
ENCOUNTER - a spedacular 3D à1-out, plus sem
Pages of sizzling reviews
Top programmer Tony (molter lists his latest hit

azine that names the t
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48K Spectrum Et Mori 40016001800

After skilfully piloting your Jetcopter through a bombardment of Electronic Storms,
Ground & Sea Based Missiles and attack from Armoured Barrage Balloons, you thought
you were safe to complete your mission B u t  No! y e t  another wave of
deadly Jet Fighters appear from nowhere with only one objective...to eliminate you!

Only your Hyper-Phase Lasers and amazing arcade skill can keep you alive to complete
a task that looks impossible. As the only survivor of a once mighty invasion force you
must penetrate deep beyond enemy lines. From a remote island protected by a complex
defensive screen you must rescue your wounded comrades held captive beside an unstable
nuclear reactor, which you must first destroy!

The ultimate in 100% Machine Code Arcade Games from a Master Programmer,
achieving a new peak in programming perfection and super smooth movement. Blue Thunder
sets astounding new standards in Hi-Res Graphics with Pixel Scrolling over 6 screens,
5 different missions. Hi-Score and incredible breathtaking PERSPECTIVE GRAPHICS!

Richard Wilcox Software carries a lifetime guarantee, should any of our games fail to
load please return them for an immediate replacement,

All Richard Wileiest,Softwans is available from. leading software outlets or by completing
attached coupon.

'  _  •  - - —  _  I

Richard Wilcox Software
STATION NITAD WALS ALL W V  OH

Post this coupon to us today to receive your
copy of BLUE THUNDER by return of post!

E5.950  4 8 K  Spectrum
O Commodore 64 (Turbo-Load) E 6 . 9 5
D A n y  Atari 400/600/800 £ 9 . 9 5
Please rush me c opy / l e s  of
BLUE THUNDER as ticked. I enclose a
Cheque/Postal Order made payable to:
▪ ICHARD WILCOX SOFTWARE for E.
Name
Address

Send to: RICHARD WILCOX SOFTWARE
2 Station Read. Walsall. West Midlands 'NC 7 UJ
2
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SPECTRUM
6 3  Help!200.000 men are after you in our Game-of-the-Month
5 8  Check out Sabre %Wand PCG's exclusive map
5 4  Pages of reviews plus a PCG hit from the Age of the Train
7 6  Q-Burr - Here's a listing that'll really keep you on the hop

COMMODORE 64
5 0  Encounter- state-of-the•arl

shoot-out that'll leave you
speechless

4 2  Games galore -seyen pages of
new releases

7 2  Last month's Game-of-the-Month
programmer lists his latest game

BBC
3 0  Meet trogg - he's the million-year

old star of a PCG mega-hit
3 2  Fancy flying a Spitfire? Check out our latest in-depth reviews

VIC 20 •.•
DRAGON
ORIC/ATM

2 9  The good, the bad, and the ugly - scores of games played, reviewed and rated

100 W A R
GAMES

84 VALHALLA

We look at the best of the
battle simulations

27 SPEECH
GAMES
Games with a lot to shout
about - but can you hear
what they're saying?

119 STA R

C O M P E T I T I O N  Make us laugh and win a free copy of the
Game-of-the Year
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R A I D E R S  Jeff Minter pays homage to this Screen Classic on the Atari
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BUZZ 1 2
New Commodore machines get the
thumbs down, plus the latest news.
charts, and gossip.

SYTE.BACK 2 0
Snappy letter*, and some hot tips on
how to inc tease your scores.

SCREEN TEST 2 9
Page after page of reviews that really
put you in the picture.

PROGRAM
LIBRARY 7 2
Exclusise Commodore 64 hit listing,
plus a great Spectrum game.

ADVENTURE.
WORLD 8 3
The White Wizard presents v great
competition, and nearly gels deep-
fried in a nuclear shelter

CHALLENGE
CHAMBER 9 2
Two top gamesters beetle it out, plus
latest hi-scores and is loony letter,

PCO HOTLINE 9 1
Commander Chance picks up the
phone. Are you on the other end?

THE FINAL
CONFLICT 1 0 8
See how your votes have changed
the course of history,

GOOD BUY 1 1 7
Over 70 games get the PCG seal of
approval. plus Jeff Minter goes Star
Raiding_

ENTRY FORMS 1 2 8
Dare the Challenge Chamber. enter
the Final Conflict, and try your tuck
In our competition,
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DOWN AND
DOWN AGAI

The deeper you dive, the
eeper the danger. Through

cavern after cavern to find the
pearls and the treasure. (It's different

every game!) Sharks, octopuses and
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out for your oxygen level!
Staggering graphics, fantastic c

a true arcade adventure.
Another great quality game from
the house which brought you

"Harrier Attack!" and
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—Shall I tell you the joke about the Invasion f

• o  the Body

,Snet tellers?

.Ver betternot, you nuglIt get catried auraY•
Si mon McConnell, Regis Dunstable, Bedfordshire.
Vilhat do the peop/e at Taskset have foraftemoon tea ?

Scones teeth lanumn

Alistair M a C k ,  Lymington. Hampshire.

H o  i
n t
o s
h

w does Manb cook his xe Chilli,Kong-Carne?
Orem-the Griller.
-r Adamsmaidstone, nt.
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Dear Readers
What a month! Forget about the weather, the last four weeks have produced so o f  the hottest

me

software ever seen. lust take a look at Lords of Midnight. Sabre Wulf and EnCOUnter— all featured in
this issue. Only a short while ago games like these wouldn't have been thought possible on a home

One thing's for certain. you're going to have to hang onto your seats. because as competition for the
Christmas market hots up. the games are going to get better and better Who knows what the rest of

micro.

Meanwhile life in the PCG offices continues at the usual hectic pace. Steve Cooke was once again
the ear

voted Rally of the Month for going into raptures over the speech on a Spectrum game. He sat there

y b r i n g ?

entranced, muttering 'I don't believe it, I  don't believe it fo r  ten minutes - until he realised that the

Still, we can't be too hard on him. August has really exhausted us - steaming weather, sizzling
sound was coming from a nearby cassette recorder.

games. and a red-hot issue. Stick with iis. folks, because if this month was special, lust you wait
September!

Yours in the hot seat. Chris Anderson 8i the PCG team
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Oh not M re  riddles!
got bored with his game?
What did one Chuckle Egg player say to another when heChuckle ,Egg over here I reont to

 ac- Man ? p l a y  Scramble.
Brendan Parker, Kidlingtim. Oxford.P

What is  the difference between Nic ro Mouse andOne fights th 4

e bugs and the other bites the thugs,lames Parker. Lichfield • Staffordshire.
Your face rings a bell,What did Esmeralda say to Quasimodo?

Marek Chmieq. a l i ma r  Gardens. Londoncomp a ter game ?
Why did S h

Bruce Lee get in such a rage with his newIt wouldn't Enter The bragott.
S. Tolley, Norwich. Norfoik

asked him
What did Miner Willy say when the man •eating telephone what Jr 1.4,45 that made him lump?It's the pouter behind the button.

Paul Reny. Andover. Hants,
adven tore games?
What did the Adventurer say when asked why he liked

Wayne smith. Brornborough. Wirral.Val Hall A can sa y is the y're clefinitely Ilobbit formingL•
Don't Forgot!
We're always looking for car-
toons, program ideas, news-
paper cuttings- anything fun-
ny or intriguing to do with
computer games. A free prog-
ram - worth up to E15.00 -
for those we publish.
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e new Commodore lb

The new Commodore plus/4 v

Thumbs down for
new Commodore
Commodore's n e w  home
computers. the 16 and the
Plus/4, have received th e
thumbs-down from games-
software manufacturers.

•I'm not very enthusiastic at
all,' said Llamasoft's Jeff Min-
ter. They've left off the two
best features of the 64 — the
sprites and the sound.'

Taskset's Andy Walker was
even less enthusiastic calling
the new machines 'a quantum
leap backwards.' Like Minter
he feels tha t Commodore
have thrown away the best
features of the 64 and that the
machines have l ittle games
potential.

However Commodore's
Gail Wellington stoutly de-
fended the machines' capabi-
lities She said there were 121
colours available on the new
machines and that, with the
possibility o f  shading, i t
would g i v e  'absolute ly
tremendous effects'. S h e

New Software Firm
K-Tel are to sell their own-developed software under a new
brand name. Mike Dixon of K-Tel said that the move was
intended to 'let everyone know that our software operation
is an autonomous entity. The new name has yet to be
announced. The company hopes to release several games
for the Commodore 64 and the Spectrum at the end of
August. Mike Dixon described them as 'an improvement on
what we've done'. He added that the company was also
looking very closely at the Amstrad and NISX'.

12 P C  GAMES

emphasised that the Plus/ 4.
in particular, i s not just a
games machine.

The Commodore 16 is a
16K machine which w i l l
come in  a  complete starter
pack and retail at £129.99. It
looks likely to replace the Vic
20 in the Commodore range.

The Plus/4 has 64K Ram
and will cost E249.00. It com-
es with four integrated soft-
ware packages and Commod-
ore are hoping it will bridge
the gap between the games
machine and the business
computer.

Both machines have the
new advanced Basic and a
choice o f 121 colours. But,
unlike the Commodore 64.
there are no sprites and the
sound facilities do not seem
very impressive.

Commodore hope to have
the I6K model in the shops
by mid-September. The Plus/
4 should follow a month later.

'The Enterprise f o r m e r l y
known as the Elan — is due to
be launched in September at
the Personal Compu te r
World Show in London. but
its prospects as a  games
machine remain uncertain.

The 64K machine, original-
ly planned fo r  release i n
April, will cost €229.00. It has
a number of advanced fea-
tures including stereo sound
and excellent colour graphics
facilities.

Keith Elliott of Intelligent
Software, which has close
links with Enterprise Compu-
ters, insisted that 'there will
be a range of software to hand
and they will all be quality
programs.' He added that a
program already exists t o
convert Spectrum Basic to
Enterprise Basic and tha t
there is the core of a program

All the latest noises in the

Enterprise takes off
to convert MSX Basic.'

However few independent
software houses seem to be
interested a t  the  moment.
Although many are produc-
ing programs for the Amstrad
and NISX machines, PCG
was unable to find any com-
panies able to  give a  fi rm
commitment t o  Enterprise
software,

Mi ners strike
Mogul's latest release for the
Commodore 64 is Murphy, in
which the player must scour
mineshvfts f o r  moneybags
while pursued by a group of
robbers. Further dangers in-
clude runaway carts which
can only be avoided by jump-
ing up and hanging on to the
cross-beams The game has
seven levels, three screens
and changes hands at 127.95.

Stuntman helps with bike game
Famous stuntnzan Eddie Kidd has been putting his world
record-breaking expertise on a bike into assisting Martech
with their new game jump Challenge. The game involves
jumping obstacles using bikes ranging from BMX's at the
start to powerful motorcycles i f  you are good enough.

According to  Martech director David Martin, Eddie's
experience has given a realistic feel to the game. Currently on
tour in Sweden, Eddie will be at the official launch of the
game at the Personal Computer World Show in August.
There will be a monthly competition with prizes of BMX
bikes and computer hardware.

The program should be available by mid-August at a price
of 0.96.
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humming world of micro games

ARCADE GIANTS
MOVE
Video Games giant Parker
Video are entering the home
computer s oftwaremark et
with releases for  the Com-
modore 64, Spectrum, and
Atari 800 micros.

Releases w ill cover major
arcade conversions, inc lud-
ing S t a r  War s ,  G y rus s ,
Frogger-Three-Deep, M r
Do's Castle and Montezu-
ma's Revenge,

Spectrum and Atari games
will be released on cartridge
at E19.95 and E29.95 respec-
tively, while Commodore 64
titles w ill change hands for
E24.95 on disk and cartridge.

Activision are also moving
over to the home computer
market with conversions o f
their more popular dedicated
video games. Machines ca-
tered for  inc lude the Com-
modore 64 and Atari micros.
First release is Hero, at £9.99
on cassette.

CENTRE COURT
SOFTWARE
Merlin Software is shortly to
release Wimbledon '64  o n
the Commodore 6 4  p r e -
release versions o f  whic h
look very exciting. Also in the
pipeline is  a  c lone o f  the
Williams arcade game. Sinis-
tar for the 64. Titles will cost
E6.95 on cassette and E8.95
on disk.

MARTECH LATEST
FOR SPECTRUM
Martech. producers of the suc-
cessful Quest of Men-avid for
the Commodore machine,
have brought out Odyssey of
Hope, a graphic adventure for
the 48K Spectrum based on
Greek mythology and selling
for £5.95. They've also laun-
ched Gisbunie's  Castle for
the BBC/Electron -  a graphic
arcade/adventure w i t h  2 0 0
locations for  £7.95 featuring
Robin Hood and Maid Ma-
rian.

Now machines mobbed
The first Amstrads to hit the
shops were snapped up when
they went on sale in London's
Edgware Road. Supplies o f
software were also rapidly ex-
hausted as purchasers stock-
ed up on games.
AUGUST 1984

YOU SHOT J.R.
Do you want to shoot 1.R.?
Well, now's your chance. be-
cause U.S. Gold have brought
over The Dallas  Quest, an
adventure game in which you
try to defeat J.R. and win £2
million.

The g a m e  h a s  h i g h  -
resolution graphics bringing
you full-colour  pictures o f
such heart-throbs as  Sue-
Ellen and, of course, the man
you love to hate.

Dallas Quest is  available
for both Atari and Commod-
ore 64 on disk only and sells
at £14.95.

WILLY ON 64
let-Set Willy , Software Pro-
ject's best selling game, is
soon to be available on the
Commodore 64. Release date
is uncertain but the price will
be E7_95

NO TRASH, THIS
New Generation's popular
Spectrum game Trash man is
to appear on the 54, marketed
by Quicksilva a l  f7.95 o n
cassette.

Quicksilva are also laun-
ching a number of other con-
versions, inc luding M in e d
Out and Velnor's Lair for the
Oric/Atmos a t  f  6.95 a n d
Traffic, Escape, and 3D Tun-
nel for the 64, priced £7.95.

NEW TAPES
FOR OLD
Oric owners who upgrade to
the Atmos can now exchange
their Oric-1 Arcadia Software
tapes for  Atmos versions of
the games, at a bargain rate.

The tapes retail at  £6.95,
but c a n  b e  obtained i n
exchange for the old ones at
only E L M )  e a c h  P a s t a
Blasta, Mus hroom M a n ia
and Arcadia Invaders can be
replaced by sending them to
Arcadia Software, F R EE-
POST, Swansea, SA3 4ZZ.
(Remember to enclose your
address and a  cheque o r
postal order).

Amstrad say there are 'mas-
ses of software available for
the machine. Many software
houses, inc lud ing Romik ,
Durell a n d  Terminal, a r e
either writing original games
or converting existing ones.

M OV I NG INTO
GEAR
Oxford Computer  Systems
are pu t t ing  t h e  fi nis hing
touches to a car race game
that looks set t o  challenge
Pole Pos ition for  first place
on t h e  t r ac k .  Ex c ellent
graphics, realistic sound, and
good gameplay are all there
for a price of around £7.00.

SPACE FLIGHT
Interdictor P i l o t  i s  a

'space-simulation' p r ogr am
that comes w ith a  50-page
instruction book let. Super-
soft are bringing it  down to
earth for E17.95.

SPECTRUM TENNIS
Psion has  announced t h e
launch o f  its  Match Poin t
tennis game for the 48K Spec-

trum. I t  was  launched the
week before Wimbledon and
in conjunction with the re-
cent pro-am tennis event at
the Royal Alber t Hall.  The
game looks like a winner -- we
shall be reviewing it  in next
month's issue.

Match Poin t  c losely fo l-
lows the rules of lawn tennis.
You can serve, volley, retrieve
or simply hang back on the
baseline with three levels of
play. Matc h Po in t  can be
played with either keyboard
(user-definable) o r  joystick,
and costs 0.95.

TAKOUSHI
It was around .3.30am on a Friday
night (or should I say Saturday morn-
ing?) when I sat down to have a blitz
on the latest games sent in for review.
The first game I picked up was called
P"man. In desperation I dropped to
my knees, hands clasped fi rmly  i n
front o f  m e ,  'Please G o d ,  n o t
ANOTHER version of Pac-Man„.' I
moaned. Suddenly a  voice boomed
around the room: 'YES TONY, UN-
FORTUNATELY IT IS, YOU KNOW,
SOMETIMES I WISH...

He left the sentence hang-
ing, not a good sign, knowing
I would fi nish i t :  t h e y
would wr ite original games,
do y ou th ink  they 'll learn
before it's too late?'

'IT'S A  NICE THOUGHT
BUT I CAN'T SEE IT HAP-
PENING'. And the voice left
it a t  that and went o f f  to
brood (draw your own con-
clusions...)

Having churned my  way
through l i t e r a l l y  d o z e n s
of Pa c ma n s i ln  vaders/Ga-
laxians/Kongs a n d  ( UG H)
Centipedes it really depresses
me to  see such a  waste o f
programming talent.

One of the major problems
in the early days of the micro
games industry was the acute
lack o f  competent machine
code programmers. F or tu-
nately(?) today this is no lon-
ger a problem, but these new
competent coders are churn-

ing out boring, repetitive code
totally lack ing in  creativity
and design.

An interesting point to note
is that with so few new arcade
games there is actually a shor-
tage of 'industry standards' to
clone. The logical progres-
sion from this is that software
houses will be forced to write
original games, although I
have a horrible feeling that
they will simply start to clone
for new micros like the IVISX/
Amstrad micros and again
waste time and programming
resources.

What is  wrong with these
people? We  cannot go o n
reinventing the wheel. Games
must progress or the industry
will die.

Originality can pay a very
high premium. OPEN YOUR
EYES, both software houses
and individual programmers,
before it's too late.

P C GAMES 1 3
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Hercules in launch
Pop entrepreneur Carol Wil-
son, who signed up Sting, the
Human League, and Orches-
tral Manoeuvres in the Dark,
now hopes to do the same
with computer games.

Ms Wilson has set up a new
games company, Interdisc,
vvith finance provided by Is-
land Records. They plan to
release a  small number o f

programs 'aimed at the con-
noisseur games-player'.

Their first game is Hercules
for the Commodore 64, de-
scribed as 'better than Manic
Miner' and featuring 50 diffe-
rent screens. Each one i s
based on stories from Greek
mythology. Hercules retails
for £6.95.

Action on the race
tracks

14 P  C GAMES

Down in the arcades the Formula I  stakes are hotting up.
Atari's Pole Position now faces high-speed competition from
Tazmi's TX1, an exciting three-screen, multi-stage motor-
racing simulation. As in Pole Position the player sits in a
cockpit, but he is faced by a central screen flanked by two
others placed a t angles. The wrap-around view obtained
greatly enhances the 3D effect.

The race starts on a plain with mountains on the horizon,
progresses through a tunnel with suitable sound-effects, takes
a fork onto a race-track and then changes to a night scene in
Paris, complete with Eiffel Tower, as a backdrop. If you've kept
up an average of something like 300km per hour, then you
might beat the clock and go on to the final stage - one of eight
different race-tracks. Needless to say. both graphics and sound
are superb and the game gives a thrilling taste of racing action.

There's competition, too, for Track and Field, the atheletics
game with a variety of events, Tana's Field Carnival works on
the same principle -  you flap away at buttons to make
competitors run, jump or throw.

The twist is that all the athletes are girls, who compete in a
bizarre range of events. They seem to be divided into teams
according to the colour of their hair - Blondes v. Brunettes.
Events include the Tug of War, the 100m relay, three-legged
race, softball throw and strangest of all -  bell-ringing, which
is a fairground test-your-strength device.

The graphics are excellent but some may find the loud and
much-repeated music a bit wearing as they struggle to succeed
in this strange game..

Nasty par t y
Horace has received a grue-
some invitation. Palace Soft-
ware have asked him to come
to the London Dungeon for
the launch of their new game
The Ev il Dead, based on the
'nasty' film of the same title.

Palace Software have close
links with Virgin. And who
scored the first ever Video
Nasty in PCG? Why. none
other than Virgin Games. Is
this going to be a chip off the
proverbial block?

Palace Software claim that
the film has been consider-
ably cleaned up for its rein-
carnation as a game. Let's
hope so.

Because otherwise Horace
will be using the facilities of
the London Dungeon t o
chastise them. Thumbscrews.
rack and whip await these
people i f they have gone too
far. Watch this space.
Takeover denied
Eavesdropped the other day
on a  conversation one o f
those journalist chappies was
having w i th  young Terry
Grant of Rabbit.

'Is i t true,' the hack said,
'that you're being bought out
by Virgin?' A long pause en-
sued. Th e n  Te rry  p iped
'Heather! I s  i t  true we're
being bought out by Virgin?'
Raucous laughter. 'It's a load
of h e  said. So there

Ode to Caesar
There 1 was, sitting quietly in
my sumptuous office sipping
a rather fine claret, when in
strolled a n  extraordinarily
large pussy cat.

After my initial surprise 1
quickly recovered my aplomb
and noticed the animal was
carrying around i t s  fu rry
neck, St. Bernard-style, a cas-
sette -  none other than the
BBC version of Mirrorsoft's
Caesar The Cat. Well, it's  a
jolly good game. Which is
more than can be said for the
rhyme that accompanied i t,
See if you can stomach this:

Hi! I'm the star of Caesar
The Cat
The arcade game with no
zap and splat.
I seize mice in my own
larder;
Catching one makes the
next one harder.
And so it goes on for four

more horrible verses.
Horace has this to say: any

more so-called poetry of this
horrific nature and he wil l
call in  the R.S.P.C.A. Cats
must not be subjected to this.

Health warning
Startling new evidence on the
health r i s k  o f  computer
games has reached my ears.

Picture the scene a t  12
noon o n  Wednesday 13th
June T h e  Editor o f this
publication, in  the pink o f
health, sits down to begin his
Spectrum assault. Just s i x
hours of swordplay later and
he is wheeled off to hospital
writhing in agony.

The official word is appen-
dicitis, bu t Horace knows
better. Let this be a  severe
warning to you all,

linta-r-tite Smulator urenceloe the Lion Software fi d e n t  that their
are eon e t .  The QL-Spectrum

Emulator will be in the shops by Septemb c o m p a n y
claim that the Emulator will enable the QL to 1111 itiSt about

1

any Spectrum program -- in basic or machine code. La
Holt spokesman for loe the LiOn said that 'it will effectively be
a Spectrum-30. t h a t  you're using.' Vie expects it to sell for around

loe 'The Lion are also working on other QL software, but the
public may have to wait sorne e  also

time to see it. 'The games take

such a long time to write,' said 1-tolt, 'given the sophistication

V.25

of the machine .' For the sante reason they ar l i k e l y  to cost

GatriCS-plaSerS S will also be pleased a n d
to ace know that loe 'Therather InOre than pectram softw are .

tiOft are producing a CIL 'Ioystick interf w h i c h  will allow
the use of any Atari-style ioystick. It will cost 0,95 i s
e i n  the shops soon.xpected to be

AUGUST 1984



•••2

mcvtsch®
000 pectoculna gam

PJr
,
00r
a  
H
a
r
,
v  
B
a
t
e
s  
R
e
p
f
o
c
t
u
c
e
o  
b
,  
o
f
t
m
k
s
s
m
,  
f
t
.  
T
h
e  
T
a
r
e  
t  
•

SPECTRUM 48K E . 5 . 9 5
Once upon a  time, Zeus had one of his master craftsmen
fashion a mortal of perfect beauty — the first woman — he
called her Pandora — meaning -
a l l  g i f t s " .  
Z e u s  
p r e s e n t e d

her with a  golden casket, but bade her promise never to
open it. but Pandora grew curious and one day she lifted
the lid. With a rush and a cry, Out came all the ills that now
beset man; disease and sorrow, hate, jealousy, theft, lies
and many more. Pandora rushed to close the lid, but all of
its contents had escaped, save one, -
H o p e " ,  S i n c e  
t h a t
ill-fated day when Pandora infested the world with terrible
woes and suffering. Hope has always remained a  comfort
to this troubled world —  until now! Someone has stolen
Hope. and famine, disease and violence have taken over
the world,
Enter the  magnificent a nd dangerous world of Ancient
Greek Legend in this amazing hi-res graphic adventure
One-eyed giant Cyclops and the many headed Hydra are
but a few of the incredible creatures you will meet as you
sail treacherous seas and cross dangerous landscapes in
your struggle to return Hope to its guardians on Mount
Olympus, the home of the Gods.

BBC B  or  ACORN ELECTRON
Guy of Gisburne, treacherous henchman of the Sheriff of
Nottingham, has captured the lovely Maid Marion, In his
heavily defended castle — he holds her as bait!

Become Robin of Loxley, the hooded man, on a mission of
rescue and vengeance.
Written in 100% machine code and making full use of the
sound, colour and hi-res capabilities of each computer,
Gisburne's Castle blends the action of the arcade with the
challenge of a n adventure, into one  outstanding game.
Features:

*Hundreds of different graphic locations
* 2 0  different animated and intelligent characters
* 1 5  different objects to be found and used
*Joystick option and user definable keys

Available from most leading retailers or directly by mail order
Martech is the registered trade mark of

&Aware Communications Ltd.
Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE

Dealer enquiries welcome. Tel: (0323) 768456 Telex: 87465 EXIM Brighton

MAIL ORDER
Tick N a m e

THE ODYSSEY OF HOPE — SPECTRUM 48K
GISBURNE'S CASTLE —  BBC '13'

ELECTRON

E7.95

Address

Postal Orders or cheques payaole to SOFTWARE COMMLIMCATIONS LTD DE P T PCG
Prices tnclude VAT. post and packeng Add r i  extra tor overseas orders





I T h e  Electron
1 has added even more
1 strings to its bow

The list of top quality soft-
ware for the Acorn Electron is
growing all the time.

As you can see, there's already
an outstanding selection of excit-
ing programs covering evert
from monsters to music and
murder to marriage guidance.

And ultimately, the Electron
will enjoy a range of software as
comprehensive as that of its
illustrious big brother, the much-
acclaimed BBC Micro.

You'll find all the programs
featured here at your local Acorn
stockist (To find out where that
is, simply call 01-200 0200.)

Alternatively, you can send
off for the Electron catalogue
and order through the post by
writing to Acomsoft* do Vector
Marketing, Denington Estate,
Wellingborough, Northants
NN8 2RL. Tel: 0933 79300.

GRAPHICS: Graphs & Charts,
Creative Graphics, Picture Maker.

BUSINESS: Personal Money
Management, Desk Diary.

EDUCATION: Tree of
Knowledge, Peeko-Computer,
Business Games.

LANGUAGES: LISP, FORTH,
S-Pascal, Turtle Graphics.

GAMES: Starship Command,
Monsters, Chess, Draughts and
Reversi, Snapper, Meteors,
Hopper, Sphinx Adventure,
Arcadians, Free Fall.

QUIZZES: Theatre Quiz,
Crime and Detection Quiz,
Music Quiz, History Quiz,
Science Fiction Quiz, D o ' ,
The Dating Game.

CHILDREN'S EDUCATIONAL
SOFTWARE: Happy Numbers,
Timeman One, Timeman Two
Word hang. Happy Letters,
Map Rally.

ACORN SOFT
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liffetch out for

leaping your way—a test Of speed and
tactics with four screens each with
eight stages. Keep Mr. Bounce working
hard arid score points i f  you can!
HI BOUNCER! tests
reflexes and game
tactics to the
limit. It's so tough
that a separate
7-level practice
program for kid
brother (or dad!)
is included.
On cassette for the
BBC B (versions for
the CBM 64 and
Spectrum coming
soon). E6.95

To kellinORSOF I PO Bo ( 50. BromleyKent 13142
Please send me the roilownic tenter
number reQuqed of each Item ul
the space braegfell

o44-Ekhinceo 01011
Caesar eNe Cs (CC01)
Caesar the Cat mr.41)
Go Solite- rage IGS01
Ge spote- I G5 0 2 }

a versatile, easy-to-use sprite editor for the Commodore 64
which also demonstrates animation sequences on-screen.
With a choice of joystick, lightpen or user-definable keyboard
control Go-Sprite has an icon-driven command system for
ease and speed of use.
Go-Sprite can handle up to 32 HiRes or Multicolour sprites
and produce overlays up to seven layers.
Sprite data files can be made on disk or tape and two
accompanying programs enable you to produce data and
arrays for use in your own programs.
For the Commodore 64, on cassette £9.95; or disk E11.95.

Discover the excitement of creative computing with

I enclose a chequeWO tor C _ _ _  m a d e  payabe
to Reader's Account MeV Group Newspapers LW

Soechen e f r  P H e w n , '  C,961541  !understood
AM f r _ ,  ( N .  M S )  I  M a t rho',nuance wi

be Field on rtrr
be le  n Ono
balk Kt etml
nan)ed aN7,1
ol,1
glantis
deOgilthed

Go huntine with
CAESAR THE CAT
Help Caesar clear the larder of mice Hunting along crowded
shelves you guide Caesar as he chases persistent mice
which are devouring plates of food. Widely praised when
launched on the CBM 64, acclaimed on the Spectrum,
Caesar is now here for BBC B owners,
On cassette for BBC B and Spectrum E6.95 arid
CBM 64 0.95.

Cuddle your own CAESAR
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abdress

We have had so many requests Jor a
sott-toy version of Caesar, the lovable
black and white cat featured in our
much praised program Caesar the
Cat, that we have had some made
He is Cute and cuddly, with a body
length ot approx. 12 inches he is
yours (mail order only) tor E8.50
(Inc ; A V .  while stocks last

AN prices are Inclusive at VAT. Mirrmet programs are available from larger branches et Boots. John Menzies and W.H. Smith and from other leadbig sethvare stockists.

I

COOS& Ibi Cat—sob-toy 5 0  I  _ Postcode
Cmh woes m Gmat &non akkg foe on,' Pitast aka* tolbe loti  gtOte ta o k a tI R O R S O n  a a topstrol gage owl. et taro. bolo ilookaapttoLie Co Rag Pio 16E1601 Reg allot klettooll Cow; loolotfC1
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BEACHHEAD
ROCKETS TO TOP

Once again. PCG scores the hull's eye. Last month, we featured
as hit games Mugsy. Beach-Head and Psytron. Beach-head
scored ten for sound. while Mugsy took the top score for
graphics and Psytron for lasting interest. Well, this month all
three have rocketed right up the charts to the top positions.
along with Ultimate's Sabre Wulf (reviewed this issue with
Spectrum games).

AUGUST 1984

Melbourne House's At ugsy is good value for E6.95, while the
others are retailing for 1:9.95.

Centresoft are over the moon about the success of Beach-
Head, but not too modest: We knew it would reach the top,
it's going to be one of the classics of the Commodore 64', said
Anne Brown, while her husband Geoff promised many more
amazing programs from the US.

Jet Set Willy has been ousted as the supremo, but is still
hanging in there at number six and will no doubt be around for
a while to come.

Meanwhile, watch for Lords of Midnight_ Now lust scraping
into the charts at number 50, it's bound (we believe) to go on to
big things next issue will show whether we're right.

P C GAMES 1 9



Gomel)lay page
wanted
A suggestion to improve your excellent magazine (you did ask
for them!) Can we have a page where readers give tips on
popular games, exposing high-score tricks and strategies for
multi-level games. I'm sure this would prove very popular.

Carl Lyons, Huddersfield.

That's lust what we think,
too, Carl. And that's why
next month's PCG will see
the start of our new game-
play section featuring dia-
grams, photos and tips from
the experts -  yourselves. So
get writing, y o u  mega-

PC0 TIPS •  PCG TIPS •  PCG TIPS •  PCG TIPS •

Jet Set Willy tips
The order in which I play let Set Willy is:

1_ Go to the MegaTree.
2. Go up this and enter all sheets which are up here.
3. Do every sheet on the ground.
4. Do the sheets which are on the West.
5. Go up the stairs to the Nomen Luni and go right and do all

these sheets up to the Top of the House.
6. Go to Rescue Esmeralda and jump up. You end up at the

Ballroom East.
7, Do Orangery Conservatory.
8, Go up East Wall Base to Doctor Jones then go to the Attic.
9. Go to the Conservatory and go to the Wine Cellar.
10. Go through the Secret Passage Way to the Forgotten

Abbey. Then go through, be careful of the Entrance to
Hades.

11, Do all the Underground sheets. Go to the Drive and go
back to the Master Bedroom.

Simon Watts. South Woodham, Chelmsford.

How to store high in the forest
I have just scored 324.287 pts on Forbidden Forest for the
Commodore 64. Unfortunately, when this score was attained,
there was no one with me as it was after 10,00 pm when Istarted.

I have found that it's possible to gain relatively high scores
by following a few simple guidelines.
1. When being attacked by the spiders, run after them and wait

until you are close until you fire.
2. For the bees, wait until they are at their closest before firing.
3. For the frogs, just fire either left or right and run a short

distance before re-loading.
4. With the Dragon, duck.
5. With phantom, keep shooting the skeletons until the

phantom is directly overhead.
b. For the snake, after loading shoot upwards as this generally

gets it. If you miss, however, do not reload until the snake
releases its venom.

7. For the Demogorgon, keep firing at different angles and
hope.

These are all the way in which I play this game, but my major
tip is to ensure that the 'arrows peak trajectory markers' (as it
says in the leaflet) are at the top of the screen.

