EZ

nadvanced, Would have
m, better yet if

LASTIMG INTEREST

type. Sound js y

it scrolled as you
ore table! Fine yeor

adays people expect far

more excitement. Simon Chapman

Itisn't bad for o 3.5K game,
odd sound
he graphics themsely
¥ the spinning
able sound ine|,

variety proves e ——

Jeremy Fisher

boring after o

: e
@ Shomusfights off the nasties guarding the Shadow's lair

GAME: SHAMUS
MACHINE: VIC 20 +16
CONTROL: JOYSTICK
FROM: HESWARE, £9.95
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GAME: WUNDA WALTER

MACHINE: VIC 20+ 16K

COMTROL: JOYSTICK

FROM: INTERCEPTOR MICROS, £46.00
In this rather fun game from Interceptor,

Walter (your lovable balloon) has the
onerous task of saving his planet Plato

goodness Grandma's teeth don’t chat-
ter!

On a better point, control of your
balloon is easy. You just press the fire
button on your joystick to float and let
go of it to land, as well as moving left
and right.

Unfortunately, it doesn't say this in

from loads of nasty, furry Fuzz-balls. - - the inlay. Oh well, I suppose you can’t
These, due to a freak mishap in time, are e Wy have everything.
causing havoc everywhere — and that’s { There are four levels — each one a
not all! : different landscape. Moving on to the
On the first beautifully scrolling next seems to depend on time rather
screen, you have to contend with not than the amount of Fuzz-balls collected.
only stomping on the Fuzz-balls, but When you do manage it however,
Grandma’s false teeth, and they are || ‘Sooper!’ comes up on the screen and
fatal. So is landing on rough ground, | CASILCITERESS Walter's off again. Samantha Hemens
hitting an erupting volcano or running | [QYERAL

| LGRAPHICS
| [souND
ORIGINALITY

into a tree — Walter being a balloon, > (
bursts very easily. s mrs
: ; t a shock to see |
The next screen is a scrolling frozen Wm-ctll' ee large-scale Funny old game this, obyi
: i : [ I
waste where the baddies are this time they flicker, 'gﬂ,%‘;’;f!?:’sﬁﬂ :’:’ Vie! OK, up from the recesses Dhc’f:l;i:;{:edged
ngmc-depresls%ct m;utams 'l%nljl{imng impressive. Loved them, . m;gmuhon_.

? tﬁ P“f_"l?f.; fh‘ arong -W_I.| d (i. rerﬁ The continuously moving landscape is th ebs:m"'"gc'ﬂd @nimation are some
of the graphics they're nicely define reminiscent of Scramble but in thi € best | have seen on the Vic byt the
and quite appealing. I especially loved you can't shoot sgame  playability of the game was a slight
et s oo However, justdodging the testhand " Yo ekoneg
g g ién'tg Erillian - & paiher ?&hﬁ‘;n:}s::es is plenty difficult enough.  few :::Ti:ils :1:: z:r::tlreuri} mufih very

e omp o 5
%—OETS? 'rent(h“?in of thLe Yellow R?se of is nigh impossiEl; some of the Fuzz-balls Th-lg game is still enjoyable m;fg:ﬁf,ﬁ i
game,afer which Walter makes a 100 | for s SePHie More thancompenscted  amougloskeng s 12 eth are
g : ; ave : . ;
whooshing noise for both bouncing and oddictive u::!g:r:wni It:nz:| I found it the Ed's been missing hi:;ef ?:ft Ii:m i
floating. The Fuzz-balls hiss when S Eh 3 days, 18
stomped on and poor old Walter ex- ris Anderson

Bob Wade

plodes with a bang on collision — thank

GAME: GALAX|A

MACHIMNE: VIC 20 UNEXPANDED
CONTROL: JOYSTICK

FROM: ROMIK, £5.99

Any self-respecting Vic owner will prob-
ably own a copy - sorry, original — of
Arcadia by Imagine, This is very simi-
lar: a very fast vertical shoot up in which
you control a spaceship.

The format could not be older or
easier to understand. The title page
insults you with phrases like ‘human
scum’ to get you in the mood for the
carnage and slaughter that follows.

of Arcadia copies left about after Im-
agine’'s collapse to beat rivals like this
game.

One fault is the way that it is all too
easy to blast away from one place on the
screen. There is little skill involved, lots
of luck. Nevertheless, it still retains an
air of excitement.

Those of you who look for newer
ideas won’t buy it because it lacks
originality. Those who do like it, won't
buy it either because of Arcadia. You
could say it is a very competent game
with too much competition that is even
better.

==

[ ORIGINALITY

| S——— Simon Chapman

(" PANELPOINTS

ou are going to need q fast hand and directions with
ng t | enough g t
quu:?': c'i:;dmuhcn 1: mp?;l \;cllih these  wondering how !heygdidﬁfe: n?czet .
. ! come so darned fastthey  feature, I though :
H ught, was the t
|us:~.I l;ﬁ;c:;m:_u bll.:(r onmy contact lenses.  the fop of the screen. Despictz:;edfg\:fni;;t
at it makes the game it didn’t improve my game it helps you to

Sound is to the point — no tune at the
{ beginning, straight into the Bang-Bang-
Zap-Dead. Controls could not be sim- [ = e
pler — left, right, up, down and the Y

essential fire.

I have to compare it to Arcadia as you
will too when you choose between the
| two. Galaxia has plenty of phases,
including meteors that split up in being

S i i . unplayable, it just means you have to
| | oiand v ot hebotor, | ettt PR rren
i selic e alin ::pemrlg seconds of a wave. Then you I liked this one yi?::roe:sl'uoo:'“_ Eg;:;m e
L . 4 s m
1 The aliens storm down the screen mc;f:;::&{:l:::t tokeepupwiththe  playing. Simzn Rogers

towards you — and IT IS FAST! The
response Is instant — the game really
needs to be as fast as it is to prevent it
from being too easy. Graphics however
are not as good as Arcadia. Neither is
sound. It simply has not got the detail of
attention in either area. There's plenty

62 PCGAMES

I'm off to rest my eyes before they start

revolving in their sockets, - Bob Wade e s poat-amup, thatgh well

written, packing good graphics and
sound as well as quite a number of
different aliens into the meagre 3.5K of
an unexpanded Vic.  Jeremy Fisher

Now thisis what | call o shoot-‘em-up,
Well-created aliens fly at you from all




" Gremilin Graphics
buy these games at your peril!

Two niew games to drive you as potty as Percy, as mad as Monty packing in as much excitement and nerve
racking tension as anything _ you can buy. The first launch from a new company whose design team have
themselves to be masters of games planning, graphic and sound effects.

—
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For amazing graphics and outstanding sound effects run a gremlin through your micro.

Gremlin Graphics, Alpha House, 10 Carver Street, Sheffleld S1 4FS. Telephone: (0742) 753423 E:"'-r
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GAME: SPACE STATION ALPHA

MACHINE: BEEC

COMTROL: KEYS

FROM: ICON SOFTWARE, £7.95

Now, stop me if you've heard this one

before . . . Planet Earth is under attack ..
What? You have?

Yep, you've guessed it. This is YASEU
(Yet Another Shoot-Em-Up). You are
the commander of the last of Earth's
orbitting space stations. For no appa-
rent reason the Cylons have got it in for
your beloved planet. Presumably be-
cause they have bad tempers they start
attacking it with their missiles.

Your view of this exciting event is 3D,
looking into space, with the earth and

the moon in the top left hand corner.
The Cylons move from the right of the
screen to the left and then to the bottom
right getting larger as they get nearer.

When they pass poor old Earth they
fire a deadly lithium missile (in reality a
blob). This missile explodes either as it
hits earth or when the Cylon ship gets
hit.

You control a phaser sight which
moves in four directions using the keys.
I found movement difficult to start off
with and certainly if you can stand this
game, a joystick option would have
been a good idea.

That wouldn't have helped the fact
that after every few shots the phaser
overheated and cut out. I know that this

sSENRE 0@WE  LEYEL iRl

1 GRAPHICS

ORIGIMALITY
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GAME: UNCLE CLAUDE
MACHINE: BBC B
CONTROL: KEYS, JOYSTICK
FROM: ALLIGATA, £7.95

Uncle Claude is out to fiddle the con-
sumers and it's your job to stop him. The
bearded figure, modelled fairly obvious-
ly on Sir Clive Sinclair, is an electronics
tycoon and is planning to increase the
prices of his various products by with-
holding stocks. I think this particular
method of profit making is known as
‘demand-pull inflation’. Whether it
works in the computer market is debat-
able.

You, Micro Micky, the punters’

friend, must stop this dastardly opera-
tion by shipping all of Claude’s products
out to the shops where the consumers
can get at them. To do this you must
move the goods on to a conveyor belt
from where, presumably, they are ship-
ped out to the local branch of Dixons.
Your task is made all the more diffi-
cult by Claude running around trying to
kick you out of his warehouse. And, if
he can’t get you by fair means (knocking
you over), he'll get you by foul - by
throwing an ‘Umstrad’ at you. This
strange device comes in two forms, one
of which is black with blue keys and a

diagonal row of coloured stripes in the
bottom right hand corner. I can't think

=
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GAME: PARANOID PETE
MACHIMNE: BBC MODELB
COMTROL: KEYS
FROM: UBIK, £7.95

You play the role of Paranoid Pete, the
intrepid space farmer who has travelled
to the planet Owwayondah in an effort
to grow new crops and send them back
to Earth in order to solve the world’s
chronic food shortage.

The game starts when Pete (who
looks disturbingly similar to those char-
acters on the Weetabix commercial) is
beamed onto the planet surface by the
USS Harvester. He has to plant the
seeds dropped from the Harvester by
—

digging holes in the right places and
filling them.

However, the planet is infested with
Mega-Wibblies, the greediest critters in
the universe and Pete has to fend them
off the plant and himself by banging
them over the head with his trusty
shovel. Once the plant has successfully
grown, an arm extends from the Harves-
ter to take it to the processing plant. Pete
is beamed back aboard to ensure every-
thing runs smoothly but those nasty
Wibblies have managed to materialise in
the ship and try their best to destroy the
Ubik-wheat packs.

Once again, Pete must use his shovel
to protect the cargo which will ultimate-

ly decide the future of civilisation as we
y S ST i

GAME: 7ORAKK THE CONQUEROR
MACHINE: BBC 'B’

CONTROL: KEYS

FROM: ICON, £7.95

In this game from new company Icon,
you must assume the role of Zorakk.
Your task is to search the lands of the
continent of Ramagora (also known, on
the other side of the sleeve notes, as
Ramagold) and to find the mystical
Crown of Ultimate Darkness.

This crown is in three sections, one in
each of the continent’s lands. Although
the game is billed as a graphic adven-
ture, it is really more of a strategy game

with elements of fantasy wargaming.

The graphics are fairly good but occa-
sionally suffer slight flicker and colour
clash. Sound is used as an indication of
various happenings within the game
and, though useful, it is uninspiring.

The interest of the game is strange.
Although the idea is simple you
wander around until you find gold, food
or part of the crown — it has a strange
compulsion which can keep you going
back for one more go. As soon as you
find the plague potion, or the map, or
the Dragonsword you find yourself
strangely addicted, wishing for the pla-
gue or the dragon to turn up.

The game has no real bugs, but it can
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the game but I found it really annoying.
At the bottom of the screen there is a

count down from ten thousand. This is

supposed to represent the lifespan of

was supposed to be part of the appeal of The game load
; i € l0ads preceded by o pi
o dfrfle Page. When the ac#uu:fgur:j:
qds, a very impressive looking scre.
POps up after half g m i

Earth’s shields. Whenever the Earth is :’:&ﬁi}rﬂ; J:h T e oed ooy
hit this number decreases and when it object wobb] Sillanl ol —

reaches 1000 the Earth starts flashing. 85 across the screen,

Inute wait. Yoy wait After aboyt

| PANELPOINTS

Cannot be recommended.
Shinge Sugiurg

; : You try d one at g
When it reaches nought the Earth ex- 1Y desperately to moye iy ; ata time so that ygy ;
‘ plodes into ‘hundreds %?pieces. e«ﬁ:‘:eri;nis'g_hf. You can‘t mmfelfc:;’o "he . and right and bias 'h);"::;s‘:”{:mﬂ e

This bit is quite good with meteors eurihg 4 utif you fail in your imission, the | The Earth is well drawn and ther
and fireballs flying off quitc effectively. [ o' i explode into hundreds of ey T 122 €XPI0SiONS, particules ya:® ore
Definitely the most interesting part of p'e.;fe“ Can you stand the tensigrs :5'5' s destroyed. But it wil take ¢ i
the game. The problem is that it takes so &5, is the answer. This game js an saving the Earth o by sk
long to get there. c:*szsm?e It's written in Basic, js Y this game since iy just does nr‘gm;:mc o

If you've saved up to get a game for ratingly slow and unchallenging. enough fo keep you inferestec
your Beeb then buy a decent one. Robert Patrick
DON'T get this. Simon Rogers

R R - _—
. : he instr mu
what it reminds me of. . .  nstructions are fyl| of awful m;j .

Claude's stock changes with each & '"J.L‘:kes- ut don't let that pyy :ro [';:;"Iﬂwtl:le game this, especig|ly 1,
level and includes cassette radios, e O Moves his Jegs franﬁcul!y as : U“,“k'"g the Michael oyt of 5]'_‘ 8
watches, computers and Cruise missiles. it him round the screen to push Clive. 1 liked the flying Spect ol
These are all well presented and the mo‘,’:ﬁ :ﬁm“‘“ objects and the e i‘i‘i{; Nothing special mer;ﬁr‘:,m:, |

it ot s dakoX 2
animation is goc?-d,. Fhou'gh al times .a. R su:h"::y smooth. '.A” the usual i it a bit tedioys the second fime
trifle flickery. Sound is Emfriy loudandis [ o/ dhel ot F\‘:eze option, saund :
uscd well, There are two features which ; of tame are the
are at last getting more and more preva- :-;"’T' of the game may seem argurzgz Plieeik Rogers
lent amongst BBC programs. These are ,fn; ugdffhﬁ sound may be g Jite Ih‘-‘” bearded character on screen js
a freeze button, invaluable if people [ .. = "I 't should prove addictive for "erﬂnkab[e and, as usugl, is cast i
make a habit of ringing you midway into ik gf"P; The variety of objects to role of the villain, The anrm::ﬁon el
a game, and an on/off toggle for sound, whilis 4 r_:;un should keep you busy for o E:fg Wﬁ;nhc‘!aude inflicts GBH °n| Li?c‘d
useful if you make a habit of playing late ; and the ambulance ryshac ¢
at night and don’t want to wake the Shingo s ospital. It's a very simple = h-rm i

P g9 “Qiura surpr P'e game ideg but
neighbourhood. Prisingly addicfive Bob Wads

Rob Patrick ade
T -

know it. Once eight boxes have been
processed, the whole procedure is repe-
ated with more wheat plants and more

thought this
. was brillign, p
drawn as were the e

Mega-wib.blies, ey incredibly annoying

e / . ough

ated with just like characters #omgC‘ofz?E fs::ked
The meticulous attention to graphical | 9one, also, was the ‘-"‘"“'""‘”“”FTP El"

detail makes this game good to watch as b o001 moved ve -

well as to play. The key response is very s game was fmﬂrgi;g:?mg‘f
[F)

good and the movement of the Wibblies [ being foo annoying,

and screen layout have been carefully | <ontrols wereqingm‘;:fhr?cl;szh‘;fomdfhe
thought out. It’s fun to see the wheat | With. plicated to start
grow leaf by leaf as you control the large Despite this ang
multi-coloured character — very well | two diﬁerenfscreeng“hink privil)
animated — to bash the green Wibblies | '€ best games |y seen for th 'sés B
over the head. A shame that a hall of | 'S"'tahit, Ill eat my wellies @ Beeb. If it
fame feature is missing, but most impor- :
tantly, this game is totally original.
Hoorraaaaaaay!!

the fact that i only hag

Simon Rogers

Shingo Sugiura__

was wal|

The main discrdvunmge of the Beeb js it

lack of memeor
¥. Most i
aRout computers req|; O e e

! rd to produce g i
is both graphically excellent agn?!:‘;irhmh

: o h_rrc- exception.

aphics are excel|

; ent]

qt?ci?mlfg has only twq sheets und)f'l'::ed'
¥ Dores the player, Peteisq joy to

look ot byt a
i 50 game leaves much to be

Robert Patrick

be annoying when your regiment of
nineteen is wiped out by a group of three

Pe case
brigands. Also it can take an awful long and has g

Page. Although it ;s

PMH.POHHS -
int
roduces g strategy element which in

time to find the parts of the crown. As + the response ; rfering and batie e
wg-rntzlcll as 'Lhesf:r:,1 ipsde?sy for your gmuﬁ to ::f::;::t Lt:f gn? the Q'rcrphiscs ore flf::rnrﬁr:s of menta| assijf::f: Fcf;l!o-..; )
e decimated and for you to gain abso- od. Infact, the dat. nto the gq ex ski
lutely nothing except the prospect of a ;F‘:}:F";rers add greatly to the jﬂf"ﬁd ob Wade
long trek home. Yes, I know this is the [ o s ustratingly uddicf'i;eﬂ,cf,,:;;f”' ;_”1':-' graphics are not oo baq d
way it is in real war, but I bet real . *tle man is drawn quis and your
soldiers get frustrated. th.:rsc:-:ﬁ?ge fr_eqks will loathe i but ave been nice jf ea?:l;: E:’;I I It would
I'm not really sure I would recom- | o c0 0 e it better than mogy of e~ Cifferent. Also it might have 1 0oked
mend this game. For some it will be ¥ 9ames available for the Beebe bit if the dreaded ‘bo/e horrl'rr:"vp.f;?v: die
) o : 1 : :
SoAY Bt ctees will Brd L s |, ShinGo Sugiura o beep, oc® S0unded a it g e
compulsive. ] found the graphics lim; eally enig ©5€ minor poings |
p Mited byt the ga ; 1oyed this game and fo
Rob Patrick Me  coming back tg jt. nk unnd lkept
N Kogers
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GAME: SMASH AND GRAB
MACHINE: BEC
CONTROL: KEYS

FROM: SUPERIOR SOFTWARE, £7.95
Smash and Grab is yet another ladders ‘
and platforms game, but this time with
something of a twist. You are a bank
robber and having smashed the window
of your local branch of the Midwest it is
your task to collect the bags of money as
they fall. The bank is at the top of the
screen and you must move along a
network of platforms catching the bags
as they fall.

To make your job even more difficult
the local bobby is out to get you. He'sa
pretty fleet-footed soul and when he
does catch you he can be surprisingly
brutal — he'll push you into the river
without so much as a second thought.

On top of this you also have to watch
out for the flying police cones which
move across the screen at alarming
speed and are completely fatal. It is
possible to kick the cones and destroy
them but this is not recommended as
they tend to come in flocks and one
miskick could mean curtains for you.

Graphics are good and chunky and
there are some nice touches in the game,
like the way the policeman sometimes

- ;|

-

@ On the run in Smash and Grab

rob
ber so slow but the policeman s fast?

"I]-ngu Sugiuﬂ,

1 urglar is very nig
lies down on the level above you and loating gold bags but the -::::ﬁ::cfr'hcn and  screen js br’ig]{f an‘y C!Immmed and the
gives you a thump with his truncheon. € same, Ptis still enjoyable b colourful. The game's

The

8. mg:(r::g features reasonable graphics

it ion b:ljf the background musi
ade the original so much fun hcssrc

Overall, this is a pleasant game with
no obvious bugs. It is hard, maybe too
hard, but very enjoyable.  Rob Patrick

> hin f
; gone wh ik Ning a flashin ol
| [GrapHiCs gonna ri;lﬁz“;;me Ihr;:klngf if you're ;"'(:‘lfc':dmlf_, it was fun knocgk?ng'::ebcx. :
e me, wi : man into th
[souND proper|y? 'y not do it 3 € water, Sor
| [oRIGINALITY PErly? And another thing. Why is the that, officer ¥ ehaut
[LASTING IMTEREST chrisﬂﬂdersnn
| [OvERALL
PP oo e mar e

GAME: FELIX AND THE FRUIT

fruit-eating monsters in a bewildering
Pac-Marn maze.

A nice wvariation on Pac-Man for
maze maniacs.

MONSTERS You have to protect wandering fruits Bob Wade
MACHIMNE: ELECTROMN by picking them up and moving them. If
- GRAPHICS 6
CONTROL: KEYS the monsters eat them they mutate and SOUND 5
FROM: MICRO POWER, £7.95 GV Mebar— B0 Galch AHE
- You have power pills for energy, ether ORIGINALITY 3
Having escaped from the factory our poolsto temporarily halt monsters and a LASTING INTEREST L
hero is now stuck with a bunch of magnetic pad to send-them home. OVERALL &

GAME: SUICIDE REBEL DROIDS

suicide as well.

not very playable. I love the title though.

MACHINE: BEC These oddly shaped enemies ap- Bob Wade
proach you in 3D in recognisably 4

CONTROL: KEYS, JOYSTICK mathematical curves (you can’t fool us ?ggigcs 3

FROM: BEAST INTERNATIONAL with these simple programming tricks). - i
SOFTWARE, £4.95 You try to centre them in your cross- ORIGINAUITY

If you had to fly the paper planes that Wires as you zap towards Gridworld. LASTING INTEREST 4

these droids have to, vou'd commit Altogether rather crude to look at and OVERALL 4

GAME: WONDER WORM These pods appear among eight yel-  purple deflecting dots.

MACHINE: BBEC low flowers but if they're not eaten Bob Wade

z quickly turn into deadly skulls. The

EORITIG hex flowers also grow roots which are fatal SRAPHIGS 4

FROM: THOR, £5.95 to hit with your head. SOUND - 3

Wally the Worm is a super-worm, but in Wally grows with each pod but move- OFHNAUTY

order to sustain himself he must eat ment gets harder and harder as the LASTING INTEREST 6

special green pods. screen fills with worm, skulls, roots and OVERALL 4
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Deep in the kitchen of one of the towns
first class restaurants amongst the hustle
and bustie, Little Thwitchy Thwilly has just
been selected from the aquarium as a
customers main course . . . panic.. .
sitting in the oven his first thought is
survival and how to escape. As the oven is
ignited and the Names start to rise he
realises his only hope is to collect the
dripping condensation from the pipe at
the top of the oven and try to extinguish
the flames. It's going to be tough, he
must survive through ten different ovens
and face added hazards such as the
rotating spit, spinning food debris, oven
foam and the restaurants pet doq, Fatty
Schizo Henry, who by the way often enjoys
a snack from the restaurants aquarium.
Can you help him?

Available on the unexpanded VIC 20

Send a large stamped addressed envelope for more detailed
information on our new releases, plus a free large poster.
All sales enquiries to: Colin Stokes (Sales and Marketing).
For Mail order only: Software Frojects, P.O. Box 12, L25 7AF

SOF T WARE ES
PROESTS

Software Projects Limited, Bearbrand Compiex, Allerton Road, Woolton,
Liverpool L25 75F. Telephone: 051-428 9393 (4 lines). Telex: 627520.




GAME: TIME BANDIT
MACHINE: DRAGON 32
CONTROL: JOYSTICK, KEYS
FROM: MICRODEAL, £8.00

If you were mourning the death of the
Dragon then mourn no longer, because
this is one of the best games seen on 1t
foralong time.

As the Bandit you have to explore the
three worlds of fantasy, space and the
Wild West in search of keys, locks and
treasures to boost your score.

You start in the Timegates Zone
where you have to get a key to unlock
the pate to the three worlds. Once
through you can select any of the time-
gates and enter them.

The gates take you to a new landscape
where you again have to find the key
and lock to get to a timegate. This will
return you to the initial screen where
you can go to another gate.

Throughout all the lands there are evil
portals which release creatures to sap
your energy. These can be blasted with
your horizontally firing gun and your
energy regained by collecting treasures.

The action is very hectic and when the
time limit on each screen runs out your
energy ticks away as well. To keep your
energy and score high you need to keep
moving, constantly picking things up
and exploring.

Once your power falls low enough the
screen starts to flash as a warning and

makes play extremely difficult. The in-
famous green screen can also be avoided
with a choice of three background col-
ours. '
Some of the scenes are more than one |
screen large and the scrolling is smooth.
There is a nice range of characters but
some of them are tough to recognise,
mainly because you are too busy avoid-
ing them.
Movement is a little annoying since
you continue in the direction moved
even with a self-centring joystick. This
serves to make the game even more
frenetic.
Bob Wade

|
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Cashin
on a beauty

A real first for the Dragon, or for any
machine, is a platiorm game which two
players can play at once.

In this game of amassing dollars both
a sheik and a sailor can dash around the
screen collecting dollar signs. There are
over 40 screens and while most of them
are relatively simple the later ones be-
come extremely difficult with lots of
invisible platforms and deadly floors.

but leap around the screen like rabid
kangaroos in a drought. The control of
the jumping and getting on and off some

by a joystick that does not centre.

very playable with your man being able
to fall any distance and move around

though by cats that are hatched from
purple bombs and when they hit, you
deplete your energy level.

The bombs can be grabbed before
they hatch, purple ones for a bonus or
brown ones can be picked up and
thrown at cats. Birds hatch from the

GAME: GATECRASHER
MACHINE: BEC
CONTROL: KEYS

FROM: QUICKSILVA, £6.95

Rolling out the barrel is much more fun
in a pub than in this strategy game of
putting barrels in boxes, but both may
drive you to drink.

You're presented with a maze con-
taining gates which lead to nine boxes at
the bottom. You have to drop barrels
from the top level so that they bounce
down through the maze into separate
bins.

Your character is completely unani-
mated and jerks across the screen to the

The characters are crudely animated

platforms is difficult, made even more so

ragon joysticks, b .
Dragon hands shwﬂszi‘?”eﬂced

Samg h
The f@{" } - ell used t, . ntha Hen‘lﬂﬂ’
game j e ! can be run a5 two- Qr s th.' I really liked about th;
i '8 @ major innovatign Player the display an, £ ut ;hls gome was
game . ! 5e of ¢
Precise. s doesn’t have quite the only "F-‘Slervnhan ontrol. m

Cashman Yo
fE””‘lg 'Ihem apart.

Being able 1 change the colour sef

These problems aside, the game is

very rapidly. Your life is threatened

the screen isa maj of

or deuntage_

brown eggs and if they catch your man
they will not zap him but carry him up
the screen.

There are lots of different floors and |
walls with spring pads, ladders, elec-
trified floors, invisible platforms and
conveyor belts. All forty odd screens are
different and come in sections; one of

sound of sandpaper on skin. Once you
have selected your hole and dropped the
barrel it runs down the maze being
deflected by gates which swing either
left or right. The trouble is that if you hit
a bin a second time it cancels the first
one.

The gate form predictable routes
which means you may get stuck without
a way to hit the correct bin and you'll
run out of barrels.

You can avoid this by two great little
routines which allow you to scroll the
display up and down, and you can send
your cathode-ray tube haywire by hav-
ing an earthquake which rattles the
maze and switches gates randomly.

= .
s 1Ust when yo, thought Dragan

The two pj
Player game ;
i IS gregt
e u?}ﬁ-; gle;rmn seems to be doi:g 2,‘ ::Eﬂ
<an accidentglfy j; X
gﬂy‘ ey e ally hit the ¥

. game
ragon, this one takes the credic::: o

£

Ngs. As g res

x ult ‘
Possible to exe Vo)

al Ways ;
reise precise

contral|,

However, | foynd ¢

' play and things ce

later on. If |k
Uff-‘lddl'ng thi

he game
. great fun
: rtainly hotted up
) pra Dragen, 14 make syre
egram to my collection,

teve Cooke

which does not allow jumping w—the
gw should keep most D busy
awhile.

The two player game is perhaps the
most exciting thing about the program
with both men chasing after the same
cash. So if you have a money-grabbing

The first four screens are just a matter
of filling the nine gaps but the fifth and
sixth involve rearranging a set of num-
bers into ascending order. Completing
the seventh stage gives you a code which
you must break to win a prize.

The game is quite clever and stretches
the brain to think logically but does not
have enough action or variety to be
really addictive.
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Bob Wade

GAME: MR W12

MACHINE: BBC

COMTROL: KEYS, JOYSTICK

FROM: SUPERIOR SOFTWARE, £7.95
Indigestion and heartburn are inevitable

in this version of Mr Dig as you eat
cherries, grass and mushrooms on the

GAME: METECR MISSION

MACHIME: BBC

CONTROL: KEYS, JOYSTICK

FROM: ACORNSOFT, £9.95 CASS
£11.95 DISK

Saving lives is what this game is all

about, as six little men wave their arms

4 GRAPHICS

£ ORIGINALITY
LLASTING INTEREST
QVE!ALL

o uA__l:l'ml!:_ DRAGON 32

| CONTROL: JOYSTICK
FROM: MICRODEAL, £8.00

.

run.

As you try to gobble all the cherries
gremlins pursue you and can only be
stopped by a falling apple or your flying
crystal ball.

Eating the gremlins’ mushroom home
drives them wild and they will eat
anything to get at you.

around on a planet’s surface.

Leaving your mothership at the top of
the screen you must use the thrust
control and left/right keys to weave
through the asteroids. Land, pick up a
man and then make it back to safety. It's
always tricky mastering thrust, but the
colourful graphics and tolerable sound

y machine —a two-player platform game

ORIGIMALITY
LASTIMNG INTEREST
OVERALL

R R R

You'll be afraid to go cherry picking
again! Bob Wade
GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

b B P R

make this a good version of a familiar
game. Peter Connor
GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL
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GAME: TRICK SHOT
MACHINE: ORIC 1/ATMOS 48K
CONTROL: KEYS

FROM: UK SOFTWARE, £7.50

It's here at last, an excellent version of
pool for the Oric. Trick Shot is very
similar to the arcade version in many
respects. You start with three cue balls
or lives, each life is allowed three shots —
if after three shots you fail to pot a ball or
accidentally pot the cue ball, you lose
one life. Obviously, once your three
lives have been lost the game is over.

Instead of aimlessly potting six balls,
then going onto the next frame and
potting six more, ad infinifum, you
must try to accumulate a score. Every
ball and pocket has a number — the
score for the ball potted is the sum of the
number on the ball multiplied by the
number on the pocket, multiplied by the
number of shots left for the present life.
The numbers on the pockets change
every shot.

To aim the cue ball you move a
flashing cross around the outside of the
table. When it's in the direction you
want, you lock it on target and then
select the strength needed for the shot.
The ball then zooms across the table,
hopefully to the selected target. After
potting a ball, the number of shots left is
restored to three,

Graphically this game isn’t very stun-
ning; the blue table with yellow

GRAPHICS
SOUND
A QRIGINALITY
| LASTING INTEREST
o

ERALL

cushions isn’t convincing — the blue felt
extends around the cushions on the
left-hand side and the pockets are de-
cidedly square (although this never
proved to be a problem in practice).

The movement of the balls is smooth,
if slightly flickery. Ball collisions and
rebounds appear realistic. Sound is very
good with appropriate clicking noises of
colliding balls and two different melo-
dies, A Hall of Fame is also provided,

The playability of this game is incredi-
ble — I just couldn’t stop. The scoring
system undoubtably contributes con-
siderably to this. In all, a sound piece of
programming well worth spending time
with. Richard Wright

- PANELPOINTS
Kancturetne s e e fiome the - Movement of the bl is smocih,albei
TV snooker program,. and . e b "", leflickery ot fimes, but they don't
v o m H " -
fhmﬂl-;'NOt that a few duff notes can $ho camﬁ-::l":;aﬁ: :‘e direction expected.
uprs;daf great conversion from the as well ey is rather awkward
The m:wal scoring s Although Trick Shotis the onl
ystem adds the i
ta : snooker/paol i
ﬂgll::ﬂr:mdedn;elri fh!:t is mdad to make Dﬂ:meoTl E::E: im::‘:: :: the
ricochetti of:hnsbuﬁ i *ment and loaded more than o few times
| h ng s is excellent introductory tune, is naff and the
although some colour would have been i
up;ra:fmgdim Shingo Sugiura
Potting a ball is wonderfully satisfying .
mlnp:hi:hg the wilhous ;f:.:ng gﬁ,":d o;x:ht'gch:,y pcoamul arrodk
ng the sides. Bob Wade up 1o it! - Pity it doesn't live

Samantha Hemens

GAME: SUPER FRUIT
MACHINE: ORIC/ATMOS 16/4BK
CONTROL: KEYS

FROM: UK SOFTWARE, £6.50

Once upon a time, you found electronic
fruit machines in every amusement
arcade. Well, they have now been im-

plemented on the Oric in the form of
—

GAME: BACKGAMMON/3D OXO
MACHINE: ORIC 1/ATMOS 48K
COMTROL: KEYS

FROM: UK SOFTWARE, £7.50

Two games for the price of one. Back
gammon is a fairly ordinary version
with unstartling graphics, no sound, no
skill levels and an axzragt' playing

oy = S a0
Super Fruit. Complete with ‘nudge’,
‘hold’, ‘gamble’ and of course, the ‘I can
do better' facility, this software bandit is

.a faithful implementation with very

smooth multi-coloured spinning reels. It
is easily the best fruit machine game
available for the Oric. However, I can’t
help feeling a bit silly sitting in front of
my VDU pressing keys and watching my

e e e
credit go up and down after forking out

strength. 30 OXO has four skill levels, a
4x4x4 playing grid, unimpressive
graphicsand rudimentary sound.

Both programs had good on-screen
instructions and seemed much of the
same standard - pood for practising
basic playing-skills, but not representing
much of a challenge to the dedicated
player. As probably the only vcrsiunﬁur

o

GAME: CHESS

MACHINE: ORIC-1/ATMOS 48K
CONTROL: KEYS

FROM: LUK SOFTWARE, £9.50

This version has many features, plays
extremely well and has a good response
time. Features available include eight

levels of play, cursor or co-ordinate
inputs, chess clock and time limits for
moves (user-definable), confirm move,
retake move, resign, modify board, com-
puter-suggested moves, change sides or
levels during game, force computer to
make move and more — even problem
solving!

GAME: DRAUGHTS
MACHINE: ORIC-1/ATMOS 48K
CONTROL: KEYS

FROM: UK SOFTWARE, £7.50

Draughts from IJK uses the same screen
set-up routine and option menu as their
excellent Chess program. The number

e
of features built into them is quite
mind-boggling (especially for a piece of
Oric software).

It also has four sets of rules to choose
from. These decide whether or not you
must take when you can, and variations
on the theme.

Well worth buying if you like the

£6.50, inreal money!  Shingo Sugiura
SOUND___ 0
OVERALL g 3
FECR BN S et S
the Oric, they're worth buying if you
can't wait any longer. Richard Wright
SOUND. S ) e
OVERALL : 4
=3 SED SIS S xe s )
This program cozes quality.
Richard Wright
GRAPHICS. e 8
SOUNI - 2
STRENGTH OF PLAY ¥
LASTING INTEREST 8
wooden version. Richard Wright
SOUND 8
STRENGTH OF PLAY ‘,l'
OVERALL B
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GAME: THE PERILS OF BEAR GEORGE
MACHINE: SPECTRUM 48K
CONTROL: CURS, KEMP, SINC,
CHEETAH, R.A.T.
FROM: CHEETAHSOFT, £6.95

When I first heard the name of this game
I did a double-take. I thought it was
maybe going to be a game about the
troubles of a pop star but it turns out to
be far more run-of-the-mill.

You take the title role as a cute-
looking red bear. It is autumn and you
find vourself in a garrishly coloured
forest. Apples are falling steadily from
the trees and you must catch them to
fatten George up, ready for hibernation.

It takes some degree of skill to do this
as a squirrel is forever bombarding the
poor bear with apples that stun him and
reduce his energy level. While this is
going on a jaunty version of ‘Teddy
Bear’s Picnic’ plays.

After a while (there is no actual time
display) you move on to a superb draw-
ing of some mountain slopes. Here
George must avoid the occasional skier
on the path to his caves.

The setting for the third screen is a
cave in which spiders are bouncing from
floor to ceiling — a nasty hazard. In the J
fourth you finally arrive at Home Sweet
Home where George settles down to |
sleep. The calendar months tick by in a
display in the right-hand corner and the

| GRaPHICS

{ sounD
 ORGINALITY
LASTING INTEREST

GAME: DELTA WING

MACHINE: SPECTRUM 48K

CONTROL: KEMP, SINC, AGF, FULLER,
KEYS

FROM: CREATIVE SPARKS, £46.95

When Fighter Pilot was brought out for
the Spectrum the general opinion
seemed to be that it was an excellent
game. I never really got the hang of it
and consequently I was put off flight
simulators for a while.

So I was pleased to find that Delfa
Wing was a bit simpler on the technical
side without losing any of the atmos-
phere or action of a combat flight
simulator.

The cockpit view is fairly standard
with an artificial horizon to show the
angle of flight, radar, and compass as
well as a gauge to show the height of an
incoming enemy plane.

The idea is to locate and destroy a
number of enemy bases whilst defend-
ing your own bases from attacks by
enemy planes. A map is displayed if the
‘M’ key is pressed which shows the
position of your plane, the nearest
enemy plane and all the bases.

Combat is far more realistic than in
Fighter Pilot. Once an enemy plane is ,
located its altitude does not fluctuate
wildy — an annoying feature of FP. The
bombing of bases takes quite a while to
get the hang of: you need to be quite

PTG P ICIGleHII T YAPICIGIeHIL T SPICIGI[H]

SCORE sS00
B (=Y

@ Zany action with Psytraxx inside the Emperor's brain

GAME: PSYTRAXX

HAGIIIHIS SPECTRUM 48K
mﬂlt KEYS, KEMP, SINC ]
Flm THE EDGE, £7.95

GRAPHICS

Psytraxx wos
programmed by 17-
year-ald Androw
Beole from Tolworth

inSurrey. He wrote

the game ever o
five-month period in
between study for
A-levels. Previous
gomaes for Softek
include Microbot
and Megopede.

Brain drain
challenge

From the same stable as Quo Vadis :
comes another 1,000-screen arcade- 1
adventure starring a microdroid called
Paytraxx.

Trapped in the confines of the
or robot's brain circuitry this rebel
is trying to deactivate his master an
all the other enslaved components.

You start your quest at the
connector and have to find your
the CPU and turn it off. Many prob!
and hundreds of rooms bar your way
and a map will be essential in the long
run,

Each room is ringed by circuitry and
containg’ components, some stationary
and others which can move around.

72 PCGAMES

NOVEMBER 1984



UM © SPECTRU

energy he has collected is used up.

If at any time the energy metre falls to
zero George loses one of his three lives.
After a long sleep it's back to the woods
and the sequence starts again.

Except in the second screen, where
two diagonal directions are added, it is
only possible to move George left and
right. The fire bution is used to acceler
ate. Ingeneral the graphics are good and
colour used well. Considering the poor
sound facilitics on the Spectrum, the
tunes are quite impressive,

But the game requires very little effort
to complete and does not increase in
difficulty.

I don't think many players will be able
to bear George for long. .. Martyn Smith

Cheetgh

: soft seem g |
lf&mure'bulus fa - eoken
IUSfp[ur'n annayin,

HH‘S s o

g.

high in the sky when the bomb is
dropped to avoid being destroyed in the
blast of your own bomb. Quick reac-
tions are needed here because the base
is not in your sights for long

As well as the movement keys (or
joystick) you have to operate a few
functions from the keyboard. There are
four skill levels and the number of
enemy bases {1-3) can be selected.

Despite its similarities to Fighter Pilot
I found this a superb combat flight
simulator with colourful, clear graphics
including a little hand pumping the
throtile. But sadly, as seems ito be the
rule with this type of game, there 1s
hardly any sound (without a Fuller
soundbox). Martyn Smith
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Contact with the circuits and electro-
nics will deplete your energy in the form
of your regeneration factor (RF).

If you hit a bit of moving micro
hardware you lose a life although to
start with they are fairly easy to avoid.
You can also shoot these with your
electric sparks which only zap to your
left and right and use up your RF as well,

As you explore the rooms force field
doors are encountered which can only
be opened by the appropriate identity
cards. These and several other objects
can be found lying around for you to
pick up.

The doorways between rooms appear
a tight fit for your droid at first, but they
allow you to get through even if you
don't hit them spot on. Some are partial-

ly blocked by other circuitry and a

steady hand is needed to avoid RF

inearly all the rooms there are green
§ which replenish your RF, though
they should be used as sparingly as

possible. A keen eye is needed on this or
; fmay find yourself with no energy

isurrounded by hostile capacitors,
brs and diodes.
ere are four circuit boards and
ice four different levels to explore.
You can move between levels by way of
‘OR’ gates which are colour-coded

ost of the aliens are animated

ond they get

_ ger you

lalso like the Fac::lh s
v

appropriately.

The main asset of the game is again
size and hence the screens and charac-
ters are not that great to look at and
there is no music or stunning sound
effects. It is compulsive though as you
explore and familiarize yourself with the
layout, especially since the game gets

at and use, with ; f_’izcrllsan; er” ough to look ;
C
|Un%—rerm goal 7 challenging fter” and this game fo|
€ point abouyt the 1,000 . featuring 1,02 % ro Ollows the treng
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pe of discovering pulsiveness is the

the elusive Cpyy.
Martyn smish

Peter Walker

tougher for every bit you solve.

There is actually a real arcade feel to
this game as you blast your way about
and it’s large enough and complicated
enough to keep the old grey matter
moving as well.

Bob Wade

NOVEMBER 1984

PCGAMES 73




You'll never dream a program
could be this good!!!

add

Join Wally in his nightmare

Sensational Software from
)T r

44 The Broadway, Bracknell. Tel: (0344) 427317
Available for Commodore 84 and Spectrum 48K
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Lynx zooms
info
3D action

‘Not another helicopter game’ [ hear
you all cry. Cheer up, because this isn't
just another chopper game.

In your Combat Lynx helicopter you
must protect your army’s land bases
from the hostile ground attacks and
yourself from the enemy’s helicopters
and jets.

You need to start by getting used to
the numerous key controls of the game
all of which can be redefined. Your
copter starts at base zero which is one of
three to six bases depending on the skill
level. At base 0 you need to arm yourself
with the weapon systems that the Lynx
can carry.

This is done in a separate mode where
the craft and systems are shown in
marvellous detail. Once armed you can
take off in search of hostiles and this is
where the excellence of the program
literally displays itself.

As you move across the attractive
green scenery it undulates in hills and
valleys, scrolling beneath you in stun-
ning 3D. On this background appear
houses, trees, ground vehicles and air-
craft and the occasional crashed heli-
copterif you don’t watch your height.
The area of land you can fly around is
$o large that you won't even find the
edges of the map in a normal game. A
larger area of the map can be viewed and
shows any friendly or hostile force
nearby and the contour of the land. You
can also scroll around display to find the
nearest enemy or base.

The instrument panel below the dis-
play provides information on the status
of your craft and its weapons. This
includes height, temperature, speed and
status of ecach of six weapons. The
[ weapon you wish to use is selected by
[ moving a cursor above the one required.
Also shown are various messages on the
status of your bases and warnings of
imminent missile attack.

| Despite all this detail and information
vour task is a straightforward one and
once familiarised with the controls you
can buzz around the battle zone hunting
down tanks, guns, lorries, helicopters
and jets.

It still takes perseverance to get to
grips with the program though, so the
less determined may find it a hard game
to get into, My initial doubts over the
feame's playability were completely
jovercome — I now find rocketing tanks
iis a great pastime when you want to
firelax. Bob Wade
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GAME: COMBAT LYNX
MACHINE: SPECTRUM 48K
CONTROL: KEYS

FROM: DURELL, £8.95
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got the time to get
e by drawing o serjes

“l prove very spacial,
Chris Anderson
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Screen Test

ECTRUMS® S

GAME: STAGECOACH

MACHINE: SPECTRUM

CONTROL: KEYS, FULL, SINC, KEMP,
PRO

FROM: CREATIVE SPARKS, £6.95

At one time or another most people
must have fancied themselves as heroes
of the Wild West. This game gives you
the chance to relive those great days as
Kidd Rivers.

Kidd’s job is to save the occupants of a
runaway stagecoach and take them safe-
ly to their destination, San Pedro. First
he must board the stage by jumping from
horseback onto its roof and then, once
he has control, he must drive around
collecting those unfortunates who fell
out of the coach whilst it was driverless.

After finding the lost passengers Kidd
takes the stage through the mountain
passes. You have a map to help you but
it seems to be very badly scaled for your
task.

Extra points are accumulated here by
picking up boxes of bullion and
ammunition which are lying around.
This particular stage of the game takes
far too long and guickly becomes te-
dious.

Once out of the mountains you're
back on the prairies. which are now
swarming with fearsome Comanches.
They attempt to board the stage and
capture your passengers. If you are
lucky you may succeed in shooting the

Indians before they empty your stage.

'SPECTRUM ¢ SP

When this happens you simply return to
do the whole thing again at a higher
level.

Stagecoach’s graphics are something
of an anomaly because although quality
is poor and the drawings themselves
quite bad, they are surprisingly amusing.
I'd call them the computer equivalent of
a cheap laugh. Sound is fairly limited
and does nothing to stretch the Sprec-
trum’s facilities (however limited they
may be),

[ GRaPHICS L5 ] ideas. Nothing outstanding and nothing
| [sounp L4 ] abysmal and only one major shortcom-
b [ ORIGIMALITY wa ing. Why is the mountain stage so hard,

=8 \
[ 5]

In short, a fair game with some good

LASTING INTEREST with difficult control and a nigh useless

Robert Patrick

map?

°ne of my favourite scenes in any

jumps from his horse to take the reins of
runaway stage and save the day. '

bgcause it features that scene and it is
tairly easy to do the trick.

are black and rather sticklike but move
rather well, byt why, why is the sound so
poor?

some original ideas but with the mass of
quality software available for the
Spectrum it will probably sink without

_( PANELPOINTS

trace. It doesn’t quite deliver the

Western is the part in which the hero goods, Martyn Smith

Stage i
gecoach appeals straight away Creative Sparks have come up with a nice

idea for o game, one with some

potential. Unfortunately this is all entirely
wasted on Stagecoach, a program
natable for its frustration element rather
than its appeal.

Mediocrity is the name of the game
with the lack lustre animation and SDU1:Id
and with no real redeeming features.
Stagecoach misses the bus.

Peter Walker

The graphics of the cowboy and horse

Stagecoach is fairly entertaining with

GAME: TERRAHAWKS

MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP, SINC, CURS
FROM: CRL, £6.95

Some games have Lo be stuck at for a
while in order to appreciate their merits
and this is one of them.

The title is somewhat misleading as
the game seems to have virtually no
connection to the TV show. It 15 a 3D
flying game in which you have to man
oeuvre through a landscape peppered
with crystal towers to reach the vortex
tunnel. It is far from easy.

You are given numerous aids to get
you to the tunnel. Your ship is equipped
with shields so you can survive five
impacts with towers. Alternatively, you
can lower the height of the columns by
blasting them with one of vour 30
antimat torpedoes.

There is also an autopilot function
which can lock you on a bearing and
height. but | found manual flying easier.

Gauges show your height, compass
direction, fuel level, ship angle, short
distance radar and range from the vor-
tex. All of these are essential for a
successful mission and the homing-in
procedure follows a constant pattern

First, vou need to home-in using the
range finder which shows green when
vou are on the correct heading. Once
you are close enough, you have to drop

height to below 40 feet and home-in on
the vortex shown on the radar. Then,
when it appears in visual range. you
have to make a clean entry into the
tunnel.

Success takes yvou to another strata
there are nine in all. Flying high drains
your fuel and it needs to be conserved if
you are to cover all nine strata. Your
score is increased by flying, hitting
maonoliths and completing levels.

Despite initial reservations 1 found

mysell becoming more and more
absorbed in this game, which presents a
lasting challenge. However the first
sight will put a lot of people off.

Bob Wade

GRAPHICS
SOUND
[ ORIGINALITY
[ LASTIMNG INTEREST
OVERALL

( PANELPOINTS W__

enter a vortex. But this isn't a program I'd
spend money on. Chris Anderson

lot of companies have tried to

produce 3D games, few have
succeeded. The computing power needed
to work out 3D images usually means that
the game haos to proceed at o pretty low
speed and that not an awful ot happens.
That's the case with this one.

The green, fine-line graphics are
reasanably effective, but are redrawn
every half-second or so giving o slightly
jerky look to the game. Sound is a
continuous drone with a few zaps thrown
in. There is a certain appeal in trying,
aver a period of several minutes to ensure
that your craft is in the right position to

This one’s a real toughie. Keeping your
range detector an green, you fight your
way through the columns — which | must
admit | found extremely difficult, since
you have to keep your eye on about six
things at once,

However, the game is quite well
presented and its overall effect is quite
good. If you like to spend hours finally
making it to the bottom of the high-score
table, this could be for you!

Samantha Hemens
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Wally’s pyjama nightmare

To get anywhere with this brilliant new
game, you'll have to do a lot of thinking,
so to get you in the mood, here's a
teasing little riddle. This month has seen
the launch of four major Spectrum
arcade-adventures: Psyfraxx, Strange
Loop, Avalon and Pyjamarama.

The first three have over 200 locations
{(Psytraxx has 1,000), Pyjamarama has
around 30. So how can we justify mak
ing this tiny pipsqueak of a program
game-of-the-month?

Well, it's not just the graphics
although these are outstanding: very
large, very colourful, very clear, lots of
variety. It's not just the fact that the
game is the most playable of the four,
requiring just three controls — left, right
and jump.

The real point about Pyjamarama is
that it’s the first arcade adventure which
isa real adventure.

Let me explain. This year’s rush of
arcade-adventures was started when
Ultimate brought out Afic-Atac last
Christmas. That game—and those
which followed — were adventures in
the sense that different locations had to
be explored. But the other aspect of
adventure games — using objects to solve
problems — was barely touched on.

This game changes all that. OK, there
are only about 30 locations, but each
contains a different object and each
object presents a teasing puzzle which
you, the player must solve.

What is more, the puzzles are all
inter-related. Example: a bucket in
room A, might have to be filled with
water in room B, and taken to room C
where it renders harmless the inhabitant
man-eating plants. This might allow you
to pick up a fuel can in room C which (if
you can find some fuel in room D) just
might allow you to power a rocket
stashed away in room E and reach the
moon. So it goes on

The story is that Wally Week, the

| lovable idiot first seen in Automania. is

now having a nightmare and wants to
wake himself up. So he wanders around
his house and elsewhere dodging
strange aliens and trying to figure out a
way of setting off his alarm clock. The
instructions give you no clue on how to
go about this, it’s all down to brain
power

The objects lying around (they're all
larger than life since it's a dream) in-
clude a door-handle, radio, towel, lib-
rary book, plant pot, conveyor belt
controller, hammer, fire extinguisher,
joystick, pound coin, power pack, crys-
tal orb, various keys, driving licence and
cooking bowl

Mikrogen assure me that hardly any
are red herrings. They each have a role
to play in helping Wally to wake up.

A major point is that Wally can carry

[ GRAPHICS

GAME: PYIAMARAMA
MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP, SINC
FROM: MIKROGEN, £6.95

QRIGIMALITY
LASTING INTEREST
| GVERALL
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e lift on the left — but can Wally collect the
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rocket (below)
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Screen Test

. SPECTRUM o

only two objects at a time. This apparent
limitation in fact gives the game enor-
mous added interest because of the
tactical problems it raises. You can’t just
go round collecting everything. You
must try to form a plan and then pick up
the exact combination of objects needed
to try it out.

When you get stuck, you can take time
off to enjoy the game’s humour. Ghost ly
hands appear from the floor and dis-
appear. If Wally miss-times his jump toa
stairway, he may end up sliding down
the bannisters. Occasionally, when he
goes to exit a door, a huge boxing glove
appears and knocks him to the ground.
Another enjoyable thing is the lLft
which, once sussed, allows you into a
new series of rooms.

These features coupled with the
game's superb graphics and easy play-
ability mean that most people will fall in
love with it straightaway. Playing it will
give hours of teasing frustration, inter-
rupted just often enough by exhilarating
breakthroughs which open up new sec-
tions of the game.

Of course the big question is: how
long will interest last? Will the game be
solved in a few days and then be left idle
on the shelf? Or will it prove impossible
and be given up in frustration?

Our feeling is that Mikrogen have
pitched the game at just the right level.
It's solvable, but it'll take ages. For
example, after a weekend’s entertaining
play, I still have no clue what to do with
some 75 per cent of the objects (I'm mad
keen to find out!)

However, even when it is solved the
game won't lose all interest, because
following a suggestion by PCG, Mik-
rogen have incorporated a unigue fea-
ture. The program actually counts the
number of steps that Wally takes, so that
even once you've completed the game,
you can always try again, this time
aiming to do it more efficiently.

And for those who haven't completed
it there’s a percentage rating which will
reveal what proportion of the puzzles
you've solved.

Creation by teamwork

The main programmer of Pyjamarama,
19-year-old Chris Hinsley is as excited
as everyone else about his new creation.

‘No one’s ever got the full adventure
blend into an arcade game before,’ he
told PCG. ‘It's a new breed altogether.’

Its roots, he admits, lie in Ultimate’s
Atie Atac, but Hinsley thinks the com-
pany have gone downhill since then. °l
don’t think they succeeded in producing
a better game with Sabre Wulf 1U's
simply Atic Atac part 2. You just run
around collecting things. That's why 1
think we've made a fairly big step
forward with this game.'

The basic idea was a team effort —

Gy
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I've no dcubt that Pyjamarama’s
going to be a massive hit, and perhaps
the first of a new genre of computer
games. It's certainly a hundred fimes
better than its predecessor, Automania,
and, if Mikrogen’s hint-dropping de-
partment is to be believed, the program s
central character may well be used again
in future games in an attempt to create a
sort of Wally cult.

Sticking to the present day, one thing
at least is clear. After a year's searching.
PCG has at last found its Wally of the
month Chris Anderson

L] '

e ghostly hand

— look out for th

®@Wally in the lea

@it's possible to slide down the bannisters-
and it could prove useful

Mikrogen staff sat around a table and
tried out suggestions against each other.
But once the plot had been worked out
Hinsley (with other programmers help-
ing on the graphics) spenta month anda
half turning it into an all-colour all-
action reality.

It's an impressive piece of work from a
guy who, like thousands of others,
caught the computer bug from a ZX81
three years ago.

He's been working full-time for Mik-
rogen in Ashford, Middlesex since pull-
ing out of a college computer course last
Christmas — another lucky drop-out
who’s made good
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Screen Test

Wilf v
Willy

The idea that Kokotoni Wilf was a new
pop star was shattered when [ played
the tape and found it to be a computer
program.

Young Wilf is a magician’s apprentice
who has been sent back in time by his
ageing mentor to collect the scattered
pieces of the Dragon Amulet. Wilf has to
recover the fragments from six time
zones and reach a time-gate to take him
onto the next zone.

You move either by flying with a pair
of wings provided by the magician or by
walking. You start in the age of the
dinosaurs and on each screen these
prehistoric beasties and other hazards
bar your way to the piece of amulet.

This first level is easy and for this
reason more experienced players can
start on the second or third time zones.
The obstacles in your way change be-
tween zones but there is the usual
platform-game behaviour, of following
| simple patterns which you have to get
past.

Many things are deadly to Wilf's
touch, including innocent-looking
bushes and purples spikes on the floors
and ceilings. This means you have to
stay in the air a lot and this is where
control is most crucial since you cannot
hover but keep moving up and down
with the effects of flapping and gravity.

The screens are nicely depicted but
usually don't have much moving on
them. Some have only one route to the
amulet fragment while others can be got
at from several directions. The need for
precision flying is vital on later screens
since the pieces are tucked away in

—

GAME: KOKOTONI WILF
MACHINE: SPECTRUM 48K

FROM: ELITE, £5.95

SUNNNNNNNNNNNNN

hard-to-reach spots and one slip of the
wing could lead to disaster.

There are over 60 screens, some set
above ground and others deep in the
bowels of the earth where you encoun
ter bats, killer plants and even a fish in
an underground lake.

Completing the game will give a mes-
sage telling you why you were sent on

ut the furth

more hooked | became er | got the
ts Very eqs -

g y at first 3

indicator o show how nk:;'f ih_ere is no

have collected 4

yYourself,

Y

CONTROL: KEYS, KEMP, CURS, SINCIN

@ The first screen of time zone 3

GRAFHICS

ORIGIMALITY
[LASTING INTEREST
| overaLL

rrrysa

the quest but if level three is anything to
go by it will take a long while before
anyone discovers the secret.

The game does not achieve its aim of
stealing fer Set Willy's crown as number
one arcade adventure but it has enough
depth to be a real challenge.

Bob Wade
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motor-bike: |
... here's your chance to find out!
This fabulous new game —
Jump Challenge — has been
for you by Martech,
with a lot of help from Eddie

himself.

‘At the age of 12, Eddie Kidd
was ng over ol barrelsona |
bicycle. At 18, he shattered the

0 mmmhm

a scarhssﬁtm-fammﬂ;jum
O joystick or keyboard option

world record with his

leap of 190 feet — clearing 14
ﬁu{mm?mcmm Details on cassette insert
ks St ' e Available from leading software
Hodor ; . i -'i retailers OR order today
it by mall, price £6:95 (48K
= Spectrum) or £7-93
oo (Commodore 64,
e = :i-." , BBC '), & Electron)

|| including VAT and P&P.

e errrrriTH G [ G i e o A | Please make cheque or
— e R e Sl = postal order payable
SR — I: |-- i & m— e ¢ 2 S0 to Software

= T = ———————) Communications Ltd.

PECTRLIN, TE b2 Allow 7 days for delivery.

m“'tcc Martech is the registered trade mark of Software Communications Limited
Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 &EE 5
TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456 _ TELEX: 87465 EXIM Brighton ;

SR FA— Bk oo b
48K SPECTRUM - COMMODORE 64 - BBC ‘B’ ELECTRON
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GAME: BORZAK

MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP

M: CHANNEL B, £2.95

. you a frustrated freak? Do you
y that tensed-up feeling? If so,
@rzak is the game for you. It's not that
cach stage 18 so hard (they're really quite
simple) it’s just that they go on for so
long that sooner or later you make a
mistake, either through lack of concen-
tration or, more likely, through bore-
dom. Thus you can play for ages without
getting anywhere at all.

As Borzak, the amazing bug-eyed
beastie from Betelgeuse, your aim in the
game is to travel through the six screens
to reach your intergalactic craft. The
reason why you have fallen to Earth is
that while travelling in space you made a
small mistake and got sucked into the
Earth’'s atmosphere,

With dismay you realise that you are
85 Zorgs (85 whats?) away from your
spacecraft and this is where the game
starts. You control Borzak and you have
to get back to your ship. On the first
screen there are holes which eat you up
ifyou jump into them — so don't!

To complicate the matter further there
are flying objects (I think they're hirds)
which [ have an uncanny knack of
cracking my head open on.

Next the second screen and now you
are being attacked by mutant frogs
which are beautifully drawn. The third,
fourth and fifth screens have obstacles
such as pools of water and brick walls
(risky), dragonflies and snakes (or are
they worms?).

The sixth and final screen is the real
killer. At first it seems similar to the first
screen with holes and birds, but a huge
steel claw emerges to drag vou down.

The game has some nice options — for
example, you may play on any level.
=
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Colour is well used and graphics are
jerky but well designed. Overall, not
very exciting. Richard Boniface

® Borzak the amazing bug-eyed beastie
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GAME: TWILIGHT ZONE

MACHINE: SPECTRUM

CONTROL: KEYS, JOY

FROM: THOR, £5.95

Sounds vaguely familiar? Why ves, it
sounds like Lazer Zone from Llamasoft.
Indeed it is almost identical. You find

nimated.

yourselt controlling two laser guis o
X/Y axes and have to shoot invading
aliens. There is a set time for which you
have to survive the decidedly unfriendly
company of each wave.
It is depressing to sec games houses
cloning other micro games.
| Tony Takonshi

GAME: TURTLE TIMEWARP
MACHINE: SPECTRUM 16/48K
CONTROL: KEYS, JOYSTICK

FROM: SOFTSTONE, £4.95

We have had all manner of creatures
mvading our micros and now turtles
have made their way into a maze game.

© be honest I'm not sure how tg

As for game-play, ||

vant to get someone RE
A
buy them Borzak

There is certgin
racing hera,

The firs screen is simijlgr

the classic Maonh
LF)
arc_c:de and was jheggy 49
me P::fer&s‘red for a while
e only possible mofi
ve
could hc:ve for fin ishing this
game is the fact that g4 1
goes back to
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: Peter Walker

¥ nothing to set your pulse
only screen that kept

c he end Borzak
his own planet iy

Martyn Smith
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in concept 1o
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that anyone
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These lovable, light blue reptiles must
explore a maze in which eight question
marks conceal a turtle to be rescued ora
monster which is activated. If you find a
turtle a house appears in one of the
corners of the maze and you have to
take it there.

Once all turtles are rescued returning

to the centre of the maze timewarps you

GAME: BLACK HAWK

MACHINE: SPECTRUM

CONTROL: KEYS, KEMP, SINC, FULL,
CURS

FROM: CREATIVE SPARKS, £6.95

Flying over occupied islands you have

to blast your way through hordes of the
enemy to reach and destroy their
airfield.