I hope these tips may be of some assistance to your readers,
but they work for me.

J. D. Lister, Stalybridge, Cheshire.

scoring gamesters and let
others share the secret of
your success. Meanwhile, to
whet your appetite, here's a
selection of tips and scores
from the PCG mailbag, Keep
the letters coming in. folks!

All the snappiest letters...
Loading time
I have a Commodore 64 and
have just purchased Alligata's
new game Son of Blagger. I
think this game is excellent,
but! have one query. On the
back of the case it says that
the loading time is 14 mi-
nutes. But it only takes three
or four minutes. Is  this a
printing mistake, a Turbo fast-
loading game or is it a dud
tape?

Michael Hodge, London,
Westminster.

Some dud!

Dustman defence
We feel some reluctance in
writing to you. as letters from
whining software houses
complaining about bad re-
views can be tedious - as can
your rather off-hand replies.

However, we must protest
at the number o f  factual
errors in your review (May
84) o f  our  latest release,
Dustman. We dispute that
the game is 'almost identical'
to Wild West Piero, since
%WWII features increasing
numbers of identical bandits,
whereas Dustman has 2 0
different waves with over 40
different sprites with each
wave having its own anima-
tion pattern. We are also sur-
prised that you find the ob-
jects small as they are mostly
17 by 16 in size; i.e. as big as
1SW and letpac.

Although the marks given
were nut unreasonable we
feel that it would be fairer on
both the reviewer and the
reviewed if more time were
taken over reviews, especially
since they make up a large
proportion of your excellent
magazine. Perhaps a system
could be  employed where
each game is reviewed by a
panel of three people, thus
helping t o  iron out  bias
caused by personal opinion.
Mike Stockwell, Timeseape
Software

We're sorry Mike, but our
copy of the pre•release in-
structions went amiss, mak-
ing life very complicated for
our reviewer. All the games
we review get the benefit of
two or three opinions, and
we do our best to eradicate
personal opinion wherever
possible,

Software
starvation
I bought a Spectrum in Janu-
ary. I  wasn't interested in
good software at first, but
after reading your excellent
magazine I  wanted some
good, up-to-date programs.
So I started looking around.

I found out that the two
stores in my city had never
heard of letpac, Pyramid or
Lunar letman and when I
asked for Manic Miner they
told me they couldn't get it
because their supplier didn't
supply it.

In three other nearby cities
they told me the same thing:
Never heard of, can't deliver.
Cause: transportation too ex-
pensive or programs are only
imported when they are over
one year old (that makes a
hacker look like some sort of
antique-dealer).

I finally drove 25km to find
Fighter Pilot and Atic Atac
and to get my hands on letpac
I had to go to Germany.

The Commodore 6 4
doesn't seem to have many
problems with its software_
Manic M ine r  f o r  t h is
machine is already available
for weeks but the version for
the Spectrum, from Bug Byte
or Software Projects, hasn't
been seen yet. And another
fact i s  t ha t  f o r  every
Spectrum-program there are
three or more CBM 64 prog-
rams on the market in The
Netherlands. And the sales-
men in Germany told me that
they had the same problems.

The only way of  getting
good programs is by driving
over 40km to a special com-
puter centre or by mail-order,
with the  disadvantage o f
buying without knowing i f
you like the game.

The alternative is waiting a
year or longer.

Can't anything be done ab-
out this VLA OS (Very-late-
arriving- of software)?

Jan Venma, Sittard, The
Netherlands_

We're very sorry to hear ab-
out y our  plight a s  a
software-starved Spectrum
owner. Short of coming to
live in England, the best
thing to do is buy your games
mail-order after reading our
authoritative Screen Test
section.
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Write to: Byte-back, Personal Computer Games, Evelyn House, 62 Oxford Street, London W1A 2HG

Ripped off by mail order
I recently paid good money to a seemingly large and well-
known software company. In  due course I  received three
games. only one of which loaded_ After writing a note and
returning the two games and waiting nearly a fortnight I
received two so-called replacement games_ Now here comes
the crunch; I am sure these games are the same ones and they
still stubbornly refuse to load, What can I do legally if they send
back the very same games? This time I shall know as I have
very cleverly marked them.

We are not all pirates and crooks and it seems to me it is very
hard to get good service from anyone on a mail-order basis. I
would be glad of any advice.

J. Morrison, Wickford, Essex
Buying mail-order is certainly a tricky business. The only
fail•safe solution is to buy your software regularly from a
reputable shop where you can see what you're getting.
Because your replacement tapes still don't load i t doesn't
necessarily mean that they've just sent back the same ones.
But we'd be interested to hear what happens with the next
ones you get,
Program  fai lure
I am complaining about a
program printed in your May
issue called 'Grid Cycles' for
the BBC. I  took most of my
time wr iting i t  out, t o  then
find that it didn't work. It said
'No Such Variable at 190'. I
tried to mess around with the
program and s till i t  did not
work, and I checked that ev-
erything was the same as in
the magazine. I  was  dis -
appointed with this because
this is  my  favourite mag_ I t
won't put me off, but please
test the programs first,

Russell Day, Swansea, South
Wales.

We always take great care
over testing and printing list-
ings, and we haven't yet had
any problems with Grid cy-
cles. Programs are tricky to
type in, and it's easy to make
a mistake, so perhaps you

will have better luck when
you try again.

Vanishing
frogspawn
There arc lots of good games
available for  review, and I
suppose it is up to the indi-
viduars taste. So I can under-
stand Mr  Wong passing his
own comments (PCG. July).
However, I have been playing
Savage Pond for the last two
months and I  am still being
surprised by  new menaces
Graphically it is brilliant, but
could someone explain why
my frogspawn disappears
while I am dodging that awful
spider.

Christine Joyner, Nr. Bebing-
ton. Wirral.
Nobody here can help with
your frogspawn, Christine.
Are there any experts on Sav-
age Pond-life out there; who
can say what happens to it?

Bongo millions thwarted
I thought I would have a quick go on Anirog's Bongo on my
Vic-20 before I went to bed. So I started off on Level 2 and my
score was up to 100,800. I thought I might have been on for a
high score around 300,000. My mum came in and said it was
time to go to bed but I pleaded with her to let me see how many
I could get. By 400,000 I could not say exactly how many lives I
had left because they had run out of space on the screen; it was
at least 23.

Later my mum came into the room and said it was bed time
but I said: 'Oh Mum, can't I go on to 1 million?'

'OK,' she said, so I zoomed ahead for 700,000 and at least 45
lives. By the time I wrote this I had 1,109,000 and at least 75
lives. I had to go to bed! I could have gone on forever and ever!
If I had the time or the computer had enough power.

Kevin Pain, Age 11, Otterboume, Hants.
There's only one thing to do, Kevin; get up very, very early.
The Vic's got the power if you've got the time.

AUGUST I T U

Byte Back

Point-pinching bug
While reading your excellent
magazine I  no t ic ed  M r .
Abbot's letter (PCG May) ab-
out the bug that occurs in the
bonus s c or ing system o f
Hunchback, Yes, my copy of
Oceans Hunchback does ex-
actly the same. After rescuing
Esmerelda twice, the bonus
goes up. But after you com-
plete the screen, instead o f
getting 27,000, you only  get
2700, the last digit not being
registered, S o ,  obv ious ly
much higher scores could be
obtained.

Perhaps there are quite a
few copies with this bug_ It's
still a good game,
G. H ough ton ,  Souths ea,
Hants.

I nfuri ated players
Having spent months slaving over let Set Willy  I opened July's
edition of PCG to find that not only were there several bugs I
hadn't even heard about, bu t  that the game had been
completed by  two people who solved it  by de-bugging the
program_

That's alr ight for  someone w ith  a  basic knowledge o f
computing, but what about people like myself who only play
games and can't POKE in extra men etc, etc?

Isn't there any way to stop this  'cheating' and give the
average player a chance to show genuine skill? I f  the cassette
had stated 'De-bug this program and win a crate of cham-
pagne'. I wouldn't have spent 1:5_95_

Software Projects must have made a small fortune from this
potentially brilliant game, but they have also left thousands of
players infuriated - all because of improper de-bugging_

Andrew Green_ Birmingham

We sympathise with your plight, Andrew. I t  doesn't really
seem fair on games-players like yourself. But we think that
after all the fuss over Jet Set Willy Software Projects will do
their best to make sure that it doesn't happen again.

Scoring in Chuckle Egg
It is better to take your time
and although bonuses may be
less, it is easier to gain points
with a large supply of  lives
than with only two or three.
On the levels with many hens

Communeuist plot?

and the ducks, when lives are
going quickly, it is an obvious
advantage t o  ga in  bonus
points whilst sacrificing lives
than to lose life without gain.
Tony Oliver, Kirkaldy

If any members of the Commune of Margrand would
like to put their heads together, please send your number
and an SAE to: P. Browne, 8 Petrie Road, Bradford, BD3
8NQ
Ta very much

P. Browne,
PS Any other superpowers can just get lost.

Phew.' Them are fightin' words. Mistah Browne. Any-
one else out there feel like putting their heads together?
Come on. Dominion, Union, and Federation members
- you can't let them get away with this,



Cheap Thrills
FROOT LOOP
A great new game for only E3!
Blast your way through 60 levels of
machine code arcade action. Collect apples
and blue bananas. Dodge deadly guards and
blue boxes. A l l  wi th in a t ime l imit!
You'l l  NEVER do it. But we've made it easy
for you to try. Order  FROOT LOOP direct
from us and you pay only  E3 (inc p • p)
so fi l l  in the coupon and post today.
For any 48K Spectrum.
Kempston joystick option
Ali Intiti l . inis dt•sp.ticlioki INirh;r1 -48 his Lite•tillit•

Send to:
NTD Software, PO Box 543, London SW6 SDS
Tel: 01-736 9 0 0 9
Here's E3. Rush me FROOT LOOP
NAME
ADDRESS
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DISK GAMES FOR THE
c o m m o d o r e

FRANTIC FREDDIE
Frantic Freddie is fun a
l l  t h e  
w a y !  
P l a y e d  
t o  
o n  
u
n b e l i e
v a b l e

soundtrack of brilliantly arranged tunes, Frantic Freddie contains
all the ingredients that make a game into a classic! Freddie is a
telephone line engineer who hos to climb up and down the
telegraph poles, picking up pots of gold and avoiding the
dreaded Greeblies. The Greeblies take on a different form with
every new screeen, but one thing's
for sure - they may look cute, but
they show no mercy! Frantic
Freddie also features wacky
messages, funny interludes and
silly bonuses. Frantic Freddie - a
game with a sense of humour!

P E G A S I S  S S O  1 7
Pegasis takes us back to the mythical age when the battle between
Good ond Evil was fought by heroes on winged steeds. As the
champion of the forces of Good, you must topple the evil Block
Vsiorriors from their iet black flying horses by swooping down on them
from a
b o v
e ,  
t h
e n  
l a
n
d  
a
n
d  
fi
n
i
s
h  
t
h
e
m  
o
f
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b
e
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order to keep airborne, you must keep your wings flapping with theioystick Fire button, and c
o n t r o l  
d i r e c -

tion with the stick. The brilliant
progromming of Pegosis gives
you stunning grophics, bonus
creatures, great wing flopping
sound effects, on  i
n
c r e d i b l e
simulation of flying horse aero-
dynamics, plus - two players con
play at the some time!

AT  YOUR DEALER NOW t 12.95
LOOK OUT TOO FOR THESE AMAZING TITLES ON DISK -
FORBIDDEN FOREST, AZTEC CHALLENGE and SLINKY!

•

P.O. BOX 88, READING, BERKS.

LTD

If you've got a 1541,, you don't want to spend
ages waiting forcassette games to load. Freed
from t he  restraints o f  loading times,
Audiogenic Disk Games con give you typically
around 30K of machine code! More code
means better games, better graphics and
sound, more voriotion, and those little extra
touches that you will come to expect from a
game.

SEND FOR FREE COLOUR CATALOGUE!
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A multi-tosking
• irnation language AND
Sprite Development
- gram together in one

e
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•  Supplied with a FREE
lb-minute demo, and a
1 30-p0ge, easy-to-follow
m
a
n
u
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THE GAMES LANGUAGE OF THE 80'S!
Now, without any knowled n d  market

ge of machine cocie, you can write

fast. smooth. professional, totally original games a

Den if voi.. have
already mastered machine code. we believe thatthem without paying royalties.

the time and problems sewed by writing in White Lightning's
FORTH- based high level longuage could revolutionise
commercial gomes writing for y ears to come.

IDEAL. IDEAL is an Interr w i l l  be ready to know mach

upt Driven Extendible Animation sub-

LangAge. Once you have mastered IDEgs easy to learn set of
over BO commands and just a little FORTH, you
produce arcade-quality games evenprites. each with its own use if you don't i n e
code. Up to 255 S
r -
d e fi n
e d  
d i m e
n s i o
n s

can be moved a rOU rid s  sev s c re e

the screen (or memory), scrolled, spun,

reflected enlarge in ve rte d  with amazing speed and smoothne
d or s s .

Operotions ore possible viteeri screen windows, Sprites
bet a n d

Sprite windows. n d  BEEP are fully
Sphtes can even stretch a cro se ra l  scree.

so those dfficult scrolling landscapes that forrn the basis of so
rr any games are easy to achieve. Sinclair's own sound ond
graphics cornmonds such as CIRCLE, DRAW a
supported, d i d there are some unique collon detection faciliti

es.

means of

MULTI-TASKING Because hi te  Lightning uses interrupts
W ,

you con effectively run two programs at once. This
course, that games like Spoce Invaders and Defender can be
written without complex timing calculations. SO while one

the second animates

program smoothly scrolls the land o n e

scape,

the other characters. This is undoubtedly  o f  \Mite
Lightning's most powerful features.
MARKETING AND PORTAB A l t h o u g h  White

ILITY

lightning uses an integer EORThi as its host language, programs
con be written in a combing t.on of BASIC, ORTH, IDEAL and

F

NA/bat is more. programs written in FORTH/IDEAL will be highly
portoble between the Spectrum

 rider
and implementations umachine language.

Wnen it comes to marketing your

 icros. completed games, there's nodevelopment for other popular m

problem either. In fact Oasis themselves wiil offer to market

SPRITE DESIGN Wh ite  Lightning, c o m p l e t e  with a

mes cooutstanding software,

separate 20K program for developing the Sprites used in the moin
system. Not only can you use this to design your o a r a c t

wn Sprites from

scrotch, it also comes complete with 168 pre-defined c h e r s
coverng games like Asteroids, Poc-Man, Assauk Course.
Defender, Space Invoders, City Bo L u n a r  Lander. Frogger,

mber,

Centipede, Donkey Kong and mony, many, more. These choracters
ore -eady to use or can be enhanced. And Sprites can be soved to
tape between editing sessions before being finally loaded intothe main progrom.

The High Level
Graphics Development
System for the
SPECTRUM 4111( • • • • •

AND COMiNG SOON!
the power of White
Lightning on the
COMMODORE 64!
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YOU'LL HAVE -
A R E A L  
F I G H
T  
O N

YOUR HANDS WITH THE LATEST
GAMES FROM VISIONS

NIFTY LI FTY F 5 9 5
BBC MODEL B VS-09-32
ELECTRON VE-04-32
ZX SPECTRUM VS-12-48
COMM. 64 VC-08-64

DE MOLATOR f 6  95
• B B C  MODEL B VS-10-32

DIGGE H £ 5 COMM. 64 VC.. - 6 495
BBC MODEL B V8-08•32

REVENGE OF THE
KILLER TOMATOES
f5 9E)
ZX SPECTRUM V5-09-48

PENG' C 5  95
BBC MODEL A/B
VR-E14-32
COMM- 64 VC-04-64
ELECTRON
V E 03-32.

SOS f 5  95
ZX SPECTRUM VS-11•48

A
THE NAME IN VIDEO GAMES

AVAILABLE FROM ALL GOOD SOFTWARE STORES
VISIONS (SOFTWARE) FACTORY LIMITED 1 FELGATE MEWS STUDLAND STREET LONDON W6



Peter Connor reports on the first games with speaking parts

HERE COME THE
TALKIES!

1OLSON TALKS!' the posters screamed, and a new era was born in the cinema.
The talkies had arrived. Could the same thing happen with computer games?
Will speech revolutionize our whole idea of what a game is? Not just yet, perhaps.
But there are now a large number of games on the market with some kind of
speech facility.

Nearly all of them are on the Spec
trum and require the use of a Currah
Microspeech Unit. This slots into the
back of your Spectrum just like a joys-
tick interface and produces sound
through the TV.
Daleks
The kind of sound it produces and the
use made of it vary from game to game.
although it generally has a mechanical
rumble that older readers might associ-
ate with Daleks_

One of the more eloquent programs is
CDS's Timebornb. which is a very good
program even in its mute state. This is
one of those games in which you have to
rush around a  grid defusing bombs
while being pursued by a rampaging
boot. The excitement is intensified by
the very clear speech which starts you
off with a brisk 'Here we go - Run for
your life!' and puts the wind up you with
a frightening 'I'll get you!'

Unintelligible
At the opposite end o f the Spectrum
speech spectrum is Hewson Consul-
tants' 31) Luna Attack. This is a pretty
good shoot-'em-up but gains nothing
from the addition o f sound. since i fs
virtually unintel l igible: •Meeugh,
meeugh, meeugh -  enemy fighters', i t
says. (I think.)

Automata's Olyinpimania uses i ts
vocal chords to much better effect. This
is the game in which that silly little
Pi-Man competes in events such as the
Pi-Jump and the ButterPi.

The speech is very clear and intro-
duces each event. Then, like a school
sports day, you get your starting orders:
'On your marks, get set, go. That's all
but it does improve the game consider-
ably. It 's  a  relief there's n o  David
Coleman-style commentary.
Mouthwash
Adventure games provide endless scope
for the use of speech, but Crystal's The
Island doesn't explore it. For the most
part it merely repeats your commands.
quacking back at you a 'Look' or a
'Status'. Not very helpful. The only
interesting point is that i f you enter an
obscenity, as you undoubtedly will, the
speech unit will respond with 'Wash
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PC.  Specia

your mouth out!' You might be tempted
to reply with the same thing.

Lunar letman, the Spectrum classic
from Ultimate. doesn't need a mouth-
wash. The sound here is very clear with
good variety. As you hover about i t
commands you to 'Exterminate'. You
won't feel inclined to disobey. If you get
shot to pieces it will exhort you to 'Pull
yourself together!'
Stutter
IN PSS's B la d e  Alley. one of  those
Buck Rogers clones where you're down
in the 31) trench, the sound is limited to
telling you what kind o f  alien i s
approaching. Since you can see them
anyway it's not a lot of help. Occasional-
ly the program suffers from a  slight
stutter as it struggles to get out 'Ah-ah-
ah-asteroids'. Patience and understand-
ing are needed.

But i f  you don't own a  Spectrum
there's no call for despair y o u  are not
condemned to eternal silence. Speech is
available on the Commodore M. with a
new Currah unit for that machine as
well as Commodore's own Magic Voice
box. Games featuring these two gizmos
should h e  appearing very soon -
perhaps even the next Llamasoft crea-
tion.

But no hardware add-on a t all i s
needed o n  Interceptor's Arab ian
Nights (reviewed in this issue's Screen
Test). Interceptor have used a routine all
the way from the USA to bring you
speech of a high quality. It's throaty and
a bit gurgly but you'd still understand it
even if the words weren't printed simul-
taneously on screen.

Less impressive is the speech incorpo-
rated in Tansoft's Chess on the One
I /Atmos. •Zgrybolpfglmnkfg!', i t  says.
Or possibly ldprreqmaighrhb, awkr.•
It's pretty hard to tell. With the help of a
hearing aid you might decipher it all as
You can't do that!' when you've entered
an illegal move. The speech is so unclear
it's not worth having.
What's next?
Although what's currently available in
the way of speech is rather crude, the
signs are that th
,
: n e x t  
f e w  
m o n t
h s  
w i
l l

see more and more games with better
and better responses. The possibilities
are vast: imagine The Hobbit with the
characters replying to your commands
or even speaking to each other. Not
immediately, perhaps -  but keep your
ears pricked up...

PC GAMES 2 7



A VITAL PIECE OF SOFTWARE
FOR AT I N N E R S .

A RUBBER KEYBOARD.
The flat keyboard of the Atari 400

isn't very satisfactory to use.
It simply doesn't put you in touch

with the computer in the same way as
a push button one.

Our keyboard fits snugly over your
present Atari 400 keyboard and does
exactly the same job.

Only it does it better
It makes programming and game

playing so much easier because you
Filesody Ltd., 25 Chippenham Mews, London W9 2AN, England. Tel 01-289 3059.

Please send  ( q t y )  Keyboards at i19•95 each (including VAT and P&P).
Enclosed is my cheque/PO made payable to Filesixty Ltd. Please charge my Access
Account  I  i  I  1  T  I   L i _  J  1  Total

Expiry dateName
Address
Telephone S i g n a t u r e

know instantly which keys you've
depressed.

And by raising the keys it raises
the standard of your machine.

To set it up all you have to do is to
peel off the adhesive backing and stick
it on top of your existing keyboard.

And we're sticking a price on it of
only £19.95.

So, whichever way you look at it, it's
a keyboard that really stands cut.

ri I

-11W•  • R l b -  - • • • • -
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• M  ' 1
= t 1
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Post to: Filesixty Ltd., 25 Chippenham Mews, LondonW9 2AN,England.Tel: 01-289 3059.

Trade enquiries welcome.



Two fabulous new Spectrum games jostled for that coveted Game-of-the-Month position in our exciting August issue. The
Lords of Midnight, from Beyond, won a narrow decision over Ultimate's Sabre Wulf— the follow-up to Atic Atac• Beyond

call their game an 'epic', and it's certainly big enough — the program has a staggering 4,000 locations and 32,000 possible
views. The graphics are superb and the game's quest will keep you engrossed through the hottest of heatwaves.

Sabre Wull's startling graphics decorate a maze of 270 locations— mapped out for you in glorious technicolour in this
issue and Spectrum owners have the bonus of another PCG hit, Stop the Express_ This one has you crawling about on top of

a high-speed train as you try and fend off the attentions of a KGB agent.
Commodore 64 owners can have a mega-zapping time on Encounter, a 3D blockbuster with ace graphics, or try a
wackier task on Potty Pigeon, the new game from Tony Crowther — programmer of July's Game-of-the-Month.

BBC owners face an exciting time this summer trying to cope with Fro' ,  Aadvark's follow-up to Zataga. Frak! features
terrific graphics, a witty scenario and infuriatingly compulsive gameplay. One way or another it's going to be a long hot

summer.
Reviewers presently mopping their brows are John Allen, Chris Anderson, Peter Connor, Steve Cooke, Samantha

Hemens, Lawrence Maxwell, Mark Smulian, Tony Tokoushi and Rob Wright. Most of the ratings ore a combination of
different reviewers' opinions and they're all out of a maximum of 10.

GAME P A G E GAME P A G E

GAMS OF THE MONTH M o e n  k o p p e r 35
The Lords of Midnight 63 El Sanaa° 35

Galax Attack 35
HIT GAMES T n toves Cricket 36

Flak (88C) 30 Bumpers 36

Encounter (Commodore 64(Atori) 51 Fruity 36

Stop The Express (Spectrum 48K) 54 VIC 20
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58
PrItry Plgeorl (Commodore 64) 45 Tank Commonder 38

Mutant Herd 38
BBC Submarine Commander 38

The Pit 38
Castle Assault 30
Nifty Lifty 30 Punchy 38

Rubble Trouble 30 Flight Path 737 39

Web Runner
Spit( .re

32
32 COMMODORE 64

Darts 32 Swcap 42
Croak
,
t

32 Horace Goes SIO;ng 42

Frenzy 32 Golf 42
Artisan 1 32 Where's My Bones 42
Blockbuster 33 Mr Mephisto 42

D gger 33 Wallet Goes to Rhymelon d 42
Boxing, Geloctico 1 43

DRAGON Covelon 45

Nerble Force 34 Star Wars 45

rogger 34 Ugh' 46

Middle Kmgdomilitreokout 34 Star Crash 46
Horr,er Attack 46Grabber 34

Flight 34 Star Trooper 46

Koterpi I lor 2 34 Stor Command 46

Olympic Skier 46
Jungle Trouble 47
Bozo 's Night Out 50

Another bumper bundle of reviews, ratings and screen shots— and
an epic quest makes a Spectrum Game of th4 Month

MIDSUMMER
MEGA-HITS!
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Screen Test
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Ca rn i I  Massacre
Orc Attack
Caverns of Khafka

ORIC/ATMOS
Quack •a- Jack
N w t n k  Puzzle
Ghostmon

SPECTRUM
Bewa rehouse
World Cup
Stuart Henrys Pop Quiz
Carpet Capers
Defend°

VIDEO NASTY
Mme Madness (Vic 20)
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to be a BBC classic. CA

GRAPHICS 10
SOUND 9
ORIGINALITY 6
LASTING INTEREST 10
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G A M E :  CASTLE ASSAULT
MACHINE: BBC
CONTROL: KEYS
FROM: mRm, E.5.70

A head for heights is needed in this
fiendishly difficult and addictive game.
Those who suffer from vertigo need not
apply. nor need those who do not have
the time or patience this game requires.
The idea is to get to the top of the castle

GAME: NIFTY UFTY
MACHINE: BBC
CONTROL: KEYS
FROM VISIONS, E5.95

The first thing you notice about Nifty
Lift), is that there are only two control
keys. Z and X for left and right. Don't let
this put you off -  this may be a very
simple game, but it's also good fun.

GAME: RUBBLE TROUBLE
MACHINE: BBC
CONTROL: JOYSTICK, KEYS
FROM: MICRO POWER, E7.95

After the nuclear holocaust, according
to Micro Power, we will all revert to
cavemen playing life-or-death games of
Rubble Trouble -  or  Pengy, as it  was
k nown before the bomb dropped.

GAME: FRAK
MACHINE: BBC
CONTROL: KEYS
FROM: AARDVARK, E8.95

Nick Orlando, the power behind Aard-
vark, has built up a reputation as about
the best games programmer for the BBC.
Frak wi l l  push that reputation a bi t
higher still.

You couldn't imagine a bigger con-
trast with his last big program. Zaiaga,
which was a futuristic Gataxian-based
shoot-'em-up. Frak is prehistoric. And
it's a platform game. You have to leap
around a network of platforms in search
of keys which will tak you on to a new
level.

But anyone thinking it's just another
Manic Miner rip-off should look more
carefully. Trogg, the hero whose part
you play. is a treat to behold. For a start
he's huge. one of the biggest fully ani-
mated computer heroes yet. And he's
been drawn in delightful cartoon style,
with black outline and smart orange
suit. As soon as you get him scurrying up
his first ladder, you just know he's an
amazing guy.

A few moments later, you discover
something even more amazing: he's
armed with a yo-yo. Those who've for-
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wall, where you can pick up a bulging
bag of gold and move on to the next
screen.

However, there are certain impedi-
ments to your progress. Your man -  an
attractively animated figure with blond
hair and a blue cloak -  must first of all
try to  jump over three purple crusta-
ceans (crabs?) in pits. These have pop-
ping eyes, waggling claws and the dis-
concerting habit o f  jumping up and
down to give you a fatal nip

The display shows a series of plat-
forms connected by a  l i ft. On  each
platform is a collection of objects, rang-
ing from telephones to bags of gold. The
idea of the game is to travel from the
bottom of the screen to the top, collect-
ing the objects.

You rush along the platforms. and
each time you reach the end of one you
move up a little staircase on to the next
one. Aha! What about the lift? Why not

Apart from us cavemen the only other
creatures to have survived are Krackats,
mutated turtle-like things 'whose only
diet is that of human flesh'. A little salty I
would have thought, and not really
giving all the vitamins that a mutated
turtle might need, but if that's what they
like who am Ito argue?

As in Pengy the screen display con-
sists of a number of blocks forming a
maze You have to  slide the blocks

gotten their pre-history will need re-
minding that a yo-yo is what enlight-
ened cavemen used to  defend them-
selves, for unlike boomerangs. a yo-yo
always comes back.

You'll simply love using it to dislodge
the enormous Scrubblies. Hooters and
Poglets which si t motionless' on the
platforms of Frak, waiting for you to
bump into them.

Unfortunately, not all the nasties are
motionless. Trogg's world is also popu-
lated by daggers which glide in at an
angle from above, and balloons which
float up from below. What's more, these
appear from different positions each
time you play, so that unlike Manic
Miner, the game can't always be played
the same way.

The balloons are not too much of a
problem. Since they move in straight
lines Trogg can generally get out of the
way. But the daggers can be deadly.
floating gently and diagonally and then
spearing you just as you thought you
were escaping to the next page.

Another difference to Manic Miner is
that each platform network is spread
across more than one screen width - as
you reach the edge o f the picture i t
scrolls tu reveal more platforms.

Meanwhile the action is accompanied
by one of three catchy tunes and some

But with a little practice you soon get
the hang of this. You then gobble the
gleaming cherries for your bonus and
climb the ladder to the next level. This is
where the going gets tough, because
here you have to try and leap onto a
moving platform which transports you
across a  gap in  the wall. This is a
particularly tricky business: you must
time the jump precisely, keep walking
while you're on the platform and then
make another precision jump to get MT

use the lift? The answer is simple - if you
so much as brush against the l i ft as i t
slides up and down the screen. you lose
a life.

Sounds easy. doesn't i t?  But how
about dodging TEN lifts, all travelling in
different directions, with scarcely a cen-
timetre between them to take shelter in.
That's what you'll find yourself coping
with at the higher levels - and there are
15 of them, which should keep anyone

around in order to squash your enemies.
The interesting thing about these blocks
is that they bounce -  if you don't hit a
Krackat they'll rebound and crush you.

There are three mazes for players to
choose from: regular, hayfield and
vanishing. A lot of practice on the first is
needed before you will feel competent
to tackle the others.

Rubble Trouble has chunky, colour-
ful graphics and the animation of the

PCG HIT *  PCG HIT *  PCG HIT *  IPCG HIT *  PCG HIT *  PCG HIT *  PCG H I T *  PCG
really frenetic sound effects.

All this advanced programming has
meant that there's room for only three
different platform networks. (In the first
its platforms and ladders, the second
logs and ropes, the third girders and
chains.)

However it'll take you a considerable
time to get through all three, and when
you do the action is repeated at a harder
level. In level 2, as well as extra balloons
and daggers, I am reliably informed that
Trogg and the entire platform network
appear upside down' Higher levels con-
tain further surprises.

But why's the program called Frak?
This happens to be the comment made
by Trogg every time he loses one of his
three lives. I  understand the  word
means 'dinner jacket' in Italian, so why
he uses it I can't imagine. But the more
observant may discover something in-
teresting in the shape of the platforms
on the first part of the game.

Congratulations, Nick. Frak is going

AUGUST 1984
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Screen Test
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It takes a lot of doing — rather more
doing than most people in the office
could manage.

Higher levels promise additional
hazards such as rocks coming down
ladders, snakes writhing in the pits, an
assortment of bugs and faster speeds.

Castle Assault's graphics are excel-
lent. The castle walls are a brilliant red,
the hero moves nicely and the crabs are
gruesome. Best feature, though, is the
duck which flies across the top of the

on the hop.
Nifty Lift)
, 
p l a y
s  
t o  
s o
m e  
r a
t h
e r  
l
o
u
d

and annoying music, b u t you can
choose silence i f you prefer. You start
each new screen with the opportunity of
acquiring bonus points for completing it
in double-quick time and the challenge
of dodging yet more lifts as you rush
from side to side along each floor.

Nifty Lifty does look a bit too simple-
minded at first glance, but it's colourful

small but powerful caveman is pretty
good.

The best feature o f  this program.
though, is the sound. The game begins
with a skirling bagpipe-style tune and
each time you lose a  life there is a
morbid little organ piece.

Rock-throwing might not be a pursuit
to everybody's taste, but in this program
it proves to be enjoyable and not too
taxing on the muscles.

AUGUST 1964
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screen. Authentically quacking. its beak
opens and closes and its wings flap. On
later levels this becomes another fear-
some adversary. P C
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and compulsive and had me playing for
longer than I'd ever expected, Worth a
try i f  you're tired o f killing all those
innocent aliens. S C
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This is a very good version o f an
arcade original with some interesting
original touches of its own. P C , • •  ,
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mega-zapper, PC

GRAPHICS 5
SOUND 4
ORIGINALITY 4
LASTING INTEREST 3
OVERALL 4

G AME : DARTS
MACHINE: BBC
CONTROL: KEYS. JOYSTICKS
FROM: MRm SOFTWARE, E5.70

Until software appears which makes the
BBC emit a smell of beer and smoke
Darts will lack some of the atmosphere
of the real-life pub game, but otherwise
its a pretty faithful copy.

GAME: CROAKIT
MACNINE: BBC
CONTROL: KEYS
FROM: KERIAN, 0 .95

No prizes for guessing what Croakit is
all about.

No. it's not another cricket game from
Virgin, it's a version of Frogger for the
BBC. and not a bad one at that.

GAME: FRENZY
MACHINE: BBC
CONTROL: KEYS
FROM: MICROPOWER, E7.95

Frenzy is closely related to Qix, an old
arcade favourite that is, alas, no longer
with us -  at least not in the arcades I've
visited recently.