The action is seen from above and
comes in two different screens. It is fast
and compulsive, although vour craft and
the white guided missiles can be hard to

to the next maze. Bob Wade
GRAPHICS T .
SouND 6
ORIGINALITY 3
LASTING INTEREST 6
OVERALL &
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see on the attack screen. Bob Wade
GRAPHICS &
SOUND é
ORIGINALTY 6
LASTIMG INTEREST 7
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GAME: BRAXX BLUFF
MACHINE: SPECTRUM 48K
CONTROL: KEYS, SINC, KEMP
FROM: MICROMEGA, £6.95

In the past, Micromega have produced
some excellent games, Deathchase and
Full Throttle being amongst them. But if
you expect their latest release to be as
good, you'll be disappointed. It's really
notin the same class.

The idea is sound enough. You must
rescue three people from the planet of
Braxx Bluff, by completing a number of
tasks. First you must land on the planet
by homing in on a beacon. Ignore the
pretty 3D graphics that occupy the

majority of the screen — to land at the
right place you merely centre a dot on a
tiny radar screen.

Having done that you proceed on foot
towards the ‘Hydro-crawler’, zapping
the bird-like creatures that try to stop
you. Once inside the crawler you race
across the deserts, marshes and finally a
sea doing more zapping, until you reach
your goal. Believe me, it's tough going.

To get onto the next screen you must
amass a certain score and in some cases
this is frustratingly difficult. Fortunately
you can save your record onto tape,
allowing vou to skip the easy stages in
future games.

Graphically the game is quite impress-
ive. Though they are not particularly

clear (and rather chunky) there are
some good 3D effects. Sound too, is well
up Lo par.

What really spoils this game is the
sheer lack of playability. Though sthe
stages are difficult, they are not real

interesting enough to sustain any pro- |

longed efforts. Indeed, I found the only

reason for completing a task was to seeif

the next was more enjoyable.

In a way this is a shame. A lot of
thought has obviously gone into the
game and it has been put together very
professionally. But for me it just didn't
have that magic ingredient that makes a
game truly addictive.

Peter Walker

GAME: HYPERACTION

MACHINE: SPECTRUM 48K
CONTROL: KEYS, SINC, CURS, KEMP
FROM: SILVERSOFT, £5.95

At first glance, Silversoft's latest Spec-
trum release appears to be nothing more
than a hybrid of Pacman and Pengo.
However, play it a few times and you
realise it offers a totally new and quite
entertaining challenge.

The idea is fairly simple. You play the
part of a nicely-drawn spider who must
travel around a randomly generated
maze either collecting objects or filling
in the corridor in a certain colour.
Naturally you are not alone, the maze

GAME: DANGER MOUSE IN
DOUBLE TROUBLE
MACHINE: SPECTRUM 48K
CONTROL: KEYS, SINC, KEMP, PROT,
FULL
FROM: CREATIVE SPARKS, £6.95

Go on, admit it — you watch Danger
Mouse on television, don't you? Well,
now you can play and enjoy a highly
original and amusing game from Crea-
tive Sparks based on the series.

You control the rodent super-agent
whose mission this time is to deactivate
an android clone of himself. This has
been built by his arch-enemy Baron
Silas Greenback in a remote jungle.

being populated by the four obligatory
nasties (thankfully not, ghosts) who
chase you in the usual anti-social man-
ner.

However you can push the walls of
the maze across passages, changing its
shape and trapping nasties. You must be
careful not to crush either them or the
objects you must collect, for this loses
you a life. Thus a significant strategy
element is introduced, half the tactics
being to trap the creatures in a small part
of the maze, allowing you a clear run.

Silversoft have also apparently caught
the Minter disease, for the stages have
such names as ‘Return of the Jelli’
and ‘Attack of the Mutant Chips’.

.

Graphically, the game is done well,
with detailed backgrounds and smooth-
ly animated characters. The sound isn't

a let down either, with some quite,

satisfying noises being coaxed out of the
Spectrum’s pitiful speaker.

The spider is very easy to control and
even if you don’t own one of the
supported joystick interfaces, the keys
are sensible enough.

Overall, Hyperaction is a really rather
playable game, the arcade feel being
tempered by an interesting strategic
element. There are a number of screens,
each with randomly generated mazes, so
the program’s appeal should last. Nice
one Silversoft. Peter Walker

First you'll have to get there in your
flying car but don’t expect a quiet trip.
Greenback has sent out sgquadrons of
robots to stop you. You must dodge or
destroy these using, for some reason, a
note from the car's juke box. Strange,
but fun.

Once in the jungle, you jump croco-
dile-infested rivers and move any pumas
blocking your path by starting an
elephant stampede with your Tarzan
call. Honest!

However, all this is nothing compared
with the final stage. In order to disable
your double you must press certain
buttons, which Greenback has some-
what discourteously surrounded with a
high voltage fence. So how do you press

GAME: AVALON

MACHINE: SPECTRUM4BK
CONTROL: KEYS, KEMP, CURS, SINC
FROM: HEWSON, £7.95

There's no doubt about it, Avalon is a
remarkable game, but it suffers from
serious playability problems.

There is a very attractive screen bor-
der and the main playing area occupies
the centre of the display. Coloured lines
sketch out your current location, a room
with one or more doors, and a small
) seated figure, Maroc the Wizard.

Maroc the Wizard can, with the help
of a spot of magic and your joystick,
float about the screen picking up objects

T
(by passing over them) and avoiding
contact with various malevolent sprites.

As you wander from location to loca-
tion you collect spells and other useful
items in your quest to destroy the Lord
of Chaos. There are eight levels and 200
locations to explore, and this is where
the playability problems arise.

To open a door you move Maroc up to
the door knob and the door swings
open. The trouble is that to close it you
do the same thing, so unless you're
careful you may find yourself opening a
door and then closing it again before
you have managed to get through it.

The control problems are a pity be-
cause Apalon has a lot of novel features.
There are a large number of spells to be

them? Yes, you've guessed it, you jump
over the fence and balance on the
buttons with your index finger! Who
said Spectrum software was all the
same?

What really sets the game apart from
the crowd is the quality of the graphics.
All the characters are easily recognis-
able and well animated, especially Dan-
ger Mouse.

My only important reservation with
this game is the possible lack of really
long-term appeal. With only two skill
levels, the tasks might get a little easy
after a while. Still, this is a beautifully
presented game and should be im-
mensely popular with all Danger Mouse
fans. Peter Walker

found, allowing you to renew your
energy supplies, attack your enemies,
and even command a small wraith-like
‘Servant’,

Unfortunately, even selecting spells
requires almost superhuman dexterity if
you're in a hurry. The spell names
appear on a scrolling list at the bottom
of the page which you flick through with
the aid of your joystick, but the list
scrolls so fast that selecting the spellj
want is very hit-and-miss.

Apalon scores over its cousin, U
mate's Atic Atac, in terms of size 8

complexity, but you'll need eleven fili- .

gers and a lot of patience if you're going
to get the most from it.
Steve Cooke

ECTRUM ¢ SPECTRUM ¢ SPECTRVI
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Annlher one of Micromega's 3D

games and perhaps the best yet. It's
achallenging game with very good
graphics, The detailed landscapes scrol|
by smoothly in superb colour.

Even the first part of the game — the
landing — is hard to get past. So things
can move a bit slowly. The mission from

en on is a real battle and great fun.
With so many different types of games
(including o sort of diving simulation in o
moon buggy) included in one program
Broxx Bluffis a game not easily
mastered,

Overall a very
hit for Microm

good game and another
a. QMT n Smith

Braxx Bluffis the latest offering from
Micromega and, as is becoming usual for
them, it features sheet after sheet of
amazingly smooth 3D graphics. These
certainly make for o beautifyl. looking
game. The trouble with Brax is that it's
so difficult there's little chance of seeing
the higher levels. | was lucky — my review
copy had the higher stages saved on the
B-side.

However, itisan intriguing game and

the persistent should find it enjoyable — so

| GRAPHICS

long, that is, as they save each new sheet

[ sounD

on to tape.
Ihl'._terf Patrick
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& — PANEL POINTS
his is mast definitely a maze gome crush the nasties with the blocks. If you do
and despite having lots of different 5o, you die. However, persevere, you'||
screens and constantly changing mazes it enjoy it. Samantha Hemens
cannot be disguised as anything else,
Not that | didn't like it, it was just Hyperaction proves that o game doesn’j
extremely difficult 1o play, particularly need an elaborate plot to be addictive,
the first screen. The clear, colourfyl graphics and
The gome is well named since you have imaginative sound effects show & polished
to think very fast under pressure, finish o a game of blistering pace.
. BobWade 4 very exciting and tricky game which
| 3o Mmanages to combine a need for thought
| This is an exceptionally hard game to get  with fast action and with different
| to grips with, screens, each requiring different skills. 1t
The sound is not brilliant, and another should push the most competent player to
thing | didn't like was not being ahle tg the limit. Excellent. Martyn Smith
= his game is definitely for the young-  Thorn EMI are one of the few ‘big’
{ Tm-l?euri. The gruphlifcs are amozingly companies that have entered the sofh:mra
7 detailed and are so cartoon-like that market and have produced high-quality
anyone coming into the room could be software, under the C‘r'ea'llve Sparks
forgiven for thinking that this was the real label. Danger Mouse is a good example.
TV cartoon. DM and Penfold move I hope this is anly the first in series of
The sound has been well thought out
with car motars, crocodiles’ teeth The jungle screens take time if you can be ‘
snapping and of course there’s the D bothered to get the bonus. The android-
theme tune. | found this game amusing  mouse finale is fairly entertaining but it
and addictive, | mean it can't be anything won't have you fainting with excitement.
but addictive when you're everyone's Danger Mouse is not a game | would
superhero frying to save the world. recommend.
il Richard Boniface Martyn Smith
PANELPOINTS
lf Ibump infe one more door or get this program needs a smaller wizard or
pursued by one mare zombie-like bigger doors. . . Bob Wade
soldier | am going ta scream so loud it will
blow every semiconductor for miles, It seems to me that the most important
That's the trouble with Avalon— it's innovations in the Spectrym games field
desperately frustrating to play and gives  haye come out of the re genre,
little reward 1o the Player in the form of Take, for example, The Hobbit and Atic
treasure or killing, Atac. Avalonseems te belong in the same
e animation and rooms are vein,
ugh and your character's actions and Hewson have produced a potentially
s are certainly clever, Byt boy, isthis  excellent game which falls down a bit on
OUgh game to settle into. Not that

Playability. Control is difficylt even with g
joystick and despite reams of instructions
it's a hard game fo get into,

; Rob Patrick

Wave
walabouss Laval
Hewin

| GRAPHICS
| sounND
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GREAT PROGRRANS FOR
ADVERTURERS

Commodore 64
Selected programs available from larger branches of
Boots, Lightning Records & Tapes, and good
computer shops.

GRAPHIC ADVENTURE SYSTEM
SPECTRUM 48K

A massive rual time adventure. Can you
pay your bill in time? Will y r.imm]dths

traffic - survive the sti
the rats, snakes, and Ietlml mm wli

you befriend
through???111

the tramp

"The guest 1o end all quests . fun but as hard
as the ound under the apple tree well
worth it”

Computer and Video Games. June 1384

Spectrum 48K/ Commodore 64
oIS Gitg

/]

The Dungeon Builder is a highly sophisticated program enabling machine-code graphic
sdventures 1o be writtan quickly and sasily, even by those who have no programming
exparience at all. When creating your adventure you can choose from 1 possible
locations which are visually displayed on an octagonal |attica. Tha program gives you
the facility to illustrate your chosen locations if you wish. A separate 'game-maker’”
gmgram is provided which enables stand-alone games to be made that will run on
pectrums without “"The Dungeon Builder'” being prasent.

There are two versions

1. Cassette (now availabla). This will give you hours of enjoyment writing games for
your family and friends.

2. Microdrive (coming soon). This will enable you to write really large adventures.
A fully illustrated 100 page instruction book is provided with both versions.

Price £9.95
{ CASSETTE )

Ayuthor: Richard Parraft
DREAM SOFTWARE LTD, P.C. Box 64, Basingstoke, RG21 2LB

cedainly is funny, and it does have

Dealer enquiries welcome hBoIcs. thot Ate veiy Gond"
Please ‘phone (0256) 25107 . amusing. and good value for

T CRASH Magazine May 1984
- | : b OR DIRECT FROM DREAM send P.O., Chequs or
. o s . i Access No. {also by ‘phone)

Please send me:- Pub Quest 3

A
N i ; ’ -~ Dungeon Builder (Cassetta)
‘_ ; & Holy Grail Spectrum [J CBM =

Name

PROGRAMMERS-—We will give you a first class deal on HIGH QUALITY programs for the Address

SPECTRUM, COMMODORE 64 and ATARI,
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After weeks of waiting the Space
Freighter has nearly reached your
settlement on Planet CS, light-years from
your home planet. But, disaster...a
sudden meteor storm has devastated the
ship, and its cargo of Resource Blocks
has been scattered over the Flanet, The
people have elected you to journey
outside the settlement and round up the
Resource Blocks: unfortunately, this is
unexplored terrain and there are many
dal . 50 you will have to collect
the mncks on the Matter Transporter
Fads at the bottom of each level.
Erupting volcanoes throw you up to the
first bridge or ledge you reach. You can
drop bombs to kill the aliens, but there is
a delay before they explode.

Author — Fatrick Richmond

T :

Software Projects Limited, Bearbrand Complex, Allerton Road, Woolton, Liverpool L25 7SF.
Telex: 627520 Telephone: 051-428 9393 (4 lines).
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You are very proud of your spaceship
Thrusta 1, and together you make a
good team. Your new mission is on the
Flanet Spectra to destroy Alien nests
whose eqgs are rapidly and continuously
hatching — it's a tough mission not only
are there Aliens to contend with but
there are guards which keep watch over
and patrol above the hatching Aliens.
Unfortunately your trusty spaceship is
only equipped with low powered cosmic
biasters which are strong enough to
desiroy the guards but not the Aliens.
It’s going to be difficult, but wait . . . if
you can nudge those boulders onto the
Aliens below! . . . it conld just work.

Authors —
Spectrum version — Patrick Richmond
Commodore version — Stephen Richmond

. t,.f* ﬁ (
l r - ;
Available on the 48K Spectmmand(:ommudore%

For Mail Order only:
Software Projects, P.0. Box 12, L25 7AF

Selected titles available from:—

John Menzies, HMV, Boots, Woolworth,
Spmnmmmherlamemt
stores and all good major

retailers,
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‘CTRUM ¢ SPECTRUM ¢ SPECTRU

REM #x#xidasFO0E & & 688858454
REM ##%##By CARL FENNELL*®®*
REM ssssax®w¥24/4/ 0400
BORDER 7: PAPER 7: INK B: C

£ Ll )

LS

S LET RACE=1:
LET HORSEZ=28:
T HORSE4=2Z8

& LET Ef="ALDANITI": LET F¥="
SPARTAN MISSILE": LET G#="SUNNY
BOY": LET J#="JUMFING JACK™

7 LET BTOTAL=1008

8 60O SUB Sde

T GO SuB 7ooa

i@ LET HORSE1=28: LET HORSE2Z=2
&: LET HDRSEZ=28: LET HORSE4=28:
LET JE="JUMFING JACE"

=@ LET A%="ABC

LET HORSE1=28:
LET HORSE3=28: LE

DEF
3@ LET B¥="ABC
DEF "
4@ LET C#="ABC
DEF"
5@ LET D$="ABC
DEF "™
1 LET WE="GHI
JKL M
92 LET X$="GHI
JEL
53 LET Y$="GHI
JEL ¢
54 LET Z#="GHI
JEL
55 LET K$="idg &k 1dg jdg o k
dicdlcdlc omn kK & f omn kg K
kK k  k k f kat k gk
& k K kK f om omi kK T k &
mord & moi"™
& LET L#="jdg ldg Jjdg Idg dI
idg o K gmi omi oRR ORI K
omn kg k ¥ & & F k7 K
k ¥ &k gk gmi K kK T kK F &k
k f k k
@ n dicjidg jdg dlc
& idg kgif &k gmi gmi Kk
& am & f &k : 3 f &
K K & f ok gmi gmi mol

omm gmi"

57 LET M¥E="jdg k' F o ko kk

T gai k T kg kkg kk
' f k f k g kk g kg
mh gmi gmwji k gk k gk
T AT LR R PR T L L
mT
Idg idg &
¥ omi k T Kk
k& f & f gm
n aomj gmj
f RRRRERERDN
"
58 LET NE=" f Kk foe n ldg
dlco T idg ¥k F kgifT omJ
kikg Tk b kT k k&
k k g f kbhh gmi aqmi k ¥ &
mo Ik gan gmj
¥
rdg fdg kK §
omn & k1 T
R R Iz gmJ
k f agmi kbi
&k b1
ke be"”
59 LET Of=" k f jdg
o r K r ko F
kg f keif &k F
k gr gigl omi
& B

&3 GO0 SUBE 4000

&4 GO SUE 1000

&5 REM MAKE HORSES MOVE (RACE)
&% PRINT AT S5,HORSEL:AT

7@ FRIMNT AT 7 ,HORSEZ;BE

BB PRINT AT ?,HORSEZ;C#

@ FRINT AT 11 ,HORSE4;D#

Forget the Camptown Races, the nags in this

game will really have you gripping the edge of
your seat. Type in this listing for some great graphics
and all the excitement of winning — or losing—a

fortune.

The game gives you £1000 to gamble with, and full
instructions on how to play appear when the
program is run. Whatever you do, don't run the
program when there are a lot of people about -
serious financial loss may folow. If you end up
winning a fortune and don’t want to stop, a save

routine has been included.

In order to help you enter the program, all
graphics characters have been printed out in italics.
All italic letters should be typed in with the
computer in graphics mode. To enter graphics mode
you press the <caps sHirr= and the 9 key
simultaneously, and to exit the graphics mode you

just press the 9 key.

Capital italic letters represent the corresponding
user-defined graphics characters. Enter these in
graphics mode simply by pressing the indicated
letter. Lower case italic letters are used to represent
the pre-defined graphics shapes which you can see
on the top right-hand corner of the keys I to 8. Enter
these in graphics mode as follows: letters ‘b’ to ‘b’
inclusive are entered by pressing keys 110 7
respectively. ‘a’ is entered by pressing 8. Letters i’ to
‘p’ are entered in graphics mode + < CAPS SHIFT>
according to the following: i press 7,6, k5, 14, m3,

n2,0l, p8.

See page 92 of your Sinclair user guide if you need

further explanation.

Program breakdown
Lines

1-59 Define variables.

65-250 Movement of horses and actual race.

1000-1060 Printing to screen.
2000-2240 ‘Spartan’ - winnings etc.
1100-1195 ‘Aldaniti’ — winnings eic.
2500-2640 ‘Sunny Boy’ — winnings etc.
3000-3140 Jack’ — winnings etc.

4000-4200 Work out odds, display horses, and

choose horse routine.

5000-5060 Loser's message.
6500-6550 Money lefi.

7000-7050 Instructions.
7500-7540 Ten races over.
8000-8220 Graphics.

9000-9040 Qut of memory routine.
9900-9973 End.

9975-9996 Save + verify.

1@@ LET L=INT (RND#5}

ti@ IF L=1 THEM LET HORSE1=HOR
SE1-1

17@ IF L=2 THEN LET HORSEZ=HOR
SE2-1

158 IF L=2 THEN LET HORSE3=HOR
SEZ-1

140 IF L=4 THEN LET HORSEA4=HOR
SE4—1

15@ IF L=@ THEM GO TO 1@@

17@ PLOT 15,70: DRAW 2,70

180 IF HORSE1=0 THEN LET J%="A
LDANITI": GO SUB 110@

190 1F HORSEZ=@ THEM LET J#="S5
FARTAN MISSILE": GO SUR 2000

2p@ 1F HORSEZ=@ THEN LET J#="S

UNNY EOY™: GO SUB 2588

7@5 IF HORSE&=@ THEM LET J&="J
UMEING JACH": GO SUB Z000

210 PRINT AT S,HORSELl: W¥

220 PRINT AT 7,HORSEZ; X#

238 PRINT AT 9,HORSES:;YS
748 FRINT AT 11 HORSE4; Z¥

25@ | TO &5
29 F
1000 REM DRAW FEMCES ETC. OM RAC
E TRACK
1001 PLOT @,140: DRAW 255,80: FLO
T @,40: DRAW 255,0
1@1@ FOR N=@ TO 255 STEF 1@8: FLO
T M,14@0: DRAW B,10: NEXT M: FPLOT
@,190: DRAW 255,0
1820 FOR N=@8 TD 255 STEF 18@: FLO
T M,&0: DRAW B,10: MEXT N: FLOT
@,7@: DRAW 255,0
1830 FPLOT 15,78: DRAW @,78
1848 FLOT 20,148: DRAW @O,20: CIR

CLE 20,165,5

1045 FRINT AT @,12;"#**RACE MNUMBE
f="3; FLASH 1;RACE; FLAGH @;"#*"
105@ PRINT AT @,4;“FINISH"

1855 PRINT AT 15,08;WE:" "; OVER
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1;E¥; OVER 1;AT @ EF;T M INEK
R;F$:AT 1‘-.r1.E".Yl. ": INK B:;G%;
DVER 1:AT 15,15;:7Z%;" "3 INKE B3;J4
1854 PRINT AT X1,%X2; FLASH 1:H$
18580 RETURN

110 IF HF- -E¥ THEN GO SuB So0Q
11381 CLS FRINT K#: PRINT : FRI
NT OF: PRINT ““YOU BET *3MONEY:
FEINT "AT THE 0ODDS OF *;0DDS1; ™
111@ LET TOTAL=0DDS 1 #MONEY +MONE Y
1115 LET GTOTA GTOTAL+TOTAL
1120 PRINT "YOU'VE WON ": FLAS
H 1;TDTAL FLASH @

118 FPRINT AT 21,.8:"'N’° TO STDF.

ANY KEY TO CONTIMUE™

1178 lr INKEY#="" THEN GO TO 11
7@

1B IF THNEEYE:>"N" THEN GO SUR
H500

L1590 IF
A
1195 60O 7O 1170
2000 1F F#< -HE THEN
2081 CLS PHINT L¥: PRINT FRI
MNT D#f: FPRINT ‘"YOU BET “;MOMEY
FRINT “AT THE ODDS OF ; 0DDS2
1
281@ LET TOTAL=0DDS2#MOMNEY+MOMNEY
2@1% LET GTOTAL=GTOTAL+TOTAL
ZOZ0 PRINT "YOU'VE WON "3 FLASH
1; TOTAL; FLASH @
2200 FRINT AT 21
AMNY FEY
2210 IF

IMEEY$#=" THEN GO TO

GO SUB SRaR

N PRI
TO CONT INUE
IMEEY$="" THEMN

TO STOF.

G0 TO 22

IF INEEY#$ "N" THEN GO SUB

IF INKEY$="N" THEN GO TO %

2240 GO TOD ZIZ0Q

2500

2581 -'.l. =

NT O#:

e

2515 LET

ARKE T,,

G#< *H¥ THEM GO

FRINT M¥:
FRINT
FEINT "AT

] "EINT
18 LET

THE

SUE
FRINT =
" MONEY :

gttt L]
FRI
"¥YOU BET

apps OF ";0DDS3; "

TOTAL=0DDSZ*MONE Y +MONE Y

GTOTAL

=GTOTAL+TOTAL

2520 PRINT “YOU'VE WON "; FLASH
1;TOTAL; FLASH @

2600 PRINT AT 21,8;"°N° TO STOP.

ANY KEY TO CONTIMUE"

2610 IF INKEY$="" THEN GO TO 2&
18

2620 IF INKEY#<-"N" THEN GO SUB
H500

2530 IF INKEY$="N" THEN 60 TO 9

700

2640 GO TO 2400

I0R@ IF Jr<:HE: THEN GO SUB Sood

NOVEMBER 1984
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Program Libr aes

SPECTF

:
1 " - ﬁi.b

. L

081 CLS =
NT D%:
FRINT
_1"

J@1a LET TOTAL=0DDS4*MONEY+MONEY

PRINT N#¥: PRINT :
PRINT “"¥DU BET
"AT THE 0ODDS OF

FRI
"3 MOMEY :
"s0DD54; ™

3@15 LET GTOTAL=GTOTAL+TOTAL
3@2@ PRINT "YOU'VE WON "3 FLASH
1;TOTAL; FLASH @

TI0@ PRINT AT 21,@;"°N° TO STOF.
ANY KEY TO CONTINUE®

3110 IF INKEY$="" THEN 60 TO 31
1@

T12@ IF INKEY#<>"N" THEN GO SUB

S00

T12@ IF INKEY$="N" THEN GO TOD %
Ra

3140 GO TO 2108

4002 REM DISPLAY HORSES % ODDS
40@1 LET DDDS1=INT (RNDS@)

4005 [F ODDS1=@ THEN GO TO 4208
4Q10 LET ODDSZ=INT (RND#=S5@}

4015 IF ODDSZ=0 THEN GO TO 4810

| 402@ LET ODDSI=INT (RND=S5@)

4@25 IF ODDS3=@ THEN GO TO 4820
4870 LET ODDS4=INT (RND*SQ)

4035 IF ODDS4=@ THEN GO TO 4030
4@40 FRINT AT @,12; BRIGHT 1; FL
ASH 13 INVERSE 1;"CAFS LOCK''"
4058 PRINT AT Z,@;W#;" ALDANITI
WITH THE ODDS OF
;ODDS1;"=1"

406@ PRINT AT S5,@:;X%;" SFARTAN M
ISSILE WITH THE onDs OF
;ODDSZ; " -1 "

4078 FRINT AT B8,0;Y%:" SUNNY BOY
WITH THE ODDS OF
;0DDS3; “—1"

40E@ PRINT AT 11,037%;" JUMPING
JACK WITH THE 0ODDS OF

" 0DDS4; -1

4090 FRINT AT 14,@: "GRAND TOTAL=
"3 FLASH 1;GTOTAL

48%1 PRINT AT 18,@;"RACE NUMBER=
“: INVERSE 1; FLASH 1;RACE

| 4895 INFUT “NAME OF HORSE “;H$
4094 IF HE="ALDANITI" THEN BEEF
L1,12: LET X1=1&: LET X2=5: GO
TO 4181

4097 IF H¥="SPARTAN MISSILE" THE

N BEEF LET Xl=18: LET X2

. e

=5: GO TO 41@1
4PFE IF HE="SUNNY BOY" THEN BEE
FoLb,i20 LET X1=28: LET %2=S5: GO
TO 4101
40979 IF HE="JUMPING JACK" THEN
BEEF .1,12: LET ¥1=i&: LET X2=20
: GO TD 4101
4100 BEEF 1,-12: GO TO 3095
41@2 INFUT "AMOUNT OF MONEY GOIN
G TO FUT ON HORSE IN *;MONEY
41@3 BEEF .1,1%2

IF MONEY -GTOTAL THEN GO TO

GTOTAL=GTOTAL
CL: ¢ RETURN
FRINT AT 2,8; "UNMLUCKY
‘M AFRAID "3 FLASH 1
1 @:AT &,@;"DID NOT WIN
8,8:"THE HORSE CALLED":AT 1

MOMEY

FLASH . ERSE 1:J%: FLAS
@: INVERSE @:AT 12,0: "WOM THE
IF GTOTAL=@ THEM GO TO 900
FRINT AT Z1,@8:"'N TO STOP.
TO CONTINUE®
IF THEEYE="" THEN GO TO S6
S@ad IF IMKEYE="N" THEN GO TO %
1)
SAS@ IF INKEYE: -"N" THEN GO TO
SB7a
SBs0 GO TOD SO0
L5008 REM TOTAL AMOUNT OF MONEY

Py
L5331 CLS : PRINT AT 10,8;"lddddd
idh k

¢ £

¥ k

¥ CF W
mmr '
6518 PRINT AT 11,93; OVER 1:"GRAN
DU;AT 12,9;"TOTAL=":AT 1 oy
STOTAL
&52@0 BEEP 3,-12
5530 LET RACE=RACE+]
4548 IF RACE=11 THEN GO SUB 750
G
4558 CLE @ G0 TO 18
TAP@E REM INTRODUCTIOM
0@l CLE : FRINT FLASH 1:AT 0,5
: "WELCOME TO THE BLYTH JEX"; FLA
SH @3 " "y IMVERSE 1
: FLASH 1;"RACECOURSE"
FR1@ FRINT AT 4,@0:" YOU START T
ODAYS MEETINGS WITH": FRINT : FR
IMT 1000, YOU WILL HAVE TO EBET

THIS ": PRINT OM THE RACES!(A
THOUGH HOW MUCH ": PRINT FRINT
" 16 UF TO YOUR DISCRETION!) "
‘B1S PRINT

7820 PRINT PRINT "
BE A TOTAL OF TEN"1
NT " RACES. SEE IF ¥YOU CAN BECOM
E"3 PRINT PRINT A MILLIONAIR
E BEFORE LUMNCH!'"j
FAIA FOR N= TO 30: PRINT AT 19,
14;"ABC"; AT 20,143 "DEF": PAUSE 8
PRINT AT 19,14:;"GHI";AT 20,145
"JKL": PAUSE B: NEXT N: CLS
7048 PRINT INVERSE 1;AT 1@,1@;
BRIGHT 1;"PUT COMFUTER":;AT 11,10
i BRIGHT 1;"IN CAPS LOCK";AT
1@; BRIGHT 1" MODE "
7045 FPRINT INVERSE 1; OVER 1;AT
Z,F:"ennnmnnommnnm: ;AT 1@,9;"F
AT 1B, 2Z; "k AT 11,9 "F":AT 11
yes] TRTIAT 12,93 MM YsAT 12,22V
AT 13,93 "bddddddddddddc™: INVER
SE @
785@ FOR M=@ TD FPRINT aT 7,1
Dy "ABC" AT B,15;"DEF": PAUSE B:
YINT AT 7,15;"GHI";AT B,15; "JKL

THERE WILL
FPRINT : FRI

12,

"R
15:

FAUSE 8: NEXT M: CLS : RETURN
7SO0 CLS @ PRINT " UNFORTUMATELY
THAT IS5 THE END OF THE RACES.
YOU CAME AWRY WITH A GRAND TOTAL
OF ";GTOTAL
75318 INFUT “"NAME “;N#
7SZ20 PRINT " 'N&:;" ON BEHALF OF T
HE": FRIMT "BLYTH JEX RACECOURSE

PECTRUM

7938 PRINT " 1
TING IN THE
U WON A LOT
¥OU ENJOYED

THANE. YOU FOR BET
RACES AND 1 HOPE ¥
OF MONEY AND I HOPE
YOURSELF IMMENSELY™
7540 FOR N=@ TO S@: FPRINT AT 18,
14;D¥F: FAUSE B: FRINT AT 18,1431
$: FPAUSE B: NEXT N: RUN
20082 REM DEFINE GRAFPHICS
4081 FOR N=USR "A" TO USR "G"-1
S@1@ READ A: POKE N,A: NEXT N
BASR DATA
B0s0 DATA
LA L
2078 DATA
Baed DATA
aunyen DATA
1,133,0
B1o@ DATA
44,0
g148
a145
815@
Blo@
255
B17@
HIHA
g17@
1
B200 DATA 212,210,1%95,194,95,80,
168,64
8z21@ DATA *D»,"O","
Tt "W AT
wom o w_mge wpw
wowpe mgn wow
L
B22@8 RETURN
7008 REM OUT OF MONEY
90085 CLS : PRINT AT 9,8;
s "OUT OF MONEY": LET I-=09
1@ INVERSE @: GD SUB 9070
oB1s INVERSE 1: GO SUER 9030
@28 LET EZ=I+1
9025 IF I=1@8 THEN GO TOD 1@
90246 GO TO J@1@
9A38 FOR N=@ TO Z@: PRIMT AT 8,N
$ BRIGHT 1;"p"3AT 2Z1,N3 BRIGHT 1
$" ": NEXT N
040 RETURMN
7108 INVERSE @:
NEXT N: RUN
A8 CLS : PRINMNT "

FROM THE RACES™":
E NUMBER "3
@: PRINT "
“$ FLASH 1;
VERGE @
FF1@ PRINT AT
T CONTINUE™
9928 PALSE @

@,8,78,30,63,115,99,3
2,192,192,120,55,55,25

74@,700,700, 7200, 32,32,

FOR N=USR "G TO USK "M"-1
READ A: POKE MN,A: NEXT N
DATA @,8,4,14,31,63,49,1
DATA @,94,94,60,40, 188,255,

DATA @,0,08,0,0,0,192,224
paTA 1,1,3,5,9,16,32,0
DATA 255,255,131,1,192,0,0,

o e« Ll
“N“'“T“'“ “'I“TI.'U”D
wyn g e w gy
"pa R uge sguonp
o de L e T

- owow

FLASH 1

FOR N=@ TO 590:

YOU CAME AWAY
FRINT “"ON RAC
FLASH 1;RACE; FLASH
¥YOU CAME AlWAY WITH

INVERSE 1;GTOTAL; IN

21,8: "PREES A KEY

9925 CLS

2926 FOR N=G TD Z1: BEEF .05,12:
READ T#: PRINT AT 1@,M;T#;: NEX
TN

9927 FOR N=12 TO lé&: BEEF .@5,12
t READ T#: PRINT AT 11,MN3jT¥;: NE

T M

9931 NEXT M

PPEIS LET CO=0

%54 LET CO=CO+1

QUELE IF CO=58 THEN RESTORE 8210
: GO TO 9925

250 IF INKEY#="N" THEN STOP

FE70 IF INKEY$="¥" THEN GO TO %

TS

PRTE GO TOD 9950

FR7E INPUT "FPROGRAM NAME? ";F¥

FPE0 FRINT AT 17,@; "PROGRAM MNAME
=":P¥

FYYA SAVE F¥F LINE |

994 FOR N=@ TO 40: BEEF .1,M: N

EXT N

2995 CLS : PRINT FLASH 1:AT 10,
1@; "REWIND TAFE":;AT 11,8; INVERS

E 1;"FOR VERIFICATION"

FIFE VERIFY F#
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Storm Warrior.