A large rectangle flashes on to the

• AI I MM ARTISAN I
MACHINE: BBC_
CONTROL: KEYS
FROM: 01C,

Artisan 1 is not a game but a means to
better games of your own. It is aimed to
take the sweat out of defining your own
characters using the VOL: 23 command.
Instead of laboriously planning out a
shape. and calculating eight parameters

GAME: WEB RUNNER
MACNINIE: BBC
CONTROL: KEYS
M O M ;  ALLIGATA, E7.95

Ensnared in a web full of creepy craw-
lies you naturally enough want to eradi-
cate the whole lot. So you rush around
trying to plant bombs at the corners
before escaping. To protect you while
you're doing this you can blast the

GAME: SPITFIRE
MACHINE; BBC
CONTROL; KEYS
FROM; ALLIGATA, ET 95
Eight pages of closely printed instruc-
tions accompany this flight simulation
program in which the gimmick is that
you control not a super inter-galactic
dual laser warp-drive hyper-space ship,
but a  World War I I  Spitfire. Screen

Graphics are functional in this game.
It draws a  dart board, moves darts
around and records scores. Sound is
minimal.

Darts offers the usual 501 down game
(the starting number can be varied) with
the round-the-clock and 'cricket' games
as variations. In 501 you don't have to
start on a double, a pity because this
would have made it more challenging.
You must finish on a double though.

Croakit i s  a n  unusually faithful
adaptation of  the arcade original. As
you hop your amphibian across road
and river you will encounter familiar
flies and alligators. not to mention of
course the famous ducking turtles.

The game plays in glorious technico-
lour to the tune of Camptown Races-
which will probably drive you mad after
a few minutes playing. Luckily you can
turn it off

screen. Your craft is located on the
perimeter and within the rectangle a
dangerous Lepton snakes to and fro,
rebounding off the walls and trying to
escape.

As you move your craft into the
rectangle it draws a green trail behind it.
Your aim is to fence off a part of the
rectangle which will then be filled in
with a different colour. The Lepton is
then confined to the remaining area of

yourself, Artisan I  does the work for
you.

What you get is two tapes, each with
identical content on either side. The first
contains the programs to load and run
Artisan 1 and also includes a number of
programs for demonstration purposes.
The second has a  number o f  pre-
recorded shapes. graphics and foreign
character sets, including a space shuttle,
chess pieces and Greek, Japanese and
Cyrillic alphabets.

spiders. flies, centipedes and ladybirds
with your laser. Feeling bloodthirsty?
Then just keep your finger on reverse
and fire away. One for the hardened

display is blue with
and alters very little
the ground or in the
think I'll wait for the

white instruments
whether you're on
air. Sound is dull.
Messerschmidt PC
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and the doubles and trebles are the only
really tricky operation.

Three darts are used on each turn, and
proceed around the screen controlled
by keys or joysticks. Left to themselves,
they track across the board at a rather
stately wobble, but are pretty easy to
control. I found I was scoring 20s easily.
and the doubles and trebles come with
practice.

Round-the-clock is self-explanatory,

The turtles in this version duck rather
more rapidly than in most and you have
to choose your turtle carefully if  you
don't want to get a ducking and lose one
of your three lives.

You move up through the different
levels by hopping five frogs up the
screen in each level. Higher levels bring
different traffic patterns on the road and
new hazards, including a snake which
patrols the river bank.

the screen. You can destroy it either by
trapping it in the area which is filled in,
or by filling in 95% of the rectangle. A
sliding scale at the bottom of the screen
indicates how much of  the rectangle
you've painted.

If the Lepton hits either your craft or
the green trail you will lose a life.

You have a  choice of  two speeds
when controlling your ship. High speed
enables you to fence off larger areas of

Once you have loaded up the tape you
are faced with a design grid of 16 cells,
with 1,024 pixels in all, on which you
develop designs. Adjoining this is a
mode 4 display which repeats the design
in true size. In addition to this a com-
mand menu is supplied.

The area at the foot of the screen
displays any shapes you have saved in
four rows of divided ASCII values, with
an ASCII 'ruler' at  the foot for easy
noting of numbers.
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interest too long. MS

GRAPHICS 5
SOUND 2
ORIGINALITY _6
LASTING INTEREST 3
OVERALL 4

ficulties if the board is on. MS
GRAPHICS 8
SOUND 4
ORIGINALITY 8
LASTING INTEREST 9
OVERALL 8

GAME: BLOCKBUSTER
MACHINE: BBC
CONTROL: KEYS
P R O M  MICRO POWER, E7.95

This is a cute variation on the (rBert
theme set on an arrangement of blocks
which is supposed to  he the Giant's
Causeway in Ireland. Harvey the Bunny
is jumping around to find the Elix ir  of
Life. Trying to stop him are Reynard the

G A M E :  DIGGER
MACHINE: BBC
CONTROL; KEYS
PROM: VISIONS, E5.95
Tunnel around killing the red goggle
aliens — Footas — and the green dragons
— Pubars — by either blasting them three
times w ith  some sort o f  gun o r  by
digging away the earth so that the rocks
drop on them. Yes, folks, it's Dig,- Dug,

You start by hitting a l and then proceed
to score in numerical order up to 20,
losing a go whenever you hit the wrong
target. There are, however, more dif-
ficult versions which use doubles o r
trebles only.

*Cricket' is a  game which has one
player scoring over 11 turns while the
other then tries to hit bulls for 'wickets'

Darts is fine for relaxation after some
other brain (and finger) twisting game

The graphics aren't bad at all and the
action is fairly snappy_ There's a time
limit for each frog so you mustn't hang
about unless you want to lose a life.

Frogger was never one of my favourite
games but 1 have to admit that Croakit
had me cursing away at the keyboard. At
the higher levels it's horribly tricky.

The control keys are the tried and
trusted Z. X. /. and : for left, right, up
and down and there's an eight position

the rectangle, bu t  lo w  speed fi lling
scores twice as many points. There's
also a time bonus on each screen.

At the higher levels you wi l l  find
yourself fencing off up to five Leptons.
You will also have to cope with Chasers,
who scuttle along the boundary lines.

Despite the simple graphics, Frenzy is
a challenging game that demands quick
reactions and careful timing. It falls into
that small but successful category o f

Using cursor keys for positioning you
can set (fill in) and delete pixels to give
the desired shape. Their counterparts
'fill' and 'erase' do this on a larger scale
for whole cells.

The copy, invert, rotate and mirror
commands give plenty of scope to play
with different versions of a shape until
you have the result you want. Shapes
can be stored to  and retrieved from
cassette, or outputted to a printer.

The accompanying booklet contains
AUGUST 1984

Fox. cascading balls and a  guano-
excreting bird. The  usual diagonal
movement and the usual task of colour-
ing the squares. Nice graphics — even if a
little hazy— but dull sound, P C
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SOUND
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LASTING INTEREST
OVERALL

7

time again. And a pretty dull version it
is, too, with merely average graphics and
very ordinary sound. Mining's got to be
more fun than this. P C
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ORIGINALITY
LASTING INTEREST
OVERALL

fine for beginners and fine as a game
which succeeds in what it sets out to be,
but it probably will not hold most users'

high score table. You'll have to  top
8,000 points to  put yourself in third
place, and I guarantee you won't find it
at all easy. Sc
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games that may look a little dull but turn
out to be enjoyable and addictive.

One for all fans of Demon Decorator,
Potty Painter or Qix. S C
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4

clear instructions and a good step-by-
step demonstration session and wi l l
repay careful study. Artisan 1 constant-
ly improves with practice. Owners o f
Aries-20 boards may get loading dif-
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G AME: NERBLE FORCE
MACHINE: DRAGON
CONTROL: JOYSTICK
P RO M: DRAGON DATA, ET 95

Defender for the Dragon. Colourful but
rather fl ickery display as you swoop
over the terrain blasting aliens and
rescuing humans from their  fiendish
clutches. If  you're surrounded by aliens

G AME: O G G ER
MACHINE: DRAGON
CONTROL; JOYSTICK, KEYS
P R O M  MICRODEAL, E8.00

The official version of Frog get, licensed
for release on the Dragon by the original
owners, Sega. Yessir, this is  the ORI-
GINAL Frogger, all right y o u  can tell
because i t ' s  old-hat w i t h  n o  n e w

G AME: MIDDLE KINGDOM/BREAKOUT
MACHINE: DRAGON
CONTROL: KEYS
FROM; DRAGON DATA, E7.95

Two games for the price of one! What
ho, chaps, this must be a bargain.

Hrnmm...on one side is a rather unin-
spiring version of Breakout. Just in case
you are utterly clueless, I should point

G AME : GRABBER
MACHINES DRAGON
CONTROL; JOYSTICK
FROM: MICRODEAL, E8.00

Grabber is a game for one or two players
that demands fast reactions and con-
siderable tactical skills.

At fi rst s ight the display is  pretty
uninteresting and the game even more

GAME: FLIGHT
MACHINE: DRAGON
_CONTROL: JOYSTICK
FROM: DRAGON DATA, E8•00

There aren't that many flight simulators
around for the Dragon. so you might be
tempted to try this one. Don't be.

The program notes c laim that the
program was written by 'a pilot for  a

G AME: KATERPILLAR 2
MACHINE: DRAGON
CONTROL; JOYSTICK_
FROM: TOM MIX SOFTWARE MOO

Centipede for the Dragon. One or two
players c an blas t  away  happily  a t
mushrooms, k ater p i liars, scorpions,
beetles, and tarantulas. The pace isn't
exactly scorching, b u t  onc e you've
notched up about 30,000 points things

and face certain death anyway. you can
blow yourself up and take the baddies
with you. Nothing special, but Defender
fans will enjoy it. S C
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touches and real, genuine chunky Dra-
gon graphics. Frogger fans will tremble
with excitement, but the rest of us will
be fast asleep. S C
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out that in this ancient game you knock
a ball about the screen, knocking bricks
out o f  a wall. Here the wall steadily
moves down the screen towards you so
you must knock out the bricks pronto.

Sounds good? Looks  terrible. Im-
agine a yellow ball on a green back-
ground -ugh! Still, there are five sk ill
levels and the fastest is fairly nippy. Only
trouble is trying to see the ball_

On the other side of  the tape is  a

so. You move round a  s imple maze
collecting four crosses which you must
transport to the centre o f  the screen.
Once you've collected all the crosses
you move on to the next maze.

You are pursued Pac-Man-fashion by
monsters but there are also four power
pills which you can swallow, giving you
a br ief period o f  superiority over the
opposition, during which time you can
kill them

major United States air carrier and the
high standards of professionalism really
show.' I t  could have been written by
Yuri Gagarin for all I care, the game still
doesn't have much to offer.

There are five levels o f  play, from
student to 'airline transport pilot', with
combinations o f  cross-winds, normal
landing, and blind landing.

The display is divided into three win-
dows, showing you a bird's eye view of

seem to hot up a bit. Not compatible
with self-centering joysticks and n o
keyboard option, so check you've got
the right gear before buying. S C
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LASTING INTEREST
OVERALL

AUGUST 1984



Screen Test
WAGON • DRAGON • DRAGON

quibble? TH
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GAME: MOON HOPPER
M A C H I N E :  DRAGON
CONTROL: JOYSTICK
F R O M :  DRAGON DATA, E7.95

Drive your moon b u m
,  o v e r  
a n  
e e r i e

lunar landscape blasting the aliens as
they circle above. Jump over craters and
boulders and dodge the bombs as they
fall. Five levels of play, the most difficult

G AME: EL BANDITO
IPAACHINEs DRAGON
CONTROL: JOYSTICK
F R O M :  DRAGON DATA, E7.95

This game is  quite good fun for  two
players, but the solo option is extremely
dull. You take the part of an ant who
must scuttle round a  maze collecting
fruit and take it back to a refuge in the

'real-time graphic  adventure'. T h is
means a  lit t le  animated fi gure w ho
wanders from room to room, gathering
experience points  and l i t t le  graphic
shapes — I  mean treasure — in  the
Dungeons and Dragons style. Every so
often he engages in motionless battle
with a nasty goblin, dwarf, or ogre.

You can be a merchant, a magician, or
a warrior in your travels and may use a
variety of  weapons and spells against

What makes this game so tricky is that
there are TWO mazes on the screen at
once. You can switch from one maze to
the other by pressing the fire button and
each maze has a slightly different layout.

This means that you can travel down
an alleyway in one maze until you reach
a wall, then swap over to the other maze
(which has no wall in  that position).
continue on your way, then swap back
to the first maze.

your plane as i t  comes in to  land, a
side-on v iew, and a  panel o f  three
instruments. There's an altimeter, an
artificial horizon, and an instrument
that shows you which way to go in order
to keep to the flight path.

The point of the game is to bring your
aircraft safely down on to the tarmac.
There is no take-off option and the only
flying skills required are to keep your
plane on course for the runway.

GAME: GALAX ATTACK
MACHINE: DRAGON 32
CONTROL: JOYSTICK
F R O M :  DRAGON DATA, C7 95

This is the standard Gataxians game.
with its formations of aliens swooping
down to attack your fighter. The only
thing to be said for it is that if you liked
the arcade version, this  is  reasonably
AUGUST 1984

of which will keep your fingers twitch-
ing, but won't have you fainting with
excitement. S C
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centre of the screen. Patrolling spiders
must be avoided, but unless you've got a
friend t o  compete against there isn't
really much to it. S C
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your enemies. The combat sequences
consist of brief reports flashed on to the
screen — The lizard-man takes a swipe
at your head' variety. This game is pretty
patchy on graphics and pretty low on
excitement.

The idea of the game is to collect three
magic rings and return to your starting
point. As a special reward you will be
made ruler of the Middle Kingdom.

One o f  the drawbacks w ith  tapes

Sounds complicated? It is, especially
when the monsters are after you. To
make matters more diffi cult they w ill
also steal your carefully collected cros-
ses from the centre of  the screen and
redistribute them around the  maze,
making life very trying indeed. You have
to collect the crosses in both screens to
move on to the next level.

The graphics aren't anything to write
home about, but  there's some good

If your ideas about fl ight simulators
are based on the blurb you may have
seen for  programs running on other
machines then Flight is going to come as
a big disappointment to you. I f  you've
never used a flight simulator before and
try this one, however, you'll soon won-
der why anyone bothers.

There is  one nice touch. though. I f
you manage to get your plane down in
one piece your Dragon suddenly clears

close to it.
The graphics are relatively smooth,

while the tactics are the same. I didn't
like the dot-like bombs, but then why

wrzTA n t

C .

offering more than one game is that the
programs tend to be of rather less-than-
average quality . M i d d l e  Kingdom,'
Breakout is. alas, no exception. S C
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sound (by Dragon standards) and the
complexity o f  the game means that
you'll need a lot of practice to get your
name on the high-score table, S C
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its throat and says • Perfect Landing'.
Despite the  current popular ity  o f

flight simulators, it 's  hard to  see this
particular program taking off. S C
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G AME: TIM LOVE'S CRICKET
MACHINE: DRAGON 32
CONTROL: JOYSTICK
FROM: PEAKSOFT,

Cricket is  one of  those rare finds — a
decent simulation game that conjures
up the feel of the real thing. It even has
some of  the tedium of  a five-day test
match. The slow ball-by-ball build-up to
a potentially explosive last few Dyers is
part of its charm,

At least, it would be if I had managed
to master the rudiments o f  computer
bowling a n d  batt ing. T h e  s olut ion
Cricket has come up with to the prob-
lem of representing the thrills of batting
and bowling is ingenious, even brilliant,
but it's a skill that takes time to master.

In fi nely etched outline, the bowler
and batsman face each other at the top
half of a split screen. The bottom half
shows the relative position o f  bowler

G AMS: BUMPERS
MACHINE: DRAGON 32
CONTROL: JOYSTICK
FROM: DRAGON DATA, E7.95

Bumpers is  a novel variation on the
maze-game theme. In this one the maze
is inv is ible and  ins tead o f  play ing
against the computer, y ou can play
against a friend. The two players, repre-
sented by a blue and a yellow head, start
at the top left and bottom right corners
of an empty square.

You can set the size of the maze before
the game begins. Maze walls only  be-
come visible when you bump into them.
Naturally, some of the walls are booby-
trapped. Touch one, and you lose the
game immediately. Since it's impossible.
at the early stages of the game, to figure
out whic h walls  are booby trapped.
there's no point worrying about where

G AME: FRUITY
MACHINE; DRAGON 32
CONTROL: KEYS
FROM: DRAGON DATA, E7.95

The blurb describes this program as an
imaginative, h i g h  resolution* a f fa ir
which 'perfectly imitates a  real f r uit
machine'. I was prepared to grant it the
high-res graphics. I even expected it to
mimic a real f r uit  machine. But  ' im-
aginative' I did not expect. What's there
to be imaginative about. I n  the real
thing. you pays your money and you
takes your chance. With the computer
version, you don't even get the odd ten
pence piece as a reward.

I was wrong. Its  addictive even with-
out the cash rewards. The nudge and
gamble features on this  program are
where the imagination and most of the

DRAGON • DRAG

as welland batsman to the wicket.
plotting the flight of the ball.

The animated graphics are very good
given the limits  o f  the Dragon. The
bowler runs up and, in  an action re-
miniscent of Lillee at his best, delivers
the ball. I t  is the same delivery action
even when a spin bowler is on but that is
a small quibble. (Yes, the game disting-
uishes between fast bowling and spin.)

as

they are, just look out for the three walls
at each dead end_

The game has a number of  refine-
ments. I f  you choose to play against a
friend rather than the computer. then
you both get the chance of laying three
booby traps of your own. The machine
plays a little tune as you lay the trap, so
unless your opponent is hard of hearing,
he can try to memorise your position at

attraction come from. The rest is sup-
plied by  the superb mimicry  o f  the
spinning symbols on the fruit machine.
The wheels start off spinning at the same
speed, then, as the first ring stops, the
second two rings c lick round a  litt le
faster, and the third finally flies around.

Being a Dragon program, the Dragon
logo features as one of the more unlikely
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Batsman and bowler are controlled by
joysticks (or. in a one player game, one
side is handled by the computer). You
can choose from three levels of play and
decide your own team (or  accept the
computer's choice).

The result of each ball is seen from a
bird's eye v iew of  the ground. A  full
scoreboard is displayed after each ball.
My best efforts saw England all out for
15 after a brave 20 minutes at the crease.

There are strategic depths to this game
(such as  assigning the 5 0  'strength'
points between batsmen and bowlers)
which I didn't even begin to plumb. A

the moment the tune sounds.
You can also spoil your opponent's

attempts to feel his/her way through the
maze by manoeuvring your token over
the other and pressing the fire button.
This transports your  opponent t o  a
random location elsewhere in the maze.
The one worrying factor in this  game
,was a tendency for  the soundtrack to
build up in  pace and keep racing on
even when the game was over. It sound-
ed suspiciously like a bug to me. But
perhaps there is a solid strategic reason
why the programmer wants to force you
to turn the sound off after ten minutes'
play. Fun if you like this sort of thing. TH
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8
counters, but for the purists, there are
the usual fruity objects spinning around.

The nudge feature is extremely forgiv-
ing. There's no time limit and you can
nudge any r ing up or  down at  your
choice. I noticed that the program paid
Out a little more readily each time my
statutory 20 credits were whittled down
to five or six, But that could have been
coincidence.

Fruit machine addicts who need a fix
after pub hours will think  it's  marvel
bus. And  people who always swore
they'd never waste their  money on a
one-armed bandit can now have their
cake and eat it T H
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Bar
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WOKING COMPUTER CENTRE
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Aardvark's aartful graphics
game on the Beth.

Aardvark Software, 100 Ardleigh
Green Road, Hornchurch,  Essex R.ki 11 M G
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Many customers have
fallen for the classical good

looks Of the Emperor, its slim
appearance, clean lines, the perfect typing

height and the professional feel of the lull travel keys
Now we have added the CRUSADER to the range, identical in
appearance but purpose built for the serious programmer,
typist or business user It is the same size, 14.5"x7.3"x2
-fitted. in Ivory, but has a triple matrix featuring 22
AUTOSIIIFTED function keys: all the m i c
-
r o d n v e  c o m m a n d /
maths keys x  — — + # are together in the top right
hand corner, main punctuation.  "
w h e r e  t y p i s t sexpect them, autoshifted cursors, Caps lock, S.
Graphics.', ,, Edit and DELETE We have retained
the convenience keys, c
,
( 7 ) .  i 6 ) ,  
l i r e  
( 0 ) ,

double caps shift & symbol shift for easy
access to the extended modes, and the
full sized space bar.

We have also maintained,
the easy fitting, you need
I screw driver — and 5
minutes AND, for a quality
keyboard, incredible low
cost of £59.95,

HIRE SPECTRUM
SOFTWARE

OVER 280 different tapes tor hire in-
cluding ARCADE. ADVENTURE. BUS-
INESS, EDUCATIONAL, etc. -even an
Compiler. FREE 26 page catalogue FREE
newsletter, with hints, tips and our top
tape chart
OVER 3000 tapes in stock, with up to 60
copies of each title for fast service. All
tapes sent by 1st class post.
LOWEST PRICES - hire up to 3 tapes at a
time, from 63p each tor two weeks hire
(Plus p&p and VAT). European members
welcome.
Tapes fer sale e t DISCOUNT prices.
Telephone 01-661 9240 (Yarn - 5pm) or
write tor turther details. or complete the
coupon and JOIN TODAY -you've nothing
to lose!

200 Mulgrave Road, Cheam, Surrey SM 2 6JT
!enclose cheque/postal order for t  3_00 for LIFE membership. Please rush
my membership kit to me I t  within 28 days. I'm not delighted with your
service you'll refund my membership tee
Name

Address

• ME D  • • • • . • . • • • • 1 1 ,

NATIONAL F 7 %
,
\
,
: A R E

• • 1 1 1  d 1 = 0

SAVE U N ! !
For a limited period we
are offering HALF-PRICE
membership to readers ot
this magazine. Join now.
UFE membership is only
E3,00 (normally N

SWOP SHOP
A new service from NS L.
SWOP your unwanted
tapes with tapes from
other members for a small
handling charge of only
60p (plus p&p and VAT)

RAIN

PCG8 1
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GRAPHICS
SOUND 4
ORIGINALITY 2
LASTING INTEREST 2
OVERALL 3

G AME: TANK COMMANDER
MACHINE: VIC 20 -,- fIK
CONTROL: JOYSTICK, KEYS
FROM: CREATIVE SPARKS, E5.95
When the program has loaded and the
little tank has displayed the title and
copyright you are faced with a compre-
hensive menu o f  game options, w ith
features such as one or two player game.
ioystick o r  keyboard control and an

G AME: MUTANT HERD
MACHINE: VIC 20 UNEXPANDED
CONTROL: JOYSTICK, KEYS
F R O M CREATIVE SPARKS, E9 95

A quick read of  the Mutant Masher's
Handbook updates you on the latest
armaments issue; crossed laser beams
no less. Wrong! any fool can see they are
cosmic brooms (mark 3, standard issue).

G AME: SUBMARINE COMMANDER
MACNINE: VIC 20 + 16K
CONTROL: KEYS, JOYSTICK
F R O M CREATIVE SPARKS, E5.95

A cross between a simulator and an
out-and-out shoot'-em-up. prov iding
entertainment in direct relationship to
the sk ill you are able to br ing to the
game. No way can you simply load up

GAME: THE PIT
MACNINE: VIC 20 +BK
CONTROL: JOYSTICK, KEYS
FROM: INTERCEPTOR, E6 00

One of Interceptor's latest releases was
China Miner, a fiendishly difficult plat-
form game with excellent graphics and
sound. Now this new game takes us in
the opposite direction: down. down.

G AME: MINE MADNESS
MACHINE: VIC 20 UNEXPANDED
CONTROL: JOYSTICK, KEYS
F R O M CREATIVE SPARKS, E5.95

Sure was a real chore reviewing this
one! Boring with a capital B. The insert
illustration promised an exciting, chill-
ing subterranean saga but instead I was
landed with a fiddly. repetitive. graphi-
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interlaced function (which neutralises
screen flicker).

In Tank Commander your objective
is to seek out and destroy the enemy's
fuel and ammo dumps, With your single
tank and limited shells you'll have to
face the force of  the computer's mini
army of tanks and aircraft.

Your tank always starts at the extreme
west of the battlefield and your targets
are in the east. To get there you must

Actually this is just as well, as the job of
protecting the power supply was getting
a mite too easy, so the new gear will
certainly add a touch of spice.

Looking down from your observation
post you can see four tunnels just
opened up  by  the dross o f  creation,
those pes k y  malic ious , malevolent
mutants. Any  second now they 'll be
gushing out from their  burrows and
swarming towards the pulsating power

and start blasting: there's some home-
work to do first_

I had to read the submarine's manual
several times and plod through a few
humiliating rounds before getting my
act together. To the best of my know-
ledge all the essential instrumentation is
displayed flanking a  central monitor
that flips between map. sonar and peri-
scope mode at the touch of a key.

First you must locate a convoy on the

down. Set in the jewel pits of 'Karma'
the The Pit from Interceptor looks very
impressive indeed.

The game begins with your large and
graphically pleasant space-ship landing
in the top left-hand corner and the
player appearing below i t armed with
some sort of digging device.

Your quest is to retrieve at least one
large jewel by tunnelling and running to
the bottom of the pit and then returning.
cally simplistic hunk of nothing.

The idea is to recover treasure chests,
bags of  gold and a damsel in  distress
(racing against the clock), from various
nooks and crannies of  a mine. These_
desirable objects are scattered through-
out the passages, so you need to work
out your  route, which is  often very
tortuous,

The galleries and shafts are intercon-
nected by self-motivated lifts. If you iust

GAME: PUNCHY
MACHINE: VIC + 16K
CONTROL: KEYS/JOYSTICK
FROM: MR. MICRO, E5,95

Punchy is a none-too-inspiring clone of
the arcade game Hunchback. As with
virtually all Vic  software the presenta-
tion leaves a lot to he desired — as does
the playability.

Punchy himself is an unappetising

cross two rivers and avoid the mines
which, if hit. cause instant death.

There is a long road that winds its way
between the trees, marsh and ridges
towards the east. On this road are the
two bridges which must be used to cross
the rivers: needless to say enemy tanks
will be waiting for you!

The road proves to be the fastest route
to go by (watch those fantastic scrolling
graphics) but i t  also leaves you very

generator in the centre of the screen.
Good job you had three Shredded
Wheat for breakfast as it's going to be
some struggle.

By moving the horizontal and vertical
force fields of your broom, with all the
speed and cunning you can muster, the
monsters can be swept into oblivion.
Some will go through and eat into the
generator and of course you lose a life
if they munch away all the walls. But

map, set your course via the compass
and increase speed: slip under the sur-
face and out of view when you hear the
warning bell and switch to sonar. Refer
to the hydrophone chart (the peaks are
the enemy), now up with the periscope
and scan the horizon. Note the scrolling
screen as the enemy looms into view,
steady her up and release a torpedo.

After all the swotting, success is sweet
but there is  no time to rest on your

If you return without a large jewel the
crew will not take you to another pit
(undisciplined hunch!),

There are three main dangers i n
attempting this: two robots that k ill on
contact, boulders that fall when you dig
under them and dozens of hammers that
drop as you try and retrieve the large
jewels. The more jewels you collect the
biggeryour bonus on leaving_

While battling through that lot you
love hanging around for lifts then you
will be in your element, i f not_ Having
secured the goodies the tedious process
has to be repeated in reverse,

In order to inject some interest, or
rather complications, the lifts just ain't
powerful enough to carry you and the
treasure chest. This means you have to
meet the cargo at the top of every shaft,
taking a separate. unscenie route your-
self. then reload and repeat until you

fellow, so I'm thankful I didn't get to see
what his beloved Judy was like.

There ar e s ixteen screens t o  get
through but I have a hunch you won't be
losing too much sleep over this one. I T
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GRAPHICS 5
SOUND 5
ORIGINALITY
LASTING INTEREST 7
OVERALL 6

open to attack, both from the waiting
tanks and t h e  diffi cult- to-out man-
oeuvre aircraft.

If you manage to  destroy the Iwo
dumps you will be given another, more
difficult, miss ion t o  complete. ( lus t
watch those enemy tanks move o n
mission three!)

Screen s c r o l l ing  i s  wonder fu l.
graphics are excellent as is the respon-
siveness of the controls. however I felt

there is one ace up your sleeve: using the
same cosmic broom, sweep one of your
purple Death or  Glory Boys down a
tunnel and then get ready for  screen
two.

Ah! the mutant queen is  right at the
bottom, guarding her eggs. Make danger
man shin down the ladder, avoiding
falling rocks, and plant a bomb r ight
near the megaslug. Scramble back to the
open and KAPOW! — one burrow gone.

laurels. You will want to bag a few more
targets and may have to CRASH DI-
VE...run silent — run deep. On to pas-
tures new, but first check the batteries,
the fuel and air supply plus any damage
sustained. While on predatory missions
near the coast or any of the Mediterra-
nean Islands watch out for  the rocks
beneath your keel. Quite a lot to moni-
tor and therefore plenty  o f  scope to
improve your playing ability .. .months

must be wary of the tank that is blasting
its way through a wall to try and force
your space-ship to leave without you (a
cleverly disguised time limit!).

Sound is  good outs ide the actual
game with a  short rendition o f  'The
Entertainer', at the start and a few bars
of 'Congratulations' if you beat the high
score. Unfortunately, game sound is
disappointing and consists of little more
than a few bursts of white noise,

finally break surface.
Well I did say it was boring! To make

matters worse the miniscule bags of gold
are v irtually  inv is ible and the sound
track is infuriating.

A tingle of excitement, caused by the
arrival o f  level two, soon dissipated
when I  discovered tha t  t he  much-
vaunted monsters, as promised by the
blurb, were nothing more than purple
blobs. Believe me. I didn't even bother

GAME ; FLIGHT PATH 737
MACHINE: VIC 20 + 16K
CONTROL: JOYSTICK, KEYS
FROM: ANIROG, CASS E7.95

DISK E9.95

Sound poor , graphically  unpleasant
(mountains consists of  straight lines).
Keys are poor ly  chosen and widely
situated (just you try accelerating with
'FT while retracting your undercarriage
AUGUST 1984

the sound could have been improved.
Apart f r om that lit t le niggle Tank

Connitander rates as one o f  the best
games ever written for the Vic. H A

GRAPHICS 8
SOUND _
ORIGINALITY
LASTING INTEREST
OVERALL

8
8

Three more to go and now some bristles
are missing from the broom. Well, you
wanted a challenge! A  good game with
reasonable graphics and a n  exciting
build-up of sound. L M

of fun in fact.
I was really impressed by the good use

of graphics married to relevant, varied
sound effects. I.M

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

7
7
6
8
7

My only  s light quibble is  with the
poor joystick control, and although the
keys are easier they are poorly chosen.

However The P i t  looks  set t o  be
another winner for Interceptor. H A

GRAPHICS
SOUND
omoisimm
LASTING INTEREST
OVERALL

5
7

to collect a gun and as for reaching level
four to thr ill at the spectacle of falling
rocks.., no thanks! j u s t  use up my
lives being squashed by a lift. L M

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

3
2
5
2

with 'A' and raising your flap with 'F' all
at the same time!)

Unfortunately Anirog have failed to
live up to their own high standards. This
program is  the software equivalent o f
'Airport '74'. Yes that bad.

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

6
3
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TOM MIX SOFTWARE
MAKERS OF "THE KING"

PRESENTS‘

We've done it again!

You thought The King was
great? Wait 'til you see this!!
Outstanding high resolution
graphics, tremendous sound
make this "Medieval" type game
a must for your software collection.

For 1 or 2 Players— or 2 Joysticks required

FOR THE
DRAGON

32

As you fly from
cloud to cloud

you will enjoy sky
high excitement

dealing with the challenges
presented to you by this superb

release by Tom Mix Software.
Machine language.

E9-95
ON CASSETTE
Mail Order Sales from
Microdeal Mail Order
41 Truro Rd, St. Austell
Cornwall PL25 5JE

litat Softwou

A
Credit Card Sales
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Dealers Contact M ICRODEAL
DISTRIBUTION

0726-3456
(Exclusive Distributors)

Selected Tom Mix Titles available
from computers dealers nationwide

or from larger branches of -

and F
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T  alteizt
The complete deep
space saga, A radical
joystick action can bring
inspired flexibility and a
horrific kill-rate. The
outstanding graphics
include highly detailed
craft and lots more than
eight sprites at once. A
full music and effects
sound track
accompanies the action.
All these features
combine with player
options and a top 20 hi-
score table to set new
standards in hi-tech
slaughter.

SUPER PIPELINE
Keep the pipeline open. Foreman Fred and
Plumber Pete have their work cut out. The evil
ladderman drops metal wedges to plug the
pipeline -  and only Pete can fix 'em Pete trusts
Fred to defend him against the six-legged
Venusian pipe spiders and the hard case lobster
while he knocks out the plugs and restores the
flow. Full accompanying music and effects,
options and hi-score table.

JAMMIN'
Unlike anything else, a totally musical game yet
highly colourful Guide Rankin Rodney through
the top 20 mazes -  each with an interactive rock
sound track. Gather the instruments and make a
band but watch out for bum-notes, chschord and
that roost deadly effect -  distortion. If you've
never heard the full music capabilities of the 64,
grab an instrument and join the band.

c o p m c  CONVOY
Just surviving is not good enough in this giant convoy. Control
three fighters at once, to defend the huge transporters as they ply
between the planets. Only those transports reaching planettall
gain galactic credits, and no-one expects promotion for losing the

TASISEll LTD -  n o  Specialists

Naturally every thing we've written for
the 64 is available on either cassette or
disk.
Selected titles available from
W H Smith, Boots Menzies and all good
computer stores
Map!' distributors include
Microdealer UK, Websters. Centresoft
and PC S.
All games are the exclusive copyright of
Taskset Limited All rights are reserved
Be warned. infringement of those rights
is an offence.

13 HIGH STREET BRIDLINGTON Y016 4PR
ACCESS ORDERS (0262) 73798 24 HOURS
Dealer enquiries welcome (0262) 602668

We re  only wnting games, and we're only writing for the 64 Rely on us to bring you the greatest games,
the greatest concepts and the greatest value.

Taskset Ltd

cassette

0  0

A brand new character
game. Poor old Bozo, all
he has to do is to get
home after a night out
with the lads. That's
easy until a wobble
becomes a lurch and a
stagger. Later into the
night, all rules go out of
the window as he
disbelieves what's
happening in front of his
blood-shot eyes. An epic
journey with ultra-
smooth graphics and
sprites which run rings
round normal games.

All available now on cassette or disk.

c o m m o d o r e

1!
!!
! !
! ! '

entire fleet. Which freighters must be sacrificed to get most cargo
to the next planet. Full sound options and hi-score table complete
the arcade package.

E6.90
each eachE9.99

AfailLIXXIV TASKSET LTD 1 3  H IGH ST., BRIDLINGTON Y0 1 6  4PR T E L :  0262 73798

disk
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GAME: GOLF
MACHINE: COMMODORE 64
CONTROL: KEYS
FRO M:  KERIAN U.K., E5.95

4••• mm
Golf simulations have always been un-

• convincing. bearing lit t le resemblance
i .010 418 pq to the real thing and. unfortunately, this

version is no exception.
With the computer as your caddie and a
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G A ME :  SWOOP
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: mICROPOWER, E7.95

Gataxians with smooth graphics and
acceptable sound. There's a twist to the
plot too — if  the tumbling aliens reach
the bottom of the screen they lay an egg
that will destroy your laser base if they
hit it.

GAME: HORACE GOES SKIING
MACHINE; COMMODORE 64
CONTROL: KEYS, JOYSTICK
FROM: MELBOURNE HOUSE, E5.95

Horace Goes Skiing is the long-awaited
Commodore 64 version of  the frantic
Spectrum game.

Horace wants to go skiing, but before
he can reach the ski-slopes he must

GAME: WHERE'S MY BONES
MACHINE: COMMODORE 64
CONTROL :  JOYSTICK
FRO M:  INTERCEPTOR, E7 00 CASS

E9 00 DISK

As you'd expect from Interceptor, this is
a very competent and attractive prog-
ram, but somehow it just didn't grab me.

The display shows a vertically scroll-

G AME: MR. MEPHISTO
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FRO M:  EURO-BYTE, E6.95

This is  an infernally infuriating game
which will have you going back to the
keyboard again and again to try and give
those pesky demons the run-around.

Your aim. as a  good lit t le games-

G A ME :  WALLIE GOES TO RHYMELAND
MA CHI NE :  COMMODORE 64
CONTROL :  JOYSTICK
FROM; INTERCEPTOR, £7.00
The search for new game-themes has led
Interceptor t o  the wor ld o f  nursery
rhymes. Plenty of scope there for origin-
al entertainment, you might think.

You could have the king's horses and
men try ing t o  put  Humpty  Dumptv

Luckily the eggs don't hang about for
long, but they add to the fun in this very
enjoyable version of an old and faithful
favourite. S c

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

4
3
7

cross a busy main road. The road is full
of fast-moving traffic, which has to be
avoided. If Horace is knocked down he
has to pay $10 in ambulance fees. At the
start of  the game. he has only  $40 to
spend.

When Horace reaches thc other side
of the road. he enters a small ski-hut and
hires a pair of skis. Skies are $10 to hire.
so he must be careful nut to break them.

Alter returning across the road with

scorer, you and a partner can tee off
from any of the 18 holes provided. These
are all accurate reproductions of the Old
Course at St. Andrews — a novel touch
which adds an extra dimension to the
game.

At each hole, the computer presents
you with a bird's-eye view of the fairway.
rough, bunkers and green. Then you
have to select which of  the 14 woods
and irons to use. I f  hit at 100% power

ing underground maze a  popular
format for games these days_ Intercep•
tor's caverns are populated by a variety
of animated sprites inc luding snakes,
spiders and bats.

You control a ghostly figure whose
objective is  t o  descend through the
various levels collecting piles of bones,
avoiding the nasties and other booby-
traps.

You have nine lives and for each life

player. is to reach Paradise. But, as the
blurb says, The stairway to Heaven is
fraught with peril.' Too true.

The hero begins on level I  a t  the
bottom left of the screen. He has to get
along a narrow causeway with the rag-
ing fi res o f  Hell on one side and a
bottomless pit on the other.

His objective is the scrolling stairway
which w ill take him up to the battle-
ments at the top of the screen. Here he'll

together. o r  Litt le Miss Muffet being
chased by spiders. The possibilities are
endless.

So you may be disappointed to dis-
cover that this game isn't particularly
original at  all. It 's  simply five Manic
Miner-type screens plus a shoot-'em-up
sequence which you have to complete
before starting each screen.

This sequence has Wallie trundling
along a  scrolling screen and being

AUGUST 1984



Screen Test

10110DORE 64 1 COMMODORE 64

despair about reaching your goal. PC

GRAPHICS 6
SOUND 7
ORIGINALITY 7
LASTING INTEREST 7
OVERALL 7

bonus for the gamester. PT

GRAPHICS 7
SOUND 5
ORIGINALITY $
LASTING INTEREST 5
OVERALL 6

GRAPHICS 8
SOUND 5
ORIGINALITY 4
LASTING INTEREST 5
OVERALL

G A ME :  BOXING. GALACTICA I
MA CHI NE :  COMMODORE 64
CONTROL :  KEYS, JOYSTICK
FRO M:  I G PROGRAMS

Galactica 1 is the more advanced of the
two games provided, be ing  a  ra th e r
tedious ve rs io n  o f  Ga ta xia n s.  T h e
aliens are large and slow moving. pro-
ving easy to hit.

Boxing gives the players ten rounds to

his skis, he moves onto the Hannekon
ski run. As he skis down the slope, he
must avoid the trees and slalom through
the red arid blue flags.

Passing through the flags gains points,
but missing them loses points_ Hit t in g
the trees mo re  than twice  w i l l  b reak
Horace's skis and he will again have to
cross the road to the ski-hut.

If Ho ra c e  co mp le te s t h e  s la lo m
course he can gain an extra 100 points

the ball travels distances of up to 280
yards. The direction of the ball's flight is
controlled by an angle of the player's
choice. After all the instructions have
been entered, a small dot -  your ball -
moves across the screen and stops.

When the green is reached the view
changes to a close-up showing the ball,
flag and hole. Here the putter is auto-
matically selected for you I  don't sup-
pose you'd wan t  a  d rive r o r a mashie

you are given n ine  shield points. You
lose a life every time vou run out o f
shields, bump into the cavern walls, or
into the traps, which include moving
blocks and electronic devices,

Shields are depleted every time you
bump into a sprite. You get extra shield
points and a bonus score each time you
pick up a pile of bones.

The passages in this game are often
very narrow and manoeuvring is some-

find a ring (or halo) allowing entrance to
the next level.

Trouble is those demons, nasty red
creatures bent double with malice who
are only too ready to give him a brusque
jab with their toasting forks.

Should he evade these imps as they
wreave downstairs he reaches the battle-
ments where he must avoid the big, had
boss devil who has a  nifty trick o f
disappearing through the  fl oor and

attacked by lumping lefT. Grahamipoos
and raindrops. At the same time he has
to jump over what are supposed to be
burning pits -  although they look like
square holes in the ground. You'll find it
extremely frustrating at first, because it's
hard to stay alive for long, and after each
death you must wait quite a while for
your new Wallie to get going.

However, t h e  sequence ha rd l y
changes. and once you can remember
AUGUST 1984

score as many points as possible. Points
are gained by forcing your opponent
into the ropes.

It's no knockout, but not bad by
compendium standards. P T

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

4
2
3

by passing under the Finishing barrier.
When the course is completed, he must
again cross the road to  reach the ski
slopes.

Horace Goes Sk iing features some
well-animated graph ics includ ing
motorcyclists, Ford Escorts. Bulldozers
and an ambulance. The sound includes
car horns and a  jaunty introductory
tune, but the wail of the ambulance siren
gets a bit tedious

niblick though. would you?
Being a reproduction of a real golf

course, even pars are hard to achieve.
But with practice decent scores for a
round are possible. A little luck might
get you a birdie or even an albatross.
Don't expect to get a hole-in-one.

Golf isn't a  game to  give you a
heart-attack from excitement and neith-
er is this simulation. Weak graphics and
non-existent sound make i t  a  dis-

times really tricky. The actual design of
the maze varies as you descend and
includes a graveyard and one or two
larger-than-average caverns, bu t the
same baddies and booby traps persist
throughout the game with very little
variation.

If this game had come out at the
beginning of the year it might well have
made it to Game of the Month. but now
it joins a number of other titles with

emerging at the other side.
When, or if, our virtuous hero gets the

key from its niche in the wall he progres-
ses to the second level.

Now there are several stairways, with
death-dealing skulls popping out of the
top. as well as a host of demons.

Further levels introduce ghosts. while
on the last level -The Gates of Heaven -
a terrifying red devil bars your way.

Mr. Me p h is to  i s  an  in t rigu ing  and

where the next attack will come from, it
becomes straightloward.

The following screens feature more
nursery rhyme characters and more
platforms f9r you to leap around on.
Success depends on discovering the safe
route through,

The game is nicely programmed with
clear, colourful characters and smooth
movement. But ultimately, it offers no•
thing new. There are a multitude o f

Overall. an enjoyable game, and the
fact that it loads in under two minutes.
thanks to the •Parloader', is a pleasant

appointing buy for such an advanced
machine as the Commodore 64. Back to
the clubhouse, Kerian. P T

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

_2
_NONE

6

similar ideas. some of which have a lot
more variation i n  game-play. Th e
graphics here are great. the sound effects
okay (no music though). but somehow
this program leaves me cold. SC

compulsive game. It is pitched at just the
right level o f  difficulty to  make you
sweat without ever actually inducing

Manic M i n e r
-
t y p e  
g a m e
s  
a v a i l
a b l e  
o
n

the 64 offering more screens for your
money. The nursery rhyme theme hasn't
really been properly exploited. C A

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

7
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C O M P U T E R  D U N G E O N
UK'S LARGEST SELECTION OF SOFTWARE -  FREE FAST MAIL ORDER SERVICE

SPECTRUM COMMODORE BBC ORIC ZX 81
Codename Mai E6 95 Vaiha. la c14.95 Fortress E 7 . 9 5 Harrier At C6,95 Krazy Kong E 3 , 4 5Delenda £5.95 NeoclygS E6.95 Penguin £ 7 . 9 5 Scuba Dive E6,95 Hopper E 3 . 4 5
%JOY £5.95 Sheep in Spar

,
-

E6 45 Twin KVahey E 9 . 5 0 Xenon i Ert .00 49.er •  E 5 . 4 5
Cyber Zone E5 95 Hulk + Mao E9.45 Pinball E 7 , 9 5 Zorgons Rev E8,00 Sea Wolf E 3 , 9 5
it's the Wooluf E5.95 Ice Hunter E6.95 Challenger E 7 . 9 5 Loki Et .45 Caster Adv E 2 . 9 5
Tribble Troubie C5_95 PiibaI Iffizarri E6 45 Frenzy E 7  25 MUnctthack E6.90 Phoenix Adv E 2 . 9 5
JetSetWillie E5.95 Falcon Patrol E7.00 Hunchback E 7 • 9 5 Mr Wimpy E6 90 Othello E 2 . 4 5
Fighter Pilot E7•95 Blagger • E7•95 Crazy Painter £ 7 . 9 5 Cernipecle E4 95 Breakout E 2 • 4 5
Night Gunner £6 95 Chuckle Egg E7 45 Frak •  £ 7 . 9 5 Hopper 14.95 Brickstop E 2 . 4 5
Blue Thunder
Trashman

E5_95
£5.95

Ki Remelt
t pro

E7.95
E7_ 95

The Mine £ 7 . 9 5
Jet Power Jack r 7 . 9 5

thtra
Light Cycle

E4.95
E4.95

Zeaks E 4 _ 9 5
Dodgems Connect 4 E2.45

Cavalon
30 Lunattack
Blade Alley
Les Files
Moon Aien

E5•90
£7.50
£5.50
E5 95
E5.50

Solo Flight
Bongo
Aztec Chair
Forbidden For
Bozo s ight  0

£12.95
£1.95,
E7.95
E7.95
E6.50

Ghouls E 7 • 9 5
Battle Tank E 7 . 4 5
Overdrive E 7 . 4 5
Cosmic Cruiser E 5 . 5 0

ato
, 
C
1
3  
9
5

Invaders
MARC
Uric mon
Eieetrostorm
Lone Raider ,

E4.95
E5.50
E4.95
£5.50
E7•95

3D Defender E 4 • 9 5
3D Monster Maze E4.95
The Gauntlet £ 3 . 4 5
Croaka-Crawla E 3 . 4 5
Maze Death Race E3.45

Scrabble E12,95 Bat t
-
line

E5 95 A Maze in SpaCe £ 7 . 9 5 Super Meteors E6.95
Tilt E5•95 Cavalon E6.90 Vortex £ 7 . 9 5 Gravdor E6 95 E LE CTRO N
Pogo
Cavern Fighter

E5 90
E5.95

China Miner
House of Usher

E7 • 00
E6_95

Stock Car E l  25
Ru bbie Trouble E 7  25

°tack A Jack
Pasta Wars

E6 95
E5 50 Critickie Egg E 7 . 9 0

Kamakazi C 7 . 9 0
Pinball Wizard £5.95 Perch £6.95 Snooker £ 8 . 9 5 Rat Sole E6 95 Snooker £ 7 . 9 5
2
,
g 
Z
a
g

E5.95 Space Po or £7.95 Dare Devil Den ms £7.95 Dare Devil Denis E 7  95
Lord of Midnight E9.50 Wheres My Bones E7.00 Blackbusier E 7 . 2 5 Twin K Valley £ 9 . 5 0Automanta £5.95 Super Pipeline , E6.95 Darribusters E 7 . 9 5 VIC 20 Invaders. E 7 . 9 5
Krakatoa E5 95 Jungle Trouble E6.95 Bug-Blaster £ 7 . 9 5 Lazer Zone E6 00 Guardian E 7 . 9 5
Scuba Dive E5 .50 Black Hawk E7.95 Eagle Empire E 7 .  95 The Pit .._.. (695 Danger UXB E 7 . 9 5
Ugh E5.95 lot Soccer £8.95 Webrunner E 7 . 9 5 Hell Gate .. E7.00 Centipede E 7 . 9 5
Beaky E5•50 Scope 64 (16.95 Chuckle Egg £ 7 . 9 0 Space Swarm E5.95 Super Golf E 7 . 5 0
Antics •  •  • E5,95 Colossus Chess E9.95 Cylon Attack ( 7 . 9 0 Space Joust E5•95 Gwyn £ 7 . 9 5
Kosmic Kanga E5.95 Arabian Nights E6.95 Missile Control E 7 . 9 5 Bongo ..,., E7,95 Chess E 7 • 9 5
Ad Aster £5.95 Beach Head _ E8.95 MrWimpy E 7 . 9 5 Snooker C8,95 Moo wider £ 7 . 9 5
Dustman E5•95 Bongo E7.95 Spooks and Spiders E7 95 Flight Path 737 E7.95 Galactic Corn • , E7 . 95
Sabre Wulf E9.95 Zodiac E7.95 Eagles Wing E 7 . 9 5 Bewitched E5.50 Croaker E 7 . 9 5
orc Attack E6.95 Aquanaut £5.95 Blagger C 7 . 9 5 Matrix MOD Cylon Attack E 7 . 9 5
Hulk • Mag 0.45 Eagle Empire E7.95 Omega Probe £ 7 9 5 Chariot Race E6 CIO Pedro f 5  • 50
Psvtron 0_95 Wheelin Walhe E6.95 Bed Bugs r 7 . 9 5 Star Defence E6.00 Blagger 1 7 . 9 5
Dungeon Builder E9•95 Son ot Blagger 0.95 Saloon Saly C 4 . 9 5 Grid Runner LIAM Vortex 1 7 , 9 5
Jack & the Eln silk CS 95 Cybotron £7.95 JungleJive E 7 • 9 5 Cybotron M$ssign £1.95

Pi ' haII E 5 . 9 5

PLEASE PHONE FOR AVAILABILITY ON HUNDREDS OF OTHER TITLES

SPECIAL SUMMER OFFER -10% DISCOUNT ON ALL GAMES
Please phone for prices on full range of Joysticks, Interfaces & Disks

*  Postage and packing free*  *  Goods sent -  same day as order received*
Please send postal order or cheque with order to 130 London Rd, St. Albans, Herts. AL11PO, ( S t  Albans) 56351

SLOGGER SOFTWARE
MACHINE CODE GAMES FOR BBC ELECTRON,  SPECTRUM 16/48K
A MAZE IN SPACE D O G F I G H T

M i r
IE7v le•

Use Joysticks or Key-
boards to navigate your
Starship to the planet
surface and then into
the maze below. Having
been told in which
section of the maze
your target is hidden.
your Objective is to
seek out and destroy it
to complete a mission.

' Beware of the numerous
alien defence systems, Two levels oldiffi culty  I Horizontal
and diagonal scrolling'
How many missions can you complete?

Available now Cassette

BAC 'B E 9 . 9 5  E 1 1 . 9 5

Special Offer

Dogfight and A Maze In Space together
Cassette - E14.95 D i s c  • £16.95

Please state 40 or 80
Track if  disc

Disc

All prices include
VAT and postage

Still undoubledly the
most exciting
2-player game available.
The objective is to fire
sufficient shots into
your enemy aircraft to
force it to explode.
Eight levels of difficulty.
Sun, moving cloud,
lightning, ground all
provide real combat
environment.
Can you beat your
f
r
i
e
n
d
s
?

Available now Ca sse t t e

BBC 'B'
Electron

Spectrum

E8.95
0 . 9 5
E5.50

SLOGGER SOFTWARE
215 BEACON ROAD
CHATHAM, KENT
Tel: (0634) 811634

Disc

E11.95
nia
nia
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Screen Test

ODOM 64 • COMMODORE 64

many an hour. TT

GRAPHICS 9
SOUND 7
ORIGINALITY — 8
LASTING INTEREST 7
OVERALL 8

it's really worth buying. TT

GRAPHICS 5
SOUND 5
ORIGINALITY 4
LASTING INTEREST 7
OVERALL 6

GAME: STAR WARS
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
P R O M :  PARKER VIDEO, E25 DISK/CART
The offi cial version o f  the h it  arcade
game Star Wars is now available on the
Commodore M.  This version is  not a
patch on the original, but bearing in
mind its  obvious limitations i t  does
prove quite enjoyable to play.

There are three different waves: wave
one has you flying around the Deathstar
destroying fireballs and shooting down
Tie Fighters, while in the second scene
you fly across the surface of the Death.
star blasting fireballs and shooting the
tops off laser towers. In the final con-
frontation, you swoop down the trench
towards the main reactor port. Hit  the

GAME; CAVELON
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: OCEAN, Et), 90
You're a  k night try ing t o  rescue a
maiden. lust work your way through a

C A M E  POTTY PIGEON
MACHINE: COMMODORE 64
CONTROL: KEYS JOYSTICK
PR O M GREMLIN GRAPHICS, E7.95

Is it a bird? Is it a plane? No. it's Potty
Pigeon! This amazing piece of software
is from Tony Crowther, who also wrote
•
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pedigree is well established.
The aim in Potty Pigeon is to fly over a

busy road fu ll o f  cars going in  both
directions while trying to pick up twigs
that lie in the middle of the road_

When a twig is safely in your clasp you
must fly back to your nest and build it up
by dropping the twig in it.

If all this sounds a little too easy then

AUGUST 1984

port with a  proton torpedo and you
destroy the Deathstar.

Nine protective shields are supplied
for your ship. but one is lost each time a
fireball hits  you I f  you lose all your
shields your ship will break up and the
game is over.

series of those scrolling mazes, collect-
ing useful objects.

You can shoot the other knights and
they can shoot you. You have a limited
supply of 'zaps t o  make yourself per-
fectly invulnerable. Attractive variation
on a well proven game form. B D

PCG HIT *  PCG HIT *  PCG HIT *  PCG HIT *  PCG HIT *  PCG HIT *  PCG HIT *  P

read on, for there are aeroplanes. frogs,
weasels, balloons and nasty homing
pigeons trying to stop you.

As an  a id  y ou c an release lethal
'dropping' on the cars for bonus points
and stun the homing pigeons.

All the action takes place over six
screen lengths of very smooth scrolling
scenery which includes a castle, hills
and dales, shops and a  forest, all o f
which are beautifully defined.

As with Killer  Watt (a previous Crow-
ther game) control o f  the pigeon w ill
take some time as once you start to
move in one direction it ' ll keep moving
until you apply thrust in the opposite
direction. This ability to accelerate and
decelerate so very smoothly makes Pot-

GRAPHICSSOUND
ORIGINALITY
LASTING INTEREST
OVERALL

7
6
7
7
7

The presentation, with mainly black
and white characters, follows its arcade
counterpart quite closely. Sound effects
are convincing and the Star Wars theme
plays at the beginning.

Moving on to the higher levels you
will encounter faster moving aliens and
catwalks in  the trench to make man-
oeuvering really hard. This is when you
really need the 'force' to be with you

At £23, Star Wars is a very expensive
game but if  you're a fan of the original

ty Pigeon very playable.
In all there are ten levels of play (0-9)

with each new level br inging added
hazards and faster play. Control is via
joystick or keyboard, the keyboard op-
tion having a sensible layout.

This is a quality game that will keep
you happily  fluttering your wings for

-
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G A M E :  STAR CRASH
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: SUPERSOFT, E6. 95

Star Crash has  rocketed o n  t o  the
British software scene from France, but
don't expect any exotic surprises be-
cause the scenario is a very familiar one.
The on-board computer wakes you up

G A M E :  HARRIER ATTACK
M A C H I N E :  COMMODORE 64
CONTROL: KEYS, JOYSTICK
FROM: DURELL, E6 95

Harrier Attack  has been around for
quite a while now on the Spectrum but
the Commodore version has added fea-
tures and offers some exciting gameplay.

The game is  s imilar  in  concept t o

G A M E :  STAR TROOPER
MACHINE: COMMODORE 64
CONTROL: JOYSTICK, KEYS
FROM: MELBOURNE HOUSE, E5.95

A new program from Melbourne House
is not to be sneezed at, but the bad news
is that you can get your handkerchiefs
out for Star Trooper.

It takes guts to bring out a pure space
shoot-'em-up these days, w ith  games

G AME: STAR COMMAND
M A C H I N E ;  COMMODORE 64
CONTROL: JOYSTICK
FROM; SUPERSOFT, E6.95

This space shoot-out was written by
someone who calls himself Clark Kent,
but I  think  he should stick to being a
super-hero and doing quick costume
changes in telephone kiosks.

The scenario is all too familiar. You

GAME: OLYMPIC SKIER
MACHINE: COMMODORE 64
CONTROL: KEYS, JOYSTICK
FROM: MR CHIP, E5.50

the title of this game conjures up lithe
figures zig-zagging the ir  way  dow n
sparkling white slopes on a bright, sun-
ny day — forget it!

The graphics are colourful, but very
jerky and leave an awful lo t  t o  the
48 P  C GAMES

GAME: UGH!
M A C H I N E ;  COMMODORE 64

CONTROL: KEYS, JOYSTICK
FROM: SOFTEK, E7.95

A simple game which already exists on
the Dragon and Spectrum. You are Ugh
the Caveman who has to run through a
little maze, collect an egg, and run home
again. The egg belongs to a pterodactyl
who tries to drop rocks on your head

in your cosy refrigerated bedroom and
advises you that ill-tempered aliens are
about to blast you to smithereens.

There's a  long-range radar  panel
showing you where the opposition is
and a damage monitoring system. Every
time one o f  your systems (guidance,
lasers, etc) goes out of action the display
starts a  r apid countdown. Onc e i t
reaches zero the equipment becomes
fully operational again.
Virgin's Falcon Patrol, but the game
starts as you take off from an aircraft
carrier in  mid-Atlantic  and head for
shore. Your mission is to  avoid the
enemy defences, reach their base. and
destroy it. You must then return to your
ship.

You're up  against flak, anti-aircraft
guns, guided missiles, and, at the higher
levels, other  aircraft. Your  armament
includes bombs and bullets, but supplies

like Loco and Forbidden Forest storm-
ing the charts. I f  a game's bang, bang,
bang all the way then it's  got to have
something special to grab your attention
and empty your wallet.

Has it ,  for  example, got absolutely
mega-boggling graphics? Star Trooper
hasn't. Does it have ear-blistering sound
effects? Star Trooper hasn't — although
it does play a very good piece of music in
between games.

are flying through space when suddenly.
surprise, surprise, you run into a meteor
shower. You must blast away at the
meteors, destroying as many as possible.

As you s it there repeatedly stabbing
the fire button the program flashes up
occasional status reports at the top of
the screen. First your shields go, then
your movement controls. If the hull goes
then it 's  t ime t o  collec t on the life
insurance. You only have one policy so

imagination. The sound consists o f  a
rather monotonous tune, the occasional
swish o f  the skis and a rather vague
crashing noise when you take a tumble.
This i s  accompanied b y  t h e  wor d
'SPLAT' printed on the screen and in my
opinion this word seems to sum up a
large proportion of the game.

Your sk ier (who in  my  case was
definitely not up to Olympic standard)
has three events to participate in. the
slalom, ski-jump and downhill.

Meanwhile a tyrannosaurus is prowling
around so hang on to your spear. Be-
cause the maze is drawn diagonally.
control is a little difficult. C A

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

6

3
4

Your window on to deep space shows
the traditional scrolling starry back-
ground. Aliens  are only  visible when
they come out of hyperdrive and start
blasting you. Their drive status is indi-
cated o n  the radar panel, whic h is
divided i n t o  squares. Some o f  the
squares have white dots on them and if
you chase the aliens into one of these
areas then they can't fire at you.

Every time they hit you your power is

of both are limited. You must also keep
an eye on your fuel, which may not get
you there and back again unless you fly
at a sensible speed.

The scenery scrolls smoothly past as
you fly over undulating hills punctuated
with inv it ing targets which y ou can
either bomb or blast with your guns. The
trickiest opponents are the guided mis-
siles, b u t  once you've developed
appropriate tactics to deal with them

So what has it got? Well, you control
a little man who fl its about the screen
blasting a t  waves o f  aliens as  they
descend from above or rise from below.
He has to be pretty nifty because most of
the aliens move a lot faster than he does,
but they do have (for the most part) very
predictable flight patterns.

His biggest drawback is  that he can
only fire in four directions. Eight is bad
enough but four  is  very limiting and

if this happens you have to start all over
again.

Once through the meteor storm, you
are given a brief time to repair your ship.
using special repair units. The number
of units available depends on how many
meteors you managed to blast earlier.
You must allocate the units to shields,
hull, and movement controls as you
think fit.

Next you do battle with alien craft

The first (slalom) is dotted with logs
arid rocks as well as the gates which you
have t o  negotiate t o  complete the
course. Each t ime y ou pass c leanly
through a gate. you hear what is de-
scribed in the instructions as a 'ping'.
However, if  you fail to get through any
three of these you are immediately dis-
qualified and go straight on to the next
test of skill, the ski-jump.

Crashing into a tree, log or rock,kills
you and a rather nice helicopter collects
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Screen Test
VIODORE 64 • COMMODORE 64

is a duff game S H

GRAPHICS 5
SOUND 3
ORIGINALITY 5
LASTING INTEREST 4
OVERALL 5

GRAPHICS 2
SOUND 1
ORIGINALITY 6
LASTING INTEREST 2
OVERALL 2

GRAPHICS 6
SOUND 6
ORIGINALITY 4
LASTING INTEREST 6
OVERALL 5

chances. SC

GRAPHICS 6
SOUND 4
ORIGINALITY 4
LASTING INTEREST 5
OVERALL 5

sents a real challenge. SC

GRAPHICS 7
SOUND 5
ORIGINALITY
LASTING INTEREST 7
OVERALL 6

1

G A M E :  JUNGLE TROUBLE
M A C H I N E :  COMMODORE 64
CONTROL; KEYS
F R O M :  DURELL, £6. 95

This was an entertaining, single-screen
game on the Spectrum in which you had
to jump across a crocodile-infested riv-
er, chop down trees, leap over a fire-pit
and then over a widening chasm. In this
translation, the task has been divided

depleted and if it reaches zero you lose
your one and only life. Power builds up
again during quiet moments however so
there's a  certain tactical element in-
volved in  deciding when to  h i t and
when to run.

The title screen flashes up details of
your mission in  suitably nonsensical
sci-fi jargon and is accompanied by
some impressive martial music.

Star Crash doesn't offer anything new
then level 1 shouldn't present too much
of a problem.

That still leaves levels 2 to 5, however.
The enemy's firepower becomes in-
creasingly effective. The missiles get
faster and faster, and worst of all you're
liable to bump into a hostile jet who can
move a lot faster than you can and is
pretty nifty on the fire button as well.

The graphics in Harrier Attack have
some nice touches and when you about-

even with joystick control you'll have to
do a lot of jerking about to get your
targets.

Every so often you must dock with a
mother-ship to refill your jet pack, but
there's no skill involved and not much
interest either.

Don't get me wrong -  I'm a great
shoot-'em-up fan and have been known
to stare glassy-eyed at the screen for
several hours with the sweat gathering

who swoop down towards you i n
groups of three. They then jerk about in
front of you peppering you with a host of
laser bolts.

Star Command suffers from irritating
pauses between game sections as you
wait for meteors and aliens to appear.
There's no on-screen scoring, and dur-
ing the repair phase you're likely to find
yourself running out o f  time before
you've allocated all your repair units
you on its way across the screen, doubt-
less to pick up other fallen skiers and
deposit them o n  th e  never-ending
slopes of their dreams - which I suspect
are rather better than these.

Anyway, killing yourself immediately
takes you on to the ski-jump in which
you pound the space bar or fire button
as rapidly as possible to accelerate, and
have to take-off and land without mis-
hap. Then you get your rating.

The ratings start off at the worst as
AUGUST 1984

into four separate screens. Bu t the
primitive quality of the animation and
the graphics makes one wonder who
Durell employed for the job: a chimpan-
zee perhaps? C A

for interstellar mercenaries. Expect
aching fingers and not much else. C A

turn in mid-air the plane dips its wings
convincingly. The action is fast enough
and at the higher levels the game pre-

on my forehead, but I  couldn't get
worked up over Star Trooper. Enlist i f
you must, but this is one inter-stellar
crusade I won't be joining. S C

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

5

4
4

There's tough competition in outer
space and Star Command is just a bit
too average for me to give much for its
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achieved rather frequently at first).
finally progressed to Rubbish. Not that
it's hurt feelings that make me think this

PCG AMES 4 1



SPECTRUM 48
SPE 480 ZZOOM
SPE 489 Z I P  ZAP
SPE 48 10 STONKERS
SPE 48 11 ALCHEMIST
SPE 48 12 PEDRO
SPE 48 14 COSMIC CRUISER
SPE 48 15 B.C. BILL

SPECTRUM 16K
SPE 161 ARCADIA
SPE 165 AH DIDDUMS
SPE 166 MOLAR MAUL
SPE 167 JUMPING JACK

ATARI
ATARI 13 LEGGIT

DRAGON
DRA 32 12 PEDRO
DRA 32 13 LEGGIT
DRA 32 14 COSMIC CRUISER
DRA 32 15 B.C. BILL

ELECTRON
ETRON 12 PEDRO
ETRON 15 B.C. BILL

BBC 32
BBCB 12 PEDRO
BBCB 14 COSMIC CRUISER
BEICB 15 B.C. BILL

VIC 20
VIC 201 ARCADIA
VIC 202 WACKY WAITERS
VIC 203 CATCHA SNATCHA
VIC 204 BEWITCHED

COMMODORE 64
COM 64 1 ARCADIA
COM 64 12 PEDRO
COM 64 14 COSMIC CRUISER
COM 64 15 B.C. BILL

•



the name of the game
Available from:— W.H. Smith, Menzies, Boots, Lightning dealers and all
good computer stores. Or send cheque/Postal Order for E5.50 Inclusive
VAT and P&P for each game, direct to Beau-Jolly, 19A New Broadway,
Ealing, W5.