He needs no allies, his strength and agility will prove him worthy of the
name -'Storm Warrior".

Storm Warrior is a 12 screen, all machine code, fast moving graphics
adventure using 58K of RAM. It features 5 levels of play, fuil playing

demo mode on the first four screens, game freeze facility and a fast
loading system.

Commodore 64 Tape £7.95 Disk £9.95 (including VAT)

The White Viper.

A great graphics adventure in the land of Demons. Coming Soon.
Commodore 64 Tape £7.95 Disk £9.95 (including VAT)

Dead City Rescue.

The mind blowing, fast loading, 100 screen graphics adventure
featuring 5 different speeds of scrolling to give an incredible depth of
perspective. Mentally stimulating, strategy packed, visually stunning!
Commodore 64 Tape £7.95 Disk £9.95 (including VAT)

Meet the Challenge

Available from your favourite Software Retailer
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ZX Spectrum

3D LUNATTACK — Steve Turner
Fhy yousr Hover Fighitey ower the 30 Lunar landscape Dartiang
the SEIDDAS
Saystick compuatitie, 5K only £7.95%
3D SEIDDARB ATTACK — Steve Turner
Lising your radar, mitsdes &nd Sl Senss oear thie city area af
SEIDDAR
Joyatick compatitée, 16K of S8k £5.95
3D SPACE WARS — Steve Turner
Hunt the Seiddab throwgh four ievels of 30 hyperspace and
destroy them

Joystich Compatibie. FER or 45K £5.95
Di-LITHIUM LIFT — Simon Cobb
Can you lift the Di m crystals from the vaults?
Jopstick compaciode, 14 K
MIGHTFLITE Il — Mike Male
Flgnt smulanian with full instrument dispéay and peripedine
FUTEY WiEW,

Joysock compatible, | &K o 48K €795
HEATHROW AIR TRAFFIC CONTROL -
Mike Male
‘Wrten by a professional air trafhic congrobier

14K o 48K £7.95
QUEST ADVENTURE — Kim Topley

Find 2 mag hidden in an inhaspitable world inhabited by

PLAESOME Credtures

B anly. £5.95
FANTASIA DIAMOND — Kim Topley
Retreve the magnificent Fantasia Diamond and fescue Bonis
the master spy.

45K onily’ E7.95

Selected items availlable from Centresoft Dealers
and all leading computer software retailers

GSH

KMIGHT DRIVER ~ Clive Brooker

Soeer yo Car round 2 tortuous circuit of roads, brakmg and
SOCEETANNG A5 Y0AJ go

Jizystici rompatinie, S8 ony, E£5.95
COUNTRIES OF THE WORLD

A educational package that will give an appreciation of
waorld apky.

165 v 8K £5.95
PILOT FOR THE ZXB1 — Mike Male

Fy your comguter from take-off to landing navigatng between
FroLURLaing using radio beacors E5.95

COMMODORE 64

HEATHROW AIR TRAFFIC CONTROL —
Mike Male
\Written by a professionai air raffic contraller, Seven levels of

pliy INCILING demonsration mode £7.95
Books

20 Best Programs for ghe 2K SoecIruim E5.95

40 Best Machine Code Routines for the

ZX Spectrum £5.95

o

Hewson Consultants
58 Milton Trading Estate. Mitton, Atngdon, Cuon 014 48X

OHTESCO
WOOLWORTH

Y BBC Model B/Electron
HEATHROW AlRt TRAFFIC
‘5 COMTROL — Mike Male
Written by a professional #r traffic controfer ET.95
COUNTRIES OF THE WORLD
An eohucationdl package mat will ghve 2 appreclation of
werld QaOgraphy. 695

DRAGON
3D LUNATTACK — Andrew Braybrook

Ety your Hover Fghter over the 30 Lunar iandscape batting
the SEIDDAB.

_ivytick compariobe, 13K or G4 £7.95
3D SEIDDAB ATTACK -

Andrew Braybrook

Lising jyour radar, laser bolts and saf sense you will need (o
clear the urban area of SEIDDAR.

Joystic compinge, £7.95
37K o A

3D SPACE WARS — Andrew Braybrook
Locate the Selddab on your galay scannet through Four ievels
of 30 hyperypace and destroy them

Joystici compatibibe, 37 of &AL ET.95
DRAGONFLY Il - Eric Ratcliffe
Nawgmﬂmmme.lilp'_f'. O ECOENET USing your INSIRmeniis
and a racko Dealor

bpsticht CompERinde. 6,95

As part of tuF CONTINLING development of innowative software
wee are ahways Nappy to ewvlluate soltware sent bo us with a
wiew [0 pubcation

Y/ onn Menzes specum LASKYS Q HMV

PEEm
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UTHE GREAT PCG P

THE CONTESTANTS: five famous men, who between them have prugrummed some of the most awesome
[ games ever to load into your computer.
THE PLACE: a secret operations room in Central London — known as the PCG office.

THE EVENT: a fight to the finish!

What a day! It was the contest of all time
as five great programmers met to do
battle on each other's games for the
coveted PCG Programmers Trophy.
Tension mounted even before play
commenced. Terrifying stories had fil-
tered through to the PCG offices of what
Jeff Minter thought of Tony Crowther's
games — would Jeff take his Revenge for
Tony's recent chart-topping successes
. or would Tony himself go Loco and
turn his joystick on the Manic Minter?

Nine feet tall

And what about Kevin Toms
rumoured to be at least nine feet tall?
Just what sort of a mood would he be in
after tearing his hair out over Doug
Anderson’s Chuckie Egg — would he
start tearing everyone else's hair out as
well?

Just to be on the safe side, the Editor

Company: Gremlin |

i
‘ TONY CROWTHER

| Graphics
| Age:19
Games: Loco, Son
of Blagger, Monty
Mole, Suicide Ex-
| press
Tony 'l don't play games’
Crowther tock the cham-
pionship in fine style, but
fell down badly when it
came to dealing with lta-
lian waiters. 'Soute pota-
toes, sir? inqui!ed the
luckless chap ... ‘Er ...
Chips . .." came the reply.
Later he said he'd been to
an  INDIAN  restaurant
with an incomprehensible
menu where they didn't

serve processed peas.

| JEFF MINTER

Company: Llama-
soft

Age: 22

Games: Revenge of
the Mutant Camels,

Gridrunner, Ancipit- |

al, etc.

Signs his name Yok or Yok
the Hairy — ‘because it fits
easier on hi-score tables’.
Jeff's as fiery in real life as
some of the characters in
his games. Sent the PCG
staff scuttling for caver as
he groppled with the joys-
tick ond sent Seiddab af-
ter Seiddab to an early
death to the cry of ‘Got

you, you son of o freema- |

son!’.

DOUG ANDERSON

Company: A&F
Software

Age: 28

Games: Chuckie
Egg

Doug's score on Suicide
| Express led to some in-
teresting revelations about
his private life. ‘Ahem ...
he said, ‘'l used to practise
on Super Locomotive in o
| sea-side arcade . , . in be-
| tween visits to the casino.’
| Apparently young Doug's
quite a hi-scorer on Black-
jack. 1 used to walk in with
£10 and come oway with
about £30.° That's about
100 games of Super
| Locomolive per winnings,
80 nNo wonder he beo+
everyone else hollow.

sent in his deputy, Steve Cooke (who
had no hair, and was, therefore, consi-
dered a safe bet), to mastermind the
proceedings.

Dougie Anderson from A&F Soft-
ware, the man responsible for Chuckie
Egg, wheeled into the office looking
understandably — a little nervous. He
was closely followed by Hewson Con-
sultant’s Steve Turmer — the man re-
sponsible for Azalon and those dreaded
Seiddabs. For a while everyone shuffled
from one foot to the other, clutching
program disks and eyeing the others
cautiously. Then games were loaded and
it was eyes down for the first round and
.. Ye gods! All hell broke loose!

Gentle savage

Dougie Anderson, the man with the
quiet voice and gentle smile, suddenly
metamorphosed into a savage and un-

KEVIN TOMS
Company:
tive Games
Age: 27
Games: Football
Manager
This giant of @ man has
one of the most familiar
faces in the software busi-
ness — it appears on every
one of Addictive’s adver-
tisements. All the same, he
says, ‘Little people don't
notice me’. Hardly surpris-
ing — most people con’t
see obove his kneecaps.
Really came into his own
on Chuckie Egg, where
time pressure robbed him
of a better score.

Addic-

STEVE TURNER
Compunr; Hewson
Consu e
Age: 'hrlv 5
Games: The Seid-
dab Trilogy, Avalon
‘It's a bug!! It's a bugl!’
yelled Steve delightedly s
he spotted a stray grophic
on Tony Crowther's
Suvicide Express . .. but he
wasn't quite so cocky when
confronted with Ancipital
... oll he could manage
was ‘Help!!’. Don't be de-
ceived, however, this man
can scuttle o Seiddob
quicker than anyone.
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principled demon. Gripping the joystick
like a man possessed, he ran up a
massive score of 22,920 on Crowther's
Suicide Express, blasting everything in
sight.

As the PCG staff cowered in one
corner, in the other Crowther set to on
Minter's Ancipital, ‘I never play games,’
protested Tony, sitting down and practi-
cally melting his Commodore 64 as he
knocked off a brisk quarter million on
the game first time off. If he can do this
after one game, what hope is there for
the rest of us?

Meanwhile, Kevin Toms was making
an omelette out of Chuckie Egg, and
Steve Turner had the satisfaction of
seeing everyone else mowed down by
Seiddabs in 3D Lunattack on the Dra-
gon, although the Manic Minter zapped
his way furiously to a very respectable
300. This achievement was somewhat
dimmed, however, when Steve sat down
and gave a brief demonstration (unfor-
tunately not eligible for championship
points), running off a quick 1000 points
with no bother at all.

In the end, the remarkable Tony
Crowther moved into a commanding
lead, with the extraordinary feat (for one
who never plays games) of getting the

I - - = - - =

R e RS s A T ST,

!.Hnw the contest wasrun |
| Each programmer had to submit a game for |
the others to play, Competitors were not |
{allowed to play their own game and were|
allowed 5 minutes preparation and 15 mi- |
nutes playing time on each of the others.

The entrant with the highest score on each |
game received 3 championship points, |
second highest 2 points, and third highest 1 |
point,

The only exception made was in the case of |
Kevin Tom's Football Manager. It was felt |
that it would take too long for each competi- |
tor to play this game, so Kevin kindly sup-
iplied a new game, Dracula’s Castle. This|
program is shortly to be released by Silicon |
| Joy, Addictive Games’ other label, as partofa|
| games compendium for the Spectrum.
| Here are the games they played:

{ @30 Lunattack on the Dragon (program- |
| med by Steve Turner)
| @ Ancipital on the CBM 64 (by Jefi Minter) |
| @Suicide Express on the CBM 64 (by Tony |
[ Crowther) |
@ Chuckie Egg on the BBC (by Doug Ander
son) |
®Dracula’s Castle on the Spectrum (from

| Silicon Joy) |

highest score on every single game
except 3D Lunattack.

Other games played during the day
included Menu Hi-Score, where the
competitors vied with each other in
attempting to order the most expensive
dish in a nearby Italian restaurant. The
scores in this particular game were so
high that — in true Space Panic style —
the PCG Editor turned first green, then
white, and finally disappeared through
the floor altogether.

Next came Oxford Street Frogger,
where, having consumed large quanti-
ties of wine, the competitors attempted
to cross the street without losing a life.
Dougie Anderson dropped out at this
point — though whether through injury
or the influence of a nearby arcade
remains open to question.

Yes, it was a dav to remember. Their
hearts were bold, their eyes were true,

and the joysticks melted in their hands. @® The final line up
They can'l.mﬁt pmgr:fm brilliant garm—;s: PLAYER POINTS
these boys — th{:y can run off some TonyCrowibis 1
fantastic scores as well. Congratulations Jeff Mint 9|
to all who took part i |
: Steve Caok Doug Anderson 7|
ENE AN Kevin Toms 2|
Steve Turner 1|
® Who scored what

TURMER

AMNDERSOMN CROWTHER MIMNTER

Chuckie Egg 10,260  e.e90 : 18,150

3D Lunatiack 180 = 240 | 290 300 .
Ancipital T 131,934 4,006 | 150,005 ~ 269.923 [|
| Suicide Express 12,160 16030 | 22,920 - 19330 |
Drocula’s Castle 2450 | 3360 4,090 3.610

Gremlin’s topsy turvy prize

To reward Tony Crowther for his magnificent performance, we offered him space
in the magazine to fill in any (legal) way he wanted to. Tony modestly passed the
privilege on to company colleague lan Stewart of Gremlin Graphics. His |
response, titled ‘Gremlin’s disgust at underhand advertising techniques’ put us

allin a spin.
. ‘Baarupiyy Jandy1og N sppmuL]

‘Wpunojoid sinox
‘Bunyiom anunuod 0] way) Suijqoua sny) ‘saaidap 081 yInoayr siopuow
A131{] PaUIN] PUD SYS3Ap 113yl MIVIWBPHN Sinndwod 13yl pajiou ‘wonpnis
A} fo PUBIMILOD Y00] 22U0 1B | L00]] 3ut 1220 [jp Jids aafjod diay) ‘paan|-pai
'Sppay 13yl Ho FulpuDIS BIDIS pasn{uod iPyiod v ul siduiuvidold Jo wpay |
ANO PUD DSIT puatylad sny Uayimolr) Auo g punof | aoiffo soydpio) unwuarn ay)
01Ul FUIYIDR 1) yPA0L 1SD] AJU0 PAIVLISN]] 2420 2N padoid $iy1 fo suaduop ay |
dow ay) Suipvad isjym pray Sty 1o pupis o) Lapvad ayl Juranbal sny}
‘umop apisdn pajund sjuawasyaapy jayy Sulany {g $20)aSWLYI 0 HOWUAND
mulp 0 paau 3y punof aqvy saupduod WD 10Y] I0POU JN0 0] UI0D SDY 1]
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FASTACTION
FOR YOUR
SPECTRUM

Can your computer
hold out?

STAGECOACH

A western action game for your
Spectrum which really does provide
something quite different and
exciting.

You are Kidd Rivers, the hero of the
game and you must leap aboard
the runaway stage and guide it
safely over the plains and through
the treacherous mountains. Then
just as you thought you were safe,
fight off the attacking Indians.

N8

BLACK HAWK ..
You're flying the world’s deadliest
aircraft, however it would
appear that your Command
Centre has just sent you on
the world’s deadliest
mission.
The vitimate in strategic
" action. This 100%
5 machine code game | |
. offers the player two | /
full graphic scrolling |+
— screens with over

CREATIVE SPARNS
R

A

15 separate controls fo

7 and incoming enemy planes

i dealt with, this program takes

‘| ¥ou and your Spectrum to the limiis.
. Delta Wing also allows TWO Spectru
' _computers fo play
through the use of two Interface 1%.

against each other

MACHINE AGAINST MACHINE

I Available from Mﬁtﬁuﬁ of payment Creéi.l-\-.-r;:. éparks. 7
p. All good computer software stockists. By CEEEUE or PO (no cash) made payable Depaanent MO, / g
] irad) toTl 296 Farnborough Road,
] isnd o Lok aE1eqied) e s (| Gy Access Farnborough, Hampshire, GLI14 TNF, /
T DELTAWING TNCC191 £6.95 . § v 0 Barclay Telephone: (0252) 518364,
[J BLACKHAWK TNCC11 £6.95 arclaycard
[ STAGECOACH TNCC181 £6.95 Entercardno. Name = -
O My local stockist's address ) | ) | Address
U Your full list of games e e R e = :
Game/s at £6.95 each £ : p Signbelow: —

+ single P&P sum : 30;3 —_—

1 s . Credit card sales: UK buyers oniy.
T ] ) S
ot nand £ == B Response within 21 days.

__PCG1184
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GAMES . . . GAMES . . . GAMES||

GAMES FOR YOUR ZX 81
MORE GAMES FOR YOUR
| £X 81 (£3.50)

| GAMES FOR YOUR

ZX SPECTRUM

MORE GAMES FOR YOUR
ZX SPECTRUM (£3.50)

GAMES FOR YOUR VIC 20
MORE GAMES FOR YOUR

THE VIRGIN
COMPUTER
GAMES SERIES

f££££'s of
Entertaining Games
for only £2.95

Each book contains more

| than 20 quality games | vic20 -

| programmes, each one | GAMES FOR YOUR

[ _\,pel(rfﬁ_n‘y wr.'t.t.f*r? for the | BBC MICRO

| series and unavailable . | MORE GAMES FOR YOUR
elsewhere. Moving graphic | ggc MICRO

games, arcade games, reflex
flexers and brain stretchers
are all here and guaranteed
to provide hours of
entertainment.

Only £2.95 each
MOl mR VMORE

GAMES FOR YOUR DRAGON
MORE GAMES FOR YOUR
DRAGON

GAMES FOR YOUR ATARI
GAMES FOR YOUR

ATARI 600XL B
GAMES FOR YOUR TRS 80
GAMES FOR YOUR ORIC
MORE GAMES FOR YOUR
ORIC

| GAMES FOR YOUR
COMMODORE®4
MORE GAMES FOR YOUR
COMMODORE 64

| GAMES FOR YOUR ACORN
ELECTRON

GAMES FOR YOUR Ti 99/4A

THE PERSONAL
COMPUTER
HANDBOOK

3rd Annual Edition
TIMHARTNELL

The complete guide to
selecting and using small
computers, including an
explanation of how they

work and what they can do
for you, a detailed analysis
of the available systems on
the market and how to buy
them, and how to get the
most from your computer
with an extended step-by- |
step guide to programming.

Only £4.95

THE ——

WRITING
SOFTWARE
FORPROFIT
A.Jl. HARDING

Most software authors
begin writing programs at
home and many have
dreams of seeing their
hardwork published. With
this in mind, this hook
examines how to choose the
right machine and the right
computer software before
explaining in depth the best
approach to program
writing and submitting your

finished program.
I-'-------------‘
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I
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EEEITERy sy
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to the price of each book ordered to cover our postage and packing. Please
ffer 1. Virgin Books, 61-63 Portobello Road, London W11 3DD
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A GOLD SOVEREIGN

special introductory offer
you may find
a gold sovereign
in one of these games

e o

i

10 gold sovereigns
must be won
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EFen Ay >y

i fra{gﬁc_‘ :
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. All prices include pastage & pac
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‘“Absorbing and realistic -

Highly recommended”
- Sunday Times, February 1984

“Completely fantastic -

| want one!”
- Charlie Nicholas, Arsenal siriker in Big K,
April 1984
“Having chosen your players
the match highlights are
then displayed in very good
animated 3-D Graphics.
...There are many other
e excellent features in this
oo T game in fact the attention to
__L;E;;gq;;“ﬁéim . detail is outstanding
A (5 out of 5).”
Popular Computing
Weekly -
16 August 1984

Some outstanding features of the game
e Matches in 3D graphics ® Transfer market ® Promotion and relegation e F.A.
Cup matches e Injury problems e Full league tables ® Four Divisions e Pick your
own team for each match ® As many seasons as you like ¢ Managerial rating
e 7 skill levels e Save game facility ® Financial manipulations e 4 divisions and
customising feature ® You can even be sacked!

Available from computer software stockists nationwide, including &z
Prices: BBC ModelB £7-95

& WHSMITH @

JahnMermes

ALSO FOR
. ostal orders to:
Spectrum 48K £695 = ik BBC 32K

S5 S TR Addictive Games SPECTRUM 48K

Overseas orders add §1:50 7A Richmond Hill, BOURNEMOUTH, BH2 6HE & IX81 16K

To order by mall (p&p free) send chagques or
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“TRICKS 'N TACTICS

1. MORKIN'S QUEST. If you
decide to try to seize the Ice
Crown, it is vital that Morkin
i1s on a horse at all times,
otherwise when he gets close
to the Tower of Doom he will
become too tired to continue
and the ice fear will be too
cold for him to regain his
strength.

If Morkin should lose his
horse during a battle you
should search for a pack of
wild horses. When you find
them, press ‘choose’ and then
‘seek’ and Morkin will find a
new mount.

As Morkin moves closer to
his destination he should
stop for the night in any
building, such as a keep or ice
hall, as he will be safer and
able to rest more easily.

The best and quickest route
for Morkin is directly north
between the mountains of
Dodrak and Ashimar. When
Morkin reaches the Plains of
Ogaim he should move
north-east to the mountains
of Ugrak.

He should then move
northwards until he is appro-
ximately halfway up this
range. Going east, he will end
up in a forest which he should
make his way through in a
north north-east direction to
the Tower of Doom where he
can seize the Ice Crown.

This route bypasses the
heavily guarded citadels of
Korand and Ushgarak.

2. AMILITARY VICTORY
over Doomdark. To achieve
this you should recruit as
many lords and men as possi-
ble. Firstly, find the Lord of

Shadows in the Forest of Sha-
dows and send him to the
Citadel of Marakith. Luxor
should make his way to the
Citadel of Shimeril while
Rorthron goes to the Citadel
of Gard. Every keep and
citadel should be explored as
it is likely that there will be
men, or perhaps a lord, there
to be recruited.

Luxor should then move to
the Citadel of Morning and
finally to that of Xajorkith.
Shimeril should go directly to
Xajorkith. The Lords Gard
and Rorthron should also
make their way there as this
will be the gathering point of
your armies. (From hereon |
shall refer to lords by their
principal name.)

When Shadows reaches
Marakith he should go south
to Xajorkith while Marakith
goes to Kumar. He should
then go south to the Forest of
Dregrim and recruit Dregrim
from the Citadel. They should
then continue to Xajorkith.

Meanwhile, Kumar should-
go to Ithrorn recruiting
Whispes. These three lords

NOVEMBER 1984

should then make their way
as quickly as possible to Xa-
jorkith as Doomdark’s forces
will be massing around there
by now. You should have
enough soldiers to keep them
at bay.

Eventually Doomdark will
realise that attack is futile and
he will retreat. Wait until your
forces have become utterly
invigorated and then begin to
move north. Luxor should go
to the Keep of Utarg and
recruit the Utarg of Utarg,
They should then move north
to the Citadel of Ithrorn while
the remainder of your force
from Xajorkith make their
way north-west to the Plains
of Blood then north to the
Plains of Valethor.

The two forces of Luxor
and Xajorkith should both
make their way to the Forest
of Dreams in which the
Citadel of Dreams can be
found. All forces should rest
here until they are utterly
invigorated.

You should then move
yvour forces west-north-west
to the Citadel of Kor. After
Kor has been taken, move
north and with a bit of luck
and about 10,000 soldiers you
should take Ushgarak and so
defeat Doomdark.

Although this quest takes
considerably longer than that
of Morkin you will feel as
though you have accom-
plished more,

PCG tips on high scoring in your favourite games

MASTERING
MIDNIGHT

Great advice on winning at Lords of Midnight (from Beyond for 48K
Spectrum) comes from Daniel Higgott of Newbury, Berks.

Train
stopping

Michael Aherne from Glas-
gow explains how to Siop
the Express (Sinclair, 48K
Spectrum)

Jump onto the 18th carriage
and get the bird. Run to the
end of this carriage and lie
down. Wait until another bird
comes along, let go of the first
one and jump for the new
one. Do this on every even
numbered carriage, but if the
redmen are about to get vou,
just let it go and run — until
you can find the next one,

NOTE: Fawkrin the Skul-

krin as described in

be found on the Plains of the
Moon.

‘Chronicles of Midnight’ can™=




BALL SPEED. In the Quarter
Finals, the ball pace is slow,
while in the semis it can be
speeded up or slowed down.
The finals are mainly in fast
and super-fast pace! To
change the speed of the ball,
hit it moving forwards (fast
speed) or moving backwards
(slow speed).

SERVICES. When it is your
service, hold down the key to
go forwards and press the
swing racket key. This has the
effect of speeding up your
service. A service will move
slower and be more lobbed
than hit if you hold down the
Backwards key and swing
racket.

Another useful tactic is to
hold down the Left or Right
key while doing the above,
and the ball will move to the
right or left in the receiver’s
court. These tactics will in-
crease your chances of serv-
ing an ace or troubling vour
opponent.

RECEIVING SERVICE. It
is easiest to stay on the back-
line, But to play back good

TRIUMPH AT TENNIS

Richard Thaw describes how to lick your Spectrum on Psion’s Matchpoint

puter will lob you. The best
chance of winning at Match
Point is mid-court play. This
allows you to get to net and
backline easily. Also, make
sure you know where the ball
bounces as the computer can
play longer and shorter shots
to catch you unawares.
RACKET CONTROL. This
is another key to success. The
powerful volley is achieved
by hitting the ball in mid-air,
in the middle of the racket
swing, while moving for-
wards! The lob is the same
procedure except you move
backwards. If yvou hit the ball

services from your opponent
and get in the all important
good return of serve, you
should go straight to the mid-
court line.

COURT POSITION, It is
very important to have good
court position awareness
otherwise you will be out
played, especially in the final.
Don’t stay on the backline
too much, as seemingly good

with what seems to be the
wood of the racket, the shot
will be straight, so learn to
make contact in the middle of
the racket.

My final tip is — be positive
when moving on court!
Quick and precise move-
ments allow shots which are
unattainable when you stag-
ger around like a man with
one leg! Also, beware Psidney
in the final — he’s John McEn-
roe in disguise!

shots can be reached easily by
the opponent because of the
length of time before the ball
gets to him. Also, if you stay
there too long, some of the
computer’s shots become un-
returnable.

In the semis and final,
however, you should only go
to the net if yvou know you are
going to hit a winner. Stay at
the net too long and the com-

T

SUCCESS
AT SOCCER

James Baker from Burton-on-Trent tells '64 owners his tips
on Commodore’'s International Soccer

good position,

jump, nowhere near the ball.

ON GOAL KICKS place your player on the edge of the screen,
in front of the goalkeeper. As the ball is kicked move your man,
keeping up with the ball. As the ball lands, your player is in a

WHEN ATTACKING use the wings to shoot from. After
progressing down the wing, cut in diagonally at the edge of the
penalty area towards the goal and shoot. The ball will loop into
the goal, while the goalkeeper only responds with a straight

REVENGE:

the secret’s ouf!

Jeff Minter’s Revenge of the Mutany Camels

modore 64 has 5 cheat mode which

secret for the Com-

for ljl:n last 11 months. But s-t:nr||1lcl:.:§'ﬁwe s .
s ndently, and we thi hm
ﬁmmng o for . n ﬂle_asme*s been

are bound g b :

mode operative’
come y
: space-bar any st; ip
m?:“", aigl p]“ :nwtl': thtilnm Wﬂ:f&-y eh? during a wave 1o
0 pile 2 3
barredfrom the Chaj"m“f:}:l:f scores by this method are

BUGGED BURGERS

Peter Simonds of Ely, Cambs
reveals a safety spotin Mr
Wimpy from Ocean for the
Spectrum.

From level 2 onwards, there is
a safe place where the nasties
cannot get you. If a nasty has
been squashed by a part of a

beefburger, it will, after a
while, reappear on a ladder at
the bottom of the screen. If all
the nasties are alive, then you
can go onto this ladder and
they cannot get you. Using
this to escape from the nasties
for a while, I have managed to
score 49,850.
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We're still getting deluged by letters containing Pokes to enable you to alter Jet Set Willy. We
think it’s time to print the best of those we've come across — hopelfully this will be the last
word on the subject (some hope!).
First of all a quick repeat of @ POKE 358990 - Gives
the method for debugging the you infinite lives.
program (we printed this in @ POKE 37925.0 or POKE
our July issue — it allows you 38240,0 - Removes
to visit the attic without Maria and allows you to
rendering  certain  other go straight to bed.
rooms impenetrable. It also @ POKE36477.1 - Stops
clears a route to the Con- vou dying after a long fall.
servatory Roof). Load the first @ POKE 36545.0 - Makes
part of the program with the the Banyan tree a little
4 command MERGE™. Stop easier.