-JOLLY
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SAME:  BOZOS NIGHT OUT
MACHINE: COMMODORE 64
CONTROL: JOYSIKK
FROM TASKSET, E6.95 CASS, E10.00

DISK

The aim in this one is to arrive home
after a night out as drunk as possible. So
I'm sure it won't appeal to any readers of
PCG.

G AME: CARNIVAL MASSACRE
MACHINE: ATARI
CONTROL: JOYSTICK
FROM: THORN EMI, E9.95

Carnival Massacre takes you out to the
fairground. where Butcher  B i l l  and
Ruthless Rick are indulging in a bit of
Bank Holiday human sacrifice.

That (of course) is where you come in.

GAME: ORC ATTACK
MACHINE: ATARI 400, 800, XL
CONTROL: JOYSTICK
FROM: CREATIVE SPARKS, Eo• 95

Orcs are not, by  any  stretch o f  the
imagination, nice people. Instead o f
waiting for an invitation, like civilised
folk, they just come charging at your
walls with arrows and spears without so

GAME: CAVERNS OF KHAFKA
MACHINE: ATARI
CONTROL: JOYSTICK
FROM: COSMI, E8 95 CASS, E12,95

DISK

Remember Aztec Challenge and For-
bidden Forest? Both games were prog-
rammed by  Paul Norman and now
here's his latest winner, set in an under-
ground Egyptian tomb.

The action starts with Bozo leaving a
bar where he's been drink ing pints of
'wobble juice'. H e  emerges on  t o  a
handsomely drawn street to  discover
that a  policeman, an old lady, and a
yobbish-looking gentleman are after
him.

So y ou mus t guide h im  carefully,
dodging the company. and also the

' numerous man-holes which may open
at any moment.

reckless hero that you are. The cartridge
loads instantly, so there's no excuse for
hanging around while decent folk meet
their doom.

Butcher Bill has hit on the bright idea
of zooming along the top of the screen
dropping rocks on to the three ferris
wheels below. Jolly fairground music
plays as the people on the wheels get hit
by falling rocks and plunge earthwards.

You must rush to and fro along the

much as a 'by your leave' or a 'may I?'
An Englishman's home is his castle. In
this case it's a castle anyway. So there
you are. patrolling your battlements and
moving about like a glove puppet.

Down below are those vulgar Ores,
They stride around purposefully and
you can see they're evil because they
have enormous green, beaky noses.
Some fire away at you with crossbows,
while others get ladders to scale the

Caverns o f  Khafka is  essentially a
Manic Miner game with variations. The
caverns are littered with treasure which
your little animated figure must collect
in order to move on to the next level.

There are four levels, and in each one
you explore the caverns negotiating
moving platforms, acid baths, ladders,
and other hazards.

Levels two and three have the added
attraction of k iller bats and darts flying
through the caves. In level 4 • oops1 -

1
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As he makes progress, the screen
scrolls along the street. If he tires of this,
he can nip through a doorway for a
dangerous 'shortcut' through a  very
pretty-looking park, populated by bizar-
re creatures. I  recommend sticking to
the street: it's no longer and a lot safer.

Once you reach home the scene
switches to the next night, except that
this time you've had five extra pints.
Unfortunately the more Bozo drinks,

bottom of the screen dodging the rocks
and trying to catch the holidaymakers
before they hit the ground.

Once you've rescued -  or failed to
rescue - all the people. a pistol appears
on the ground and a small hourglass
materialises in the sky. Now it's your
turn to blast away at Butcher Bill for
bonus points before you saunter along
to the next sideshow.

In the next screen Ruthless Rick

walls_ But you are not defenceless: at
either side of the screen are cauldrons of
boiling oil and swords.

Oil is a particularly potent weapon.
When a horde of Orcs is nearing the top
of the ladders .!/ou sneak up, give it to
them and watch them take a tumble.

The swords are for when they reach
the top. You grab one and slash away at
Orc after Om This is pretty dangerous
as you run the risk of getting a crossbow

the ground seems to have disappeared,
and the only way' you can find your way
about is by looking carefully for tell-tale
signs of safe pathways.

You start the game with five lives and
must collect 40 treasures. You get an
extra life for every 20 treasures you
collect and a period of invincibility for
every ten treasures.

By the time you reach level 4 you have
to hunt down 80 treasures a  mammoth
task that should keep most gamesters

GAME: ENCOUNTER
MACHINE: COMMODORE 64, ATARI
CONTROL: JOYSTICK
FROM NOVAGEN, E9,95•
Hot, sweaty, and shaken, you'll need a
shower and a long rest to calm your
nerves after playing this exciting game.

Encounter has you speeding to and
fro across a 3D alien landscape, hunting
down alien craft and teaching them
good manners with the aid of the fire
button The  speed of  the action is
astonishing and the 3D effects are right
at the top of the league.

The only way to describe this game is
to say that it's like playing Battlezone at
high speed, with better graphics and
more variety. You peer through the
AUGUST 11984

the harder he is to control. But every
time he gets caught he loses from two to
five pints, and sobers up a bit.

By the time you reach about 35 pints,
a tartish-looking young lady joins those
chasing y ou, followed b y  p ink
elephants. At around 47 pints your
control of Bozo breaks down almost
completely and he lurches wildly all
over the pavement making further prog-
ress nigh impossible,

clambers up the roller-coaster and
plants bombs. Once again you must
catch the unfortunates who are thrown
to almost certain death by this anti-
social behaviour.

Butcher Bill joins in the fun at this
stage. dropping his rocks on  you
whenever he gets the chance. As in the
first screen, you get the chance to hit
back at him when there is no-one left to
catch_

bolt in your eye, which takes some time
to pull out.

N'ou have two lives and next to this
number is displayed the number of hits
you can take before losing one. When
you're out of lives there is a gruesome
scene as your head drops off and falls to
the ground.

As well as ordinary Ores you will also
come up against a sorcerer and his evil
spirits, Stone Warts and Demon Trolls.

busy for quite a while,
The graphics and sound on Khafka

aren't quite up to the standard of some
platform games currently on the market
- Son of Blagger for example wins on
both counts.

However the game is very playable
once you get the hang of using the
joystick, which uses a  rather fiddly
combination o f  button a nd stick
pushing to achieve all the different
movements.

windscreen of your ship at a vast de-
serted plain punctuated by large black
pillars. As you move about the display
scrolls smoothly in all directions with
faultless perspective.

Suddenly your radar screen picks up
an alien and then you find yourself
careering madly across the plain in
pursuit. dodging shells and loosing off
as many of your own as you can. The
shells ricochet off the pillars very realis-
tically as you play cat and mouse with
the opposition, who can move a lot
faster than you can, They're also very
good shots.

Once you've despatched a sufficient
number of aliens and dodged guided
missiles in a running battle that involves
strategy as well as speed, you're given a
few seconds to find and enter a dark

Screen Test

Bozo's Night Out comes across as a
rather simple game. On the other hand it
offers pretty graphics. a different game
idea and nice touches of humour. C A

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

Carnival Massacre is a simple game
with pleasant but repetitive music. It's
not quite all the fun of the fair, but its

The game is good fun, but is definitely
not for those of a nervous disposition.
Graphics seem a little blurred for the

Caverns o f  Khafka should tempt
quite a  few gamesters underground.
Paul Norman sadly hasn't produced
another Forbidden Forest. but this is a
very enjoyable game nonet Ii Jess. S C

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL
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gateway, If you don't get there in time
you find yourself facing another attack
wave.

If you do get through the gateway then
you suddenly find yourself speeding
through space dodging asteroids as you
head for the next of eight levels of play.
Night has fallen on the planet and the
aliens are meaner than ever.

There are three skill settings and you
have five lives. Encounter is a chart-
opping bit-blaster that no Commodore
or Atari owner should be without. S C

P C GAMES 5 1
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From the moment you sit
down to play you'll be thrilled by

this exciting. original. laugh a
minute game.

Your job may look easy to the rest
of the world, but you know the hazards -
speeding cars and pavement cyclists can

both shake you up. Let's face it cars can
be fatal

But d that isn't enough you've got the
(  o t h e r  problems of vicious dogs, the after

effects of overeating in the transport cafe or orw
too many in the boozer. .
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graphics.
With seven levels of play featuring three

attempts to finish the game t assuming you are not
:run over by a car) Trashman will provide even the

most experienced games player with a thrilling
challenge. 1 or 2 player option, Hall of Fame and
joystick compatibility* ensure this game has all the

best arcade features.
ON ' t  Trashman is available NOW for the 48K
P- •-•••• ;
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G A M E :  QUACK-A-JACK
MACHI NE :  ORiC liATMOS 48K
CONTROL: KEYS
FRO M: SEVERN SOFTWARE, £7.50

Where could you meet kangeroos. vam-
pire rabbits and prawns? Give up? The
answer is in Quack-A-Jack, a zany new
game from Severn Software.

As Red jack, a famous pirate duck
(hence the name of the program), you
find yourself in a strange dungeon. Your
prison is littered with valuable gold
coins and weird eggs. Get the coins and
eggs to score points.

If you fail to collect an egg within a
certain time limit, it will hatch a fearful
winged monster, t h e  Terraductile
(shouldn't that be Pterodactyl?). This
zooms across and destroys you. Initially
there are five eggs to collect, but later on
this number increases dramatically.

The chasers (there are 16 different
ones, including burgers, prawns, micros
and ice-cream cones) together with the

G AME : NOw0TNIK PUZZLE
MACHI NE :  °RIC VATMOS 48K
CONTROL: KEYS
FRO M: TAN SOFT, E6.90

G AME : GHOSTmAN
MACHINE: ORIC I /ATMOS 48K

Not being one who particularly enjoys
solving puzzles. I was loath to receive a
program to review that claims to be a
'sort o f Rubik's Cube'. Gradually my
opinion changed, so that now I think
Nowotnik Puzzle is the best puzzle
game available for the One, and I even
like playing it!

Several screens o f  instructions are
thoughtfully supplied; although th e
puzzle itself is relatively simple to follow
and understand after a few games. You
must arrange a randomly mixed grid of
squares into four separate squares, each
consisting of segments of a single col-
our
. There are five levels o f  difficulty,

CONTROL; KEYS
FROM: SEVERN SOFTWARE,  E7.50
Well, I never, another Pac-Man clone.
but do Uric owners need another vet
sion of the game? What we don't need is
several almost identical versions. IjIK's
Ghost Gobbler is very similar to Ghost-
man and Tansoft's Oricmunch isn't
much different either.

Unless you've been on Mars for the
last couple of years, you'll know that the
aim of the game is to go about a maze,
gobbling dots and avoiding ghosts. eat-
ing bonus fruit if possible. There is only
one maze in this version, which is well
laid out. The graphics are uninteresting

AUGUST 1984
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stationary cooking pots continually
make life difficult; you must avoid them
at all costs.

The Toy Room -  those teddies look
mean! -  is just one example o f the
humour in this program, and they're not
joking either!

Your weight crumbles the flagstones
as you move off them, to make impass-
able gaps. These gaps can be lethal later
on. if your passage to an egg is blocked
by a balloon or ghost. In a real emergen-
cy (i.e, frequently) a whole horizontal
row can be moved left or right, enabling

which determine the degree o f frag-
mentation of the shape. When I first saw
the easiest level. with 16 squares o f
various colours, I  thought i t  was a
pushover i t  wasn't; but you should see
the hardest level -  it's impossible (well.
nearly!),

In the top right-hand corner there is a
miniature reminder o f what the finalL
•
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and blocklike but smooth, and colour is
used unimaginatively. The  maze i s
white, and features a green pac-person
and ghosts (this colour changes as you
progress through each level). There isn't
a joystick option o r  any chance to

GRAPHICSSOUNDORIGINALITYLASTING INTERESTOVERALL
87

_
6

7
7

you to get off an 'island' you may have
created by mistake.

The graphics are colourful and very
well done. The programmer has also
given each chaser unique movements.
Control keys are easy to use; a 'pause'
feature is provided as well as a Hall of
Fame. On-screen instructions are a vir-
tual copy o f the cassette insert, but
fortunately you can skip through them
before each game. Each new screen
brings a different little rhyme. There is
one serious bug however: i f you start a
hard game (press option 2 -  start at
screen 6), you start with a 25,000-point
bonus!

All in all though. an addictive, excit-
ing and challenging game which i s
worthy of a place in anyone's software

product of your efforts should look like.
You use the numerical keys 1 to 8 to
move the fragments about. The arrows
by the numbers on the screen indicate
which way the grid moves when you
press that number.

The motion of shuffling the square is
particularly good -  fast and smooth.
Sound is only mediocre, but that isn't a
fault as sound isn't essential for this kind
of program.

If you haven't the time or patience
required to solve puzzles like this, you
won't think this program is such a good
buy. But i f you enjoyed Rubik's cube

change the controls.
There are several good points -- the

keyboard control is excellent, action is
fast and smooth, the ghosts are intelli-
gent, an almost obligatory Hall of Fame
is provided, the volume o f sound is
controllable and the appropriate arcade
noises are supplied

Even so, I feel that the Oric isn't used
to its full potential. If there were a few
more mazes, multi-player options and
better graphics, i t  would be a  much
better buy. R A W

P C GAMES 5 3
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G AME : WORLD CUP
MACHI NE :  SPECTRUM 48K
CONTROL: KEYS, KEMP, SINC
FRO M: ARTIC, E6.95

G AME : STUART HENRY'S POP QUIZ
MACHI NE :  SPECTRUM 48K
CONTROL: KEYS
FRO M: BELLFLOWER, ES, 75

Football is an extremely difficult game
to simulate on a Spectrum. and this isn't
a very successful attempt.

The setting is a  World Cup tourna-
ment, and you start by deciding what

Are you ready pop pickers? Okay,
here's the first question: whose real
name is Freddie Bulsara? No, I didn't
think you'd get i t. I t  is. o f  course,
Freddie Mercury. And with a name like

G AME : CARPET CAPERS
MACHI NE :  SPECTRUM 48K
CONTROL: KEYS, JOYSTICK
FRO M: TERMINAL, E5.95
If you haven't quite got the artistic touch
with a brush' to play a Crazy Painter
game you could do worse than try your
hand at this more robust variation_

Instead o f painting you have to lay
carpets. This is difficult enough at the
best of times, but in Carpet Capers you

G AMS :  STOP THE EXPRESS
MACHI NE :  SPECTRUM  48K
c o m m a  KEYS, SINC

SINCLAIR, E7.95
A swashbuckling adventure this, with
graphics rarely equalled on a Spectrum.

You take on the part of a very cute-
looking secret agent with green suit and
a bright yellow mop of hair. Right from
the start, when you see yourself lowered
down a rope on to the roof of a moving
train, you know this is going to be a
special mission.

Your aim is to  stop the train by
reaching the front o f i t, 20 carriages
away. Bu t what a  train! Beautifully
drawn in blue, red and green trim, i t
scrolls handsomely across the screen as
you move along it, leaping from carriage
54 P C  GAMES

G AME : BEWAREHOUSE
MACHINM SPECTRUM 48K
CONTROL: KEYS
FRO M: POSITIVE IMAGE, E.5.95

There's a quaint feeling about this game,
although i t won't really charm you i f
you've paid out good money for it. It's
an old-fashioned jump the balls and
avoid the falling boxes game with equal-
ly ancient graphics.

team you  want t o  represent, and
whether you're playing against the com-
puter or against other players.

So far so good. But when the players
make their appearance on the pitch
accompanied by a horribly out-of-key
rendering of the Match-of-the-Day sign-
ature tune you begin to have doubts.

The players are tiny stick figures,
black for one team, white for the other.
Their animation isn't very convincing,

that it's no wonder he changed it.
That's just one of the 756 questions

you'll have to wrestle with if you take on
Mr Henry's pop quiz. They aren't all
quite so obscure as the one above. For
instance, you can count yourself an utter
pop music dunce if you don't know who
starred in the film Summer Holiday.

The large number o f questions i s
divided into several different quizzes,
each of which starts with this program's

face a host of problems besides banging
your thumb with a hammer.

The game has nine screens, each one
representing a  different room to  be
carpeted and each one presenting par-
ticular problems. In  the conservatory
there are numerous bushes t o  b e
avoided. in the billiard room an enor-
mous table blocks your path.

In each room you have a target -  in
pounds - for the amount of carpet you
must lay_ You get only El  fo r  every

The animation is slightly jerky and the
game is very boring. On higher levels
ghosts appear but they don't make it any

consisting mainly of a rather jerky run.
And when two opposing players over-
lap, the black one momentarily dis-
appears. making it hard at times to keep
track of play.

But the biggest draw-back is the play
itself. You can't, of course, control all
your team's players at once (there are six
per side) -  you simply control the one
nearest the ball. If your opponent has
possession, you must try to run your

gimmick -  a mystery tune. A musical
staff appears and when you get a ques-
tion right you have the chance to fill in
one of the notes. The only problem is
that the burst of music is so short - only
five or six notes tha t it's very difficult to
recognise it.

Players must remember to be careful
typing in exactly the correct answer,
although what the program considers
correct is sometimes a bit puzzling. I

square foot and penalties are incurred
for being too slow.

Scattered around the screen are the
various tools you need to do the job:
hammers, tacks and cutters. These must
be collected before you can start scor-
ing. You must also regularly stop to eat
the food and drink the tea which are in
the rooms.

The main trouble, though, is that the
house is full of rival fitters, all beavering
Liway to cover the same rooms.

PCG HIT *  PCG HIT *  PCG HIT *  PCG HIT *  PCG HIT P C G  HIT *  PCG HIT *  PCG

to carriage.
No time to enjoy i t though, because

evil red agents (the KGB, no doubt) are
climbing on to the roof behind you and
hurling knives at your back. Fortunate-
ly, although you have no gun. you're a
very athletic person. You can run in
both directions, jump up. left and right,
and lie down to dodge knives.

You can knock the reds off the train
by kicking them, but a much safer (and
more entertaining) method is to use the
'snake birds' which fly overhead. Just
leap up and catch one, and then release
it so that i t wriggles along the train
devouring anything red in its path.

With some practice it's possible to get
half-way along the train, whereupon
stage two begins. This time you're inside
the carriages and the red agents are

attacking you from the front. You must
leap over them, while dodging ghost-
like creatures overhead.

Should you manage to reach the front,
you simply try again with more reds to
avoid.

One nice touch is that after you've
perished you can see a complete replay
of your mission. Indeed, as I write this,
am happily watching myself reach with-
in two carriages of the front. Makes you
truly proud to belong to the CIA. C A
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G AME: DEFENDA
MACHINE: SPECTRUM 48K
CONTROL: KEYS, SINC, KEMP
FROM: INTERSTELLA

This is  an above average version o f
Defender that should please all shoot-
'em-up addicts. This version has reason-
able graphics and impressively fast ac-
tion. All the usual features are here as
you zap about the skies blasting aliens

man into the man with the ball in the
hope that the 'tackle' leaves you with
the ball,

If i t  does, then your  best tactic is
simply to weave your way toward the
goal using the single player -  this is far
more successful than trying to pass, but
unfortunately it results in a rather bor-
ing game. Similarly the easiest techni-
que for  scoring is not to shoot -  the
computer-controlled goal-keepers are

typed in  T he Kinks ' in  reply to one
question only  t o  be told that I  was
wrong - the correct answer was 'Kinks'.

Even though the program claims to
contain 756 questions you soon find the
same ones cropping u p  in  different
quizzes, whic h doesn't do  much for
maintaining your interest.

But the whole thing is well-presented
in a straightforward way and there is a
good cause to benefit from the sales -  a

To move from room t o  room you
collect the key and find the right exit -
but only after reaching your target.

If you carpet yourself into a corner
you have to wait for your apprentice to
come and rescue y ou -  there's n o
walking over new carpet.

Carper Capers is frenetic fun but its
graphics are disappointing -  the figures
are small and there are so many rivals
about that the screen display is some-
times very confusing.

AUGUST 1984
1

and rescuing humans.
If you don't have a joystick, not to

worry, there's a good selection of con-
trol keys to choose from. S C

oo agile. Just dribble the ball right into
he net...!

Unfortunately I couldn't see what the
nicely drawn spectators were getting
excited about C A

GRAPHICS
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OVERALL.
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percentage of  the profi t will go to the
Multiple Sclerosis Research Fund. a
charity close to  Stuart Henry's heart
since he suffers from the disease. P C

Particularly annoying, though. is the
layout of the keys. What excuse is there
for having up and down next to each
other? Get a joystick if you want to play
this game. P C
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FOR SPECTRUM 48K

CONQUEST
C O N Q U E S T  A Li(ical garri(2 which e
.
s i u n  v c t i . J t  1
players will find both challenging and rewarding

Mediterranean Europe is divided into grid squares. Your
aim. as Emperor. is to gain I 00 squares of territory as quickly as
possible — at the same time dealing with Barbarian counter-
attacks. plagues, civil war and rival Emperors.

5 levels of skill, plus a continuous 'Conquest game where
all the difficulty levels are thrown in together

3 D  B A T  A T T A C K  An all action, 3 dimensional
maze game where you gather up blocks of gold, at the same
time pitting your wits against vicious vampire bats whose
only purpose in life is to locate, hunt and kill you.

4 levels of skill. At each level the game gets faster and
more complicated, and the vampires more dangerous.

FOR SPECTRUM 48K

A v
i l fAFTER THESE

THE REST IS KIDS STUFE
Are you ready kir CheetahSoft?
There's only one way to find out.

But be warned: these vampire bats know
a good meal when they see one: And our
friend with tke
scythe has •had ye'ars CheetahSoft
of experience

So don't play unless you're ready
to play the game for real. Because you'll
find there's one sure thing about
CheetahSoft: Soft we're not.

L6_95 at all
good stores.

Also available by sending cheque:postal order for E6.95 to Cheetah Soft Ltd, 24 Ray Street. London EC1. Tel 01 -833 4733
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GAMS: HOWZAT
MACHINE: SPECTRUM 40K
CONTROL: KEYS
F R O M WfVERN, E.5.50

Howzat, as you've probably guessed, is
a cricket simulation. Unfortunately
Wyvern fail to tell you that it's for two
players, and knowledge of the real game
is helpful.

GAMS: CONQUEST
MACHIN& SPECTRUM
CONTROL: KEYS
PROM: CHEETAH  SOFT, E6.95

'Mediterranean Europe is divided into
grid squares. Your aim, as Emperor, is to
gain 100 squares of territory as quickly
as possible -  at the same time dealing
with Barbarian counter attacks, plagues,
civil war and rival Emperors

PCG HIT *  PCG HIT *  PCG HIT *  PCG HIT lir PCG HIT *  PCG HIT *  PCG HIT *  I  *  PC

SAME:  SABRE WULF
MACHINES: SPECTRUM 48K
CONTROL: KEMPSTON, CRSR, SINC
F R O M ULTIMATE, 0 .95
The weeks before the release of a new
Ultimate game are always exciting. The
company's previous two releases. Lt4 'tar
letman and A tic Atac, were not only
expertly programmed but brilliantly ori-
ginal - both pushed back the frontiers of
what was possible on a Spectrum.

So what would the next game be?
Could Ultimate do it again? With hands
sweating. you jam the cassette into your
recorder and load up while feverishly
trying to make sense of mysterious clues
in the cassette inlay. It's loaded. You
start playing and disappointment.

It's just a version of Atic Atac.
Those are your first thoughts. But as

you begin to get into the game, begin to
understand those subtleties and those
visions, your disappointment i s  re-
placed by mounting awe, mounting de-
light. Make no mistake. Sabre 140  is
Ultimate's best entertainment yet.

As is Ultimate's custom the game's
instructions do not spell out exactly
what you're supposed to do. nor how
the various game features work. Some
things quickly become clear. Others
don't. If you want to work it all out for
yourself, don't bother reading on.

You play the part o f a new hero.
Sabreman, who finds himself lost in the
middle of a mysterious jungle. The jung-
le is in fact a vast maze which, after
hours of work, we have mapped out for
you on the next page. It's a size of no less
than 256 screens, although this has been
achieved by repeating many screens in
different locations.

58 P  C GAMES

After a brief introduction, the game
gets underway with the option of one
day or first class cricket. If you choose
one day cricket you can play in a variety
of matches from the John Player League
to the Texaco Trophy. On the other
hand, i f you choose first class cricket
you have the option of playing in Coun-
ty or Test cricket or going on tour.

Following this, you pick your team.
All of the 17 first class county squads

After positioning your capital ci ty
your one legion attempts to expand the
frontiers of your Empire. For every five
squares o f  territory gained you are
awarded an extra legion, with a max-
imum of 16.

Once all your legions have moved, a
year passes and the computer shows the
amount of taxes gained and other events
of the year. If you're lucky you will only
lose a little territory to the Barbarians.
On the other hand you could be hit by a

Each individual screen shows path-
ways walled off by rows of extremely
colourful plants and trees. When you
move Sabreman along the path to the
edge of the screen, the picture is re-
placed by the adjacent screen o f the
jungle.

As in Atic Mac, no sooner has the
explorer moved into a location than
vicious creatures materialise all around
him: from snakes, scorpions, frogs and
parrots, to gorillas, fruit bats and lizards.
They're colourful, nicely animated and
lethal to touch.

But out hero is not called Sabreman
for nothing. His sabre chops into them,
makes them disappear in  a  puff o f
smoke. Other animals such as rhinos
and hippos are indestructible but are
turned away by the sabre.

The way Sabreman uses his sword is a
delight_ lust press the fire button, and he
weaves, flashes and thrusts in fantastic
style. Provided he is facing the attacker,
he is safe.

Another crucial aid i s  the use o f
orchids. These flowers will bloom for a
couple of seconds, and i f Sabreman is
nearby he will be stained the colour of
the flower and rendered invulnerable to
attack so long as the intoxication lasts.

There are fi ve different types o f
orchid: one speeds him up. another
slows him down and the purple orchids
disorientate him so that you must oper-
ate the controls in reverse! Despite these
complications it's imperative to make
good use of the orchids., because under
their protection Sabreman can cover a
good deal of ground in safety.

On his travels he will come across a
large number of objects which he col-
lects automatiealy by passing over them.

and the seven test squads are available
for you to select from. Alternatively, you
can choose your own team from the
squads or enter your own set of names.
Each player has his own changeable
skill ratings.

After choosing your opening batsman
your opponent positions his fielders and
selects a  bowler. The actual playing
screen consists of a white boundary line
inside which are the players and wickets

plague. civil war or even assassination
depending on the level of play.

To aid you in your bid for European
supremecy, you can build forts to pro-
tect land, and ports and canals allowing
you speedy transportation of troops.

The game offers five levels of difficul-
ty, In the first you only have to contend
with the Barbarians arid each further
level adds an additional hazard, with the
fifth giving you the works, and therefore,
taking longer to play.

Most o f  these are simply treasure or
spoils to gain extra points. But the small
red statues arc invaluable as each one of
these gives an extra life.

What about the 'Wulf' itself? This
impressive looking creature inhabits a
strip at the bottom of the jungle and is
invulnerable to Sabreman's sword. But
apart from the occasional savage attack
his part in the game is relatively minor_

The task, apart from "staying alive. is to
escape from the jungle through a cave.
The cave is hidden inside a temple,
which is two locations above the start.
But to reach it you must travel through
almost the entire maze.

What's more, the cave is guarded by a
keeper who will only be moved by an
amulet which has been broken into four
pieces and hidden around the maze. So
you must find the pieces, which are
hidden in different locations in each
game. and then enter the temple.

I can reveal that the only clue to the
whereabouts o f the amulet pieces is
given by the natives. When they are
directly in line with a piece horizontally
and vertically, they turn slowly and a
stern tune is played.

That is just one o f the many line
effects that show the incredible atten-
tion to  detail in  this program. Sabre
Vitt f will get even an expert game-player
engrossed for many hours. I'll even stick
my neck out and say it's more fun than
Atte Mac. C A
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Screen Test

•  SPECTRUM • SPECTRUM

GRAPHICS 6
SOUND 4
ORIGINALITY 7
LASTING INTEREST a
OVERALL 6

(also white). Graphical quality is minim-
al as the players are simple stick figures
with poor animation. Other displays
such as the scoreboard, bowling analy-
sis and scorecard are all set out like the
real thing and are just as good.

In testing this program one major bug
was found. When choosing the teams it
is possible for the same player to play in
both sides and also it's possible for one
team to play itself, for example: England

Graphics are good d  n d distinctive
with the map of Europe clear, accurate
and well presented. The rest o f  the
graphics, such as the legions, the Barba-
rians and the forts are simple but well-
done. Colour has also been used well.

Unfortunately, sound is not up to the
same standard. A tune is played at the
beginning and end o f the game, but
otherwise is unused,

If you like strategy this game's for you.
rating high on lasting interest and origi-

Ultimate's
team effort
For some time now Ultimate have been
recognised as the most exciting software
house around The fact is, they have yet
to release a game which is less than
AUGUST 1984

vs England or England vs Somerset in
which Botham plays fo r  both sides.
Wyvem could have easily prevented this
by including a  simple check in  the
program f F

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL

nality. Even shoot-'eni -up freaks may be
tempted to try their hand at playing the
ultimate imperial megalomaniac. i F

superb. Which is some record.
All their programs are a team effort,

the team consisting of brothers Tim and
Chris Stamper with Carol Ward and
John Latchbury. Chris and John prog-
ram the structure of the game, while Tim
and Carol concentrate on the graphics.
We have been working on Sabre Wulf
full-time and at weekends, ever since

completing Ark Attic'. said Tim. This
six months development time was re-
sponsible for the decision to  sell the
game at almost double Ultimates pre-
vious prices.

Much rests on the success o f this
game, because (and this is supposed to
be a  secret) i t's to  be the first in  a
four-part series. But don't worry Ulti-
mate - you've got another sure-fire hit

PC GAMES S 9
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Ever bought
a game that's not as

good as its box?
Everybody has seen th e  home computer

game packs that sparkle with imaginative colour
and graphics, and lure buyers into the store.

Sadly, some who have bought have found that
the game sparkled less than the box. For, as more
and more companies jump on the home computer
bandwagon, it becomes ever more likely that most
of the imagination and exci tement is concen-
trated in the pack. Instead of playing a fast game.
you lose a fast buck. Or, more likely. several.

Yet games have become increasingly soph-
isticated. Scenarios are more varied, levels of play
have been increased, and high resolution colour
graphics capabilities arc being used together with

Please rush me my free copy of The Best
thinking of getting

Send the coupon.
Have a good game without being had.

1

dramatically improved sound effects. The trick is
to know which games are as good on scTeen as
they are on the pack.

Relax. Help is at hand. Logic 3, publishers of
the mo s t  e ffective se l f  pacing programming
tutorials, have selected Th e  Best Games fo r
Britain's top home computers.

So buy only the best. Send today for your free
copy of The Best Games from Logic 3, and learn
how you could save 12.00 when you buy your
next computer game. If you're a dealer, we Nv o n t
hold i t  against y o u  —  trade  enquiries a re
welcome.

Do it. Now.

1 • • ,  e l o n •  o n .

Name

_

Games. I  already have/am 1home computer.

Address

I Count y  P o s t c o d e

LOGIC 3

PC G 9 841

THE KEY TO THE WORLD OF TOMORROW.
Logic 3 Ltd, Mountbatten House, Victoria Street, Windsor St4 I HE

1
1
111
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Screen Test

ITH •  GAME OF THE MONTH
G O M M  THE LORDS OF MIDNIGHT
MACI NI I I I I  SPECTRUM 48K
CONTROL: KEYS
FRO M BEYOND, E9.95

Let's not beat about the bush, Forget all
those two-bit games that claim to be the
greatest thing since sliced bread. lust get
one thing into your head - The Lords of
Midnight is THE game for the Spec-
trum. There i s  absolutely no  doubt
about it.

No, it's not a new arcade game, or an
adventure game, or a strategy game. It
really is something completely new, a
type of program that only a year ago you
couldn't even have imagined running on
a home computer.

Just imagine a game with a staggering
4.000 locations. Not only that. but every
one a full-screen colour display with
panoramic views in all directions. Add
to the scenery no less than 32 major
characters, a quarter of a million sol-
diers, dragons, wolves, and other ficti-
tious beings, and you begin to get just an
inkling of the scope of this game.

The scenario is a familiar one, but still
presents an enormous challenge to even
the most experienced games player.
Doomdark the Witchking holds the
land of Midnight at the mercy of the Ice
Fear, an evil force that saps the courage
and well-being of his enemies. Your task
is straightforward -  rally the Free to
your cause, defeat Doomdark, and liber-
ate the land.

The program comes attractively pack-
aged wi th a  comprehensive 30-page
booklet giving background details to
your quest, information about the land
of Midnight and a short story. Don't
skimp on the story. it gives valuable tips
on gameplay.

Taking the role of Luxor the Moonpr-
ince, Lord of the Free, you can use the
Moon Ring to see through the eyes of

any other character loyal to you. At the
start of the game you have three servants
-  Morkin the Boy, Corleth the Fey, and
Rorthron the Wise.

Your servants can be moved around
the country, enlisting soldiers and re-
cruiting other Lords to  your cause.
Every time a  new leader joins your
forces, you are given control over him
and are able to move him about in the
same way.

In order to  defeat Doomdark you
must either wipe out his armies o r
destroy the Ice Crown from which he
draws his power. A  purely military
victory is very difficult since even if you
manage to recruit every available man.
you will still be outnumbered by approx-
imately four to one.

Destroying the Ice Crown isn't easy
either. The only person who can get
hold o f i t is Morkin and he is very

vulnerable, Others may help him in his
task, but there are no tips about this in
the instructions so you'll have to find
out during play.

As you move the characters about the
country, you wil l  see a whole world
unfold about you -  ancient standing
stones. forests, citadels, mountains,
caves, even igloos! Every feature holds a
secret or tells a story - but beware, some
secrets are best left undiscovered.

During the game you will manoeuvre
your armies and engage in battle with
hostile forces. Every leader has his own
character and some are more reliable
than others.

Once you've moved all the characters
in your control and issued the necessary
orders, night falls and the computer gets
to work, Your humble Spectrum has
been elevated to the position of com-
mander-in-chief of Doomdaries forces,
and it does a frighteningly efficient job.

The Lords of Midnight is excellently
presented on screen, with a beautifully
designed character set and an entirely
convincing representation of the coun-
try around you. After a couple of days'
playing I found myself able to tell from
the screen exactly where I  was and
which direction I was heading in.

And I MEAN a couple of days' play-
ing! It kept me up till 5 o'clock in the
morning on one occasion. Once you get
into it, The Lords of Midnight is mind-
gripping to an almost unhealthy degree.

Beyond Software, producers of best-
selling Psytron. have done it again. This
is a superb game and a must for all 48K
Spectrum owners. S c

GRAPHICS
SOUND
ORIGINALITY
LASTING INTEREST
OVERALL
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The Lords of  Midnight. wrote
his first computer program three years
ago -  and ended up in court! 'It was a
racing simulation game for a bettin
shop', he told PCG, 'and we had it ti.
and running in the shop, only to disco‘
er that we had broken some obscut
,law. We had to withdraw the program
though I think we did sell a couple ot
copies to someone in Ireland!• After this
unfortunate experience. Mike started
producing 1 K machine-code program
for the Sinclair ZX80, and later for the
Z1X81. 'I wrote six games in Basic and
Sinclair put them out under the title
Games Pack 1 -  and suddenly there I
was with a cheque for E6,000. Beats
horse racing any day.
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Mike Singleton - master programmer

also produced games for the Vic 20 and
Commodore 64 includ ing Shadow-

fax, ye t another program featuring
horses.

The Lords of Midnight took all his
skills. ' I  had tremendous problems
fitting i t all into the Spectrum.' said
Mike, 'and by the end I was in trouble
for want of just 2K of memory. If I'd had
lhat extra 2K I could have finished the
game two months earlier.'

Meanwhile Mike's forging ahead with
the sequel to The Lords of Midnight,
Doomdark's Revenge. Similar  in for-
mat to its predecessor, the characters
will have even more individuality as you
struggle once more against the forces of
evil. The series wil l  consist o f three
programs in all, and if each is as good as
the one before I can safely predict that
Mike Singleton will soon be a very rich
man. He deserves every penny
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Fort Cybertron, the most well-protected stronghold in
the galaxy. Obliterate the Spinners. Clones and Cyber-
droids as you explore the 64 room complex in search of
the Foil's riches. Avoid touching the walls with their
sizzling high voltage charge and watch
out for the relentless spook who glides
through walls in hot pursuit.
E6.95. tittattom and SIC MICRO
%/onions E7.03)

7
1
"
.

SWOOP,
GHOULS AND FELIX

IN THE FACTORY ARE
ALSO IN THE SHOPS,
AND THEY'RE

AVAILABLC
NOvAr

c o m m o d o r e  6i-
(SUPER-FAST LOADI NG TIME)

e lec t ron  B .B .C .  MICRO

M IC R O P OWE R  L I D .,
NORTHWOOD HOUSE. NORTH STREET.

LEEDS LST 2 AA TEL (0532) 458800
SELECTIVE BRANCHES OF BCGTS CO-OP

ME17tES w  H S M ITH WOOi w OR IH S  ANO ALL
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The latest latest in the line of Alligata classics - fast machine code
action and high resolution graphics combine to put your
concentration and agility to the ultimate tests.
, a  unique split screen feature combines immediate action
viewing with a master plan image of the rail system and
impending dangers. Skillfully manoeuvre this six track railway,
dodging a constant aerial bombardment from airships and
planes, precisely timing the release of your lethal smoke screen
to bring them to grief. Carefully avoid a fatal collision with
the explosive handcarts and keep an eye on your fuel
level - once you've stopped you're a sitting duck.

, f  Blaggei Not many sequels live up to reputation, but in this
drama of one, long continuous screen action the antics of Slippery Sid
will keep you enthralled for days on end ,,,  A  classic battle
spectacular encountering landers, mutants, pods. swarmers. bombers
and ba iteirS. E ,  , •  Five screen arcade spectacular in a head on
clash with the deadly phoenix and battle armed eagles.
Platform programming at its best. 30 nerve racking screens featuring
Roger the Dodger and his cat burglarmg exploits •  ' • How
fast are you with a shovel when your life depends on digging the alien
monsters into the ground' • ' •  •  - Pull out the plug on this

underground darkness and smash the light bulbs in this hazardous
journey against death • •  i m pr ov e  your technique

with this sophisticated program where the computer bids and
plays the other three hands in a full tubber plus scoring

Features full playing card graphics

oiease indicate programs required
•  Loco
E  Son of Wagger
E  Guardian
-  Sugbiaster

•  Blagger
E  Panic Planet

•  Eagle Empire
Li  Contract 8ridge

i I enclose a cheque/PO
Charge my Access/Visa f
Name

Address

oti

Signature

MES
7.95

CONTRACT
BRIDGE f 9 95 1 1

Card No.

• M b  • • • • • • •

178 West
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of order and should

_Payable to Al ligata Software ( Allow 75p for post and packaging ) u  u
A U U U U- 1101n
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•  M N  M . I •

Alligata Software Ltd.,
Street, Sheffield 51 4ET

Tel: (0742) 755796
rmally made on receipt
reach you within 7 d
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611 and contracting floorboards,
limedrzii and use powerful springs to
t A  propel you onto overhanging
ro
p
t 
l
e
d
g
e
s
.  
S
u
p
e
r
b  
a
n
i
m
a
t
i
o
n

' W  aryl spine-tingling
, sound effects.

E.6.95.
(ELECTRON and
BBC MICRO
versions,
E7.95)
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c o m m o d o r e
(SUPER-FAST LOADI NG TIME)

electron
ELB.C. MICRO

MICRO POWER L TD.
NORTH WOOD HOUSE. NORTH STREET.

LEEDS LS7 2 AA TEL  (0532)4513000
SEL ECTIVE B RA NCHE S  O F  BO O T S C 4 O P

MENZ; ES. 0)  I .  SMITH. WOOLWORTHS AND ALL
GOOD 0EALERS

AUTHORS
, W E  
P A
Y  
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L T
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S !

— —

r
TAA'E MY

ADVICE! 800ST YOUR

COLLECTION WITH SWOOP,
-
-j

FELIX IN THE FACTORY
AND CYVERTRON

MISSION!

ed

p



Commodore classic now available
for all ATARI  machines

immaso
J
o
t
, PLUS THE ,U

OFT SOFTWARE, 49 MOUNT PLEASANT. TAOLEY. HANTS. ENUANO

PRICE E 7.50

MMODORE RANGE

11
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(SUPER-FAST LOADING TIME)c o m m o d o r e
electron
B.B.C. MICRO

MICRO POWEP LTD
NORTHWOOD HOUSE, NORTH STREET.

LEEDS I S?  2 AA TEL (0532) 458800
SELK !NE BRANEMES O UOOTS  CO-OP
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COMMODORE 64 VERSION

Defend the space lanes against wave after
wave o f  relentless, screaming Birdmen.
Dodge the missiles raining clown from the
phalanx above and keep clear o f  the
explosive eggs left by escaping creatures.
Features three types of Birdmen, and level
selection (except BBC version). 16.95.
(ELECTRON and •
B B C  
M I C R O  
v e r s i
o n s  
1 7 .
9 5 )

IF !  WERE
YOU, I D  ALSO BUY

FELIX IN THE FACTORY,
CYBERTRON

MISSION AND
GHOULS



BABY
For the Commodore t
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creator of Loco (Game of the Month last
issue), shows off his skills with this PCG-
exclusive listing for the Commodore 64.

Included in this listing are some of the
infamous Commodore control code characters
— the reversed heart-shape and reversed E in
line 0 for example. If you are unsure how to
enter these from the keyboard you should
consult your manual. Full instructions on how
to play the game appear within the program.

Variables
Sc
HI

MO
CH
Y,T
W, E

X
SI, S2, S3

LE
LA
5-7

9-36
38-70

80-150
160-220
230-260
400-602
610-630

2100-2150
3000-3003
40004040
4050-4060
6000-6090

S c o re
Hi-score
Mole
Start of user defined graphics
Machine code addresses
Death checks
Height
Sound
Horizontal speed
Speed of barrels
Set up m/code routines
Set up user defined graphics
Set up screen
Print bands across screen
Main loop
Death routine
Sound
Next level
Define sprites
Set up barrels
Instructions
Evaluate level
Print scores

t P O K E 2 0 4 0 , 2 0 4 1 0 =2 W FO R1 . 1 - ro / t p o K E 2 e 4 e 4
p
R
I
N
I
•
j
a
p
L
E
I
A
S
E
.

1 , A t
A . A •
1
1 1 F
0 ) 2
0 3 -
n -
L E N
O . ?
8 0

P O I K E 5 3
2 4 0 • 3
4 , 3 : P O K
C 5 3 2 4 0
4 2 7 , 2 5 4
0 . 0 s X 5 3

2 t-IEW
T

5  F O R 1 .0 - 0 0 1 1 R E AD I At R O V .E 4 9 1 5 e * I , Ait lE AT
6 FO R1 . 011315 t Woc opo lc x _12298 , , (2oe* 6141 , A

2 4 9 k
2 2 , 2
4 • 1 .

7 v o R t . 0 T o / t e 0 v . 6 t 2 2 0 6 t 2 e 6 , 9 5 I N E I
t t -lEs
1

.
5
6
,
4
9
t
c
L
R
I
.
0
4
-
.
1
2
2
9
6

l e  FeK E
9 oos u821650

F T 0
1 5 6
3
3 4 ,
0 1 P
O l k
. E

1,5 Fowl=eTos ell, e lpot k ec t4s 1,FEEV. (53249,1)11,1
30

1 , 5
1

VA7
3S 
“
5
-
1
-
0
6
0
,
6
8
S
T
E
F
O
t
A
.
1
4
t
t
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1
:
0
p
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t

36 po t (6
F 0 g 1
1 , 5 5
1 F O r
s 6 5 6
3 3 4 0
C

29 P o v T5 3 2 . 6 s , e t o o s o e A e e e : c s . t e e s e
AO P O K E 5 O O O 1 , 8 1 F R I N n . " L ' a : P O K E
-
5 3 a 9 1 , 6 : P O K

P
O
Y
E
A
,
O
A
N
D
S
:
W
c
1

9 2 0  O

* 0
41 $ 1 =5 4 2 7 5 1 5 a =5 4 2 7 1 1 9 3 , 5 4 2 7 3 z V O KE 5 4 e 9 6 ,

E 5 3 Z
0 0 , 6
1 5 Y S
4 3 1
G S U
S 4 0 5
0

4 5  F O R 1 =1 2 8 0 0 - ( 0 ( 1 2 S t 0 3 ) 1 $ 0 0 .0 % , , E I 4 , 0 %
15

SO . 1 1 0 1 2 0 .FOR1 1 1 0 5 4 4 - 1 , 2 0 , 0 P O 4 4 , E 1 0 0 4 . 1 ,
5 0  S O 9 0
3 3 0 0  
0 V ,
E

0
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Your castle is under siege

i
t
i
p
t

from the vile Orc hordes.
They mount a frenzied attack,

sealing the castle walls
with ladders, firing their

lethal crossbows.
To defend yourself, you hurl rocks from

the parapet onto the Ores below.
If an Ore reaches you, dagger in hand, you

grab your broadsword and leap to the
attack. Your ultimate weapon is a huge vat of

boiling oil that you mercilessly pour over
the hapless Ores.

This brings but a brief respite...out of thin
air a Sorcerer appears and you have to pit your

wits against his evil spirits. Only after fighting
the living dead, the Stone Warts and the Demon Trolls

will you be sate.
You should find Ore Attack in any

malor software retailer.

FRF POSTER OFFER
A free poster is available of the

original oil painting featured on the peek.

ANY ATARI C O M P U T E /
CARTRIDGE
C9-95

COMMODORE 6 1
CASSETTE

C7•95

SPECTRUM 4 8 K f
CASSETTE

C45•95
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3 6 0
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150 0 . 2 0 4 N 4 . 5 3 / A : F = 5 3 8 7 9 t F O R I = 1 1 0 1 0 t A = P
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s P E E K ( 1 1 E ,
4 1 .
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O K E Y . ,
1 5 : H .
-
I
t P 0 F E
C , F E E
K 4 , C ) -
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1 D A T A 1

7 4
.
2 5 5 ,
8
.
3 4 , e 5
5 . , 1 / 4
,
2 . 1 1 5
,
2 . 3 4 .
2 5 t

1 ' 1  0 A - - A i 7 8 , 7 C , 1 7 8 , 1 7 0 , 1 4 7 8 , 1 7 0 , 1 7 0 , 1 7 . : '
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n L O A P C A F '
401 p p l-AT'g p fi ts LEF1 ON THE SIDE TO ROT
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4 8 3 0  S O S 0 0 4 0 5 0
lc.,40  R ET U R N
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0-BURT
For the 48K
Spectrum
By Tim Brand
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hop when it arrived in the office. Q-Burt has
you iumping from square to square. avoiding the
bouncing boulder as it drops down from the top
of the pyramid. Colour in all the squares to move
on to the next level. Full instructions appear on
the title screen.

2 R E M  0 -  B U R T
2  R E M
3 R E M  8 % • ,
-  T i t ?  
B R A
N D

4 R E M
5 R E M  1 1 T M  M A Y  1 9 5 4
6 R E M
9 G O  T O  1 5

1 0  L E T  1 b = 1 0
-
0 0 :  L C
-
1  
L e v e
L = 2 :  
L

E T t i v e s = 3 :  L E T  s c m 0 ,  L E T  i n - 1 0
1 3  G O  T O  8 1 018 R f s r o R E  4 0
2 0  F O R  a o U S R  -
a
-  T O  
U 5 R  
" L
-
4 . 7

3 0  R E A D  b :  P O K E  a , I D  N E X T  a
3 5  G O  T O  2 0 0 0
4 0  D A T A  2 5 5 , 1 2 7 , 6 3 , 3 1 , 1 5 , 7 , 3 , 1
5 0  D A T A  2 , 3 , 7 , 1 5 , 3 1 , 8 0 , 1 2 7 , 2 5 5
CO D A T A  2 5 5 , 2 5 4 , 2 5 2 , 2 4 8 , 2 4 0 , 2 2

4 , 1 9 2 , 1 2 8
7 0  D A T A  1 2 8 , 1 9 2 , 2 2 4 , 2 4 0 , 2 4 8 , 2 5

2 , 2 5 4 , 2 5 5
71 DATA 0
e
e , o , l a
e ,
2 5 5 , 2 6
4 , a 5 5 ,

116
7 2  D A T A  0 , 0 , 2 4 0 , 2 4 8 , 1 2 0 , 1 2 b , 2 5

3 , 1 8 9
7 3  D A T A  2 , 3 , 1 , 0 , 0 , 1 , 0 ,  1

0
7 4  D A T A  1 2 5 , 2  I5 3 , 2 4 5 , 8 N  1 0 1 0 0

0 0 , 5 1 N  1 0 0 1 0 0 0 0 , 5 I N  1 0 1 1 0 0 0 0 , o , 0
7 5  D A T A  0 , 0 , 1 5 , 3 1 , 5 8 , 8 2 , 1 2 7 , 1 2

7
7 8  D A T A  1 2 % 7 , 1 2 7 , 1 2 7 , 8 3 , 3 1 , 0 , 0 ,
7 7  D A T A  2 5 5 , 2 5 5 , 2 8 5 , Z 5 4 , 2 4 8 , 0 ,

e
f
i
e

7 8  D A T A  0 , 0 , 2 4 0 , 2 4 8 , 1 2 , 8 , 2 2
1
E 5 , 2

4 2
8 5  G O  T O  1 1 0
9 0  P R I N T  A T  b t a  1 ) , b t a , 2 ) 4 . 2 ,  I

NK c h ;  P A P E R  b t 2 , 6 ) ; " A r ;  P A P E R  b

( a , 4 )
—
&
-
A T  
F l a
,
1 3
4 - 1
, b t
& e
i k  
-

P A

P E R b
i
t a , 3 )
;  
;  
i
l i
L ;  
P
A
P
E
R  
C
h
;  
•  
—  
P

AP E R b ( a , 4 ) ,  -
; R T  
b t a , 1 ) +4 0 0  P A P E R  b t a , 5 : fi
-
l t 4  P A P E R  
C h . .

*; P A P E R  k o
-
t a , 0 1 ;
-
r  
A T  
b ( a ,
1 , 4 -

b t a , 2 ) + 1 ;  P A P E R  b t a , 5 ) ;
-
1 r ,  P R

P E R b t a , a ) ,
- 1 0 0  R E T U R N

1 2 0  R E 5 T O R E
-
1 3 0 :  
D I T 1  
b 1 2 e
, 7 )

1 2 0  F O R  a w l  T O  2 8 ;  R E A D  b ( a , 1 ) ,
b ( a , 2 ) , b t a , 3 )  b t a , 4 ) , b ( a , 5 ) , b i a ,
6 ) , 1 0 ( a , 7 1  N E X T  a1 0 0  D A T A  0 , 1 3 ,

0
, e
,
L
,
r
, 1

1 4 0  D A T A  3 , 1 1 , 0 , L , t , r , 2
1 5 0  D A T A  3 , 1 5 , r , 0 , L , r , 2
1 6 0  D A T A  8 , 9 , 0 „ L , L , T o 3170 DATA 1 5 , 1 3 , r , L , t , r , 3
l e 0  D A T A  6 , 1 7 , r , 0 , L , r , 3
1 9 0  D A T A  9 , 7 , 0 , L , L , r , 4
2 0 0  D A T A  9 , 1 1 , r , L , L , r , 4
210  DATA a , l s , r
o
L , k , y , 4

2 2 0  D A T A R , 1 9 , r , 0 , 1 , 1
-
„
4

2 3 0  D A T A  2 2 , 5 , 0 , L , L , r , S
2 4 0  D A T A  1 2 , r , t
o
L , r , 5
2 5 0  D A T A  1 2 , 1 3 , r , L , 1 , r , 5
2 8 0  O R T A  1 2 , 1 7 , r , L , L , r , 5
2 7 0  D A T A  1 2 , 2 1 , r , 0 , L , r , S
2 8 0  D A T A  1 5 , 3 , 0 , L
4
L , r , 8

2 9 0  D A T A  1 8 , 7 , r , L , L , r , 5
3 0 0  D A T A  1 5 , 1 1 , r , L , L , r , 8
3 1 0  D A T R
320 DATA 1 5 , 1 9 , r , L , t , r , 5
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M I R

RUM •  SPECTRUM
3 3 0  D A T A  1 5 ; 2 3 ; c , t , r 6
3 3 1  D A T A  1 8
, 1 , 2
1
; L , L , r , 7

3 3 2  D A T A  1 0 ; 5 ; F , L ; t , r ; 7
3 3 3  D A T A  1 5
; 9 ; r
i
t , L , r , 7

3 3 4  D A T A  1 8
,
1 3
, r , L
o
t , r , 7

335 DATA 1 8 , 1 7 , r , t , 1 . 1 , 7
0 3 5  D A T A  1 5 ; 2 1 o r ; t , I , r ; 7
3 3 7  D A T A  1 5
, 2 5 , r
;
O
;
L , r , 7

3 3 9  L E T  t w i b t :  L E T  i i = b i l :  L E T  a
t t = b a t t :  L E T  c h 2 = b e h 2 :  L E T  a t t i d =b a t t 2

3 4 0  L E T  c h = i i :  F O R  a = 1  T O  2 53 7 0  G O  G u e  u 0
3 5 0  N E X T  a
3 9 0  F O R  a = 1  T O  2 5  S T E P  4 :  P R I N T
A T  2 1 , a o  I N K  1
; "
1
1 h ; A T  2 1
;
a 4 - 3
;  
I

NK r ;  1 1 F
-
;  
N E X
T  
a

4 0 0  L E T  c h = c h 2
4 0 4  P R I N T  A T  0 , 0 ;
-  
C H A N G E " ; A
T  
5

T O "
4 0 5  P R I N T  A T 2
;
3 ;  I N K  
c h ; " 4 1 1 1
h .
-
1 1

T  O o 2 i _ " 4 0 1 1 . 1 6 " i A T  4
4
2 ;  P A P E R  
I . , .

P R P : . - 4 r ,  • A :  5 , 2 ;  I N K  L
R k R  .  P A A k R  t
o  I N K  c h ,
- - 4 1
4

P A P E R  r ; " r
-
;  
r ,  
P A
P E
R  
A i
.  
r

A T  8 , 3 ;  I N K  t
;
" 1 "
;  I N K

4 1 0  P L O T  6 1 7 1 :  D R A W
0 , - 5 3 -  D R A W  2 1 , 0 :  P L O T  4 1 , 2 , - l m z i .

D R A U  2 0
;
0 .  
D R
A W  
2 1
, e
3 .  
D
R
A
W  
-
8
•
0

4 1 1  P R I N T  A r  0
;
2 2 ;  I N K  
2 ;
( " 8 1 1 1
6
•

0 1 .
4
" 
A
N
D  
i
v
a
s
i
-
4  
a
t
i
a
,  
m
a
i  
n

N D "  Lives=2)4-C-s = 1 )  a r i a ‘  A N D  ; . 4 v e
4 1 2  P R I N T  A T  : ,
;
2 2 ;  I N K  
2  
( " V r  
•

r  1 r •  A N D  L a v e z - 3 3 , 1  R
N D  L i v e s . 2 ) - 1 - ( "  y r -  A N D  L i v es = 1 )

4 1 3  P R I N T  A T  4 ; 2 2 ; " L E V E L  " ; l e v e

4 1 4  P R I N T  A T  5 , 2 2 ; " 5  C  0  R  E
-4 2 0  L E T  b 0 = 9 0 0 1  L E T  i i = t :  L E T  s

= 1 3 :  L E T  s 1 = 0 .  L E T  m s - = 1 •  G O  T O  42 4
4 2 1  P R I N T  A T  b ( m s , 1 1 + 1 , b i m s , 2 ) 4 .

1 ;  I N K  m i ;  P A R E R  a .  -  " , A T  b  s
, i )  + 2  b  , 2 )  4 -1 ;  -  "

4 2 2  I F  b ( m n , 7 ) 4 7  T H E N  L E T  c w = = 1 :G O  T U  4 2 4
4 2 3  L E T  0 4 = m s + I I N T  ( A N D * 1 . 9 1 ) - 1 -b ( m s , 7 )

4 2 4  L E T  m i m i t i l  A N D  A T T A  ( b ( a s , 14.1
) , b (
m s ,
2
)
- 4
1 ) =
a t t )
4 -
( c h  
A
N
D  
A
T
T
R

( b  (m s  ;  1 )  4 - 1 ,  b  ( a s  ; 2 ) 4 - 1 )  m a t  t  2 )
4 2 $  P R I N T  A T b ( 2 3 , 1 ) 4 , 1 ; b 1 s ,

14. I N K  4 ;  P A P E R  m l ; - d r A " ; A T
1 ) 4 - 2 ,
b ( m s ,
2 3 - 4
- 1 ;
" m
w "

4 2 8  I F  m s = a  T H E N  G O  T O  9 0 0
4 2 7  L E T  a f = i N K E l s
4 2 5  I F  a s  "  T H E N  G O  S U B  6 0 04 3 0  A R / N T  A T  b i s
I N K  2 ;  P A P E R  t O " i a l l , - ; A T  4 1 . s o 1 ) - 0 - 2Y r -
4 3 2  I F  m s o S  T H E N  U O  T O  4 0 0
4 3 7  P R I N T  A T  5
; 2 1 ; • E O N U • :  
"
o
b 0 :

L E T  b 0 = b 0 - 1 0
4 3 5  I F  b o s t - 1 0  T H E N  G O  T O  9 0 05 0 0  G O  T O  4 2 1
5 0 0  L E T  a s
s z o  I r  T h e N  L E T

73:  G O  T O  5 5 0
6 4 8  I F  a s =
-
I "  
T H E N  
L E
T  
s = s -
i -
b ( a ,

7 3 4 - 1 :  G O  T O  5 8 0
6 E 0  I F  4 . 1 s
-
q
-  
T H E N  
L E
T  
5 a , s
-
b i a ,

7 ) :  G O  T O  6 9 0
6 6 0  I F  a $ = " 0 "  T H E N  L E T  s = . s - i b r a

o 7 ) - 1 )  G O  T O  5 9 0670 RETURN
,G a e  I F  s > 2 5  T H E N  G O  T O  5 0 0 0
8 8 3  I F  b ( s ; 7 = b ( a , 7 )  T H E N  S O  T0  5 0 0 0
e a s  G O  T O  7 0 0
6 9 0  I F  s ( 1  T H E N  G C )  T O  5 0 0 0
6 9 3  I F  b ( s ; 7 ) : • = b ( a , 7 )  T H E N  G O  T0  5 0 0 0
7 0 0  P R I N T  A T  b ( 2 , 1 ) 4 - 1 _ , _ b ( a
;
2 ) - p l i
I N K  t ;  P A P E R  " o A T  b ( a , 1 ) . - 2

, b ( a , 2 ) + 1 ; "
7 0 1  L E T  t . i c h
7 0 2  B E E P  . 0 1 , 5 5
7 0 5  I F  A T T R  ( b t s , 1 ) 4 - 1
;
b ( s , 2 ) + 1 )

= a t t  T H E N  L E T  s q = s q 4 - 1 .  B E E P  - = 1 1 ,3 0 .  L E T  s c a 5 c t i n :  P R I N T  A T  1 0 , 2 4; S c
7 1 0  L E I  a m s :  L E T  C h = t J  G O  S u e  90
7 2 0  I F  s q = 2 8  T H E N  G O  T O  8 0 07 3 0  R E T U R N
6 0 0  L E T  s c m s c * b o .  P R I N T  A T  1 0 , 2

. 3 . ; s c :  L E T  l e v e l i s t e v e L 4 - 1
5 0 1  P R I N T  A T  b
(
s ; 1 1 4 - 1
;
b ( S , 2 ) * 1 ;

I N K  2 ;  P A P E A , t ; " m &
-
; A T  b ( s ,
1 ) + 2

, b ( 5 . ; 2 ) 4 - 1 • "  W
. 5 0 2  G O  S U B  3 0 0 1

5 0 3  L E T  i n = l n 4 . 5
8 1 0  I F  L a v a L = 1  T H t N  L E T  b i 4 = / :

L E T  b t = b i l .  L E T  L E T  r = 2 .  L E
T  b a t t = 5 3 :  L E T  b c h 2 m 8 :  L E T  b a t t 2= 5 4
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Program Library
SPECTRUM

78 P  C GAMES

Fo
So
TuSPECTRUM • SP

8 2 0  I F  L a V a t = 2  T H E N  L E T  b i 1 = 7 :
L E T  b t = b l i :  L E T  1 = 5 :  L E T  r = 7 :  L E
T b a t t = 8 3 :  L E T  b c h 2 = 0 .  L E T  b 3 1 t 2
me

8 2 5  I F  t e v e L - 3  T H e N  L E T
L E T  b t a b i l l  L E T  L e . ;  L E T  r = 7 .  L E
T  h a t t m S :  L E T  b c h 2 = 5 :  L E T  b a t t a w
4 5

3 2 8  I F  L e v e t w 4  T H E N  L E T  b i i = 3 .
L E T  b t m b l i :  L E T  1 = 0 :  L E T  r = 8 .  L E
T b a t t = 2 7 :  L E T  b c h 2 = 1 :  L E T  b a t I 2
mg

8 2 7  I F  L e v e t = 5  THC1
,
1  L E T

L E T  b t = b l i .  L E T  1 = 1 :  L E T  r = 5 .  L E
T b a t t m 3 5 :  L E T  b c h 2 = 7 :  L E T  b a t t 2
= 6 3

8 2 8  I F  L i t V e L e  T H E N  L E T  b i i = 4 :
L E T  b l = b i l :  L E T  Ll i t 4 :  L E T  r = 2 ;  L E
T  b a t t z 3 5 :  L E T  b C h 2 = 1 .  L E T  b a . t 1 . 2
mg

e 3 e  I F  L e v e 4 . a 7  M E 1 4  L E T  b l i m l ,
L E T  b t m b i i :  L t T  L = 2 .  L E T  r m t .  L E
T  b a t t = 9 :  L E T  b c h 2 = 4 :  L E T  b a t t 2 =
3 8

8 3 8  I F  L e v a t s 8  T H E N  L E T  b i 1 = 6 ;
L E T  b t = b i i :  L E T  L = 1 .  L E T  r = 2 .  L E
T b a t t = 5 4 ;  L E T  b ( h 2 4 . :  L E T  b a t t 2
= 3 8

0 4 0  I T  L e w a t . a  T H E N  L E T  s c = s c * f
b.  C L 5  P R I N T  F L A S H  1 ; A T  8 L
8 , " 5ONUS P O I N T 5  " ; f b ; R T  1 0
;
1 F O R  P
I N I 5 1 - I I N G
-
; R T  
1 4 , 1 1
;  
F L
A S
H  
6
,  
'
3
T
R

RT A G A I N " ;  L E T  f b = f b i - 1 0 0 0 :  L E T  L
e v e L . 1 :  G O  5 U 0  3 0 0 0 .  F O R  a w l  T O
SO: N E X T  a :  C L 5  :  G O  T O  8 1 0

8 5 0  G O  T O  1 1 0
9 0 0  R E S T O R E  4 0 0 0
9 0 2  F O R  a = 1  T o
9 0 5  P R I N T  A T  b f A  1 ) + 1 , b f 5 , 2 ) - 6 - 1 ;
I N K  2 ;  P R P E E  t ;
.
4 4 h " ; A T  
b ( s ,
1 ) - 0 - 2

,b ( s , 2 ) 1 . 1 ; "  1 r "
9 0 8  R E A D  C .  B E E P  • 1 , c - 1 2

P R I N T  S T  b f s
I NK  4 ;  P A P  CR t ; " a n " , A T  b ( s
o
l ) 4 . 2

,b ( 5 , 2 ) - 1 - 1 ; "
m w
"

9 1 5  R E R D  c :  B E E P  . 1 , c - 1 2
9 2 0  N E X T  a
9 3 0  F O R  a w l  T O  1 0 0 :  N E X T  a
9 4 5  L E T  ( i v e S = L i v e . A - 1 1  I F  L i v e s

= - 1  T H E N  G O  T O  1 0 0 0
9 5 0  C L S  :  G O  T O  3 ;

1 0 0 0  P R I N T  R T  1 2 , 1 0 ,  P A P E R  7 ;  I N
K 0 ; _ " G A H E  O V E R " .  r o R  2 = 1  T O  3 0 0
: N E X T  a
2 0 0 0  B O R D E R  0 :  P A P E R  0 :  I N  7 :  C
L 5
2 0 0 5  G O  51_15 l t 0 0 0
2 0 1 0  L E T  c i * = "
2 0 3 0  F O R  3 = 1  T O  : 7 2 5 - 7  5 T E J  P
P I N T  I N K  / N T  t P N O * 4 . 9 ) 4 2 ; c 1 $ ( a  Y O

a14-/; N E 2
1
q  b

2 0 3 5  P R I N T  P R I N T  A L L  T H E  5
T E P 5  B E F O R E  B O M U 5  R U N
5  O U T  A V O I D  B O U L D E R
5 A N D  D O N T  F A L L  D P P  T
HE E D W E "
2 0 3 6  P R I N T  "  1 0  P O I N T S  e o R  P A I N
T I N G  R  S T E P " ' "  E O N U S  F O R  P R I N T I
NO T H E M  A L L "
2 0 3 7  P R I N T  ' "  N A S T (  S U R P A I 5 E  H r
L E V E L 5  E  -  8 "
2 0 4 0  P R I N T  P T  1 5
4
7 ; ' 0 - 1 0 V A T

- ; IN 2 , " % r
-
, H T  
l r , 2 1
-
e a V ;
A T

7 . " 5 0 U L L E R    " ;  I
NK 4 . ; " l o w
-
; R T  
1 7  
2 1 ;  
' A n
.