T

ALL THOSE

the tape when the message 0

OK,0:1 appears and enter:
CLEAR 3276T:
LOAD™CODE

Now restart the tape. The

rest of the program will load.

but it won't auto run. When it

has loaded, enter:

POKE 60231,0:POKE
42183,11:POKE
59901,82:POKE 56876,4

This corrected version of |# & |
the program can be saved on L& ] S Eis -
ablank tape by entering: , )

SAVEJETSET'LINE 10 ™ .

SAVETSW"CODE bl
32768,32768 P hsor

Once saved, you start the &3 i
program with GOTO 40 s

Now for the Pokes. To en-
ter these, you simply load the
first part of the program using
MERGE™ as above. Then
stop the tape and enter the
Poke as a direct command. @
To load the rest of the prog-
ram use RUN.,

® POKE 363580 Makes
Willy jump higher.
POKE 37873,0— You get
all the objects in a room
as s00n as you enter it.

Safe pod in
Gridrunner

Andrew Philpott of Hertford
reveals the tactics which en-
abled him to score 315.030 at
Llamasoft's game Gridrun-
nerfor the Vic 20,

The lirst thing to do as the
game starls is rise vertically
with the fire button  held
down all the time. Wait until
the v-zapper goes past you
shooting up at the line on the
right

Then move under the pod
on the right and stay there.
You can remain there for a
long time while the v-zapper
completes its round.

As vou shoot the droids
vou may need to move up and
down. but always stay on that
particular line. When the
droids go past you, stay up as
lar as possible and watch the
left side of the screen for them
Lo appear again,

Twa last tips

1. Try to get vour lives up to
any room by pressing nine and leave them as soon
simultaneously a | as possible
combination of number keys | 2. The best joysticks to use.
1-6, together with 9. in my opinion, are the stifl
Commodore ones. | do not
recommend the larger joys-
ticks. such as the Quickshot |
and 2, although these are a lot
better for many other games

And some sillier ones. ..

® POKE37863,0 - Makes
most objects invisible by
turning them black or
vellow.

® POKE37866,0-
Transfers the objects to
different locations.

® POKE37867,0-Ohjects
don’t disappear when
you collect them.

® POKE37868,0 - Means
that you walk through
objects without
collecting them.

® POKE 3635344 — Means
that you get sucked up a
left-hand wall, if you
jump at it, you can jump
higher than normal.

One final repeated tip for

confirmed cheats — by typing

WRITETYPER when Willy 1s

at the bottom of the stairs in

the First Landing you can

then transport instantly to

For the Pokes additional to
those we've already published,
we'd like to thank Jason Rolph
of Northampton, Christopher |
Hester of Baildon and Zachary
Ellwood of {!minster, Somersel.

HAWKING FOR POINTS |

Jeffrey Harris of Enfield, Middlesex on the '64 game
Blackhawk.

Firstly, it's preferable to use a
Quickshot 11 joystick for this
game as you need one hand
for the joystick and the other

for the E and N buttons.
BOMBING RUN. Hit all
the flashing objects, for if
missed you will have more
enemy fighters to deal with
later on. This also applies to
the buildings with flags. If
there are a lot of objects to
bomb, but enemy fighters
look like petting past you,
press Blitvig — if you have it -
as you will probably get it
back on your next mission.
THE AIRPORT. Press Blit-
vig whilst bombing an airport
if enemy fighters appear, as
each hit is worth 2200 points.
FIGHTER RUN. Avoid
COFTIETS.
My highest score is 609,
110 which got me up to Mis
sion 11 on Honcho level.

Spirited ghouls

C.
‘wer’s Ghouls for the BBC. AL
(::"Lf;.amc of Ghouls 1 realised 1 hadn’t

Alun Farrar on Micro P '
an incredibly high score - S0

f i on-spiri
After playing a non-spiries.
a ghu‘sl of a chance of getling
:':I’E the screen and when wilh11n ruugﬁ:ﬁ
- . diate ess the jump 2

‘mediately press the jum i
i (depending on which side you
by roughly

worked out this me d

Run up to one side
q leap from it, jum
half a leap from I,
either the Left or Rtght_#u:m:: depen
o on). The score will 1he s€ | Doghs
aﬁ::t)::‘l] This will not work on every pl.at‘h,:‘rf;ci. S0 EX]
El‘;lt :r}Lmtl;:_mm left-hand corner of the 1st screen.

Etemity for Tranz-Am

Aleck Everard of Highworth
explains how to live for ever
on Ultimate’s Tranz-Am

Start loading the program in
the normal way. The main
block of code is the bit that
loads immediately after the
title screen has loaded. As

soon as this main block has
loaded, stop the tape recorder
andpressSHIFT/BREAK. then
tvpe POKE 25446,0. CONT
and press ENTER. Restart the
tape and load the rest of the
program as normal Infinite
lives should now be yours!

——
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DISCOUNT Registered No: 1785113
Telephone: (0256) 51444
COMPUTER 16 Coates Close, Brighton Hill,
SOFTWARE s
.
AMAZING SOFTWARE BARGAINS BY MAIL, 100’s OF TITLES AVAILABLE!
! TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS |
| AAF Our Pnce A
Game Suppler . a7 v, VAT Game Supmer e, kel
SPECTRUM COMMODORE 64
FOOTBALL MANAGER ADDICTIVE §.95 500 KONGH ANIROG 195 £.90
CHUCKIE EGG ARF 530 590 SKRAMBLE B 155 690
JUNGLE FEVER 500 590 3D TIME TREK 5,95 4%
| PiMANIA AUTOMATA 1000 900  FLIGHT PATH73 15 675
| PLBALLED 00 500  SPACE PILOT 15 675
KOND ANIROG 5% 4%  CYBOTRON 15 67
MOON BUGGY 5% 4%  Z0DIAC 1% 675
SLAP DAB 595 4%  ICE HUNTER 6.5 585
GALACTIC ABUCTOR 595 4%  TWIN KINGDOM VALLEY UG BYTE 950 8
GALAXIANS ARTIC 195 415 OMEGARUN 19 675
CHESS Il 595 850  DERBY DAY 1% 6.15
BEAR BOVVER 535 5%  HARRIER ATTACK DURREL £.95 595
MONKEY BIZNESS B35 5%  SCUBADIVE £.95 580
RIADS & BEES 595 5%  BURGER TIME INTERGEPTOR 1m0 595
PSYTRON BEYOND 1% 675 GETOFF MY GARDEN m 595
POOL oS 595 4%  CHINAMINER m 595
TEST MATCH AL 555 49  ARABIAN NIGHTS 700 5.9
STAR GAZER SECRETS 555 4% THEROSS PEAKSOFT 356 180
DERBY DAY 505 4%  SUPER PIPEUNE TASKSET 690 585
HANDICAP GOLF 555 435 BOZO'S NIGHT OUT £.90 586
OMEGA RUN 5.9 4%  MANIC MINER SOFTWARE PROJECTS 795 675
| THE GREAT DETECTIVE 5.5 4%  MISSION | R&E B35 810
| THE INCREDIBLE ADVENTURE 595 4%  ENCOUNTER NOVAGEN 995 B35
THE WARLOCKS TREASLIRE 595 4%  STRIP POKER US GOLD 595 590
OLYMPICS 595 4%  BEACH HEAD 595 850
GRAND MATIDMAL 594 4%  NIYSTIC MANSION 995 890
GLUG GLUG 595 4%  FRED QUICKSILVER 795 730
FIGHTER FILOT DIGITAL 19 6%  FLFFLOP STATESOFT B.95 810
| NIGHT GUNNER £.95 595 ASTROCHASE B.95 B1D
| SEAHARRIER ATTACK DURRELL 505 4% PITFALL ACTIVISION 599 890
JUMGLE TROUBLE 59 4%  BEAMRIDER 599 B9
SCUBA DIVE 595 4%  HERD 899 B30
NIGHTFLIGHT 11 HEWSON 1% 575  DECATHALON 599 B30
30 SPACE WARS 5.9 4%  THEEVIL DEAD PALACE 699 590
HEATHROW 79 615 VALHALLA LEGENE 1495 122
LUNATTACK 1% 675 FOOTBALL MANAGER ADDICTIVE 795 690
SPLAT INCENTIVE 550 480  MONTY MOLE BGREMLIN 195 690
WALHALLA LEGEMD 1495 118 PERCY THE POTTY PIGEON 795 £90
PARAS LOTHLORIAN 595 4% DALY THOMPSON DEC OCEAN 190 69
MUGSY MELBOURANE HSE 595 575 HUNCHBACK 590 585
TUTANKHAMUN MICROMANIA 595 4%  ANDROID 2 590 510
BENGY 595 495  DARE DEVIL DENNIS VISIONS 795 590
CODENAME MAT MICROMEGA B8 575  SNODKER B35 750
HAUNTED HEDGES B.95 575  REVOF MUTANT CAMELS LLAMASODFT 750 625
LASERWARP MICRD-GEN 595 535  HELLGATE 500 410
TRASHMAN NEW GENERATION 5.5 495 SHEEFIN SPACE 750 645 |
MA WIMPY OCEAN 5 490 THASHMAN DUICKSILVER e 590
HUNCHBALK 6.0 490 SKYHAWK 1% 690
ESKIMO EDDIE 550 1 \icoo
SCRABBLE PSION 595 1300 = -
FLIGHT SIMULATION 7% 65 orpimeme ANIRCE . e
30 ANT ATTACK OLICKSIL A 65 5% LrarvKONG 705 675
BUGABOQ THE FLEA 645 695 L EED e s
THE SNOWMAN £95 5% o npAB e %
BLUE THUNDER AWILEDX 550 480 DAk DUMGEDNS A% P
MANIC MINER SOFTWARE PROJECTS 595 4% poici ] b
SETSETWALLY o A% FIGHT PATH 137 1% 6.75
o SUTACK P ax A0 FIGHTPATHZEROONEFVE  AvS 5% 1%
SNOOKER VISIONS B35 L0 palCONFIGHTER INTERCEPTOR 500 59
PHEENIX MEGADODO 55] T LLAMASDFT ] %
JACK & THE BEANSTALK THOR 535 500 ;oD RUSH MEMICRD Ro0 585
GIANTS REVENGE % B grnco ! ' 550 s
BLACK TOWER DOLLERSOFT 550 B0 LiMPHAEY by b
HOW'S THAT WYWVERN 550 500 Ammd ﬁgj 585
MONTY MOLE GREMLIN i% B9 pucHY 530 -
SPACE JOUST SOFTWARE PROJECTS 595 4%
JETBAG ULTIMATE 5.5) 4
SNOOKER VISIONS 855 150
| 1 :
! To: DISCOUNT COMPUTER SOFTWARE. PLEASE ACCEPT MY ORDER FOR THE 16 Coates Close, Brighton Hill, |
{ FOLLOWING PROGRAMS/SPECIAL OFFERS (State Machine) Basingstoke RG22 4EE
1
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1
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! Please debit my ! |
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Two approaches to Ultimate’s zappy game for the Spectrum

Sabre Wulf's so much fun,
we're sure no one would want
a Poke for infinite lives on it.
You would? Oh, all right
After all, the program has
been around for a bit now.

THIS WAT T
GETMNINE |
EXTRA LIVES -

Load and automatically list
the first part of the program
by typing:

MERGE"™POKE
23756,10:LIST

You must now edit the line |

on screen. First press Shift 7
to bring the cursor on screen,
then Shift 1 to bring the line
into editing position. Now
move the cursor (using Shift
8) to just after the colon be-
fore the PRINT USR state-
ment. You then type in one of
the following Pokes followed
by a colon (:} and Enter. Then
RUN to load the rest of the
game,
® POKE43575.255~ For
infinite lives, 1 player.
® POKE45520,255 - For
infinite lives, 2 players.

d ® POKE45599255-N-To

give yourself any number
oflives from 1-255. Just
replace that number for
N.

® POKE41725,255 - For
no limit on the number of
lives you can gain,

® POKE 44929,0 - This
means you will at first
tind nothing in a location
except orchids. By

SABRE WULF the cheat method

FRINT E& IGHT
SABRE Wil F T

® Entering the Poke for infinite lives

pressing Fire any objects
in the room will appear.
Youcan collect them by
holding down the Fire
key as you pass over
them,

Releasing this key will
freeze the ‘hasties’ so that
vou can pass by them

without trouble,
Apparently this Poke also
allows you to escape
without collecting all
four pieces of the amulet.
Thanks to hacker Jeremy Dic-
cox of Darchester who sent us
the first four Pokes and fellow-
hacker Steve Cattel who sup-
plied the last one.

two we think are best,
Trevor Williams and
Richard Padgham from

Southampton say:

® Always use PCG's map,
but if you want to make your
own, remember the screen is
split into five parts horizon-
tally.

® If you are aiming to
escape with the smallest per-
centage possible, you must go
backwards and forwards fol-
lowing natives until vou've
discovered which rows and
columns parts of the amulet
are in, (The natives turn vel-
low and start gurgling when
they're in line with part of the
amulet.)

® [f there are any danger-
ous critters in the room above
you, go back down and wait
in the exit gap. You should
stand as far right as you can,
with your sword pointing left.
This way the fireball cannot
get you and if the natives
come in you can easily re-
pulse them with your sword.

SABRE WULF
the non-cheat method

We've received piles of letters offering playing tips for
Ultimate’s Sabre Wulf for the 48K Spectrum. Here are the

® When you're nearing the
end of the top range of moun-
tains, you will need to find a
blue orchid. Otherwise you
have little hope of getting
round the corner without los-
ing a life.

The second letter comes
from Martin who says, ‘See
envelope for full name and
address’. Sorry, Martin, en-
velopes tend to get chucked.
Loved the tips, though.
® First, how to avoid the
Wull itself. If vou come face
to face with this creature and
he is in the crouching posi-
tion, ready to pounce on you,
remember he will not do so
until you stop using vour
sword,

Allow him to follow until
there is an entrance above
you. Then, just when he is
about to attack, quickly go up
and wait for a few seconds.
The Wulf should then have
passed below you and you
Can go on your way.

Remember, when the Wulf
is after you, don’t use your
sword unless you hear a click
which signals some nasties
are about to appear in front of
you. Using the sword slows
you down, {But when you're
not being chased by the
Wulf, you should normally
have it drawn at all times for
safety’s sake—- Ed.)

@® If you can’t be bothered
to fight your way through
thousands of nasties, you can
always stop by an orchid and
wait for it to grow. To avoid
the fireball which appears ai-
ter a while, you can move
onto an adjacent screen and
back again. Betterstill, if you
can avoid the fireball for ab-
out 30 seconds, you are re-
warded with about a 200-
point bonus,

@ Near the beginning of the
game there is nearly always a
rhino blocking your path
downwards. The quickest
way to deal with it 1s to move
towards it with sword ex-
tended until eventually you
have it pinned against the
plant wall. Then you can
quickly pass by it, still using
your sword.

@® Finally, if you can’t be
bothered to go round the
maze and just want to collect
points, here's a way of getting

them. But be warned, this
method will bore you to
death!

After coming out of the first
clearing, go right instead of
left, and you will come to a
wall with a clearing on the
other side. Turn your sabre
man to the left and continual-
Iy use his sword in order to
turn away any hippos, rhinos
and savages that might arrive.

Fireballs will appear at reg-
ular intervals in the clearing,
but cannot get at you as you
are on the other side of the
wall. Each time these dis-
appear you will earn bonus
points and slowly your score
will build up.

Finally, you should remem-
ber that the parts of the
amulet will be found accord-
ing to one of a limited number
of sequences. We published
some of these last month, but
James Saunders of Frimly,
Surrey has sent us some
more, so here’s a combined
list.

Take PCG’s map (August
issue) and number the
screens from 1 to 16 up the
left hand side and from A to P
along the bottom. This gives
cach of the 256 screens its
own grid reference. The parts
of the amulet should then be
discovered in one of the fol-

NOVEMBER 1984

PCGAMES 107




Tricks ‘n Tactics

lowing sequences,
Hé,C2.J11,B7
J6,D4 F13,N12
H2,D12,111,J13
L4,D6,F13,G14
L4.D12.N12,B7
MeNT.N14.G14
N7.M6,N14,G14
B2,D9.E12 N14
B2, K8 N12,C11
To use these, move through
the maze looking for loca-
tions in this order: H6-]6-H2-
L4-MB-NT7-B2. Keep going
until you discover the first
part of the amulet. Then, by
using the above sequences
you will know where the re-
maining three parts of the
amulet can be found.

Gamesters
win this
hideous
model!

Don't forget. We're trying to
hunt down Britain's meanest
games-player so that we can rid
ourselves of the appalling vivian
currently sitting on top of our
hardware cuphboard, casting ter-
ror upon anyone who enters the
office. Every contributor to these
pages over the last three months
isin the running, as will be those
who make it into our December
and January Tricks 'n Tactics.

Some time early in 1985 we
shall be summoning the top five
contenders to our Challenge
Chamber for a shoot out against
each other. The winner will have
to take away big Viv. So to make
sure YOU don't get him in
YOUR bedroom make a point of
NOT sending us any tips on
your favourite games, Otherwise
... look out!

COMMODORE COLLECTION

Brian Don from Glasgow gives his tips on a whole

TIME PILOT (Anirog)

An easy way to get a high
score is to stay on the first
screen (AD 1940) and con-
tinue shooting the squadrons
of six bi-planes — which gives
you a 2000 bonus every time —
and don't bother going for the
mothership at the end.

However, if this becomes

too boring, you can go onto |
the more difficult screens, say o
AD 1984. This screen may |

secem hard, but if you fly in all

directions so that the screen |
fills with jets, they all move |
slower, thus making them §

easier to shoot.

Playing the game this way,
I've managed 205,100, but
I'm sure that can easily he
beaten.

EXTERMINATOR (Bubble
Bus)

Start by going through the
first four or five screens,
which shouldn’t be too dif-
ficult, until you get a fairly
long centipede. Let it come
down to near the bottom of
the screen, just past the
lowest row of mushrooms,

Shoot the end of the cen-
tipede when it reaches four or
five columns from the right-
hand-side of the screen.
When it turns, repeat this
until you have a column of
mushrooms (or cactii) down
to the bottom of the screen.

Then stop shooting the
centipede which should now
be trapped at the right-hand-
side of the screen, as should
other segments after they
appear at the left.

You can now shoot every-
thing else on the screen (apart
from the spider). I scored 557,
424 in a three-hour marathon
using this method!

GALAXY (Anirog)

My highest score s
467.740, and my advice is
simple. Get one of your ships
captured by the mothership
(by going into its traction
beam;) and free it with your
next ship by shooting the
mothership - giving vourself
double fire power.

If one of your ships is des-
troyed, do the same again —
unless you do not have
another ship! This helps you
to clear the screen much
quicker.

i LEN

Also, shoot as many of the
aliens as possible before they
get into formation, especially
on the later stages. When they
are in formation, clear one
side of the group, so that you
can go to that side when the
aliens dive at you.

STAR COMMANDO

(Terminal)
I think this is an excellent
game with stunning 3D

graphics and superb colour
and sound. First, find out
where the mothership is lo-
cated by looking at vour long-
range sensor scan and re-
membering the sector,

Then go through five
screens, or sectors, making
one of them the sonic bom-
barder because few points are
scored on this screen, and
little energy is lost. Another of
these five screens should be
the cosmic invaders.

Once five screens have
been conquered your ‘re-
energising multiplier’ will be
at 2. Now go to the sector

range of ‘64 games.

can then clear the galaxy of
the rest of the aliens,

Use this system for the
other galaxies, but note that
now only four screens or sec-
tors need to be cleared before
vou can go to the mothership.

Here are my tips for each
sector:

Sonic bombarder: Just sit
there and keep firing, only
moving to get the sonic bom-
barder into vour sights. This
SAVES ENErgy.

Cosmic invaders: Do not
move or fire at all. Only 40
units of energy will be lost.

Cosmic kamikazes: Keep
moving to the left (by pushing
the joystick right) and shoot
as many as possible.

Meteor storm: Get these
into your sights as quickly as
possible and fire, but if you
know you're going to miss,
then move away quickly.

Space minefield: Same as
meteor storm.

Galactic pirates: Move only
to the right and up. This gets
them into your sights slightly
quicker.

Sauconic raiders: Move
only to the left and down.

Mothership: Keep your
sights firmly over the sights of
the mothership.

My highest score for this
game 15 2,963,440, after play-
ing for over three hours and
reaching the 119th screen.
MOTOR MANIA
{Audiogenic)

Before loading the game
enter and run this program:

10 A=A+1:
IFA=2THEN
POKE 8646,255:
SYS 8000 20
LOAD™ 1,1
Now start the tape and

which contains the  when the game runs you will
mothership and refuel. You have unlimited lives.
R
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- Thekingreturns with avengeance!
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6 Central Street
Manchester M2 5NS [y
Tel: 061 832 6633 W&

selected branches of WOOLWORTH, WHSMITH @' (ERITEY LASKYS, o ||
Rumbelows, Spectrum Shops and all good software dealers. Trade enquiries welcome.
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ARCADE ANGLE

Bob Wade checks out the latest video games in the showrooms of distributors Ruffler and Deith

SPACE ACE

TN save you Kimmy’, 1 cried,
flying to the rescue of my kid-
napped love and promptly
meeting a wall in a head-on
arguement which I lost.
Never mind. In this successor to
the laser-disc game Dragons Lair
you are always beautifully ani-
mated even when you meet each
grisly end. As Dexter the dual
personality wimp and space hero
you have to rescue Kimberley,
your shapely companion, from
the clutches of the evil alien Barf,
The game takes the same form
as DL where you have to make

decisions as to what to do using a
joystick and an energize/fire but-
ton, but Space Ace gives you
more help to conserve the coin-
age and let new players get into
the game.

At most decision points, part of
the screen will flash indicating
where you need to move or an
energize message will tell you to
whack that button. It's not made
easy though; split second timing
and complete concentration are
vital.

The stunning cartoon action is
even better than DI with much

more smoothness and flow to it.
When played straight through it
knits together into a marvellous
story with dazzling action and a
nice sense of humour,

There are three levels to the
game and each one incorporates
different scenes so that progres-
sing from the easy to hard levels
will open up new sections of the
film.

The game is better than its
illustrious forerunner but the fact
that you still don’t have con-
tinuous control over your charac-
ter will put off some players.

'/ /GYRODINE

This is a helicopter version of
Xevious that is a lot less abstract
and has some nice features of its
OWn.

You pilot a helicopter which
moves over a downward-
scrolling landscapé facing fron-
tal assaults from various enemy
craft. You are armed with two
types of dual firing cannon,
horizontal for use against other
airborne wvehicles and down-
ward firing for ground targets.

Your movement is restricted,
with left/right banking and
forward /reverse operating slow-
ly. Your 'copter can go any-
where on the screen though and
the opposition are no faster.

You fire in your direction of
movement but you had better be
careful because the occasional
group of waving civilians will
appear and blasting them is very
bad for your score.

The first wave you face are
other helicopters followed by
two very mean gun turreis.
Tanks are up next and from here
on things get really tough with
forests, water and runways as
the background fo a constant
attack of choppers, jets, tanks,
guns and even the odd enemy
concealed by trees.

| E

TAPPER

No, it's not an arcade game star-
ring Fred Astaire but you will have
1o be light on your feet as you try fo
keep a bar full of customers served
with drink.

There are four bars on the screen
with a pump at one end and o door
at the other. Impatient customers
advance towards you and have to
be pushed back by flippng the
pour/serve handle sending o drink
skidding down the counter,

You con move between bars
using the joystick and collect tips by
running along them. If you can get
all the people out of the doors you
get a celebratory drink.

If the drinkers stop short of the
door they will return the empty
glass which you must cateh or lose o
life as it shatters on the ground,
letting o thirsty customer reach

your end of the bar will result in you
being slid unceremoniously down
your own bar.
You start in a
wild west saloon
with first four,
then eight, cus-
tomers and prog-
ress to an out-
door ball game
and even a Star
Wars cantina full
of alien aleshalics.
The number of
pecple continues
to increase on each
screen and  while
your finances may
Prosper, your nerves
and body will nat.
There is alse a bonus screen

where you have to decide which can

of beer to open and this features
some obvious sponsorship by a well
known American brewery.

The game caused quite a storm in

the US because of its subject and
sponsorship and it will be interest-
ing to see how it is received in the
UK,
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Storm Warrior is a 12 screen, all machine €ote fast moving graphics adventure
using 58K of RAM. it features 5 levels Of play, fulFplaying demo mode and a
fast loading system.

|
|
‘ Available on TAPE at £7.95 and DISK at £9.95
i COMMODORE (4

Meet the Challenge
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ADVENTUREWORLD

The White Wizard investigates the latest releases

he White Wizard was rudely
awoken the other morning by an
ill-mannered dwarf clutching a
small parcel, which contained — No! It
cannot be! 1t is! The legendary Sherlock
from Melbourne House has finally ar-
rived. Drop wand, grab Spectrum, and
here we go...

You are in your sitting room. There is
no graphic display because, to tell the
truth, there aren’t many graphics in the
game — just the occasional ‘illustration’.
Watson is sitting in his armchair.

You attempt to follow Watson's ex-
ample, but the program tells you that it
can't see a chair for you to sit in. You
enter ‘armchair’, your entry is accepted.
and you settle down fora nap.

At this point, Watson usually pipes up
with a story from the paper he's reading.
It appears that a couple of ladies in
Leatherhead have been rubbed out by a
mysterious villain and the police are
batfled. Sherlock Holmes to the rescue!

Yes, it looks as if Melbourne House
have done it again. Sherlock is an
excellent adventure, bursting with
atmosphere, challenge, and inventive-
ness. It's extremely difficult to solve, but
the joy of it is that there is enough scope
within the game for the player to enjoy
failing in his quest almost as much as
succeeding. Take getting to Leatherhead
for example. To reach your destination
vou'll have to first get a cab, then a train
- and make sure it's the right one!
Otherwise you could end up at Alders-
gate, Victoria, or even Paddington. And
of course, you'll have to have enough
maoney to pav your fare.

What's more, everything in the game,
including travelling, takes just as long to
do as it would in real life — and in the
case of travelling to Leatherhead that's
quite a time, believe me. You can
however speed up the passage of time by
typing WAIT or WAIT UNTIL |
followed by a particular time.

Because Sherlock is so complex, it
takes some time to get used to. This is
particularly the case with minor actions,
like getting in and out of trains for
example. The program won't under-
stand ‘Get into train' or ‘Board train’ —
you have to ‘Climb into train’. You also
have to climb into your armchair (not
your chair, please note) and be similarly
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energetic about getting into cabs,

Once you've got the hang of it you can
talk to other characters. but in'a more
comprehensive fashion than in any
other game. Not only can you tell them
to do things, but you can also ask them
questions about what they know, and
even tell them things about the case
youre working on if you feel the in-
formation would be valuable to them.
All the characters are entirely indepen
dent of you and play a much more active
role in other games.

It has to be said that this degree of
complexity has its drawbacks. All too
often you'll ask a character to “Tell me
about se-and-so’ and the character will
reply ‘I'm afraid 1 can’t help yvou with
that'. Watson also has a strange habit of
telling you how brilliant you are when
vou merely happen to be passing the
time of day with him.

One intriguing feature mentioned in
carlier publicity by Melbourne House
was the ability to send notes to other
characters. This has unfortunately been
left out of the finished program, but the
new methods of communication out-
lined above are still very impressive,

The game comes with a 20 page
booklet of instructions and a train-
timetable. The vocabulary is claimed to
be in the region of 800 words and vou
can enter complex instructions using
commasand full stops up to 128 charac
ters long,

Yes, the White Wizard can heartily
recommend Sherlock. This is a complex
adventure that will challenge you, frus-
trate you, and reward you for long after
you've bought it. What's more. unlike
The Hobbit, it doesn’t matter a jot if
vou've read the Sherlock Holmes stories
or not, For once, here's a game that was
really worth waiting for.

TKV

Spectrum owners have been particu-

larly fortunate this month, since in

® Asteunding graphics in Twin Kingdom Valley

addition to Sherlock, Bug-Byte's Twin
Kingdom Valley is now available for the
Sinclair machine. Incredibly this new
version is every bit as good as the
Commodore original. The graphics are
astounding — considering that there are
over 150 full-screen illustrations {even
MORE than on the 64).

If you haven't had a crack at this
game, then it's a must. Interactive char-
acters (of Hobbit standard), tricky puz-
zles, good vocabulary and an assort-
ment of varied challenges to keep you
interested right through to the very end.
The graphics draw extremely quickly,
and there are a number of control
options to select different location
descriptions/illustrations.

For those of you who don't know,
TKV has you searching for treasure and,
ultimately for the Secret of Life. De
finitely not to be missed.

Kentilla

Also this month for the Spectrum. a
very impressive offering from Mic-
romega of Code Name Mat and Full
Throttle fame. This is their first adven-
ture, called Kentifla, and it is well worth
a place onanyone’s shelf.

Armed with the legendary sword Ken-
tilla, you must destroy Grako and rid the
land of evil. There are some very attrac-
tive (though rather small) graphics, and
vou will be accompanied by at least one

other character on your travels.

Kentilla has a reasonable vocabulary,
simple input that nevertheless stretches
occasionally to allow interaction with
other characters, and a very good feel to
the game. You'll meet some unusual
creatures (well, their names are pretty
unusual) and have to do quite a bit of
sword-wielding to get anywhere. You'll
also have to be very cautious because
death is never very far away. It's good to
see another company entering the
adventure market, and Kentilla is a very
worthwhile first attempt — come on,
Micromega, let’s have another.

Gateway to Karos

Meanwhile, Acornsoft have been
busy on behall of Beeb owners, and
come up with Gateway to Karos. Thisis
a traditional text-only treasure hunt in
which you explore the legendary land of
Karos hunting for the Talisman which
you must then return to your ,sLatrti'ng
point.

As with Gisburne's Castle (reviewed
last issue), the size of this game makes
up for a lot of shortcomings. There are
250 locations to explore, not all of
which are casily mappable, and visiting
each one will take you quite a while.

While you're roaming the country-
side. however, you rapidly become
aware of the program's deficiencies.
First. the vocabulary is extremely li-
mited. You can’t even EXAMINE ob-
jects, let alone do anything like WAIT in
a location. Furthermore the program
does not tell you which word it doesn't
understand when it rejects an input.

For the most part this is a lonely
adventure. The few other characters
you'll come across can’t leave their
locations and have very limited roles.
You can QUESTION a character or
ASK simple questions and sometimes
they’ll answer you. In essence, the char-
acters function as ocasional HELP com-
mands who will give you a hint if asked.