2 0 4 5  P R I N T  ° - "  C  u r
L E F T  &  R I G H T ) "
°
'  A  
L  
D O W
N

( L E F T  & P I G H T ? "2 0 4 7  P R I N T  1 8 0 ;  '  P R E S S  K E
Y T O  P L A Y '
2 0 5 0  P A U S E  0 :  C L 5  7  G O  T O  1 0
3ec i e  R E S T O R E  8 0 0 w .  F O R  2 - 2
-
1  T O  1 5
. R E A D  b _
L
C :  
B t E
P  
b /
3 , C
.  
N
E
X
T  
a

3 0 0 1  R E S T O R E  5 0 2 5 .  F O R  a z 1  T O  1 5
; R E A L  b , C :  B E E P  6 / 3 , C ;  N E X T
3 0 0 5  A Z T L i R N4000 DArR l o , 1 2 , 1 5 , a 4 , 2 2 J z s
, 1 5 , 1l a
J
1
2 ,
1
s

s e e e  P R I N T  P T  b t a
;
1 ) 4 . 1 , b 1 2 , 2 4 -
1

I N K  t ;  P A P E R  t ;
-  " ; R T_ , b ( a , 2 ) * 1 ;

5 0 0 1  F O P  & = 3 0  T O  1 0  S T E P  S E E
P . 0 1 , a .  B E E P  . 6 2 0 2 , a ;  N E A T  a
5 0 1 0  G O  T O  9 4 5
eeelei  D A T A  . 5 , 2 0 . 3 , 2 2 . 5 , 2 0
,
.
3
0
1

7
;
.
5
,
1
5
,
.
3
,
2
0
4
.
5
,
1
6
4
,
3
;
1
5

5 0 1 0  D R T R
3 , . 5 , 1 5 , . 3 , 1 7 ;  5 . 1 5
6 0 2 5  O R T R  !
3 , 8 1 . 3 , 1
5 L .
3 1 5 L
.
3 , 1 5

, . 3 , 1 5 , . 3 , 1 5 ,  3 , 1 5 , . J : l s , . ; 1 5 , .
3
;
1
5
,
f
3
;
1
7
,
.
3
:
1
8
.
.
S
,
1
9

SOSO D R T A
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For VIC-20 16K
Solo play/Joystick required

. 1 1 . 1  Turbo-cassette

p i
N
e
w  
f
r
o
m  
H
e
s
W
a
r
e

Method of payment To: Thorn EMI Computer Software
By cheque or PO (no cash) made
payable to TECS Distributors. 296 Farnborough Road,

Farnborough, Hants., GLI14 7NE
IAHCLAVCAND By Access or Phone: (0252) 518364.

I k e u Barclaycard Name
Address

HesWare action play
FOR you: a dematerialiser-gun, magic crowns and ropes,

an extra life every treasure you take. AGAINST you:
the Pharaoh and his guardian Mummy, a Winged Avenger,

deadly traps and arrows. BEFORE you:
the hunt for keys and untold wealth,

deep in the mystery passages of the tomb;
a word-code to crack to work up through

four levels of play. PLAY POWER:
shattering graphics and

high mobility.

HesWareTurbotcrpe

(Cat. No. HSEA 103). Available
from all good computer soft-
ware stockists.
Send me (tick as required)
i My local stockist's address
i Your full list of games
i _ co p y / l e s  of this game

I a t  f.9.95 each . f .li
+
s
i
n
g
l
e 
P
&
P 
s
u
m

Total to send I

All the speed of a disk-drive, but not
the cost. This program will

load- amazingly-
in under a minute.

For your copy of 'Pharaoh's Curse'

: p
:  30p
: p

Find treasure or doom in
the dreaded tomb!

Enter card no. S i g n  below:
_L

THORN EMI
Computer
Software
Distributors

Credit card sales: UK buyers only.
Response within 21 days.

,COMPUTER SOFTWARE DISTRIBUTORS FOR: CREATIVE SPARKS / HESWARE / IUS /  MAINSTREET / TOTL /  DATAMASTER / HUMAN EDGE

APCG2



-,,
You are the owner of a hth power riveActsit
- a n dit's your job to rescue them.
Navigating one of the wildest most dang u s  .0
rivers in the world, you must steer your craft up the
winding river, avoiding hazardous iskrixfs, crocodiles
and floating logs, in your attempt to sat/elves.
This fast action, high energy game combineS a
smooth scrolling screen with superb sound ancr,
graphics ensuring hours of enjoyment. \

YOU'RE 'TH O N L Y  H 4 1
'  • • •And you don't have to read pages of instructiptis -
to get started. It's a fast playable game that's-
-extremely challenging and far from being a pushover.
A team of important scientists have become
trapped in a dangerous jungle and their only way
out is via the river...



4

,  ••:r

•

•

WINO WIttelYIftlyElliPtAft

AVAILABLE FROM
ALL GOOD COMPUTER
GAMES STOCKISTS INCLUDING
THE VIDEO PALACE
100 OXFORD S MEET LONDON Oil

,

,
t
o
o
h
t
h
e
A
o 
4

am•

I ROM BRI lAINS MOS
POPULAR HORROR FILM

COMES A MOST
, I  ING COMPUTER GAME

THE GAME THAT GUARANTEES SLEEPLESS NIGHTS!

A FAST MOVING GAME
1 'i L AND STRATEGY

COMPAMOPF 64

DISTRIBUTED BY
PAL ACE VIRGIN GOLD
69 I- IL MP TON ROAD

LONDON ETO 7NI
TELEPHONE 01-539 5566



'444,
CREATIVE
SPARKS

strikes again
on ATARI

Now all Atari owners can appreciate these great
games from Creative Sparks some of which were

previously only available at E30.
Experience the excellent animation, stunning sound

effects and music in games which stretch your Atari to
the limits.

Priced from only E8.95 all Creative Sparks Atari games are
available through good Atari stockists. but in case of

difficulty you can complete the form below.

CRE TIV

NEW
RELEASE

Dig 'n' Dodge' Guide Java Jim around the screen
digging neat square holes as he searches for
ancient relics
Avoid lumps of sizzling lava showering down from
the still active volcano in this highly original game.
Its fun. vet  diggin't
•  2 full graphic all action screens
•  20 levels of play
•  High score feature
•  I or 2 player game
Requires 32K RAM Cassette 0.96

All action game with strong strategic element. Roll
down the middle at the road in a beeline for the
enemy fuel dumps and you won't make it past lhe
first bridge.
This 100% machine code game features
•  Superb sound and graphics
•  Smooth action scrolling screen
•  Separate map screen 10 plan strategy
•  Five pre-selectable skill levels.
•  One or two player game
Requires 32K RAM Cassette E8.95

Defend your castle against the rampaging hordes
of attacking Oros. with broadswords, rocks and
boiling oil.
This 100% machine code game benefits from
superb sound and graphics spread over tour
screens of exciting action.
•  One, two, three, or four pLayer game.
•  High score feature

pre-seleclable levels of play.
Requires 16K RAM expansion
Instant plug-in cartridge action. E9.95

Interesting fairground scenano where you must
save the ferns wheel passengers from Butcher
Bill's missiles, and the roller-coaster riders trom
Ruthless Rick's bombs
You will need to be quick to keep up with the
action in this 100% machine code game which
features first class sound and graphics over Iwo
screens.
•  One or two player game.
Instant plug-in cartridge action, £9.95

Attack and destroy all enemy shipping
That is your brief in this exciting game of strategy
.Can you stand the nerve tingling action spread
over three screens provided by this amazing
game.
Already a big hit in the USA.
•  Superb scrolling screen in periscope mode and
realistic sound effects
•  Nine pre-selectable levels of play
•  High score feature.
Requires 32K RAM. Cassette E8.96

Based on the hit movie "War Games:'
Using both strategy and good shooting destroy
the incoming missiles and avoid the holocaust.
An amazing game with superb scrolling
Jandscape when tracking missiles.
High tension play when trying to crack the code
•  Keyboard or joystick control.
•  One player game
Requires 32K RAM Cassette 0 .
4
3 5

yip

1. 1

Please c omplet e the c oupon and send it
wi t h  your remit t anc e to Creat ive Sparks,

Pat terson House,  Chertsey,  Surrey  KT16 BAR
M o w  28 days tor delivery. Otter applies  to U.K. only

Tank Commander
INDB101
Orc Attack
I ND6 6 0

C a rn iva l  M a s s a c r e
INDB5 0

E8.95

E9,95

E9.95

Submarine Commander £8.95
rrroeil
Computer War E 8 . 9 5
TNDB21

Java Jim
1
-
N
0
6
1
6
1

£8.95

M I C ECOMMANDERER

??4

ertsey. Surrey KTIS SAP

Please make your cheque or postal order
payable to: TECS
Name
Address

Signature

Method of Payment
Cheque
Postal Order
Act,essiBarclaycard

C V G 7 8 4

Card NumberJ11111111
MOI
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ESCAPE FROMFIE
THE WHITE WIZARD is well aware
that the names o f Artie, and Richard
Shepherd software are both inscribed in
the Adventure Rolls for outstanding
services to  Spectrum owners. He  is
therefore pleased to  announce new
programs from both companies, both of
which will have you in the hot seat.
Richard Shepherd's Inferno is (very)
loosely modelled on Dante's vision of
Hell, whereas Artic's game Ground
Zero is modelled on the Home Office
documents relating to civil defence in
the case of muclear attack. In each case
your objective is the same -  don't get
fried if you can help it.

0,

First Ground Zero, Artie have already
gathered a reputation for trick text-only
adventures with their Island of Death
series and other games. These programs
have been the cause of many a nervous
breakdown and Ground Zero is no
exception. Who wouldn't have a ner-
vous breakdown when the three minute
warning goes, I'd like to know?

Your objective is to build a nuclear
shelter from available materials and
gather rations and water to enable you
to survive until it's safe enough to come
out into the open again.

To make best use of the limited time
available you are advised to travel from
location to location by taxi -  and make
sure you remember your Highway Code.
Looters, dozy neighbours, sirens, and
ringing phones all help to make this an
enjoyable but very tricky game - typicalArtie fare.

Artic's game is two-word input only,
but Richard Shepherd's Peter Cooke
(programmer o f Urban Upstart) has
gone on to greater things with complex
input and interactive characters.

1 \ \ L

AUGUST 1984

•

•• . 7 •  , N N 1 '

n Inferno you must penetrate the
nine circles of Hell to escape. The usual
Richard Shepherd split-screen format
has some rather average graphics and a
scrolling text-window below.

Commands can be joined together by
'and' and other characters can be
addressed by prefacing a command with
their name. Fo r example, 'Virgil go
south' may persuade Virgil to go south,
provided he is in the right mood.

There are ten characters in the plot,

each of whom may help or hinder you,
though to be honest only one of them,
Virgil. plays a major role. You cannot
solve the adventure without Virgil's
help, and his disposition towards you
depends to a certain degree on what youdo.

Both o f these games provide good
value for money for Spectrum owners,
but, strangely, I  enjoyed Artic's game
rather more than Richard Shepherd's.
Somehow the relevance of the theme to
the present day gave it a more compell-
ing atmosphere than Inferno, though
the latter is undoubtedly the more com-
plex program.

'Why are there so few adventures for
the Commodore 64?' asks Julian Venus
in a recent letter to the White Wizard,
Well, Julian, I can only think that you've
been a prisoner of the Dark Lord for the
last couple of months, because there are
quite a few games around now for this
machi ne.
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Supersoft do no less than five adven-
ture titles for the 64, including Streets of
London. Regular readers of this column
may remember a review of a Dragon
game, The Cricklewood Incident (from
Salamander) which appeared a  few
months back_ Supersoft's program is in
fact the same game, but jazzed up a bit in
appearance to run on the 64.

Some of the names of the characters
have been changed, but the plot -  in
which you must leave your padded cell
and find the Holy Grail remains the
same. This is a humorous adventure, not
recommended for those who prefer to
spend their time killing dragons and
puzzling over mouldy documents.

Having already reviewed Streets o f
London in its previous incarnation on
the Dragon I won't say much about i t
here, except that if you're a fan of Monty
Python and the National Silly Party
you'll probably die laughing. The prog-
ram will set you back 19.95, which I
can't help feeling is a bit steep for this
sort of game.

6,L1,1tN • rr :c * ),,,, •  -  ,
A more recent release on the 64 is

Stranded by knglish Software, which is
also available for the Atari machines. I
was quite excited by the publicity for
this game. which showed some very

Adventurewerld

PCG's in-house mystic, the White Wizard, takes a trip
to hell, survives a nuclear holocaust, has trouble with
trees and explains the secrets of Valhalla. Al l  this, plus
news, reviews and hot l ips from the land o f Adven-tures.
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VALHALLA HITS THE M
Legend have made sonic significant
changes to the Commodore 64 version
of Valhalla, and gamesters familiar with
the Spectrum version could be in for a
shock,

First, and most importantly, the event
rate is much higher. This means quite
simply that things happen much quick-
er. One of the consequences of this is
that you have to pay much more atten-
tion to what the other characters are
doing. Hang around doing nothing for a
bit and you'll soon find you've got
company, and is this version that can
often mean trouble, with other charac-
ters attacking you and even killing you
while you sit around wondehng where
to go next.

The second difference is a very subtle
one which might not appear important
at first but does in fact greatly improve
the playability o f  the game. I n  the
Spectrum version, whenever a character
dies (and that includes you) all his or her
possessions are taken from him and
distributed a t  random amongst the
game's locations.

Unfortunately a number of these loca-
tions are inaccessible to the majority of
the characters, and after a while the
game begins to  get a  bit dull as the
population is stripped irrevocably of its
possessions.

The difference in the 64 version is that
whenever someone dies, their posses-
sions are randomly distributed amongst
the other characters.

This is a definite improvement in the
game, and you soon notice that other
people are interacting much more,
84 P  C GAMES

attractive graphics and somehow gave
me the impression that here was some-
thing special. Playing the game was,
alas, something different

Stranded does have an attractive dis-
play, and the programmer has managed
to squeeze both text and hi-res graphics
onto the 64 screen without any flicker
along the borderline — an annoying
feature of some Commodore games (in-
cluding. I'm sad to say, the new version
of Valhalla).

Whatever the graphics may look like.
however. Stranded remains a  rather
average adventure. The standard two-
word input is severely marred by a very
small vocabulary and an extremely in-
tolerant interpreter. Commands accept-
able in one location may simply gener-
ate a few words of incomprehension in
another, and many words that appear
within the location descriptions are not
understood.

Programmers may argue that if a word
isn't necessary then i t isn't necessary.
but personally il l 'm told I'm standing by
a tree and I ask to examine the tree. I'm
not impressed if the program tells me it

swapping keys, throwing wine bottles at
each other, and generally carrying on in
just the uncivilised way that you would
expect gods and goddesses to behave.

Finally, of course, the graphics on the
Commodore machine are an improve-
ment. But not much of an improvement,
I have to add. Some of the characters are
better depicted, and of course the 64's
sprite facility helps wi th animation.
Otherwise don't expect anything spe-
cial.

There's no doubt it. Valhalla on the 64
IS a better game, though it may not look
much different at first sight. It remains a
complex challenge that will need a lot of
thought and gameplay if you're going to
unravel its secrets.

Every week Legend. who produce
Valhalla, are flooded with letters from
people who have just one question. 'I've
sat down and watched everything hap-
pening on the screen, but what do I do?'
they cry. This month the White Wizard
has decided to let you all in on some of
the game's secrets.

Although the graphics remain the
most obvious attraction o f the game,
Valhalla has a number of subtler attrac-
tions, many o f which are never even
guessed at by the people who play it. It's
these game secrets that really make the
program stand out as the winner it is.

What really sets Valhalla apart from
other adventures i s  the role o f  the
characters in the game. There are no less
than 36, each with his own attributes of
goodness, badness, strength. bravery.
intelligence, and charisma. The key to
success in the game is the manipulation

doesn't understand what a tree is. I'm
even less impressed i f in the next loca-
tion I find 1 can enter 'Climb tree' and
have my command accepted without
question.

These may seem like niggling objec-
tions, but consistency and attention to
detail are essential if an adventure is to
spark one's imagination rather than
dampen it.

Stranded is a difficult game to map,
but there are only 30-odd locations, not
all of which are of much interest. It's a
simple case of wandering around trying
all the old chestnuts until you've got all
you need. The Help function is perhaps
a bit too helpful at times, but that's only
my own personal feeling — I know some
adventurers like as much help as possi-
ble. On the other hand, i f you've just
paid a fortune for a game you don't want
it TOO easy, do you?

Your objective in Stranded is to find
and refuel your spaceship and escape
back to  mother Earth. Your biggest
problem wil l  almost certainly be the
vocabulary and experienced adventur-
ers would be best advised to give this

of these characters.
The first thing to realise is that any

character can be 'brainwashed' into
thinking he o r she is someone quite
different. Take Loki, for example. He
starts off as a baddie, but he can still be
very useful to you in the game.

In order to brainwash Loki. or any
other character, you could proceed as
follows. First, by attacking a number of
minor goodies yoiu can win  Loki's
favour. You can then order Loki to start
attacking baddies and — Loki joins the
ranks of the virtuous. It can't be stressed
too much unless you have the right
characters on your side, you cannot
succeed in all the quests.

Next tip, and an obvious one. Make a
map. Don't be fooled by the apparent
layout of the world you find yourself in.
To save you the trouble of finding out,
the White Wizard warns you tha t
Valhalla is divided into 81 locations,
arranged on a 9 by 9 grid. Many of these
locations are only accessible if you can
fulfill certain conditions.

To find out what these conditions are,
you should regularly ask for HELP in
every location. After a while you will see
that the conditions fall into three main
categories. Either you must have a cer-
tain object with you, or a certain charac-
ter. Alternatively, the opposite might be
the case, and you will be able to go in a
certain direction i f you don't have, for
example, a ring, or if a particular charac-
ters  absent.

There is a third condition, the most
difficult of the three, and often HELP
doesn't help much in this case. On these
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one a miss.
Other adventures on the 64? Well,

there's Valhalla now, of course -  re-
viewed elsewhere in this section, and
Commodore have just brought out the
Infocom disk-based games for the stun-
ning price o f  E11.95 (they used to
change hands at around MOO). And
then there's w e l l ,  I  can't go on
forever, otherwise owners o f  other
machines will be hurling fireballs at me.

'So few adventures for the 64', Mr
Venus? Just keep your eyes glued to
these pages over the next few months
and 1 think you'll soon find there's
enough to keep you busy.

BBC owners are certainly being kept
busier than they used to  be on the
adventure front. Virgin have just brough
out Sea Adventure, and then there's the
D&D-type program from ISP, Monsters
and Magic,

Sea Adventure has pretty graphics,
some amusing locations, and not much

occasions you wil l find that you can
only proceed i n  a  certain direction
WITH o n e  object/character A N D
WITHOUT another.

Now perhaps you're beginning to see
just how tricky this game is. But don't
despair. The White Wizard has a few
clues to help you on your way...
QUEST 1. O M R
Legend's tip : Darkness i n  Midgard.
Hmmm... You should be able to crack
this one by yourself, N o  help here,
except that you'll need someone with a

Here's another exclusive Personal
Computer Games competition -  this
month, you have the chance to walk
away with your own copy of Legend's
Valhalla, Game of the Year 1984. We
are giving away 100 copies!

Valhalla set a  new standard for
interactive games in October 1983. if
you've never played, you're in for a
shock -  the characters actually act Out
your commands on the screen.

The prize copies will run either on
the Commodore 64 or the Spectrum
48K. The rules o f  the competition
couldn't be simpler -  just look at the
screen-shot below (taken from the
game) and think up a caption to go in
the space provided.

The 100 funniest and most original
entries will be chosen by PCG review-
ers. Each receive a  f ree copy o f
Legend's award-winning game, worth
1:14.95.

Don't delay! Fill in the form on page
128 and post it as soon as possible - the
Gods are waiting for you!
AUGUST 1984

else. There aren't many graphics adven-
tures for the Beet) because of the limited
memory, and generally you either get
tricky games or pretty pictures, but not
both. In  Sea Adventure you gel the
pretty pictures.

Virgin call this game 'a text adventure
with graphics location', but it's really a
collection of graphic location with a few
bits o f text, You don't even type in
commands, but instead enter them by
pressing function keys, each of which
has been assigned a particular meaning,
No need to be a mathematician to work
out that that means only 10 possible
inputs, and since six o f these are for
directions (N.S,E,W,U,D) that leaves
ony four possible courses of action in
each location.

Well, I suppose you could argue that
there isn't much to  do in a  lifeboat,
which is where you find yourself in this
program_ Lost at sea after your ship was
sunk by killer whales, you'd be forgiven
for thinking that the most exciting event
took place before you started playing.

Sea Adventure is another hard-to-
map game, but there aren't many loca-

bit of muscle to give you a hand.

QUEST 2. DRAPNIR
Legend's tip: So many choices, you
could sink into the pits of despair. The
choices won't be apparent to you unless
you're carrying Ofnir, but you'll have to
get rid of it i f you're going to succeed.
Give Ofnir to a friendly character and
then when you need i t back, summon
him/her and ask for it. Easy, isn't it?
QUEST 3. SKORNIR
Legend's tip. A peculiar start, a difficult

1. The competition is open to anyone,
except employees of VNU or Legend
and their families. 2. All entries must
be on the official entry form provided.
3. Entries must arrive at the PCG office

Adventureworld

tons_ I  have to admit, though. that I
enjoyed the pretty pictures and even had
a laugh or two when I was made to walk
the plank by a  petulant pirate, but
otherwise this isn't exactly keep-you-
up-till-two-in-the-morning stuff.

Sea Adventure should probably keep
the younger kids happy -  after all, they
can't stay up till 2a.m. anyway. but us
older kids should steer clear.

That leaves Monsters and  Magic .
from ISP. This is another one of those
D&D-type games where you choose a
character and rush o ff  into caverns
where Balrogs do not, as a rule, fear to
tread. You then endure numerous com-
bat routines of the 'Dire Wolf takes a
huge chunk out of your left leg -  You
lose 10,000 hit points' variety. All that
just for a few measly gems, and even
more measly 'experience points'.
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Monsters and Magic  scores higher
than most games i n  th is category.
however, because of the complexity of

decision, the bald man needs defence.
White Wizard's tip -  Peculiar? Well,
let's just say a bit odd, and the bald man
is lacking something other than hair.

QUEST 4. SKALIR
Finally, an exclusive clue to help you
find Skalir, the fourth quest. This tip
comes from Legend's John Peel, make
sense of it if you can: The den of thievery
-  magically light-fingered but magically
defended -  you wil l  find yourself introuble.

And the best of luck!

,C1500 OF TAPES MUST BE WON

•  RULES
by September 1st, 1984. 4. The 100
winners will be those whose captions
are judged to be the funniest and most
original. 5.  The Editor's decision is
final.
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6 8 5 6

INFERNO SPECTRUM 48K £6.50 7 6 7 6

STRANDED COMMODORE 64
ATARt

E7.95
D9.95 4 4 3 4

MONSTERS & M AGIC BBC 8 E6_95 A 4 5 4

SEA ADVENTURE BBC 8 E7•95 3 5 2 3

STREETS OF LONDON COMMODORE 64 E9.95 5 6 5 5
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the characters you can create, and the
fact that two different dungeons are
included i n  the program for you to
explore. Combat is in *real-time', which
simply means that you must hit the keys
as quickly as you would hit the baddies
in real life.

Another bonus is the graphic depic-
tion of the room you happen to be in.
This only shows entrances and exits,
however, and not the monsters them-
selves (or the treasure). We Wizards are
a bit snobbish about games like this.
accustomed as we are to  have Dire
Wolves for breakfast. but if you fancy a
bit of the old combat routines then give
it a whirl.

Now, t o  finish o ff, a  quick re -
engagement with Martz and the Dark
Forces, a game for the Dragon that the
white wizard w a s  mo s t  uncom-
plimentary about a  few issues back.
Mike Meineck, the author of the game.
has written me a lengthy letter with info
on the game. and includes the very
tempting offer of a free disk drive to the
first person to map out all the Time
Zones correctly. Sounds good, but what
about the game?

Your task is to find a number of relics
left behind by the victims of the evil

This month's helpful hints
Once again the White Wizard comes to
the rescue, with pearls of wisdom to cast
before harrassed adventurers.

Use the Clue Code at the end of each
problem to identify a square on the grid.
Starting at that position, read every
second letter until you have a complete
sentence.

When you reach the end of a row, go
back to the beginning of the next one
and carry on- If you reach the bottom of
the grid, start again at the top.

1 Having trouble with the law in
Urban Upstart? Here's a tip to get you
out of jail. (Clue Code C2)
2. Stuck in the room with a grill in
Salamander's Lost in Space? Try going
up in the world with this timely hint.
(Clue Code Al)
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Klartz. The relics lie scattered in diffe-
rent time zones which you must explore
with the aid of your time capsule.

Last time I  wrote about Klartz, I
concluded that it was too easy by half.
Mike's letter points out quite rightly that
I was completely fooled by a number of
red herrings in the program and in fact
never got very far at all. The White
Wizard turned very red at this point, and
spent the week-end casting 'remove
warts' spells (a particularly nasty one,
that) as a penance.

Klartz is an unusual game because it
combines one or two very easy puzzles
with a  couple o f  fiendishly difficult
ones. I'm sorry, Mark, but the White
Wizard isn't word-perfect on the Com-
munion service! Excommunicated for
magical practises. this wasn't a part of
the game I was too successful at. As for
you other Dragon owners, i f that's got
you intrigued the game is available from
Dungeon Software, Milton House. St.
John Street, Ashbourne. Derbyshire.

Dawn is now breaking over the Misty
Mountains and it's time for the White
Wizard to pop his staff in the umbrella
stand and take a nap. Tread carefully in
dark places, and may all your Balrogs
be w e l l  s m a l l  ones.

ADVENTURE NEWS • ADVENTURE NEWS •
Graphics from
Artic
Artie are breaking with
tradition and releasing a
graphic adventure, Eye
of Baine, for the Spec-
trum a t  1,6.95. Unlike
their earlier text-only
games, this program fea-
tures 36 graphic loca-
tions which you will visit
in your efforts to escape
from natives in the jungle
and find the legendary
Eye of Baine.

Spiderman joins
the superheroes
Adventure International
will be releasing Spider-
man for the Commodore
64 and the Spectrum at
the beginning o f Octo-
ber. Retailing a t 1:9,95
(cassette version). this is
the second in the series
of games featuring the
Marvel superheroes, fol-
lowing o n  fro m Th e
Hulk (reviewed l a s t

issue).
Adventure In te rn a -

tional hold the rights to
all the characters for the
next ten years. so games-
ters can expect a steady
flow of titles on a wide
range of machines.

Computer movie
Legend are busy working
on th e  follow-up t o
Valhalla and the prog-
ram should be launched
in September/October of
this year. ' It 's  another
step in the development
of what we call the com-
puter m o v i e '  s a i d
Legend's Jo h n  Pe e l .
'Valhalla 2  will demol-
ish once and for all the
difference b e t w e e n
arcade and  adventure
games.'
September
Sherlock
Melbourne House are
due to launch Sherlock
Holmes o n  September

The Wizard's
Mailbag
Daniel Gilberts 1024 points in Twin
Kingdom Valley, mentioned in the June
issue, has provoked a storm of corres-
pondence and the White Wizard has
been forced to  employ a  few extra
gnomes to empty the mailbags.

David Sprat!, Mark Ormiston. and
Steve Gray are members of the 'Secret of
Life Club' with one thing in common -
they are all puzzled by wooden rods and
bridges over canyons. The bridge over
the canyon appears in the advertisement
for the game.

Well my fellow adventurers, help is at
hand. The White Wizard would refer
you to that classic game Adventure in
which you will find both a black rod and
a chasm -  but no bridge. Ironically,
Steven Gray hints at the solution in his
own letter: ' I  solved Twin Kingdom
Valley without finding any use for the
word "Wave". which presumably serves
some purpose as I got "Nothing hap-
pens" whenever I used it. Is it used on its
own, or with a noun? I also found no
use for the short wooden rod to  be
found near the Forest King's Hall.'

Need I say more?
Other TK V  to p  scorers include

Andrew McDaid, Stephen McNeil, Ju-
lian Venus, J. Tomlin, Stuart Hender-
son, and Paul Seller'. Thanks for your
letters, friends. and I wish you luck in all
your adventuring.

I 1th a t £14.95 fo r the
Spectrum. A  Commod-
ore version wil l be re-
leased in  October. The
program features charac-
ters and situations drawn
from a  number o f the
Conan Doyle stories, in-
cluding Doctor Watson
and the evil Moriarty.

Cornell go bust
Carnell Software, pro-
ducers of Wrath of Mag-
ra (reviewed i n  l ast
month's issue), have cal-
led in the receiver. The
future of their products
remains unclear and the
company were unavail-
able for comment at the
time o f going to press.
Some software shops still
hold stocks o f  Carnell
games. and there are
rumours o f  a  possible
deal with a software dis-
tribution company to en-
sure that the games re-
main available for as long
as possible.
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Sold subfect to A&F Software Ltd.
Full terms end conditions available on request

C A'  ‘ CM541 BBC ELECTRON DRAGON SPECTRUM
CHUCKIE
EGG, E7.90 E7 90 E7.90 E7,90 E6.90

i l
-
W
1
1
,

E7.90 E7.90
HAUNTED
ABBEY £6.90
PHARAOH'S
TOM! (7.90 E7.90

AVAILABLE FROM ALL GOOD
COMPUTER SHOPS
F
A John Menzies , Selected

Stores

ASJ Software
Unit 8. Conelside Industnal Estate,

Woodbine Street East. nochdata, Loncs
0L16 5L8 Tel: 0706 341111
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COMMODORE 6401E7.95
WILIIRIOttS

stoat b N i  64
A fantastic version

of this popular
arcade game.

The earth is being
invaded by an alien
force, the GALAXIONS have
arrived from a  dying planet, determined
to destroy civilization as we know it.

They come in formation, swooping and
diving towards the planet earth. You and
you alone can save mankind from the
terrifying destruction the aliens threaten
us with,

When t e d d y  t o  t h e  p icn ic  wen t
there c a me  t h e  sme ll o f  h o n e y
So o f f  h e  we n t  t o  fi n d  t h e
h ive to fi l l  h is  e mp t y  tummy.
The b e e s  t h a t  g u a rd  h o n e y
pots a re  sh a rp e n in g  u p
their s t in g s a s t e d d y  fi lls h is

e mp ty  tu rn  swee t  me lo d y s
he sings.

9Iobilt to dic9konec
In days of old when
knights were bold and
the sheriff was in power,
to play this game guide Robin Hood,
to Marian locked up in the tower,
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a long the 13 walls  of SOLAR
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just a few of the haz ards  you will encounter.

d 4 e
Guide Boris up the ladders , to c ollec t a  c oin
from the top  of  the screen, but  beware! the

bogy  men are out to  ge t  y ou l i e  must return
to the bot tom of the screen, av oiding the

bogy  men and  inser t the c oin in t he  elec tr ic
meter, The lights  will

c ome on enabling you
to see the pitc h fork, and
after retr iev ing It, k ill the

b o g y me n

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.
Otstribuhort PC .S Darwen CENTRE SOFT W e '  Mid lands. TIGER Chestbre LIGHTNING London. LEISURESOFT Northampton

R5I COMPUTER GAMES Barnsley. FIVE D  SOFTWARE East HatIlmg. COMPUTER WORLD UK BO H M
FERRANIl & CRAIG LTD WilI stu re  vICSOFT Slo u g h  DRAKE DISTRIBUTION Plym o u t h

UNEXPANDED VIC 20
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1 The Commander comes back on a mixed bag of readers' phone-ins
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HOTLINE.
01 63115911

W h a t  a month! The Hotline has been inundated with calls,
'  and the Voice Recognition Digitiser has been working
24 hours a day. processing complaints about rip-off games,
bugs, hi-scores, playing tips, and much, much more.

Here's this  month's piece
ot the action, folks . Don ' t
forget. I'm on call by day or
night on 01-636 5911. Speak
up. don't be shy, and remem-
ber to leave your name and
address.

Real  rubbish
I thought I'd tell you about a
real rubbish game I  got for
Christmas. I t ' s  Bug-By te' s
Sea Lord for the BBC B. You
can easily finish every screen
by just facing your man up-
wards a n d  k eeping y o u r
finger on the fire button, Still,
it was a gift...
Jason Whittaker, Kenilworth
Never look a gift horse in the
mouth, lason, even if  it is a
sea-horse. S e a  L o r d  h a s
some reasonable graphics,
but I agree it  lacks a bit on
playability  N o w  i f  o n ly
whoever gave you the prog-
ram h a d  checked ou r  re-
views first w e  looked at Sea
Lord back in February, and
it didn't exactly get rave rat-
ings.

Exact copy?
I want t o  complain about
Mastertronic's S p e c t r u m
game Gnasher. I  think  it's a
complete r ip-off because it's
an exact copy of RezR's game
of the same name -  so that's
not very good is it?
Jay Wayser• Orpington
Ahem, fay, I  have news for
you. Mastertronic's Gnasher
IS R&R's Gnasher. The two
companies have an  agree-
ment that allows Mastertro-
piles t o  s ell Gnasher (and
Spectipede) and pay a royal-
ty fee to R&R -  and who's
complaining? l i& R ' s  v er -
sion costs near ly  twice as
much!

AUOUST 1984

CALLING
COMMANDER
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False alarm
Hello, this is Jeff Minter. I 'd
like to report some missing
llamas, Hello, this is Jeff Min-
ter, I 'd lik e to report some
missing llamas. Hello, this is
Jeff Minter...
Anon
Hello, th is  is  Commander
Chance. I 'd like to report an
Unidentified Talking Wally.
Everyone k nows  t ha t  f e l l
keeps his llamas under close
observation, Sheep, now, are
another matter._

Not aMazed• • •
Id lik e t o  complain about
your Good Buy charts. I  am
of c ou r s e  r e fe r r ing  t o
Maziacs. I bought it and you
let me waste 1.!6.95 -  you said
it was excellent but it's total
rubbish. And what about Atic
Atac and let Set Willy  which
you missed out?
Stephen Bachelor, South
Shields

It's a  p i t y  y o u  d is l ik e
Maziacs. I'Ve still think it's a
great game. Atic Atac and Jet
Set Willy  both appeared on
the Good Buy charts in the
July issue.