Dungeon aid

1. Okay, I'm STILL getting letters asking
how to get out of the Goblin’s dungeon
in The Hobbit. Ponder this, unfortunate
prisoners. (Clue Code A2)

2. Enter these four directions to escape
from the ‘Experimental Curved Zone' in
Hewson Consultant’s Quest Adven-
ture. (Clue Code H2 - nb 4 letters only)
3. Having problems with the witch in
Heroes of Karn? This may point you in
the right direction. (Clue Code Al)

ADVENTURE NEWS - ADVENTURE NEWS - /

Scive the world teractive

what the

Richard Shepherd are re-
leasing Upper Gumiree
for the Commaodore 64 at
£9.95. This addition to
their range of graphic
adventures stars Profes-
sor Blowitovitz in a game
where you must contend
with Mrs Shuffle, PC
Plodd, and a butler called
Egor as you battle to save
the world.

Duelling Beebs

Magic Software have
come up with a novel
game for the Beeb.
Galaxy's Edge comes in
two parts, a standard
text-only game and —
wait for it — a fully in

two-player
game which ean be run
on two Beebs simul-
taneously via an R8423
lead. £7.45 from Magic
Software, Elmswell, Bury
St Edmunds, Suffolk.

It's a tragedy

Creative Sparks are laun-
ching what must be the
first Shakespearean ad-
venture with their game
Macbeth. The game
comes on two fast load-
ing cassettes and in-
cludes a complete text of
the play.

There are four inde-
pendent adventures re-
volving around different
aspects of the Macbeth

story plus
manufacturers call ‘psy-
chiatrist’s couch’ ses-
sions in which the player
can interact with the
main characters and
attempt to unravel the
mysteries of their various
hang-ups. The game
costs £1495 for the
Commodore 64.

MTX gets to

Level @

Memaotech owners can
rejoice now that Level 9
have converted their en-
tire range to run on the
MTX 500/512 micros.
Colossal Adventure,
Adventure Quest, Dun-
geon Adventure, Snow-
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— Adventureworld

The word HELP itself is not understood
by the program.

This isn't a bad game as Beeb adven-
tures go. The puzzles arent difficult but
the game will keep you busy for a few
hours and location descriptions are
detailed enough to generate an atmos-
phere of exploration and discovery.

QL Games

The White Wizard was particularly
intrigued to receive two adventures for
the QL recently from talent Software.
This machine is obviously a promising
candidate for some impressive adven-
ture software because of its memory and
advanced processing capabilities, so 1
was interested to see whether these new
arrivals lived up to my expectations.

West is a conversion of Talent’s ex-
isting game (reviewed in the September
issue) and is made no more impressive
by being on the QL. It's fast real-time
action if you can keep up with it, but
handy - 128K blockbuster.

Zkulis a much more promising prog-
ram and while still in real time is much
more a game for hardened adventurers.
Your task is to find the Domed City of
an ancient dwarf civilisation in which a
wizard has hidden the last secret of its
people. Along the way you explore the
mountain domain of the dwarves pick
ing up treasures and trying to find your
ultimate goal. It is not just a matter of
exploring, though, since there are prob-
lems to be solved and real-time battles
with the occasional dwarf or adventurer
who pops up.

The game has obviously been some
while in production and this is demon-
strated by the size and complexity of
both the locations and the vocabulary.

There are, unfortunately, no graphics. SHERLOCK — spax ¢ o —
One original touch is the ability to = i :
i 2 % TWIN KINGDOM VALLEY SPECTRUM 4BK B
save a message when stopping the game T R g ?
so that you can remind yourself of where
S GATEWAY TO KARDS BEC & &
vou had got to, and how, when you = ; 5
reload it. T .
IM SALA Bl CBMad 7

@ Zim Sala Bim: not just a gimmick

For QL owners starved of software it
was a welcome relief to see such a good
adventure to start the machines soft-
ware career. Far from being a rushed-
out conversion or an inferior game it is
an excellent adventure likely to sell well
and perhaps become a classic as the first
great QL program,

Sadly, the cost of microdrives is going
to put a premium on QL software, so
expect to pay between £15 and £20 for
Zkul, although the exact price has yet to
be announced.

Zim SalaBim

Finally a brief word about Zim Sala
Bim for the Commodore 64. This un-
usual offering from Melbourne House is
an arcade adventure where you use a
joystick to control an animated figure
on the screen as he wanders about a
horizontally scrolling landscape.

When [ first saw Zim Sala Bim 1 was
inclined to dismiss the program as a
gimmick, but having played it more I'm
not so sure. First, unlike most arcade
adventures, there are some decent puz-

zles to be solved and the program
generated a considerable atmosphere by
the clever use of some excellent music.

Playing the game you guide your
figure from side to side and enter
appropriate but limited instructions via
the keyboard. Different locations have
different tunes, all with a delicious
oriental flavour, and although the
graphics aren't exactly bursting at the
seams with detail they are of a quite
acceptable standard.

My only complaint about ZSB was
the way the pace of the game was
dictated by the speed with which you
could move the character about. Mov-
ing from one place to another takes
some time. However there are some very
nice touches — enter LOOK for example
and the figure looks all about him before
the program tells you what he’s seen,

I doubt whether ZS8B will appeal to
hardened traditionalists, but [ expect
that newcomers to adventuring — and
certainly vounger children — will get a
lot out of it. Melbourne House are
planning another game along similar
lines, so possibly the ‘joy-stick adven-
ture' is here Lo stay.

Meanwhile it's worth noting that Kyle
Hodgetts, the Australian author of Zim
Sala Bim, is also bringing out games in
conjunction with Interdisc (who pro-
duced the arcade hit Hercules). We'll be
looking at one of these in the next issue.

The next couple of months look like
being a gold-mine for adventurers, so
make sure you don't miss out on De-
cember’s issue. In the meantime, the
White Wizard wishes you a charmed life
and keen blade in all your adventuring,

- -_¢ prd. i
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ball, and Lords of Time

attractions of colour and

The PCG Helpline

What's that we hear? Cries for

Game: Hulk Machine: Spectrum

all cost £9.90). ; y = .. [ help from locations scattered How can | block the outlet? Will
A i’].t';”"_d'z (i‘(ird 1“:'0 Jm.d_ across the entire breadth of give Hobbit tips in return.
% TP Adventureworld.  Stand  fast, Edgar Wright, 40 Southover,

Games Workshop, who
are already renowned for
their role-playing fantasy
games, are moving into
computer software, Their
first release is Tower of
Despiar, which for £7.95
comes as two 48K prog
rams plus a history and
map of the realm of
Aelandor, the kingdom
in which the adventure
takes place.

Stellar adventure

Acornsoft are at it again
with Seventh Star, atext-
only adventure for the
Beeb, but with the added

teractive characters, for
£9.95, Stranded on the
Seventh Star you must
gather equipment and re-
turn to earth.

Criminal fun

Also for the Beeb comes
Raffles from Goldstar, of
Greedy Dwarf fame. A
disc-only game, howev-
er, with a large vocabul-
ary and the same com-
plex input as in their pre-
vious programs. Set in a
hotel you must find the
prototype of a new com-
puter which is locked in
one of the rooms.

adventurers, and render assist-
ance unto those less fortunate
than yourselves!

Just jot down on a postcard the
name of the game, your computer,
your problem, and of course your
name and address. Send it to The
White Wizard, Personal Compu-
ter Games, 62 Oxford Street, Lon-
don WIA 2HG

HELP NEEDED

Game: Knights Quest Machine;
Spectrum

How do I get past the wasteland
and the cliffs? _

Michael Bedworth, 3 Conway
Crescent, Willenhall

Wells, Somerset, BA5 1UH
Game: Expionage Island
Machine: Spectrum

How do vou blow up the tank?
James Antill, 26 Beechwood Ave,
Darlington DL3 7HP - also §
Ronayne, B Turpin Court, North
Arbury, Cambridge CB4 2RN

Game: Hobbit Machine: Any
How do I get into the barrel?
Elliot Weedon, 101 Redgrave
Gdns, Luton, Beds

Game: Urban Upstart Machine:
CBM 64

What do 1 do after starting up the
engine? Also, on Quicksilva’s

n—h_—._..
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&& Adventureworld

The PCG
helpline (cont)

Ring of Power, what do you do at
the picture which is out of reach
or at the window which looks out
to the gasworks?

David Barraclough, 93 Weetshaw
Lane, Shafton, Barnsley, 872 8PZ

Game: Aztec Tomb Adventure
Machine: CEM 64

How do I cross the stream?
Joanne Sharp, 6 Upper Wood-
lands, Perth

Game: The Castle Machine:
Spectrum

How do | get past the animal in
the den?

Adam Boyden, 34A
Road, London N13 4PR

Lakeside

Game: Sphinx Machine: BEC
How do you kill the ogre or the
dragon without the sword — and if
you don't use the teeth to kill the
goblins then how doyoudoit?
A-bored-with-Sphinx-adventurer,
997 Union Road. Shirley, Solihull,
West Midlands
Game: Alchemist Machine:
Spectrum

Where's the lead bar?

Stuart Anderson, 88 Eastmoor
Park, Harpenden AL5 1BP
Game: Quest Adventure
Machine: Spectrum

How do you open the trapdoor in
the woodcutter's home? What do
I need on the toll bridge?
Jonathan Bell, 2 The Green,
Shawbury, Shrewsbury. Shrop-
shire

Game: Rescue from Castle
Dread Machine: Vic 20

How do I cross the rickety bridge
with the heavy sword and the
armour to fight the warrior on the
ather side? Also, on Scott Adams’
The Count — How do 1 get the
dark lens out of the ceiling?
Danny Jones, 4 Verney Street,
London NW10 0BA

Game: Hobbit Machine: Any
How do I get out of the goblin's
dungeon and what do 1 do in the
elven king's cellar?

lan Skeet, Camelot, Blue Anchor
Bay, Mineghead TA24 6LB

Heroes of Karn: Shaun Rogers, 5
Longfields Ave, Urmston, Man-
chester M31 1QP. Tel: 061 747
4791 (say the Wizard sent you).

The

Wizard's
Mdilbag

The White Wizard has spent an unheal-
thy amount of time playing Lords of
Midnight this month, so I could sym-
pathise with Robert Hudson of Auchter-
house near Dundee.

‘I've completed the object of Lords of
Midnight. writes Robert, ‘but when
Morkin captured the Ice Crown nothing
happened and the game continued.
Could you please tell me how to destroy
it once Morkin has it?’

Luckily for Robert and, 1 suspect,
many other readers, we've followed up
last month’s Midnight map with some
timely hints in our Tricks'n'Tactics sec-
tion. To destroy the Ice Crown, Robert,
you have to either peform a particular
task, or else simply ensure that you are
accompanied by a particular person or
persons. Try asking at the Towers for
help.

In the meantime the White Wizard
heartily recommends this game to
adventurers on the Spectrum — unless
you're afraid of sleepless night, wolves,
and dragons.

Derek Holmes of Wallasey, writing in
to announce his 1024 points on Twin
Kingdom Valley, adds that ‘the secret of
life 1s money, in case you didn't know’.
Well, Derek, at the ripe old age of 743
the White Wizard has had plenty of time
to ponder the importance of ready cash,
and this realistic view of life only makes
me appreciate the philosophy of TRV
all the more. Gavin Milne wouldn't
agree with me, though. He wrote in
saying that he thought the end of the
game was a ‘cheap trick” Ah well, you
can't please everyone.

Regular readers of the Adven-
tureworld pages will remember Perfig-
rez's Diary a couple of months back. ‘1
have finished the game and it's well
worth it,” writes Jason Nathan of Hamp-
stead, “The second stage is a basic text
adventure but with some brilliant
touches and thousands of red alerts. For
goodness sake don’t try to kill some-
body, break things, or vandalise any-
thing.

‘The stage before the end has a beauti-
ful graphic display and at the end a
message is printed. It took my friend
Julian Glover and 1 six hours to solve the
game’. Sounds like quick play to me,
Jason — congratulations to both of you.

To my astonishment, hordes of dwar-
fish postmen arrived at the cavern this
month with letters about the rod, the
crystal bridge, and ‘wave’ in ‘TKV'. Now
look here, boys and girls, any adventurer
who can’'t work out what to do with a
rod when he’s standing beside a pre-

cipice is liable to end up as dragon
fodder.

Kevin Fairbrother writes: ‘I must say
it’s pretty easy to work out what the rod
if for . . . There is also a clue to the use of
the rod in the wooden cabin. If you type
VIEW PICTURE to get a closer look you
can clearly see a bridge stretching over a
canyon.” He also wonders about the
Strong Elf . . . ‘Maybe the Strong EIf has
been drinking the strong beer, because
he doesn't seem strong at all!”

Finally many thanks to Rick Stacey
for his map of Scarthorpe, to Robert
Mead for his intriguing Hobbit letter,
and to everyone else who's taken time
and trouble to write to me. Don't forget,
the address is c/o Personal Computer
Games, 62 Oxford Street, London WIA
2HG, and the White Wizard looks for-
ward to hearing from you.

Valhalla competition

Entries for the Valhalla cartoon caption
competition practically flooded out the PCG
offices. Readers had to attach suitably witty
comments to a screenshot from Legend's
game showing a dog confronted by three
unidentified characters.

Although it didn’t quite make the top 100,
the judges were very much in agreement with
Steve Brapg's entry: ‘If anyone else tells me
that Sabre Wulf isn't on this page and I'm in
the wrong game, I'm gonna scream.’ At least
half the entries mentioned Ultimate’s game,
which was featured in the same issue

Other entries ranged from something very
rude about Clive Sinclair's dog to the sublime
‘Arf! Arf! I'm a dog!” which would have made
us laugh more if 100 other people hadn't
come up with the same line.

For those of you still waiting with bated
breath to see if you've won your free copy of
Valhalla, here's a list of the winners. Prizes
will be sent direct to you by Legend.

Winners
Stephen Carn ‘xeter. F Broadhurst, Pontelract; David
Wynne, Bir Peter Bevan, Hull. Alan Gault,

Holmes Chapel; David Swain, Sandbach: N lkin, Croshy
Graeme Lurring, Enmiskillen, Robert Evans, Edwinstowe

Marcus Batten, Montonhampsicad, Craig  Thoraton,
Maypesle. Dominic Heaney, Dagenham; Paul 5
thorpe: Engin Hassan, d; Sohail Malik, H

Christian  Clogger, Guild Peier Entwhisile. Iten
Richard Gillham, Harpenden: Grahame Chidwick, Grims
by, William Amedume, Tooting. Philip Sykes, Stockport
Warren Mansell, Biggin Hill. P Wand, Brentwood, Chris
P Browne, Bradford: R Hindle,

Woods, Dorche

Poulton-le-Fylde: David Hasson, Glasgow: Gilles Ingham,
Speldhurst; M Griffiths, Poole; Geoff Dagger, Blackbum;
Martin Cole, Swindon; H Mennie, Leighton Buzeard, 1

e; Scoti Weeks,
r Lewis, Bristol; R Morris, Banstead: John

n, Dundee; Barrie White, Felisstowe; M Down,
Arnan: Peter Arnold,
i

ren; Hkka Kuusima
ndrew Rotchell, Corsham:
lan Fletcher, Hillingdomn;

Manhew McPherson, C
land. R Theobald, Se
Richard Hare, Mussclburg
David O'Callaghan, Scuthampion. Caspian Richards,
strenrace: David Collins, York, Derek Hutchinson, Wall
send, David Shawyer, Wellinghoro, Mark Ettle, Dundee;
Julian Wake, Swansea; Andrew Green, Swindon; David
Bradley, Manch Daniel Brocklehursi, Hyde, Simon
}uncs_?f.‘-u{ ard Richards, Caterham; Glenn Hough,
Stoke-on-Trent; B Young. | lee: Phillip  Bignall,
Ipswich: P Torpey, Tonenhan ael Smith. Huddess
field; Stephen {Valsun. Mo dors. Andrew Kearney
Cheadle; Anthony Pickeit, Godalming: Paul Beard, C
Alistair McDowall, Croydon: Stephen Beech, N
leover: Colin Worth, Belvoir; Stephen Chatwin, Bir
hitrn. Micholas Howlett, Southsca: A Unsworth, Bo
Damian Hirst, Barwick, Stuart Ward, Pudsey: Karl Tho
wddsen, Paul Mew, Mewport: William Balfry,
Seratfiord- Avon: Tony Stead, rihallerion; Peter
Brady, [_]I:",‘II'.\ David King, Edinburgh; David Twell,
Spalding; Paul Buck, Tou m: H “‘ilﬁmus_'l'_'u'.a.'hruh:r.
Jehn Hobden, Hedkill. Nalin Sharma, Walthamsiow lIan
Line, Abertillery. David Trood, Leighton Buzzard; Stephen
Simmuons, Peterborough
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Argus Tape Magazines
add a newdimension to
your micro.

e -
.l

p =3

N

Play one of these exciting

‘r.,

An Argus Press Soltenre Poblicston

bi-monthly Argus tape magazines oA N s
and you'll see why they're Britain’s —_\ [l

biggest seller. Each issue gives you ' 2

a variety of exciting and challenging cFo Ilecht! NG

games to play, reviews of other ora sers

newly released software plus
valuable utilities enabling you to
write your own programs and
games.

Stretch your imagination and skills
with Argus tape magazines — :
available every other month from U IS A
WH Smith, Menzies and other [N
leading stores. i ]

®3
Amado':!ﬁnal Gameg

f‘:: d‘l’f‘l‘ll‘llrg and s‘hﬂi‘ - . UHLIT[ES
o More valye _ 1 oy = Gamestery d
. ;1 R PRSI SS AR C Argus! OTWEOM  improveq gacights galore -
ICIE O adllEadll ..:.: T disﬂsse " i'"—i- Sounds,
PR e MR = f“_b'ﬂ?-itsauhen,_,

Argus Tape Magazines produced by
ARGUS PRESS SOFTWARE

1 Golden Square, London WIR 3AB
Telephone: 01 437 0626

°

| ArpwsPress |
Softwaire (poup

For Spectrum, Commodore 64, BBC,
Vie, Atari (and from October CPC 464).




. THE GREAT
OMPU'I'-ER GAMES

{» ARCADIA r.F-‘EDRIEI “» COSMIC CRUISER
<» B.C. BILL <» INVADERS <> 3D JUMPIN JACK

- 48K SPECTRUM

4» COSMIC CRUISER #: B.C.BILL €»PEDRO
¢} ZZ00M € ZIPZAP <> ALCHEMIST

48K SPECTRUM

4» ARCADIA €»AH DIDDUMS .Q}_M{]LAR MAUL <» JUMPING JACK

COMMODORE VIC 20

4 WACKY WAITERS +* ARCADIA > CATCHA SNATCHA
¢» BEWITCHED € 3D JUMPIN JACK <> INVADERS

Great Gamesin4 Different Packs from @®
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q The Sorcerer of
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P

Salon, leaming of Vileroth's

.-,..r hed his faithiul

mysell. but alas | e

|
il Thiese few s
Castle harb
beware —¢ 1
arts cannot predict their outcome.” |

Adventur€

INTERNATIONAL® |

119, JOHN BRIGHT STREET, BIRMINGHAM B1 1 BE
Telephone: 021-643 5102




YOU MARVELLED AT BEACH-HEAD..
NOWACCESS PRESENT THEIR LATEST MASTER PIECE:

o f. o "I‘ e §

ITI i |'f| -
“-l-l [

ot —I”lﬁf‘lﬂﬁm—

STATUS: READY

& & &

CHCHY CAUREW BETCCTED
POHE EE AL
B o440

U.S. Gold is stocked by all leading
computer stores including: !

BOOTS WH SMITH JOHN MENZIES
WILDINGS WOOLWORTH

Dealers! For information on how to become a U.S. Gold Stockist write to: CentreSoft, Unit 10,
The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 3020. Telex: 337268.



Ace gamesters reach for the sky in PCG's secret room

Challenge Chamber

confronted the hairy monster him-

self in this month's heroic Chal-
lenge Chamber. The game was Killer
Gorilla, Micro Power's excellent Donk-
ey Kong clone on the BBC. The task - to
save the pretty blonde heiress from the
ape’s hirsute clutches.

The men brave enough to do it are
both 16-year-old games-freaks. Higgs,
from Hemel Hempstead, got his BBC at
Christmas after owning a Spectrum for

Twn Matthews — Higgs and Idle —

best computer on the market, a senti-
ment Idle, from Mayland in Essex,
heartily endorsed.
Incredible

The two gamesters are both fans of
Zalaga and Chuckie Egg, having clock-
ed up big scores on these games. Idle
also enjoys Fortress, PCG's June Game
of the Month, but Higgs disagreed: ‘I
don’trate it very highly,” he said.

On Killer Gorilla Idle had a high
score of 79,900 while Higgs had reached
1&300. both of them getting through an

two years. He bought it because ‘it’s the

KILLER GORILL

Fireballs, custard pies and conveyor belts gqlor_é -
it's the hairiest Challenge yet!

incredible five levels of play.

Cutie

Killer Gorilla is a platform game par
excellence. On each of the four screens
Kong is at the top with his captured
cutie. You have to work your way up the
girders avoiding the barrels which rain
and roll down, and also keeping an eye
out for nasty fireballs. On other screens
there are hostile custard pies on con-
vevor belts, disappearing ladders, boun-
cing girders and a tricky series of lifts.

The contest began, and continued, in
eerie silence: both players had turned off
the sound because it was ‘too annoying’.
The Master himself is partial to a bit of
noise, but he’s an accommodating soul
so silence reigned.

Bonked

Off they went to bag themselves an
ape. Even before you could say ‘King
Kong' they had their little fellows up to
the top of the first screen, having bonk-
ed a few fireballs on the way for bonus
points.

In a mere two minutes [dle had
knocked out the supports from Kong's
girders on the final screen, completing
level 1 with a score of 17,500, Moments
later Higgs, too, finished this level —with
ascore of 20,000.

Flattened

Everything seemed set for huge scores
in this first of three contests. But then
things started to go horribly wrong. Idle
winced as he was flattened by a custard
pic, Higgs sighed as he got stuck on a
vanishing ladder. On the final stage of
level 2 Idle saw his remaining men
rapidly disappear to leave him with a
score of 34,900 — less than half his best.

Higgs, though, seemed to be going
strong. He got on to level 3 with 38,000
and looked set for a whopper of a score.
But it was not to be, as his lives too gave
out with frightening speed, leaving him
with a total of 42 800.

Horror
The second contest was a story of
utterly contrasting fortunes, ldle’s

LA
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Agony and Higgs's Ecstasy. Within five
minutes Idle was down, out and de-
spondent with a paltry 15,400 points. As
he shook his head in horror searching
questions were being asked about his
credentials.

Higgs, though, was playing a blinder,
nimbly skipping up girders and onto
lifts, bonking fireballs here and vaulting
custard pies there.

3D ANT ATTACK (Spectrum)
* 54422 Michael Dyer, Chelmsford

* 40 335 Diana Theodosiou, Canterbury
* 49 130 Paul Hart. Aberdeenshire
ARABIAN NIGHTS (CBM 64)

#4350 GaryClements, Rainham

BEACH-HEAD (CBM 64)
* 703.280 Matthew Smith, Wickford, Essex
* 605,000 W. Rolchell, Corsham, Wilts
* 546,000 Jason Latif, Ruislip. Middx

BONGO (Vic 20)
* 2 152,000 Alaistair Lindsay, Aberdeen
* 2 000,000 Steve Bell, Barking
* 1,239,000 Richard Whittington, Reading

CAESAR THE CAT (BBC)

128,837 Chris Byrne, Gloucester

CHINA MINER (CBM 64)

* 8,700 Robert Ireland, Prestatyn
* 4,100 Andrew Beastall, Warley

CHINESE JUGGLER (CBM 64)
* 168.044 Thomas Pitchers, Church
Langton, Leics

CHUCKIE EGG (BBC)

* 5,100,360 Binesh Patel, Wrexham

* 3,074,080 Ian Cook, Braintree, Essex
* 1,583.370 Sandy Rough, Aberdeen

*

Five minutes play found him on level
3 with a score of 33,400. Two minutes
later he was up to 46,800 and still had
lives to spare. But the final stage of level
3 was his Waterloo. He just couldn’t get
past the rampant fireballs to undo
Kong's girders. But his final score -
66,100 —was looking unbeatable.

Thrilling

The final conflict was as thrilling a
Challenge Chamber as the Master has
ever witnessed.,

Could Idie bounce back from the
depths and prevent total humiliation?
Did he have the guts to pull off a famous
victory? Was Higgs on a winning streak
that would take his score to regions
where no score had gone before? Could
the Chamber Master continue to over-
write in this atrocious manner? Yes and
no.

Ten minutes of play found lIdle on
30,000, Higgs lagging behind on 20,500.
Idle was going so smoothly it looked as
if he might — just might - pull it off. After
eight minutes Idle had passed 50,000,
with Higgs now just behind on 42,000.

Remorseless
Then, with the day's high score almost
in his grasp, Idle’s dream became a

CODE NAME MAT (Spectrum)
* 1,080 Marcus Honeysett, Bournemouth
* 476 Richard Boniface, Dunfermline
* 435 Jonathan Dudgeon, Livingston.
Scotland

DEATHCHASE (Spectrum)

* 418479 Mark Johnston, Arbroath

* 285 898 Mark Errington, Stanley, Co.
Durham

* 252113 John Dunne, Streatham, London

DECATHLON (CEM 64)
* 11,002 Steven Booth, Foulridge
+* 10,145 Scott McBride, Crieff, Perthshi;e

FORBIDDEN FOREST (CBM 64)

1 * 1.011.088 Stephen Campbell, Dumfries

* Hd41.401 David Martin, Ramsgate

* 602450 Jonathan Kenny, Thetfard
Norfolk

| FRAK! (BBC)

* 69,450 Simon Scheverle, Harlow, Essex

1 GRIDRUNNER (Vic 20)

#* 542420 Steven Bell, Barking
| 330,970 Steven Blunt, Farnborough
| #* 328,570 Tim Wan, Barking

HUNCHBACK (Spectrum)
* 8,692,100 Henry Featherstone, Prestatyn
* 5,281,000 Raymond McCormack,

CHUCKIE EGG (Dragon)

* 5,100,360 Paul Rivers, Oxford

* 270,375 David Bettis, Finchley, London
+ 251,030 David Brant, St Austel|

CHUCKIE EGG (Spectrum)

# 10,338,550 Richard Mazzaferri, Aberdeen
# 8,079,540 Steven Taylor, Warrington
* 6,604,470 Raymond Graham,

Birkenhead
122 PCGAMES

Kirkcaldy, Fife
* 5,165,600 David Ritchie, Glasgow
JAMMIN' (CBM 64)
* 488 2870 Cameron Heath, Norwich
¢ *421,570 Pierluigi Cerutti. London
s - i _
' LOCO (CBM 64)
* 450,300 Luke Patterson, Stamford, Lincs
* 108,300 Peter McCarthy, Wigan
* 108,200 Mark Willison. Biggin Hill. Kent

g {* 145350 R. Brown, Bridgford, Notts.

#1229 460 Geoll Seal, Theydon Bois,

nightmare. With lives in hand and
57,000 clocked up, he lost one, two,
three men on the final stage of level 3, It
was all over.

But not for Higgs. He carried on in his
calm and remorseless style until the
custard pies did for two of his lives. With
one man left he made a desperate bid for
the top — but got stranded up a dis-
appearing ladder, where he was con-

The scores to beat

LUNARJETMAN (Spectrum)

% 382 520 John Elliot, Falkirk

* 317 870 Nicholas Booth. Clevedon. Avon
# 203,810 David Martin, Ramsgate
REVENGE OF THE MUTANT
CAMELS (CEM 64)

2 600,120 Andrew Jones, Prestaiyn

% 2 287.000 Tom Burton, Saxmundham,

* 2 251 454 Norbert Grey, Dublin

SHEEP IN SPACE (CBM 64)

* 1,240,000 Tom Burton, Saxmundham

* 971,375 Tim Appleyard, Stockport

| + 854019 Darren Hawthorn, Tadley

SABRE WULF (Spectrum)

7mins. 29 secs. (50%) Mark Hibbet,
Peterborough

7mins. 30 secs. (61%) Trevor Sinkinson,

Boroughbridge, Yorks

TRASHMAN (Spectrum)

* 18,652 Darron Moore, Exeter

MUSHROOM MANIA (Oric)

# 375,184 Chris Swift, Bradford

KILLER GORILLA (BBC)

* 84 300 Matthew Higgs, Hemel Hempstead

* 794900 Matthew ldle, Marvlandsea. Essex

* 68,200 Robert Morgan, London Essex

| SNAPPER (BBC)

| * 262,810 lan Cook, Braintree, Essex

* 174,260 David Birkby, London

ZALAGA (BEC)
* 1 829,870 Neil Hopkins, Lanark

FORTY NINER (ZX81)
* 48,906 Matthew Gearing, Wrington, Avon
* 19,283 Calvin Her_qlmi_n_g,s. I_Giasg(:-“_f ;
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Challenge

o

sumed by a passing fireball on 57,300
points,

Victory, then, to Matthew Higgs — and
well he deserved it, But the Master's

congratulations also go to to Matthew
Idle who staged a great comeback and
helped to make Higgs's success all the
more glorious.

The Master's mailbag

NOW HERE'S an intriguing entry. lan
Copelin of Ferndown in Dorset filled in
his name, address and even included a
tip for Le Mans on the Commodore 64,
But the space for the score is COM-
PLETELY BLANK! The Master is be-
mused. Come clean lan, and tell us how
you fared.

Some of the Master's younger min-
ions are wandering round in woollen
hats and scarves and have taken to
wearing heavy footwear which they call
‘bovver boots’, It all seems to mean that
the football season has started, which
may explain why a couple of letters on
Commodore’s  [International Soccer
have arrived.

David Fearn of Huntley in Glouces-
tershire has beaten the computer 6-0 on
level 9 and adds ‘I've never lost to a
human being'. Yes, but have you actual-
ly played one David?

The other letter is reprinted here and
contains a very interesting suggestion.
The Chamber Master and his slaves are
giving it lengthy and serious considera-
tion.

Keep those letters pouring in. Sane or
loony, it doesn’t matter because the
Master loves them all. He's an avid
reader. Let's have some more entries for
the neglected games in the high-score
charts — there's nothing to be ashamed
of in plaving China Miner or Frak! Orin

' —————_——-u——-—-—__——_-—.___—.—..,_———_-—_—

OK - I'll dare the Challenge Chamber

I Name ... T,
|Address

I Telephone no. (ifpossible) ... .

Game ...
My scoreis: .................
| ina game lasting ......
LSigned P e S A EC A et

S T O S e —— — O — — — — — — — e e S—

e Machine

owning a Vic-20, so let’s hear from some
Bongo players too,

Mad genivs
Dear Chamber Master,

Thanks for calling me a loony! It was
all my girlfriend’s parents needed to
lock me up for the rest of the summer
holiday!!

As for my instructions, the stuff for
Revenge was the easiest! LISTEN my
excited friend, listen closely. Once the
game is running, and that snazzy tune is
playing, press the ‘reset key, or short-out
pins 1 and 3 on the user port. This will
reset the beloved, dear and hard-
working '64. Now, here is the hard part.
Type in the following, character for
character EXACTLY.

POKE 35841,234 RETURMN
POKE 35842,169 RETURMN
POKE 35843,254 RETURN
SY5 34800 RETURN

The game should now be running,
and if you try playing it, you will find you
can'tdie!! Goodeh??

If you decide to mention this, please
say ‘Are you READY?' to Kinder, The
Kentish Hackers and T.]. Hacker.
Thanks Mr, C. M.

Best wishes,

The Vuliure.

A small hole in Strathclyde, Scotland
Interesting, for those who like muck-

NI s S N

Address ...

2ZHG.

(This portion to be filled in by witness)

Telephone no. (if possible) ... .
Occupation .............
I confirm that the above claimed score is genuine. I
SIRHed s R

Post this form to Challenge Chamber, Personal Computer
Games, Evelyn House, 62 Oxford Street, London WIA

ing about with user ports. Others might
find our Tricks 'n Tactics pokes a trifle
easier. The Master still thinks this
man, or bird, needs help.

The Great Egg Race

Dear Chamber Master and Apprentices,

Thanks! Thanks! Thanks! and more
gratitude for printing my name in the
Chuckie Egg Top 3 battle!!!

Yes, it's really hotting up now and
with my new ‘Up till 4 am. score’ of
6,604,470. 1 should be in there at 2nd
from top. I'll soon be ready to topple
Richard Mazzaferri from his envious
position (well, as soon as | have got
some sleep) and be the No 1 Chuckie
player. And when I'm there nothing will
move from that spot. Well, thanks again
Chamber Master and thanks to Richard
Mazzaferri (I don’t know how he does
it) for giving me some competition, 1
won't mention any tips as I'm sure he’s
said them all. Grovelling for some soft-
ware | suppose.

Yours chuckicationally,

Raymond N Graham, Birkenhead
Poor Raymond. You double vour score
in the space of a month. You practice
for hours. You stay at the game till 4
am. You expect to be no. 2, You open
the mag, and what do you find? You're
still no. 3, because Stephen Taylor has
squeezed inwith 8 million.

It wmust be very disheartening for
yvou. But — nil desperandum, if af first
vou don'’t succeed. Rome wasn't built
in a day etc. The Master looks forward
fo your next progress report.

Knockout idea

Dear Chamber Master and Slaves,

Having just bought a copy of Interna-
tional Soccer for the '64, we had a great
idea. Instead of having just two people
to battle it out in the Chamber, why not
have 327

By that we mean ‘The First Interna-
tional Soccer Knockout Champion-
ship’. In the first round there would be
32 competitors and they would go
through quarter-finals and the semis
hefore reaching the Grand Final.

We think this would be good fun, and
there are already three volunteers (only
2910 go.. ).

Jason Fletcher, Bernard Baker, Reg
Lithgoe (the fab three), Dorking, Sur-
rey.
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Your favourite bell ringer,
the all-conquering Quasimodo;
leaps back into action
on another breathtaking
epic with Esmereldal
Another superb
Ocean extravanganzal

Ocean House

Tel: 061 832 6633
Ocean Software is available from selected branches of WIOOLWORTH, WHSMITH "4, @ , LASKYS , Rumbelows

Spectrum Shops and all good software dealers. Trade enquiries welcome

6 Central Street .
Manchester M2 SNS B - i
=
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COMMODORE 64,/£795

GRLAXIONS S5

The earth is being % > /| .:' .
invaded by an alien par’ — Guide Thomas the cat
force, the GALAXIONS have : o along the 13 walls of SOLAR

arrived from a dying planet, determined S L9 street to his lady friend,
to destroy civilization as we know it. " gl who awaits him on the end

They come in formation, swooping and < , wall, but beware of
diving towards the planet earth. You and B the flying boots,
you dlone can save mankind from the ”:-ku bottles and mops, which are
territying destruction the aliens threaten just a few of the hazards you will encounter.

us with.
meach man 64 J W &;yaféa

A tantastic version o
of this popular
arcade game.

Guide Boris up the ladders, to collect a coin
from the top of the screen, but beware! the
bogy men are out to get you. He must refurn
" to the bottom of the screen, avoiding the
Robin to the NRescue bogy men and insert the coin in the electric
In days of old when o ; w meter The lights will
knights were bold and (’ p come on enabling you
the sheriff was in power, - gt fo see the pitch fork, and
to play this game guide Robin Hood, T o~ after refrieving it, kill the
to Marian locked up in the tower bogy men

Wﬁ“#a&ﬂz’-‘ | UNEXPANDED VIC 20

When teddy to the picnic went | &) S pexBreakout £5:00 mvachman £5-00

there came the smell of honeyl . 8&”‘“6& £5-00 GALAXIONS £5-00

So off he went to tind the ; 9
hive to fill his empty tummy. £/ 5% § & "\ cunricut £5:-00

The bees that guard honey § : L9

pots are sharpening up e ASTEROLDS 55'00 &mﬂdhib' 00
their stings as teddy fills his§ AW ) 8 & 16K EXPANDEDVIC 20

empty llum sweet melodys ¥
= LoR gk s £7.95

All our games are available mail order P&P included

from the above address. Orders sent by return post.
Also available from all good computer shops.

Distribution PC.5 Darwen, CENTRE SOFT Wes! Midiands, TIGER Cheshire, LIGHTNING London, LEISURESOFT Northamplon,
RE COMPUTER SAMES Barnsley, FIVE D SOFTWARE East Harling. COMPUTER WORLD UK Bolton,
FERRANTI & CRAIG LTD Wiltshire, VICSOFT Slough, DRAKE DISTRIBUTION Plymouth
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A FANTASTIC NEW PROGRAM
FROM BRITAIN’S LEADING SOFTWARE HOUSE!

Fly the bee around

the grid avoiding the toadstgols.

Spin the turnstiles to evade the spiders, or

coax them into the fireballs. Collect all the

. pollen to slide back the exit doors to advar @ to the

X next insect ridden level.

b ool e £6-95 (BBC version £7.95)
00 ey Commodars Difiglies <998

-

FOR OUR NEW
PACKAGING AND

¥ MICRO POWER LTD
NORTHWOOD HOUSE, NORTH STREET,
2A8 TE 00
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1) SUPERB SOFTWARE FOR THE

sunn—vﬁn mnnms TIME
commodore

electron (O
B.B.C.MICRO

P
ALy

Run through the
creepy mansion
dodging ghostly ghouls
and bouncing spiders. Leap
m over poison-smeared splkes.
scamper along moving -
platforms and contracting *5\ _

4 floorboards, and use

7 powerful springs to propel
you onto overhanging -
ledges. Four screens. «Y

: : 35' b
-, Amstrad an*Commodore versions £6.95 .
18 ‘3‘ BBC and Electron versions £7.95 - A
®w N BBC and Commodore Disk price £9.95 > a%

WATCH OUT
FOR OUR NEW \&
PACKAGING AND B




The situation affer move 5 infan

tung to fury by last month's dis-
astrous defeats, the Dominion
struck back this month with avengeance.
In a furious two-pronged attack on
Olgrish, Dominion armies poured over
the borders from neighbouring Iskrand
and Lorilon to rob the Commune of the
country they had only recently occu-
pied. 29 Commune armies were wiped
out to a man, and the Dominion raised
their flag in the capital of Olgrish having
lost only eight armies in the attack.
Commune commanders were dis-
mayed at the result, having reinforced
Olgrish with troops frem both Rorglia
and Aberstrof, but the massive
onslaught of 61 Dominion armies was
impossible to resist. Worse still, after last

month controlling more countries than
any other power, this month also saw
the Commune forced out of Himonia in
the North-Western Provinces. Com-
mune war-lords seem to have foreseen
this loss, however, and sensibly with-
drew their forces to neighbouring Bor-
gonia.

Himonia reverts to neutral status,
having been devastated by the missile
attack from Upland. Its future remains
unclear, but it is of obvious strategic
importance as a buffer zone between the

THEFINA

Commune and the Federation.
Meanwhile the Union continues its
inexorable expansion, overrunning Far-
grim in the North and building up
reserves In Charg. And a well-timed
reinforcement of Dweria prevented a
Federation breakthrough from Norland.
There’s some very careful tactical
planning now in evidence amongst the
plavers participating in the game. The
reinforcement of Vindrish by Zorg, for
example, although at first sight inexplic-
able, in fact provides a much-needed

bulwark against Union expansion in the
North.

Anvone joining the game now can
look forward to a real challenge of skills
over the next couple of months as each
power attempts to outmanoceuvre the
others. Old hands will already know the
excitement of seeing history unfold be-
fore their very eyes, and new hands have
just as much chance to change it.

This month's moves

The following orders were carried out by
each country, as decided by your votes.
DOMINION

Iskrand AD, Jorlon RL, Lorilon AD,
Bikonia RL

ES BACK!

FEDERATION

Knephet RV, Norland AD, Upland LH,
Vindrish RF, Zorg RV, Fargrim BA
COMMUNE

Borgonia BA, Calyria LF, Droom LF,

Elmet AF, Himonia RB, Olgrish BA,
Rorglia RO, Aberstraf RO

Pugrosh RC, Quithlin SP, Tigron AF,
Warrish RD, Yinkan RD, Charg BA,
Dweria BA

i
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| The Final Conflict
R B T R T S R 5P R TR

e 5in tlar.game YOU can take part in.
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he

N
s

DOMINION Gordon West, Walsall
(100): Christopher Hillstead, Grimsby
(100): R B Williams, Cranleigh (100];
David Young, Beaconsfield (100); B
Walker, Carlisle (100); Eric Burchell,
Eastbourne (100); Gary Lees, Luton
(100); Nigel Bell, Stockion-on-Tees
[100); Paul Molineaux, Normanton-
on-the-Wold (100); R A Evans, Han-
worth HUUIL D George, Welling (100});
Andy  Taylor. Sittinghourne  {100);
Paul Cowley, Preston (100),

The Union of Golathic States
The Rorkian Federation
The Commune of M.

The Lorkonist Dominion
Each of the four powers

power which ma

are:
BUILD ARMIES
BUILD MISSILES
BUILD SHELTERS
BUILD FACTORIES
SUPPLY (another count
LAUNCH (missiles)

the votes have

maoves for each country

WAR-LORDS These heroic people submitted the

ATTACK (using armies
{reen counted
which received the most votes are act

best vot

FEDERATIOM David Rooke, Wol
verthampton (100): Mark Hopkins,
Redditch (90); Louise Gough, Chip-
penham (80); Darren Taylor, 5 BHe-
nfleet (70); Paul Kernachan, Glasgow
(60), H ;udd. Ipswich (60); Tracey
West, Walsall (40); Stuart Doxey, Well-
ing (30): Mark Weggs, Trimdon Sta-
tion (201 Adrian Brown, Nottingham
20y, PA Legg, Sudbury {20}

How the game works

On the far-off planet of Helix, four superpowers are at war;

controls a certain number of the planet
Helix's 32 countries. Their aim is to capture more territ Y
to gain control over more than half of the
planet (i.e. 17 countries) wins the game.

PCG readers playing the game are allocated to a su
They must then decide how each of the countries cont by
their power should move and vote accordingly. The possible moves

.and an

)
REINFORCE (a neighbugringmumry]

t:lv the computer the moves
ed on. Once all four powers'

have been worked out, the computer uses
the game's detailed rulés to calculate the result.

ost exciting of all, however, is the election of the war-lords.
Each month the computer will nominate those players from each
su_})erpawur who suggested the most effective
will have their names printed in the
ly, will have their voting strengths increased for future games.

icies. War-Lords,
ine and, most important-

LOOK! 300 VOTES

The man's another Genghis Khan! R B Williams of Cranleigh has
done it again, raising his voting power to an awesome 311 votes, If
you're out there, Mr Williams, how about writing in to us and

giving readers your lowdown on interplanetary politics?
Good to see Gordon West from Walsall in amongst the

Dominion warlords

another member of his family, Mark, is

already a warlord for the Federation. Tough luck, Mark — vou
missed another nomination this month by only a hairsbreadth.

The Federation obviously believes in equal rights for women
because both Louise Gough and Tracey West are featured on this
month’s Roll of Honour, Wait a minute - Tracey West?? Surely
not related to the Wests mentioned above? Indeed she is, sa that
means anyone living in Walsall had better look to their laurels,
because this West family obviously means business.

Stefan Lipiec flies the flag for the Commune this month, and
now wields a very respectable 216 votes

Finally, the Union showed initiative by promoting a number of
warlords for the first time, although leader Alan Tennant has been
nominated before. He distinguished himself this month by getting
a points score far in excess of anyone else.

VOTES HOTLINE

Some players are experiencing
difficulty getting their votes to the
PCG offices before the deadline.
To assist you, we have installed a
Votes Hotline so that you may
now, as a last resort, send in your
votes over the phone.

Dial 01-636 5911 at any time
and speak when requested. In
order to make certain that your
vote is correctly processed, you
must do two things. First, be sure

to include your name, address,
and code number. Secondly,
make certain that you speak
clearly and SPELL out your votes
to avoid confusion.

Remember, using the Hotline is
a last resort. Telephone lines are
sometimes of poor quality and
your message may not be clearly
received.

The best way to vote is still to
use the form provided,

es. Their voting strength will go up by the number of votes in brackets.

COMMUNE stefen Lipiec, London
(100). Donald McGowan, Dundee
(907; lan Coyle, Dundee [80); Peter
Lewis, Stoke Gifford (70); Jeffrey Har-
ris, Enfield (60); Graeme Hewson,
Wallsend (50); lan Palmer, Burton
on-Trent (30); Mark Graysmark,
Crawley (30); Michael Pickering, Hull
(20); I M Johnson, Kings Lynin (10).

| @ Final Conflict - How to vote

First of all write down the list of countries (IN ALPHABETIC-
AL ORDER) that your power controls. Different superpowers
control different numbers of countries, so some of you will not
need to fill in all the lines in the form.

Next, enter your votes for each country. Each vote is made up
of just TWO letters. For the Attack, Launch missiles, Reinforce,
and Supply orders you use the letters, A LR, or § followed by
the first letter of the country to be attacked, supplied, etc. So to
vote Attack Dweria you would write AD. The other possible
votes are Build Armies (BAJ, Build Missiles (BM), Build
Factories (BF), and Build Shelters (BS).

e T N R T S IR
@Final Conflict Voting Form

— o m— m— — — —

PRITIRY . oy v it SN AR i

Membership code ........coonmmnnmminnnimimisienni

UNION  Alan Tennant, Glasgow
(100); Alan White, Kirkby (90); Bruce
Robertson, Lytham St ‘Annes (90);
Gregar Gilchrist, Ravensthorpe (90);
David Hobson, London (90); Barry
Brierley, Blackpool (90); Mark Wile-
man, Burton-on-Trent  (90); Paul
Arundel, Daventry  (30):  William
Burd, London (20); Richard Eyre.
Shewffield (20); M Lynskey, Rugby
(20).

:0;!!""

:"

7.

e T

— —_—— —

NAME .covvcrresnasens

Post this form to: Conflict Voting, Personal Computer
Games, 62 Oxford Street, London W1A 2HG. All votes
must arrive by first post on 23rd October — earlier if at all
possible. You will have enough time to make your vote
provided you make sure you get your copy early — either
Teserve a copy at your local newsagent using the form on
page 136, or take out a subscription.

—_——————— —— - — —q

@ Final Conflict Entry Form :

Complete this form and send it to us. You MUST enclose a |
stamped, self-addressed envelope. We will then send you a rule ]
booklet and your exclusive membership code.

B TR

N —
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BASIC

rarnming

YOS

How to teach your Micro
a thing or two

Lt =
"

R
-

B
B
=
e Thousands of home computer owners have yet by testing on 3 generations of students at Strathclyde
g to discover their microcomputer’s potential to help University. The ‘Strathclyde Method' has been
with many of the problems and decisions that come translated into 8 languages and used by over 300,000
N up every day in the home or office, microcomputer users.
i Perhaps you have always promised yourself that ‘Learn BASIC' is a jargon free, step by step,
: you would teach yourself programming, but have course in computer programming, which explains
i been put off by manuals which seem to assume a everything clearly in English, not computer talk. In a
3 lifetime spent studying computer science and matter of hours you will be writing your first
B mathematics. Maybe you have looked at other programs.
' E computer books, but have vet to find one which is ‘Learn BASIC' is designed for people who want
I o free of unnecessary jargon or where the program 1o keep abreast of the computer age, for people who
b examples bear some relevance to real life and not realise that understanding computers is a key to
space invaders, future success at work, at school, and as a parent.
it Relax, vour search is over. Get ‘Learn BASIC’ and teach your micro how
d The ‘Learn BASIC' tutorials from Logic 3 are to be useful! (Available from major branches of
. the latest development of a teaching method W.H.Smiths, Boots, Laskys, Greens, John Menzies
=5 pioneered by Professor Andrew Colin and perfected and better computer shops nationwide.)

ase send me more information about
YOur;-

I have a;-

Sinclair Spectrum
‘Learn BASIC" tutorials B Commodore 64
Logic 3 Spectrum Club L] Acorn Electron
Logic 3 Commodore Club I : BBC Microcomputer

(64 and VIC owners only) Dragon

[BLOCK CAPITALS PLEASE)

e

e LOGIC3

To Logic 3 Lid., FREEPOS ountbatten House, Victoria Street, Windsor SL4 1HE




Make new friends,

With Mirrorsoft games, you can
make loads of new friends like Mr. Bounce
. - and Ceasar the Cat. Or, now, like
A e R e Dr. Frankenstein, you can create your
B ; very own monsters and aliens. As well
as friends and heroes to defeatthem.

GAMES CREATOR

Invent your own games: As simple or as
complex as you care to make them. The anly real
lirmit 15 your imagination.

For the CBM64, the Games Creator comes
with a step-by-step manual and three ready-to-play
games. Each demonstrates some of the programs
exceptional features: shapes, movement, speed,
scrolling backgrounds, scoring, music, sound
effects and many more. And you don't need to
know any program language to work it.

On fast loading cassette for the CEM64. £12.95,

STAR EGGS
A space fantasy Earth is threatened by attack
from Alien life-forms hatching outin space. You
must first overcome the Guardians. Theninto the
Hatchery, up and down escalators and ladders to
crack the eggs before the aliens escape.
On fast loading cassette for the CEM&4. £6.95

CATASTROPHES
Use a helicopter to build a hotel on an island
paradise. But you have to move fast and design
your building carefully because earthquakes, floods,
storms and lightning can strike at any moment.
For one or two players. On fast loading
cassette far lhﬁ: CBME4. £695

HI-BOUNCER

An arcade type game featuring Mr. Bounce
and the Mr. Men. But don't get the idea that it's just
a kids’ game. Far from it. There are four main
screens each with eight levels of difficulty and
compiexity. Don't worry, there's also a practice
program with slower speeds,

On cassette for the BBC B. £6.95.

CEASAR THE CAT
Ceasar's cute and quick. Help him hunt the
crowded shelves for mice who eat all the food.
Hemust catch the mice before the food disappears.
Outstanding graphics, animation and sound,
On cassette for the CEMS4, Spectrum 48K,
BBCE. £6.95.

SOFTWARE FORALL THE FAMILY

Auzllable from Boots, WH. Smith, Spectrum and all
good saftware stockists, Write fora free catalogueto:
Mirrarsoft, Holbomn Circus, London, ECIP 1D,



N .f 2;0 p D AND [SAVZ THE WIRID

250 K OF PURE MY5TERY
BY IAN LIVINGSTONE

Full-colour bookler,
packed with cryplic
clues fo help you

unravel the mystery
and win the £25, 000
reward

_ar__ Y
[ I*is not jus t‘m
historical era, youface an }
mT?mdmmwehm. o ke
m The befter your score, the stronger and faster you'll
® And it'll keep you on your toes, with ¢ S ( =
graphics. Brillian! music and sound effects add fo the excitement. . -
;ntsﬁnunhﬁ'iewml‘%wrmwum-onkwﬂm N
f, containing crypfic and mysterious illusirations. Using ; ; 2
bookietand screen logeife; you leadil unravel he cluesandbuid- /7, 19nqualiy 4
up a secret phone number plece by piece. mavfngbmphfc
m ifyou're first o ring if, you save the world and collect the £25,000! o
= Quite o package! And fo give everyone a fair chance, “Eurekal” will be
released simultaneously woridwide on October 31st, 1984, No packs will be
available unfil fhot date. All orders received by mail or phone by 261h
OCTOBER will be despatched by post on the 31st right across the world, So
order now, and be one of the first off the mark,

THEN THE RACE IS ONI! -
DEVISED BY : I
IAN LIVINGSTONE

The storylines for “Eureka!” are by lan Livingstone,
whose “Fighting Fantasy” books have sold over
2,000,000 copies. He's dreamed up some rather
nasty tricks and Iwists for you in this Epic, because
he has also devised the cryptic clues and
conundrums in the booklet that goes with the
progrom. He's the one who knows the an:
“Eureko!” wos programmed by - =
Andromeda feams led by

Hungarians Dondt Kiss and Andras

Csdszdr. It took the equivalent of 5

YEARS o create, and the skills of

4 grophic arfists, 2 musicions

and a professor of logic foo.

We told them to streich the

hardware's capabilities, and make

sure you were kep! awake for hours!!

They've done 1...

X

To: “Eureka!”, FREEPOST. Depl 400, Mount Farm, Miton Keynes, M

PGS, GoMm pigte with

IMI booklal, nsiructions and rules, of £ M. 95 eoch|
e Iy ICieY 18 nenCeivid Delom 26 Ociotar 1984, 1

howrards a Figphd e, Pl el Gl

N\

|| HOTLINE NUMBER
| 07-46086000
_| For Credit Cord Orders

lanciose payment by cheque/PO. Dayobse ho DOMARK LD
ORPlocss chage my Croc Coret e visa L1 I access 1 [ avex

Cand Number

=L ] T e e T TR T T A

Expriry Dote S =Ty e Cate
Mame. A WL Sagrtura

Streal_ RN ——
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The race for the £25,000 storts on 31 Oct 1984 and closes on 31 Dec 1985,
gt g g
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Domark Lid., 228 Munster Road, Londan SWé, Reg. No: 1804184 (England).
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Oh Harry. This time he's gone too far.

Somewhere, buried deep in the lost caverns
of Machu Pichu, Peru, lies the stolen and, of course,
priceless Raj Diamond, along with a hoard of
missing gold bars.

Harry’s little niece Rhonda and Quickclaw; her
cowardly cat,are supposed to be with him, but they
strayed away and are lost in the bowels of the caves.

A wealthy university has asked him, while he's

cleaning this mess up, to capture an elusive stone-
age cave rat.
What fun.

He just has to avoid the occasional poisonous

-Oh yes. And the wickedly clawed condors.

Runni 3
Commodnreﬁdl.ﬂ?;:hismﬁ
Msxsmmatmuualm_m ;

The electric eels. And a very nasty line in thlrfty }
vampire bats. 4
So you can see Harry could do with somehhk:lh_'
Allyou'll have to help you are your wits arﬁ:l? s
some gas-filled balloons to bridge the \Mder \
And you'll be in for the game of your life.
One thing puts Activision Software our
own. The way you go on running it month
month. And Pitfall Il is no exception.




carefully updated each month, both to add the best new releases and lo

remove games which have been overtaken by better products. In order

to save space we've split the lists for some of the more popular machines in
two, and will be printing alternate halves each month.

Judging from your comments these lists proved extremely helpful to a lot of

people who were overwhelmed by the vast number of programs on sale, The

This is the section which lists the games we think are worth buying. It's

fact is that while many of the games on the market are excellent, others you'll

get bored with in minutes,

So save yourself a lot of bother and get the most out of your money by
referring to the Good Buy lists. All of the games here are heartily
recommended by the PCG team. You won't find any seven-day wohders here
—we know what makes a great game is real lasting interes.

Finally, if you're new to computer games, here are our potted explanations
of some of the types of game and other terminology you'll find in these pages.

& ADVENTURE o type of game growing
in popularity in which to get things to happen you
have to actually type in short instructions. instead
ol just pressing a key (o go left or right. Usually the
idea is to explore a series of locations to try to
complete a task such a finding ireasure. Adven-
tures usually proceed ai a slower pace than arcade
games. and their appeal is to do with brain power,
rather than finger power,

® ARCADE GAME any game where
you use the keyboard or joystick to directly
control the movement of an object or character on
screen. The vast majority of computer games are
arcade games. But the term is also sometimes used
in a more limited sense 1o mean a game which has
appedred in the amusement arcades.

® ARCADE-ADVENTURE An arc
ade game in the sense that you don't have to
type in instructions. but one in which you have 1o
explore different locations (o achieve your goal.
Examples; Atic Atae fer Set Wil

@ ANIMATION Movement  modelled
on a cartoon, in which. for example, characters
walk moving their legs instead of simply being a
rigid shape which moves round the screen.

[ ] ASTEROIDS Early space game in
which you destroy asteroids using a highly man-
oeuvirahle crafi.

® CENTIPEDE Game in which a cen

tipede snakes down the screen and splits up when
you hit it

@® DEFENDER  rast-moving space game in
which your ship battles human-stealing landers
and many other aliens against a scrolling back-
groumnd.

® DOMNKEY KOMNG Climb ladders and

jump over ohstacles as you attempt to rescue the
damsel from the nasty ape,

® FROGGER Game where vou guide the
frog across busy roads and crocodile-infested
rivers.

.Gll..llll.ll! Classic  space shoot-
‘em-up with descending aliens wheeling and
swerving as they attack.

® HIGH-RES GRAPHICS rFictures
drawn using small, coloured dots. rather than
larger blocks.

® MISSILE COMMAND 1n arcade
game in which you protect your cities from bombs
by laying a protective covering of missile fire,

® MULTI-SCREEMN  Refers 10 games in
which there are different tasks for you to perform,
each depicted by a different screen picture, Manic
Miner is aclassic multi-screen game.

@ PAC-MAN Enjoyable maze game - gob-
ble dots and sieer clear of monsters. Eat power
pills to get your own back.

@ PENGY  Arcade game in which you slide
ice-blocks and use an electrified fence to kill snow
bees,

® PLATFORM GAME 1oy pame

which involves leaping around a series of plat-
forms as in Donkey King or Manic Miner

@® Q*BERT In this game you must colour

the blocks on a 3D pyramid while avoiding vicious
springs and monsters.

@ SCRAMBLE  Arcade action in which
you pilot your ship over mountains and through
caverns avoiding missiles, meteors and other
nasties.

@® SIMULATION 4 type of program
which tries to represent some real-life situation
such as piloting an aircrafi.

® SPACE PANIC rrantic game in

which you run around platforms, digging holes for
monsters (o fall into,

® STRATEGY GAME T1ypically, these
games put the player in a position such as
commanding an army or ruling a country. You are
presented with maps and statistics which you use
to make decisions which the program assesses.

COMMODORE 64 GAMES A-P

TITLE PRICE SUPPLIER COMMENT

Aztec Challenge 8.95 Audiogenic/Centresoft Dodge spears, racks and other hazards in a perilous fight for survival
Beach-Head 395 .5, Gold Multi-stage war-game with great grophics and sound

Chino Miner 7.00 Intercaplor Frenetic multi-level, mulfi-screen game

Decerthlon 3.99 Activision Exhausting and realistic athletics simulation. Heavy on the joystick
Encounter 2.85 Mavogen Murderously fast 30 shoot-"em-up

Falcon Patrol 8.00 Virgin Excellent fighter simulation with scrolling 30 landscope

Forbidden Forest 8.95 Audiogenic’/Centrasoft Terrific atmosphere as you fight your way through a monster-infested forest
International Soccer 2.95 Commedore Superb soccer simulation on cartridge

Jammin’ 6.90 Tashset Strange and melodic game capturing musical instruments

Jumpin Jack 8.95 Livewire Definitive 3D version of Frogger

Killer Wt 7.95 Alligata Lovely graphics as you smash lightbulbs and monsters

Paity Pigean 7.95 Gremlin Graphics Build a nest and blast your enamies with lethal ‘droppings’

SPECTRUM GAMES A-J

MEM
TITLE REQD PRICE SUPPLIER COMMEMT
Android 2 4BK 595 Vortex Very difficult 3D version of Robatron
Ant Attack 48K 6.95 Quicksilva Amazing 30 graphics as you try to save the 'loved one’ from killer ants
NOVEMBER 1984
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Atic Atac
Beaky & Egg Snatchers
Bugaboo

Cavern Fighter

Cheguered Flag
Chuckie Egg
Code Name Maf
Combar Lynx
Deathehose

Football Manager
Frank N Stein
Jet Poe

t Ser Willy

of Roce
Choplifter

Defe

Py,
orf

Jet Pac

Lozerzone

ssal Adveniure

Fartress

neshoft

TITLE
Bloc-Head
& an

Chuckie Fag

der

srtin the Jungle
Ronger

Airstrike 2
Caverns of Mars

Chopl

Dafe
Donkey Kong
Miner 2049 er

Missile Cammand

TITLE

Clossic Rocing
Colossal Adventure
MARC
Mushroom Manio

MEM
REQD PRICE

4BK 5.50 Ultimate

48K 5.50 Fantasy

48K 6.95 Quicksilva

48K 5.95 Bug-Byte

48K 695 Psion

48K 7.90 AEF

48K 5.95 Micromegao

4BK B8.95 Durel

14K 695

4Bk 795 Digital Integration
4BK &.95 Addictive Games
4BK 4.95 P55

Té6K 5.50 Ultimate

48K 595 Software Prajects

SPECTRUM GAMES A-J

SUPPLIER

COMMENT

Brilliant and inwventive orcode-adventure

Multi-screen game rearing chicks and protecting them fram vicious adversarias
Help the stranded flea escape from the bizarre underground world

Best Spectrum version of Scramble

Superb motor-rocing simulation

A frantic multi-level game featuring deadly ducks

A complex and absorbing mission in deep space

Pilat helicopter over a moving 30 bottlefield. Complex and demanding
Exciting 3D motor-cycle chase with superb graphics

Marvellous flight simulator with combat features

Take your team thraugh the league in engrassing simulation

Original platfarm-game avaiding nasties and assembling your menster
Jet-powered mon assembles rocket ond avoids
Explore the huge mansion in sparkling arcade adventure

aliens

VIC 20 GAMES A-L

14K 7.95 Anirog
Std 6.95 Micro-Antics
Std 25.00 Audiogenic
Sid 19.99 Atarisoft
Sid 10.00 Vicsoft
ak 5.50 Ultimate
8K &.50 Liamascft
PRICE SUPPLIER
7485 Alligata
7.90 ALF
2.90 level 9
8.95 Face
895 Aardvark
7.95 Micro Power
10.00 Acornsoft
595 Durell

SUPPLIER

COMMENT

Multi-level game with ladders and girders

Thrilling race-game set in ancient Rome

Rescue hostoges in exciting helicopter game

Good ond faithful version of the arcade classic

Four-screens of action with elements from severa popular gomes
Use your jet-powered man to ovoid the aliens and assemble a rocket
Fast maving mego-zop with gunson x and y axes

BBC GAMES A-M

COMMENT

Multi-level game with a multitude of objects and abstacles
A frantic multi-level game featuring deadly ducks
First of o series of taxt adventures with 200 locations

A brilliont wersion of the 3D spoce-gome Joxxon

Brilliant graphics in this compulsive plotiorm game
Excellent Donkey Kong game with beoutiful graphics

The best version of Asferiods for the Beeb

20 screens of nasty problems in this platform gome

DPRAGON GAMES A-E

PRICE SUPPLIER
7.95 Dragon Data
8.00 Microdeal
790 ALF
5.95 J. B. Marrison Micros
B.00 ficrodeal
B.0O0 Microdeal
6.95 Shards

COMMENT

@"Bertclone on rectongular pile of blocks

Entertaining and addictive 50 screen platfarm game for ene or two players
Addictive multi-level game with deadly ducks

Rescue the damsel in distress

Fighting your way through the perilous jungle while collecting treasure
Arcode adventure with Kong-style elements

Computer version of the boord gome Risk

ATARIGAMES A-M

PRICE SUPPLIER

9.95 English
G99 Atari
30.00 Broderbund
14.99 Asari
14.99 Arari
30.00 Big Five
Q.99 Atari

PRICE SUPPLIER

1.95 Salamander
2.50 level 9

6.95 PS5

5.50 Arcadia

COMPMENT

Excellent version of Scromble with interesting grophics
Smaooth vertical version of Scramble

Rescue hostoges in exciting helicopter game

Authentic arcade action in the classic gome

Rescue your girl from the nasty gor Hain superb orcode copy
A Donkey King derivative with novel elements

The best and meanest version of the original

ORICGAMES A-M

COMMENT

Manogement simulation with great animation in the races
First of o series of text adventures

Rescue stranded scientists in original spoce shoot-'em-up
Smaoth version of Centipeds
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KERIAN (S0OFTWARE
GRAB A PIECE OF THE

MOTORCYCLE
CRAZY!

Il.’\"im-.:i

Ny, i Motoreycla Crazy! is a graphic adventure where

" you, as the central character, must find the AWARD
and return it safely to Ariel Castle Unfortunately for 5'
o = you there are several pitfalls awaiting!

"
E 5 95 Meitdown is a new classic in arcade style games

for the 4BK Spectrum! This totally original game
sets you in the not-too-distant future, where your
task as service engineer for ACME Nuclear
Reaclors, is to prevent overheating of the reactor
on the planet Haras

rum 48K -

£895

Yaur missien, should you decide to accept 11, 18 ta
qo 1o 3 place deep within the KGE's stranghoid
from where no-one has returned alive We have
LIH COANARERIOIO only ene message from your 25 predecessors. cui
short by a bleod curdhng scream It sad “Nothing
HIEL Th3OBAHME, 18 what it appears o be and

HE 100y CRAR I ‘Q DISTRIBUTORS

HENTI |l||n|[:s_.3_:f"

P ), Terry Blood Dist.
”"\«\’k o Express Marketing
) LVL

The Crystal Frog is a traditional adventure program for
e 48K Sinclair Spectrum. You play the role of the main
character, with the computer acting as YOur eyes and
eas The object of the game is to find the fabulously Kerian UK. Lid
valuable Crystal Frog and return with it intact. 1t will not
be easy!

PEI HUTPATOP

“’ Wayferer
Vanguard
Dealer enquires welcome
I enclose a cheque/P O for £ made payable to IM (UKILIMITED 29 GISBURN ROAD
HESSLE
MName

NORTH HUMBERSIDE

Address

HU13 9HZ
Telephone (0482) 643786

Telex 527619 |Kerian)

NOVEMBER 1984
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OK, so vou're probably read-
ing this in October, but in a
monih’'s  lime
won't be all that far away
Here at PCG we're planning
an exciting December issue
including a special look at

Yes, we're planning to offer
you the chance to wing your
way over the Atlantic cour-
tesy of PCG and Virgin., All
vou'll have to do is work your

TIPS

Qwr Tricks 'n Tactics are wowing
the nation — next month’s should
be the best yet. We've per-
suaded a list of famous prog-

Christmas

WHAT DO YOU WANT
IN YOUR STOCKING?

the best add-ons you can get
{or be given) for vour micro.

Santa’s allowed each PCG
staff member £30 worth of
goodies, so we'll be revealing
which widgets each of us
fancies

Free flight to New York

way through the mysterious
map of a robot factory. Be
ready for an ultra-enticing
competition  with  ultra-
exciting prizes!

THE BEST PLAYING

rammers to give advice on the
games they've written. Players
of Frank N Stein, Trollie Wal-
lie, Quo Vadis, Worse Things
Happen at 5ea and Combat
Lynx could be in for a freat.

MEGASAVE FANTASTIC SAVINGS
SPECTRUM
alan (Daleys) 5 1 2775 P.C.Fuzz. 650
595 The Great Era e Hace . 12,95  Zarga Mission 650
485 Doom Dark Revenge 8.50 Catacombs 6.50
8.25 Travel Trashman 4 %5 Decathaton (Daleys) ... 680
f.95 5.85 Evil Dead 5 5.85
Oy 4 95 B.50 Hero 8.50
|0rd\ of Midnight .. B.540 595 Trashman G.85
Tomadow Low Level 4.75 Encaurter B.75
Star Trader 585 E 11.50
Monty Mole E495
Stop The E ; i 6.85 -
Er |dum 685 TheGreal Space Race . 12.95
River Raid G B85 F-15 Strike Eaghe 12.95
{i Hemn GBS Fori Apacalypse &.50
5 Strange Loop 495 »Raid (ver Moscow .50
3 85 Twin Kingdam Walley GBS Houceles B.50
Batomania. 575 Hampstead 850 Hyper Bike 6.85
Titamic 675 Legend of Avalon %85 Dangarmouse B85
Jack & The Beanstalk. ... 4.95 Branx Blun 95 CaH Hanger 685
Giants Revenge 495 Ker mlu .-:una.lan m 6.50
Frank N 495 3-D Ant Attack T.B5
Fighler Pitat &40 95 Etewe Dawis . 6.BS
Night Gunn e BiTE 5 «Pgytron TBS =
Kosmig 2 4.95 if Tomade, Low Level GBS
Moon Akt 495 Delta Wing 5 05 wSingide Express ...6.B5 &
Football Manager .. 2 Brack Hawi ) Hunchback 1l §.95
Terratawhs 5.95 Rocket Roger fi 85
0} Dark Star B 87
405 Deus Ex Maching 2,95 8.50
495 Beach Head US 550 Aster IRF'r'I“I' 78 ||
585 Stunt Bike 515 |
475 Do Vadis B.75
495 COMManonE Jot Sat Willy £.95
4 85 Jet Set Wil Havor B.50
Zaxon US B85
SPECTRUM Spitire Ace U3 785
Code Name Mat Naio Commander LIS Pit Fall | I B.50
Forest ArWorlds Engd Strip Poker US River Raid B 50
ik Astro Chase «Ancipital E.50 +
‘White Lighining Potty Pigeaon Ankh .85
[ew-Pa Monty Mole Johnay And The Jdifnpys  5.7S
Tasword | Hegh Naon Curran Speech 2750
FREE POST PLEASE STATE WHICH MICRO FAST SERVICE
SEND CHEQUEP.0. To
MEGASAVE
Dept. PC 76 Westbourne Terrace, London w2

]
Prise

PLys

c?,-,P—f@ o[f:rﬁuo Vadis YE}::'::::::‘PQ

Snertchers ? e e d
wa;;r;cr::; Britains best joystick.
e u!;; 1allenge,

reveaf the answe ol i

r*safrorm.' Chrmmc:
" 5

LHRIS TMAS.‘.'
These new

games are
SANTAstic!

December’s PCG will be bur-
sting at the seams with re-
views of incredible new
games, For the Spectrum we
plan to print the first full
review of Fantasy's hot new
arcade-adventure Backpack-
ers Guide to the Universe.
We also look at the remark-
able Spectrum version of the
Commodore  hit  Beach
Head, the follow up o Ant
Attack and (hopefully) the
two new Ultimate blockbus-
ters.

Meanwhile the office has

been hit by an avalanche of

superb new Commodore 64
games — they include an in-

credibly addictive and origin-
al game from America, a bril-
liant new release from Task-
set, an arcade game which is
18 games in one, an adven
ture featuring astounding
animation, a wacky cartoon
game and a platform game
where you can design your
OWN SCreens

Sizzling reviews planned
for other machines include
Jet Pac on the BBC, Perils of
Willy on the Vic 20, and
Roland in Time for the Am-
strad.

Buy some gloves NOW
December's PCG will be too
hot to hold!

WARNING

PCG has become so popular in the last few months that newsagents
in some areas are selling out within days of publication. We're doing
our best to keep them supplied, but there's only one way to
guarantee getting a copy — place an order with your newsagent
NOW. Just fill in this form and hand it over the counter. The

Deccmhe: issue is out the secund week of November.

-
| Please order me a regular copy of PERSONAL
| COMPUTER GAMES
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SCORPIO GAMESWORLD

THE SOFTWARE PRICE FIGHTERS
PRESENT

MULTI
SCREEN
ARCADE
ACTION

Builder Ben is faced with an almast im
that get up to all sorts of mischievious

possible task: while trying to get his work done on the bui Iding site, he is harrassed by his terrible ‘turncoat-toals’
tricks, And as if that wasn't enough, he has to avoid the 100 ton weight, dodge the machinations of Desperate Dan
the foreman, and try to escape the clutches of the Giant Brick Beetle! Can you help him! Can anyone help him? Featuring extra-fast loading!

MANY NEW GAMES NOW AVAILABLE

____ALSO AVAILABLE AT £1.99 FORTHE SPECTRUM ARE:

CODEBDDK CA PER 3

D EC OR 'N'IIEE KERS
ur fir STAR SEARCHER

FHJBT' FHJN-IQBOUT ‘_' o
ASK FOR OUR GAMES AT YOUR LC}CALCDMPUTERSHDPORDIRECTFROM

SCORPIO GAMESWORLD 307-313 CORN EXCHANGE BUILDINGS,

CATHEDRAL STREET, MANCHESTER 4.
Telephone 061-B34 2292  Distributor & Trade Enquiries Welcome

We welcome high quality programs for any computer
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HEARD ABOUT THE COMPUTER

There’s only one Big K.
A computer mega-mag that gives
it to you straight. No frills. No waffle.

No blurb. No unnecessary rubbish. Just
the facts, straight, humorous, critical. g

A ﬂ GET YOUR MITTON THE COMPUTER
MEGA-MAG FOR JUST 85 PENCE.

Take this month for example.
142 PCGAMES NOVEMBER 1984

It’s out now. The November issue of
Big K including: STRONTIUM DOGand
THE FALL GUY (exciting new games),
VIDEO DISEASES (how to cure them),
SID THE COMMODORE SOUNDCHIP
(how he does it), PLUS a host of games programs
for ORIC, ELECTRON, SPECTRUM,
Bursting with news, reviews, COMMODORE 64, and BBC.

featuresand programs.



GUIDE TO THE UNI VERSE PA RT1

- o jus'r a game
Wige .- ..more away of life

Software by fantiaiy



LU

You are a highly trained Galactic
Commando deep in enemy territory.
Power hungry leaders of the repressive
Bungeling Empire have stolen a
fortune in gold from the peace loving
people, and you have just discovered
their secret underground treasury.
Your goal? To recover every last ingot
of Bungeling booty. You'll be running,

Jjumping and climbing heroically,
solving perplexing puzzies and d
passageways through stone floors and
barriers using your laser drill pistol.
You'll need more than fAeet feet and
good looks to get through this mission
alive. You'll need quick wits and brains!
CREATE YOUR OWN GAMES!

Lode Runner is more than a fast action
game. It's a game generator that lets
you design your own puzzies and
scenes. You can move, add and take

! 5 - = e away countless ladders, floors, trap

R e - doors, crossbars, gold chests and

s S s s Bungeling enemies. It's easy and

- o there’s no end to the variations,
. S . challenge and fun.
Available on the 48K Spectrum

© Broderbund ™ 1984,

Licensed to Software Projects. Produced by Software Projects.

SOF 1 Tanas
PROIEG IS

Software FProjects Limited, Bearbrand Complex, Allerton Road, Woolton, Liverpool L25 7SF
Telex: 627520 Telephone: 051-428 9393 (4 lines).
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CanThor save Cute Chick from the bungry
dinosaur? Only you can help. At first he only has
o jump rocks and holes. Then he must jump and
tuck, almost simultancously, Lo avoid the logs
and low hanging tree imbs in the Petrified
Forest. The only way Thor can get across the river
& to hop on the turtles’ backs. These turiles
sometimes get tired and submerge at the wrong
moment, much to Thor's dismay! To add to Thor's
difficulties, his arch-enemy Fal Broad is waiting
on Lhe other side Lo ambush him. If Thor's timing
is qood, Lhe Dooky Bird is overhead, the

| prehistoric bird will pick him up and carry him

| acrossl
Thﬂmmllppluﬂg-nl'spmdﬂmhghh
downhill un before the cliff. Timing is crucial,

n too. If Thor's balance is off or be is too slow he

1 will crash into the ravine or the face of Lhe cliff.
Once over the cliff, Thor faces his most difficult
challenge: the volcanic eruption. In addition to

] the obstackes on the ground, he is showered with
boulders from Lhe sky.
Once again Thor must cross the river on the
turtles’ backs. Then, at kast, he must face the
dinosaurl If Thor can get past the dinosaur and
into the cave, he has only a short way Lo go lo
rescite Cute Chick. On his way, Thor must duck
under stalagtites and jump over stalagmites to
avobd crashing. =S
If Thor does crash, don’t worry: he has five

o sy o o st Available on the Commodore 64
et © Sydney 1984, Licensed from Sierra-on-line ™.
Licensed to Software Projects. Produced by Software Projects.

Senda ImFe stamped addressed
envelope for more detailed
information on our new releases,
plus a free large poster.

All sales enquiries to:
Colin Stokes
(Sales and Marketing) =

For Mail Order only:
Software Projects, P.0O. Box 12, L25 7AF

Selected titles available from:—

John Menzies, HMV, Boots, Woolworth,

Spectrum and other large department
F stores and all good major software
retailers
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Orcean Software is available from selected branches of:

| Cartoon quality animation brings back the
days of the Wild West — with bandits,

| banks and burlesque girls, S
mg;mnsmumn:er’-f
will attend to the W
' corpses and leave -

nﬂinmtetclmrforhrﬂﬂrmm#sﬂ\embnbuildsm
you need nerves of steel to match up to the opposition and
prove you're still the fastest gun in the VWest!

== ;
-— @

N

Ocean House - 6 Central Street - Manchester M2 SNS- Tel: 061 832 6633 - Telex: 669977

. WHSMITH "0y 770 | LASKYS, Rumbelows
Spectrum Shops and all good software dealers. Trade enguiries welcome.




o
Lygnus Two
Computer Games

We only sell the best and you won't have to wait
for it. We will send your order by return of post.
SPECTRUM £ COMMODORE £

BeachHead ... 7.45 BeachHead ... ... 8.95
Frank N Stein............oc...n. 5.45  ArabianNights................. 6.45
Monty Male ................... 6.45 D.T Decathlon ................ 7.45
D.T. Decathlon ................ 6.45 International Soccer .......... 9.45
Lords of Midnight ............. 8.75 HighNoon............. cod 188
Sabre Wulf -...8.75  Pofty Pigeon ., 7.45
FONTIROIER v s iy 6.45 MontyMole................... 6.45
Factory Breakout e EVIDBAE o 6.45
Sherlock Holmes 13.95  Mystic Mansion ............... 8.45
Twin Kingdom Valley.......... B.80  ZimSalabim ... 9.45
BBC ELECTRON
B T e o e et oE 0.26 Blagger..........icooei 1.25
Zalaga ......, W I | B.25 Gunsmoke ......... A o
SonofBlagger................. T NN 1.25
|1 e S N 725 3DBombAlley.............. .25
Nightmare Maze ............... 550 Biltzkrleg..........oooeien 1.25
MRS o e 7.28  Micro Olymipics............... 5.25

“Spectrum - Currah Speech Synthesizer £29.95
“Spectrum = Joystick Interface {Ram) £12.95
"SPECIAL OFFER - Quickshot 1 Joystick £10.95
“Hardware - Please add 50p per item for post & packing
GGames - postage & packing free
Wirite or phane (24 hes) for our super brochure - dan'1 fanget ta stale your maghine
Please send orders with cheque/PO to:
62 Woodland Road
Chingford, London E4 TEU
Tel.01-529 1891

DUCKWORTH
HOME COMPUTING

a new series

All books written by Peter Gerrard, farmer editor of Commodore Computing
International, author of two top-selling adventure games for the Commodore
B4, or by Kevin Bergin. Both are regular contributors to Personal Computer
News, Which Micro? and Software Review,

EXPLORING ADVENTURES

A complete look at the fabulous world of Adventure Games for your computer,
Starting with an introduction to adventures, and their early history, it takes you
gently through the basic programming necessary before you can start writing
Yyour own games. Inputting information, roam MApping, movement, vocabulary,
and everything required to write an adventure game are explored in detail.
There follow a number of advenmure scenarios, just to get started, and finally
three complete listings written especially for your machine, which will send
you off into wonderful worlds where almost anything can happen. The three
games listad in each book are available an one cassette at £7.95. The complete
gquide to adventure games: playing, writing and solving them. Peter Cerrard is
the author of Romik’s rwo top-selling adventure games - Fools Gold and Tomb
of Xeiops:

EXPLORING ADVENTURES ON THE COMMODORE &4 £6.96

EXPLORING ADVENTURES ON THE VIG* £6.98
*Two of the games require 16X expansion and the third 32K
EXPLORING ADVENTURES ON THE SPECTRUM 48K £6.55
EXPLORING ADVENTURES ON THE ORIC 48K £6.55
EXPLORING ADVENTURES ON THE DRAGON £6.95
EXFLORING ADVENTURES ON THE BBC Madel B £6.95
EXPLORING ADVENTURES ON THE ELECTRON £5.95
EXPLORING ADVENTURES ON THE ATARI 48K £6.95

Cther titles in the series include Using the Commodore 64, The Beginner's
Guide to Computers and Computing, Sprites & Sound on the 64, 12 Simple
Electronic Projects for the VIC, Will You Still Love Me When I'm 64, Advanced
Basic & Machine Code Frogramming on the VIC, Advanced Basic & Machine
Code Programming on the £4, as well as Pocket Handboaks far the VIC, 64,
Dragon and BBC Model B.

Write in for a descriptive leaflet (with details of casseftes),

DUCKWORTH

The Old Piano Factory, 43 Gloucester Crescent, London NW1 DY
Tel: 01-485 3484

NOVEMBER 1984

ONLY £5.95

HIRE SPECTRUM

SOFTWARE

For a limited period, we
are offering HALF-PRICE
membership to readers of
this magazine. Join now,
LIFE membership is only
E3.00 (normally £6.00)

A new service from N.S.L.
SWOP your unwanted
lapes with tapes from
other members for a small
nandiing charge of only
60p (pius plp and VAT)

OVER 280 different tapes for hire in-
cluding ARCADE, ADVENTURE, BUS-
INESS, EDUCATIONAL, 2ic. —even an m/c
Compiler. FREE 26 page catalogue. FREE
newsletter, with hints, tips and our top
tape chart

OVER 3000 tapss in stock, with up to 60
copies of each fitie for fast service. All
tapes sent by 1st class post

LOWEST PRICES - hire up 1o 3 tapes at a
lime, from 63p each for two weeks hire.
{Plus p&p and VAT). European members
welcama,

Tepes for sale at DISCOUNT prices.
Telephone 01-661 9240 (9am - Spm) or
write for further details, or complete the
coupon and JOIN TODAY - you've nothing
Ia lose!

] 1
! NATIONAL SOFTWARE LIBRARY g
0 492 Harefield Avenue, Cheam, Surrey SM2 7ME. ]
= lenclose cheque/postal order for £3.00far LIFE membership. Please rush =
H my membership kit to me. If, within 28 days, I'm not dalighted with your ]
§ service you'll refund my membership lee.. [
E Name e B e ) B TR S skl =
= Address = = ML 2. =T =
] [ ]
i — 3
= PCG11 i
S 0 0 O e
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Watch out for them—

these four new games
could be dangerous to
your health. And, as
they’re from A'n’F, they're
second to none, calling for
a level of skill that's
bound to set the adrenalin
racing.

SPECTRUM 48k CYLON
- ATTACK—Now with better
_than ever isometric perspective
graphics (3D). £5.75
BBC 32k SNARL-UP—Sheer
bumper to bumper frustration
and only five chances to hit the
fast lane. £6.90
COMMODORE 64 GUMSHOE
—One bleepin’ obstacle after
another stops you reaching a
girl who needs you—
desperately. £7.90
SPECTRUM 48k ALPHA-BETH
—The brain teaser that makes
it doubly difficult for you to give
the right answer. £5.75

. Rt e
A&F Soltware, Unit 8, Canal Side Industrial Estate,
Woodbina Street East, Rochdale, Lancs OL16 5LB.
Telephone: 0706 341111




£/ 1584 COLUMBIA PICTURES

Only by conquering Stonehenge can you free the world of the evil
curses and eternal darkness  Join us on this marvellous

arcade adventure and challenge your-wits against
the evil forces of the Necromanper with his -
spectacular trickery and deception. .. =7

€

CBM 64 l

And you thought
it was‘fgsut a m%s\’n'e!

Coming soon
to save the computer worid!

ACTIVISION.

Your computer was made for us.

FEOGEAMMED BY UANG OF T WET
N ORICTN AL AT WY

R
CREA BY M hT A B

WHEEEH

ADVERTISERS INDEX

e | e I 12/13 Gamma Software ..................... 151 Ocean

Activision ........................... 136/149 Gremlin Graphics ........................ 63 10/24/55/109/120/124/146/150

Addictive Games .................... 102

Adventure International i 19 Hewson S R | i B

ArFSoftware s tsii i TR falte 29 < ok 1 100

T N e | < save-it-Software (Dynavision) 1

Argus Press Software ................ 117 E;ttgsfgm MICHOB v riniit 0[1(1: Scorpio Gamesworld ................ 141

e e ey LP.C 142 Slogger Software ................. 128
L g e oy SRR S N

BeRUJOllYs ..........c.vvvvniiiriniiinr, 118 KerianUK.Ltd ........................139  Softstone e e

Beyond .....cvniiirinnnnnn 20 S IR IR T I e e
Braingames ................................ IBC Statesoft ........... ——

British Telecom ... 89 LaWHON oo 106 Sterling Publications ................. 42
Bubble Bus .........................26/132 BT I S/IWCIUD oo 20005

PROROR ... oot BT S/W Projects

Cheetah Soft ...................cccoeniiee, 71 5 e N 4/5,67,88/89, 144/145
Commodore ... 6/ g

Computer GamesLitd ................30 Martech L i ey gaires LSS e 5L SR 3
Cygnus Two ............ccoeun.n........ 147  Memotech I R e I }:;li';;tg;
ol T . MGG ... o
Dream Software ........................ 86 Micromega ..........cco............... 36,154 Ultimat
DUCKWOTth ... 14T Micro Power ... 125/127/129 Ultimate ...

iles B ft e L e
BIHE o JPC. Mot s 13y VIBINBOOKS ey 100

Virgin Games ............ 147, 149, 151

e g

o 1027 153

Fantasy Software ...................143 National Software Library ......... 147
Front-Runner (K-Tel) ................. 93 New Generation ....................50/51 Walters Pt Ly | |

Editor: Chris Anderson Deputy Editor: Steve Cooke Production editor: Roderick George Art editor; lan Findlay Staff writers: Peter Connor, Bob Wade
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Aduertisement manager- Sarah Barron Assistant advertisement manager. Phil Pratt Advertisement Assistant: guslg Cooper Group advertisement
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THE ULTIMATE IN AMERICAN SOFTWARE FOR YOU ON 0.5, GO
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e R WHSMITH WILDINGS WOOLWOR
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U.S. Gold Ltd., Unit 24, Tipton Trading Estate, Bloomfield Road, Tipton, West Midlands [ AH Telephone: 021-520 7591. Telex: 337268




MILES BETTER SOFTWARE rigne
Y&C s
221 Cannock Road, Chadsmoor, :
Cannock Staffs WS11 2DD. ® Amassive arcady g
[ wn{lll;_ar incredible :
. Tel: 05435 3577 - ., ;
F @ Fla a
_ | US GOLD SOFTWARE CASS  DISK ® o
' ! BEACH-HEAD Q.00 12.00
i ) RAID OVER MOSCOW 900 1200 many of which contai hifan ; o]
. STRIP POKER B00 12.00 surprises snd ingredients_ £5
. *DALLAS QUEST : 12.95 " o coniplete i
"SNOKIE 9,00 12.00 :l:'f::r YR @
| *BRUCE LEE 12.95 12.95 e
¢ *FORT APOCALYPSE 9.00 14.00 . ontral salection.
i *DRELBS 900 14.00 "8 Interactive bl ;
1 SENTINEL 9.00 14.00 ® Pick up'use ghjgih g g
ZAXXON 900 14.00 facili 1 T
(il *BLUE MAX 900 1400 o 7 35
p SOLO-FLIGHT 12.95 12.95 L -4
i 3 NATO COMMANDER 5.00 12.00 &
*SPITFIRE ACE 9.00 12.00 b=
*F15 STRIKE EAGLE 1295 1295 :
*FORBIDDEN FOREST 8.00 2.00
*AZTEC CHALLENGE 200 1200 i
SLINKY B00 1200 2
*CAVERNS OF KHAFKA 800 12.00 2
BUCK ROGERS 900 1200 §
SPY HUNTER 5,00 12.00
TAPPER 9.00 12.00 k L3
CONGO BONGO 9.00 12.00 ! bl
SCROLLS OF ABADON 9.00 12 00 3 s
MANY OF ABOVE TITLES AVAILABLE SHORTLY FOR ZX SPECTRUM i -
TELEPHONE FOR DETAILS, £ W i
*PHONE FOR SOFTWARE AVAILABILITY N 1
by Charles Goodwrin, . -
AND SOFTWARE LISTS FOR oo i @ g :
COMMODORE AND ATARI Ry <Y, i
not days, g weeks Gut MONTHS o enjoyment .,
- . -
ACCESS/VISA WELCOME . , &
|

| Unbeatable value.
Almost unbeatable games.

= CRIBBAGE MADHATTER C
Available on the  Guide the MADHATTER around his houseto  SLAYER !
Spectrum for the first  collect tea-time treats for his Un-birthoay  ventern i the Savage Linds e : /

time, CRIBBAGE is an excellent  party, “But watch out for those mice,” he  ssek out the D udarground stresghold, find

version of the popular card game,  wams, “and keep away from thoss vacuum :*;'mm'::':j"nﬁ::ﬁ;fm;:rﬂﬂ o
As well as superb graphics, the cleaners!” e el Thorg, Full ot sxcitsmént thisteet. \&@
game inciudes full rules and  Looks Iike the MADHATTER will be in far 3 Arvemture will push you Tn et Hmitef e wils o
playing instructions together with busy afternoan

and istedligence in compieting your ég,@
. . q arria - fiash
me Wy 5 i
automatic scoring and scnre An extremaly EuC! '5“;‘9:”1? Personal S e
fe-view Compider Games atvatares 've seen," Popalar

Piaying against the computer, Compuitly Weshy
the experienced player and
navice will find CRIBBAGE M

and emiertaining and
challenging game. P.E TN AR E

Written a lop game? We will pay top prices it it matches our own products. Send a sample to us now tor instant evaluation
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48K SINCLAIR ZX SPECTRUM
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“UNDERWURLDE" recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485




price £9.95 inc VAT
IES, WOOLWORTHS

BOOTS, J.MENZ
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“KNIGHT LORE” recommended retail

Available from W.H.SMITHS

y-de-la-Zouch, Leicestershire LE6 5JU
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: 0530 411485

(P&P included) Tel

and all good software retail outlets. Also available from

ULTIMATE PLAY THE GAME, The Green, Ashb
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For The 48K :
Spectrum
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sound, to produce games
Strategy games ranging from the White House to King

your skills and imagination

FLAME ISLAND

Throughout the seaports of the old world a rumour
has spread — the monks of Flame Island have found
the fabled Emerald of Power.
The origin of the Emerald is lost in the mists of time,
nowever the stories suggest that it has esoteric powers of a

Emerald on & dias deep within their
devious traps to protect it,

temple and retrieve the Emerald of Power. In
¥&u must signal your ship to retum to port
for home.

A sophisticated

graphics and
sound.

For the
Commodore 64
Cassette £8.95
Lk £19.95

Braingames bring

Cur adventures combine strong story lines, high quality graphics and
you will want to play time after time,

Arhur's Court, from the oil business to a used car lot, will test

mystical nature. It is suggested that the monks have placed the
temple and have laid many

Landing at the harbour of Flame Island, you must find the

order to escape safely,
and safely embark

adventure with full
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The tough nuts

you the most
entertaining and For the
fulfilling adventure Commeciore g“
and strategy games. Casf}%ﬂe_rﬁggg

FLAME

CASTLE FEAR

Many centuries ago, the evil wizard stole the Golden Crown
and the seven Diamonds of the Ancient Kings.
He has hidden them deep within his stronghold,
Castle Fear, where there are many mystical creatures to
guard them. It is rumoured that the wizard himself keeps
the Goiden Crown, and that he has given the Seven
Diamonds to his servants of evil. Over the years, certain
brave adventurers have penetrated the Castle, but none
have ever returned.
To win the hand in marriage of the Princess, you

must dare the ewils of Castle Fear and retum with the Golden
Crown and the Seven Diamonds of the Ancient Kings,

A sophisticated adventure with full graphics and sound

For more information on the tough nuts

CASTLE FEAR

Phone us on Brighton (0273) 608331 NOW

Posta' enquiries to:—

BRAIN \AMES Amplicon Group

Richmond Road, Brighton East Sussex BNS 3RL
Tel: Brighton (0273) 608331 Telex: B77470 AMPCON G
Braingames s 3 division of Amplicon Mico Systems Limited
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