PCG show, please
I want to know when there's
going to be a PCG show up
North -  Bradford, or  some-
where round there. All com-
puter shows seem to be down
South. Its  a long way to travel
just fora show.
Matthew Carroll, Bradford

know it's tough, Matthew,
especially if  you don't have
Warp Drive on your Cortina,
but here a t  PCG  w e  are
looking al the possibility of
doing something up North.
Keep your fingers crossed.

Freeze the egg
I jus t  scored 280,150 o n
Chuckle Egg by  A&F  Soft-
ware for the BBC. Could you
also tell me what rulings there
are on doing things like freeze
buttons etc . dur ing play ?
Thanks,
Stephen Galchrest, Dulwich
The Chamber Master writes:
'There's no reason why you
should no t  use the freeze
keys during the game. There
are times when even games
of Chuckie Egg must be inter-
rupted. However, Stephen, I
am afraid that you will need
a lo t  more practise before
you are summoned to  the
Challenge Chamber -  top
score on the Beeb version of
this g a m e  s t a n d s  a t
5,127.530..

PCG Hotline

Blitz  bug
I think  I've found a bug in
Anirog's Star Defence, I f  you
press 7,  hundreds o f  lit t le
UFO's appear and start firing.
You can get huge scores by
pressing SH IF T  a n d  R E-
TURN. SHIFT makes you in-
visible and invulnerable, and
then RETURN blows them all
up! Us ing this  method, my
Dad and I scored 120,926.
Chris Firth, Walthamstow

Boy.' What a clean-out! Any-
one else checked Out this
bug? Or any others, for  that
matter.

Amusing Upstart
I'd like to say how funny I
think Ric hard Shepherd's
Urban Upstart is -  especially
getting nicked fo r  indecent
exposure. It's  a great family
game, and I'd recommend it
to anybody who likes  fun
games or adventures.
Scott White, Bradford
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GRIDRUNNER PLAYERS are a breed apart. They're not interested in pretty
graphics and cute scenarios. You can't fool them with the frills of  fancy
packaging and free gifts. Because what they want is a really good mega-zap. And
that's just what Steven Blunt, 16. of Farnborough, and Steven Bell, 15, of Barking
in London, had in this month's Challenge Chamber shoot-out.

The similarity between these two de-
dicated gamesters extends beyond their
names: they both have Vic 20s. they're
both doing 0  Levels this summer, they
both intend to study Computer Science
when they leave school.
Laser
Steven Blunt is in the middle of writing a
machine code game in which a surgeon
uses a laser to suck bullets out o f a
patient's rib cage. Interesting, but dis-
gusting. Steven Bell has not had a
machine for quite so long and is only
beginning to grapple with the mysteries
of code. (The Chamber Master thinks
things wi l l  be a  lo t simpler i f  both
Stevens are hereinafter referred to by
surname only -  Blunt and Bell, the
dynamic Gridrunner duo.)

As for games. they're both fans of Jeff
Minter's other programs. Bell likes Re-
venge because 'it's got good graphics
and it's fast'. Blunt is a fan of 'All the Jeff
Minter games and Anirog's Star De-
fence'. Why? 'Because,' he says modest-
ly, 'I'm pretty good at it,' He's no slouch
at Gridrunner either, his entry form
proclaiming a score of 330,970. But Bell
had the edge on entries - he'd clocked a
massive 447,900_ Both players had spent
a hard weekend brushing up on their
technique, so the Master eagerly awa-
ited a  tense contest and some real
mega-scores.
Crossfire
For the uninitiated. Gridrunner is a fast,
furious and loud shoot-'em-up. On the
red grid you control a laser base which
can move horizontally and vertically.
Streaming down at you are the Droids.
rather like the creatures in Centipede.
At the intersections of the grid's lines
the Droids lay eggs which, i f you don't
give them a thorough zapping, will emit
unstoppable plasma bolts_ As i f  that
weren't enough there are X, Y Zappers
moving along the side and bottom of the
grid: get caught in their crossfire and
you've had it_

As the contestants settled down to
their respective machines Bell suddenly
asked for the colour to be switched off:
'I play in black and white,' he stoutly
said. His wish was the Chamber Mas-
ter's command, and the match took
place w i th  o n e  colour a n d  o n e
monochrome set. So at 5.05pm a fear-
some crashing noise duly announced
the commencement of hostilities in the
Challenge Chamber. Joysticks were per-
ched on legs, eyes fixed on screens and
in next to no time the first of many grids
had been zapped.

It was a mass slaughter -  the alien
hordes descended obliviously into a
veritable storm of accurate laser fire.

Tension
But there was tension in the air. After
only two minutes a nervous laugh from
Blunt announced that he had lost his
first life. Moments later he lost another
-an inauspicious start. I t  even crossed
the Chamber Master's mind that he
might have a Wally of the Month. But it
was not to be: Blunt showed true grit
and recovered well from his disastrous
start.

Meanwhile, in glorious monochrome,
Bell was confidently and methodically
killing everything in sight. At 5.12 he
reached 100,000 with nine men left.
Suddenly, things began to go wrong for
him as well. He lost a life as he was
caught in the dreaded X, Y Zappers and
then lost another almost immediately.

As they advanced to  130,000 both
grids were swarming with crazy droids.
B & B dodged and climbed with amaz-
ing speed and dexterity, but the nerves
were really telling now and they were
both losing lives rapidly.

Blunt was the first to go, groaning in
disbelief as he died on 191,940. 'Believe
it or not'. he said -  and the Chamber
Master did believe him -  this was the

There's no hiding place in

ZAPPI

Above: Steven Blunt
struggles w i t h  a
sereenful o f  aliens.
Left: Blunt and Bell —
bogeymen of the Mar-
tian hordes. Far left:
Steven Bell notches up
the points.

first time I've got under 200,000 since
the first day of 1983;

Bell still had four lives left but with
the competition gone he seemed to lose
interest and faded rapidly until, at 5.20.
the droids finally got him on 267,440_
Re-match
Both men knew they had performed
well below their best: both men, the
Chamber Master knew, deserved a re-
match.

This time both o f  them passed
100.000 without losing a life. Droids to
the left of them, Druids to the right of
them - but they did not flinch.

On through the 200,000 barrier they
went, still with a  plentiful supply o f
lives. But, inevitably, mortality caught
up with them. On 267,000 Blunt finally
expired. Be l l , though, pressed o n
heroically. H e  broke 300,000 b u t
couldn't quite make i t to 400, passing
away far from quietly on 378.000.

In the  crucible o f  the Challenge
Chamber the fear is that you'll melt in
the heat. But for B & B the temperature
just stiffened the sinews and summoned
up the blood. Courage, dexterity and
tenacity were demonstrated in abund-
ance. What more can you ask?
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in t h e  Gridrunner shoot-out!

;PING THE DROIDS

Another thri l l ing contest, and once again
the aliens came off worse.

The scores to beat
FORBIDDEN FOREST
COMMODORE 64
* 586.280 Jonathan Kenny. Thetford, Norfolk
* 324287 JD.  Lister. Stalybridge, Cheshire
*323,007 Kevin Leonard. Pontypridd, Wales
GRIDRUNNER V I C  20
*447,900 Steven Bell, Barking, London
*350,970 Steven Blunt, Farnborough. Hants.
* 309,820 Graham Fox, Manchester

REVENGE OF THE MUTANT
CAMELS
COMMODORE 64
*1,885,000 Tom Burton, Sweilling. Suffolk
*1,530,819 Alan Bilsborough. Glasgow
*1.420,000 Steven Finlay. Kircaldy. Scotland
CHUCK IF EGG SPECTRUM
*4,001,390 Paul  I loare, Croydon
*1,745,660 Nigel Brant, Melton Mowbray.

Leicestershire
1,094.140 Bernard Murphy. Halifax

JET PAC V I C  20
*183,800 Michael  Parkhouse, Swansea
*139,920 Nick Torkington. Oldham
*135,660 M.  Edwards, Bakewell, Derbyshire
LUNAR JETMAN SPECTRUM
*382,520 j ohn Elliot, Falkirk, Scotland
*202,720 Paul  Reed, Hull
*173,530 Mar k Johnston. Arbroath, Scotland

3D ANT ATTACK SPECTRUM
*47.860 Andr ew Ley, London
*44,285 Rober t Kidd, Ipswich
*43,678 Michael Tomkinson, Shaw,

Lancashire

AUGUST 1984

Challenge Chamber

Crazy tips and loony letters
It's been an exciting, but tiring, month
for the Chamber Master. There are so
many entries and letters that deliveries
are now made by helicopter to the roof
of our office block. Underlings swarm
up the fire escapes and return with huge
sacks whose contents are poured at the
Chamber Master's feet.

One par ticular ly  pleas ing epis t le
plucked out by a minion came from the
dreaming spires o f  Oxford University.
The Chamber Master is happy to confer
on that ancient seat o f  learning the
privilege o f  entry  t o  t he  Challenge
Chamber. Dr J. M. Atkinson does great
honour to  Wolfson College with his
score of 571.910 on the Spectrum ver-
sion of Chuckle Egg.

A month ago this total would have
gained the Doc an invitation to enter the
Chamber. Now, unfortunately, i t  only
gets him mentioned in despatches. But
Dr. Atk inson w i l l  obviously want to
compete in the contest which is sure to
replace the Boat Race as a Grandstand
feature -  T h e  Oxford-Cambridge
Chuckie Egg Race. Watch this space for
more news,

Chuckle Egg continues t o  attract
mountains of  entries on all machines.
Maurice R o b in s  o f  Bir mingham
weighed in with 435.580 on the Spec-
trum and sent this rhyming tip: 'Avoid
the duck with plenty of luck,' There's
still a  vacancy f o r  Poet  Laureate.
Maurice. Philip Hamilton o f  Bolton,
382,410 on  the Spectrum, gives this
reassuring advice: 'The bottom of the big
duck is harmless.' That's a relief.

Forbidden Forest on the Commodore
54, PCG's Game Of The Month in April,
is attracting an increasing number of
entries. The Chamber Master is serious-
ly considering it for Challenge Chamber
duty. So, archers, keep bending those
bows!

It's also brought in a couple of strange
tips. What about this from Paul Hunter
of Muir  O f  Ord in  Scotland: 'Don' t
blink!' The Chamber Master has tried,
and i t  is  just not possible. Still. Paul
managed to arrow his way to 275.177.

Neil Taylor of Kedington in Suffolk is
obviously o f  a  nervous disposition.
Although he has scored 288,477 o n
Forbidden Forest he says; 'Don't play it
at night - too scarey!'

It's always nice t o  hear  from o ld
friends, so the Master was especially
pleased to get a letter from Tom Burton,
who graduated with honours from the
first ever Challenge Chamber.

Tom tells us that he's approaching the
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two million mark on Revenge, and also
encloses a high score for the new Jeff
Minter game Sheep I n  Space, which
Tom thinks is 'ace, and deserves Game
Of The Month status.' He's  already
scored 1,146.000 and reached level 27.
So Anthony  Janota o f  Coventry has
some way  t o  go t o  catch up. He's
managed 749,695 and, like Tom, recom-
mends Sheep-fanciers to put in a lot of
landing practice.

Stephen Corcoran of London sent in
entries for just about every game avail-
able on the BBC_ His letter lacked tips.
but was fu ll o f  searching questions.
Such as: 'How do you decide who to
summon to  the Challenge Chamber?
The person with the most outrageous
score on a popular game? How effective
is your Challenge Chamber deterrent?'
Well. Stephen, the Chamber Master
decides who is summoned and his deli-
berations must remain secret. The deter-
rent is  obviously effective. Has there
been a Wally of the Month? The Master
still waits.

Finally, we come to Loony Letter of
the Month. Someone signing himself
'Honest Radio 1 Fan' has sent an entry
for Revenge of the Mutant Camels, His
score -  15,922,526 in 88 minutes, And
how does he do it? You'd understand if
the Master felt able to publish his long
list of instructions on how to get unli-
mited lives.

'Honest etc%'s letter bears a postmark
from Motherwell and Wishaw in Scot-
land. If anyone up there has a Commod-
ore 64-owning fr iend who has lately
been acting strangely, please let  the
Chamber Master know. This man needs
help.

That's all for  this month. Keep the
entries and the letters fl ooding in. By
next month the Challenge Chamber
should have an apprentice Master to
help sort through the post, so you need
not fear for the Master's sanity.
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Blagger
Fortress
Demalator
Ghouls
The Hulk

II

Cass Disk
Beach Head 8.95 12.00
Bruce Lee 12.00 12.00
Solo Flight 12.00* 12.00
NATO Commando 8.95 12.00
Spitfire Ace 8.95* 12.00
Dallas Quest 12.00-
Caverns of Khafka 7.95* 12.00

CYGNUS TWO
COMPUTER GAMES

Lords of Midnight
P s
-
y t
r o
n

Sabre Wulf
Jack & The Beanstalk
World Cup
Ad Astra

The Garden
8 lagger
Vortex
Invaders
Killer Gorilla

94 P  C GAMES

WE SELL ONLY THE BEST
ORDER TODAY AND WE

DELIVER TOMORROW
SPECTRUM

BBC

Beyond 8 . 7 5
Beyond 7 . 9 5

Ultimate 8 . 7 5
Thor 5 . 9 5
Artic 6 . 0 0

Gargoyle 5 . 0 0

Alligata 7 . 2 5
Pace 8 . 2 5

Visions 6 _ 2 5
Micropovver 7 . 2 5

Adventure Intul 7 . 2 5

ELECTRON
Al ligata
Alligata

Software
Micropower
Micropower

Write  or phone now for our free brohure. Don't forget
to state your machine. P & P free

Send your cheques/POs to
DEPT PCG, 62 WOODLAND ROAD

CHINGFORD, LONDON E4 7EU
TEL: 01-529 1891

7.25
7.25
7.25
7.25
7.25

SOPHISTICATED GAMES FOR THE
VIC 20 AND COMMODORE 64

V I C/ 6 4  CRI CK E T - a realistic game of tactical skill and luck.
Ball by ball commentary  with full scoreboard and all the major
rules of cricket corectly interpreted. Printergame save facility.
Vic cricket-Vic 20 plus 16K £5.99
New 64 Cricket with extra features E6.99

L E A G U E  S O CCE R - league title game for 2 to 24 players.
With automat ic fixtures, action commentary.  results check,
scorers, league table, cup draw etc. Printerigarne save facility.
League Soccer for Vic 20 plus 16K E5_99
New 64 League Soccer with many extra features still E6.99

W H O D U N N I T ?  - Twelve guests have gathered for drinks at
Murder Manor,  but one of them has more than drinks on his
mind.  Addict ive and thrilling detective game for one to six
players. With genuinely  dif ferent games each time.
Whodunnit? Vic 20 plus 8K or any CBM 64 (state which) £4.99

TOP OF THE P OP S - Easy to learn game about the music
business. For one to ten p l a
f
e r s .  I n c l u d i n g  
p r i n t e r  
a n d  
g a m
e

save facility.
TOTP Vic 20 plus 8K £4.99
New 64 TOTP even bigger and better E5.99

Available from C O L . .
SOPHISTICATED GAMES, /
c o  f r t i o
t o
v A t f
4

Dept, PCO
3
27 
Q u e e
n s  
R o a
d ,  
K e
y n
s h
a m
,  
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Avon EIS18 2N13. Tel 02756-3427
WRITE FOR DETAILS OF OUR FULL RANGE

'P&P free (U K.) only. All garnet sold subject to our
conditions of eel. ,  which are eveilable on request

ATTENTION ALL
DRAGON OWNERS!

FED YOUR DRAGON LATELY?
 'HEN TEAIPT HIS  TASTEILPDS HIEN THE talAti lo k MO ESEIS FACAE A r A t r I L S 4 A t y l n e
OUR PO LICY 6  V i n  CUS/OHEEE SAId e aCIVe l  -  T h y  u $ !
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3) Wumpus Mansion -  20k+ !
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PLEDDITCH, WORCS, 15911 GJE3

E725
endow a deewall a' 0  na

NAME
ADDRESS

MILES BETTER
SOFTWARE

US GOLD SOFTWARE

*Available for Atari

All Software is Post Free.
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days a week
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For Commodore 64
land 2 playeroystick required
Tvbo-cassette
New from HesWare

HesWare action play
FOR you: p o we r
-
t o o t s  o n  
y o u r  
t u b a
,  
a n  
i n v i s
i b i l i
t y  
e s
c a
p e -

button and 4 lives. AGAINST you: six mad instruments
from the Cymbomb to the Pianha, all trying to trap you

in a maze of musical notes. BEFORE you:
points to score, 4 starting levels, 21

different play-patterns of ever increasing
difficulty. POWER PLAY: great graphics

and musical sounds.

(HesWare Turbotape
All the speed of a disk-drive, but not

the cost This program will
load --amazingly-
in under a minute.

For your copy of Rootin Tootin'
(Cat No. HSEE153). Available
from all good computer soft-
wae stockists.
Send me (tick as required)
E My local stockist's address
E Your full list of games

_ copy/ies of this game
at L9.95 each I ,  :  p

Method of payment
By cheque or PO (no cash) made
payable to TECS
H
A
K
I
M
"
(  
A
R
O

l i Z r E 1•111%;

Enter card no. S i g n  below:

By Access or
Barclaycard

+ Singe P&P sum :  30p
Credit card sales: UK buyers only.

To: Thorn EMI Computer Software
Distributors, 296 Farnborough Road,
Farnborough, Hants., GLI14 7NE
Phone: (0252) 518364.
Name
Address

THORN EMI
Computer
Software
DistributorsTotal to send L  :  P  R e s p o n s e  within 21 days.

COMPUTER SOFTWARE DISTRIBUTORS FOR: CREATIVE SPARKS / HESWARE /  IUS / MAINSTREET/ TOTL / DATAMASTER / HUMAN EDGE
APCG3



HOW TO BUY THE RIGHT PERIPHERAL
FOR YOURRECTRUM!

Maximise your Spectrum's potential
The success of the Spectrum has
spawned a bewildering array of
competing products to enhance and
expand the capabilities of the
worlds most popular micro.
This new  paperback provides the
data you need to cut your way
through the jungle. Ian Scales
explains the function and
characteristics of each type of
accessory available, giving you the

CUSTOMER CHECK LIST

No of
books Tit le

1
1
The Spectrum Peripherals
Guide 0 E4 95
60 Programs for the ZI
Spectrum 0 ES 95
Instant Arcade Games for the
E( Spectrum 0 El 95
The Best Software Guide to
Spectrum Gaines E 3  95

Postage and packing contribution
Please allow 35p for the first book
ordered plus 15p for each additional
book ma mriximum charqeoffk26

The Spectrum Peripherals Guide by Ian Scales

Total

information needed to assess your
requirements, evaluate the
advertising claims and make an
informed purchase decision.
Reviews of selected examples of
each type of peripheral areincluded within this comprehensive
guide to current products and
suppliers.
DON'T BUY A PERIPHERAL UNTIL
YOU'VE READ THIS GUIDE - ONLY
E4•98...

GET MORE OUT OF YOUR MICRO WITH...

Amount

SPECTRUM BOOKS

Signature
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This offer ak aLlable within UK only
Pan Books Lid
Registered m England
Registration No 389591

Other books for your Sinclair MI
Spectrum in the Pan/PCN Library:
60 Programs for the ZX Spectrum
(E5.95), Instant Arcade Games for
the ZX Spectrum (E3.95), The Best
Software Guide to Spectrum Games
(0,95). Available from your local
computer book stockist or by
returning the coupon below
For immediate service or
more information ring
01-200 0200 now.
Credit cards accepted.

POSTCODE

MI6

—  I  enclose my cheque/postal order for p a y a b l e  to Pan Books Ltd or debit my Access/
Barclaycard Nisailtusicard Account no

POST NOW, NO STAMP NEEDED To Pan Books Ltd. FREEPOST, PO Box 109. High Wycombe
Bucks HP10 BNP YES, please send me the paperbacks Indicated I  understand I may return
them within 10 days if not fully satisfied and receive A FULL REFUND,

NAME(Mr/Mts/Miss/ Ms)
ADDRESS

1
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TIE uLTImATE

TOOLKIT
A brand now book 'INVALUABLE UTILITIES FOR THE BBC MICRO'

*  Utilities to take the pain out of
programming...

*  Utilities to explore the hidden
depths of your Beef)...

*  Utilities to customise your
machine and upgrade your
programming capacity...

In this top_gualittplperback by
Jeff Aughton is a collection of tools
for the serious programmer It pro-
vides the complete software toollcit
needed to construct efficient
programs, and the weapons you
require to disassemble them and
annihilate the bugs.

The accompanying text fully
explains the use and mechanics of
each utility and in so doing pro-
vides you with a high-level tour of
the inner world of the BBC Micro.

Among the utilities included: The
Dissembler - delving deeper into the
machine code ROM's of your Beeb.
A Music Processor -  teach your micro
to beep in tune. Bad Program Fix -
resurrect your fatally wounded code.

L

GET MORE OUT OF YOUR MICRO WITH...

Sorts -  efficiently order your indexes
and files with this nippy little routine.
Thletext Picture Editor - Create your
own Prestel frames with this mnovative
graphics system.
Other books for your Beeb also from
Pan/PCN: 60 Programs for the BBC
Micro (0.95), Instant Arcade Games
for the BBC Micro (E3 95), The
Companion to the BBC Micro (E4.95)
Available from your local computer
book stockist or by returning the
coupon below

For immediate service or
more information ring

01-200 0200 now.
Credit cards accepted.

CUSTDMER CHECK LIST
No of
books Tit le

1

I i

Invaluable Utilities for the
BBC Micro at E5.95
60 Programs for the BBC
Micro (ft E5_95
Instant Arcade Games for
BBC MICTO rel. E3.95
Companion to the BBC Micro

E4.95
Postage and pack ing contribution
Please allow 35p for the first book
ordered plus 15p for each additional
book to a maximum charge of El 25

lbtal

Amount

BBC MICRO BOOKS
POST NOW, NO STAMP NEEDED lb Pan Books Ltd. FREEPOST PO Box 109, High Wycombe
Bucks HPIO 8NP YES. please send me the paperbacks indicated I understand I may return
them within 10 days if not fully satisfied and receive A FULL REFUND.
NAME(Mr/Mrs/Mtss;Ms)
ADDRESS

P O S T C O D E
I enclose my cheque/postal order for E p a y a b l e  to Pan Books lid or debit rm.; Arress
Barclaycard i ' V i s a i l l
-
u s t c a r d  
A c c o u n t  
n o

Signature •
Alkm  up o  5  days tor de livery
This offer available within 1.9C
Pan Books Lid
Registered in England
RPCNSItilitOrl No 3895qi Pan

1
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Gather those_you can to your banner, The
Worlds first Epic game. Not on adventure
but a living fantasy novel. A
n d   y o uare the author of the action.
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Matter Disruptor complex report terminated:
Estimate 75 personnel unaccounted for:

Repair and medi-crews alerted: Defence circuits dated
responsible alien
craft now locked
onto new target:
Saboteur
sighted in central
corridor Sector
7: Pursuit Droid
activated:
Switching to
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DUCKWORTH
HOME COMPUTING

THE ADVENTURER'S COMPANION by Mike and Peter Gerrard
Flow do I survive the pale bulbous eyes? How do I get past the toll? Where is
the Pirate's Chest? How do I escape the Goblin's Dungeon? In response to
these and hundreds of other questions sent in to magaames by frustrated
adventurers, here is a complete guide to playing four of the most popular
adventures on home micros today The Hobbit, Colossal Cave Adventure.
Adventure/and and Pirate Adventure. The book provides a solution to
every problem you will meet, and is designed to enable you to look up the
answer without giv ing away anything of the rest of the adventure, It also
includes complete maps for all four adventures. 13.96

THE ADVENTURERS NOTEBOOK by Mike Gerrard
This book is for both beginners and regular adventure players. It explains
what an adventure game is, gives a history of adventure games, includes hints
on how to play games more successfully and a List of recommended adven-
tures, The main part of the book consists of a series of maps with space for
your notes on verbs, nouns, locations, how to pass obstacles - everything the
keen adventurer needs in order to keep all those scribbled sheets and notes
together in one book. E.3.96

EXPLORING ADVENTURES ON THE SPECTRUM 48K
by Peter Gerrard

The complete guide to computer adventure games playing, writ ing and
solving them Starting with art introduction to adventures, and their early
history, it takes you gently through the basic program:rung necessary on the
Specmim before you can start writing your own games. Inputting of informa-
tion room mapping, movement, vocabulary, and everything required to
write an adventure game are explored in full detail. There follow a number of
adventure scenarios, and finally three complete listings, written specially for
the Spectrum_ £5.95 The three games are available on one cassette at E7.95.
Mike and Peter Gerrard are regular contributors to Which Mic ro? and
Personal Computer News. Peter Gerrard is the author of many titles in the
Duckworth Home Computing list, including the Exploring Adventures series,
and contributes to Popular Computing Weekly. Commodore Honzons and
Micro Adventurer.

DUCKV/ORTE
The Old Plano Factory, 43 Gloucester Crescent, London NWI 7DY

Tel: 0 1
,
4 8 5  
3 4 8
4

To & w o o d  Com pet i t ion Noose
Forodon Road Mark et  Marborough,
Leicestershire LE19 9NR

M oos e  send .

PSYTRON E7.95
SPELLBOUND E5.95

THE LORDS OF MIDNIGHT E9.95
BEYOND ORDER HORNE
0858 345457
BE YOND ENQUIRY HOTLINE
01-251 84%
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JOIN IN THE FUN
OF KEVIN TOMS' No. I  Football Game

FOOTBALL MANAGER

,
rhrc

Action from the game (CBM 64)
The Highhght sequences are pure
magic. And then you have to sit on the
sidelines and sweat it out! Completely
fantastic_ I want one
Quote by Charlie Nicholas. Reprinted
from Big K.
Prices! BBC Model B 5 7 . 9 5

Commodore 64 E 7 . 96
Spectrum 48K 5 6 . 9 5
ZX81 I6K 1 . 5 . 9 5

04 I  113 GRAPHICS ARE NOT
INCLUDED IN THE ZX a I VERSION i
0Yorseas orders add k I SD
Siesiegy D e l* .  elate Tear ige l

dN1 , ,  •1411•1•
Golden lovesick A easels

To order by mail (p&p free send
rite gees or poste order lo

Football Manager
Designed by Kevin Toms
This outstanding game of

skill and strategy is
now widely available
and you can join the
many thousands of
satisfied customers
who have purchased
the game.

swim of the features of the game:
•  Matches in 3D graphics •  Transfer
market •  Promotion and relegation
•  F.A. Cup matches •  Injury  problems
•  FuU league tables •  Four Divisions
•  Pick your own learn for each match
•  As many seasons as you like

•  Managerial rating •  7 skill levels
•  Save game facility

ddictim
Available front computer software
stockists including selected branches of

d

Addictive Games
7A RICHMONDHILL,BOURNEMOUTH BH2 6HE

Earn money from
your computer fu l l  or
part time - from your
office or your home

Excellent money is now
being made

For details send large S .A.E to: -

Home Computer Earners Centre
South  B a n k  House
B l a c k  Pr ince  Road

L o n d o n  SE1 7SJ
P C GAMES 9 9
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Fancy yourself as a latter-day Napoleon, staging intergalactic time-travelling battles or

I  f you have bit blasted too many aliens for one day, or have got lost in that
dratted maze in the new adventure you've bought and are about to see just how

well your computer will fly through the window, why not give these 'normal'
computer games a rest. Load in a strategy game and find Out just how well you
would have run the Roman Empire. Take control of a group of soldiers or travel
through lime and fight out battles in outer space or on planets you have never
heard off.

War games with scenarios similar to
the above as well as many others can be
found fo r nearly every micro_ Some
games will allow you to play against the
computer. In  others you have to play
against a partner: why not have a go at
killing your beloved brother, wife etc?
In fact buying war games could lead to
the end o f  family arguments as we
know them. Whole families could be
crowded around the television waiting
to see who will win the War of the Roses
and settle the latest family feud.

Until very recently most of the com-
puter-moderated war games were ship-
ped over from the US. Al l  o f these,
although of very good quality, tended to
be of a very high price. A number of
British manufacturers have now pro-
duced many excellent packages, all mar-
keted at a price far lower than their
American counterparts. This feature
will concentrate on products from these
companies.

One British company who have really
made an impact on the war gaming
market are Lothlorien. Titles from this
company are available fur nearly every
machine: Commodores, BBCs, Dragons
etc. Most of them seem to make a first
appearance on the Spectrum and are
converted onto the other machines at a
later date.
Conventional warfare
Confrontation is possibly one o f the
most popular games from this Stock-
port-based company. This is a two play-
er game of conventional 20th century
warfare. One player controls the Blue
forces and the other player the Red. One
nice feature of this game is the option to
play on a black and white TV set. If you
wish to  play in black and white, the
pieces of the player on the left hand side
of the screen are shown in inverse to

.• •

, •  •
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make them distinguishable from those ,
of his opponent.

Each player takes control of a number
of forces. The forces consist of mobile
units made up o f tanks, mechanised
infantry and engineers. Each type of unit
has its own particular use, for example it
would be o f very little use trying to
destroy a plane with a paratrooper, but
the flak guns can easily inflict damage
on enemy aircraft.

The playing area is very clear with
rivers, mountains, cities, bridges and
other useful landmarks displayed.
Pieces on the board belonging to each
player are only displayed when they are
actually being moved, which means that
if the players agree not to look at the TV
while the enemy is moving you will not
know which piece is what type of unit
before i t  i s adjacent. Al l  pieces are
represented by a little picture when they
are being controlled. The number of
squares they can be moved and their
type are displayed at the bottom of the
screen.

One of the nicest and fairly original
features this game offers is the option to
design your own scenario. Once the
program has loaded there is no map
held in memory and you can load the
one supplied by Lothlorien or design
one of your own. Map design is very
easy: the cursor keys are used to move a
cursor around the playing area and the
designer can place cities, rivers, moun-
tains etc by pressing the appropriate
key.

Because the map can be designed by
the user there are no set victory condi-
tions. You can play until all forces have
been destroyed fo r a  set number o f
moves, until a particular point is cap-
tured; in fact the list of possibilities is
almost endless. Since the finishing con-

•

ditions are left to the players a game
could last five minutes. five hours, or
until you wish to end.

Confrontation is an excellent game,
available on a number of popular mic-
ros. Because the scenario is left up to the
player i t is an ideal program for both
beginner and expert war gamer.

•

•

Zap the Yankees
Johnny Reb is another popular game
produced by Lothlorien. This game can
be played against another player or the
computer. On the Commodore 64 ver-
sion you can even get the computer to
take both sides. The game is set in the
American Civil War and is a fairly small
skirmish at a river crossing between the
Union and Confederate forces. To win
at this game you must capture the
enemy's flag. though it is possible to set
a limit upon the number of possible
moves, the winner being the person
(computer) who has scored the most
hits against the enemy.

Unfortunately, this game lacks some
of the polish you find in Confrontation,
Numbers surround the playing area

AUGUST 1984



or c o n t r o l l i n g  the Roman Empire? Stuart Cooke surveys the latest in war  games.

Tn7T
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making it easy to judge distances when
moving but making the display very
messy. The only symbols found on the
map other than the various pieces con-
trolled by each player are the river,
marshland, forest and a bridge. None of
these graphics is used very well and the
video display seems to  lack a  great
amount of interest.

Each player is supplied with a number
of playing pieces_ These have differing
movement and fighting capabilities, de-
pending on what they represent. Artil-
lery pieces are the only ones that can fire
at the enemy from a distance. Unfortu-
nately you can only shoot i n  eight
directions and therefore have to be fairly
close to, or in line with, the enemy or the
shot disappears off the screen before
you can hit him. It would have been nice
to be able to select your target by moving
a cursor around to point at the destina-
tion square.

First impressions led me to  believe
that this was a very simple and boring
game. After a  few sessions a t  the
keyboard. however. I found there was a
lot more to it than you would expect. To
start with, a lot of forward planning is
required so you can line yourself up with
the enemy to shoot at him face to face.
Secondly, you must make sure that
whenever you do move one o f your
pieces you are not placing your man in
the firing line of the enemy's guns.

Even though the graphics of this game
are simple. and i t is simple to under-
stand, a lot of skill is required. It will
take quite a while before you can totally
master the game, if ever. This program is
also a little slow — you get the impress-
ion that when the computer is playing

AUGUST 1984

Legions on the march
ASP Software is another firm which has
begun to put a lot of strategy games on
the market. Their latest release is The
Fall of Rome. another game available
for most popular micros.

The outside cover for this game states
that you are supplied with a Free Colour
Map, so you open up the box expecting
to find some painstakingly drawn map
of the Roman Empire only to find that
the printed instructions are larger than
the map. Don't go fixing the free map to
your bedroom wall, you'll only lose i t
and it comes in very handy when play-
ing the game.

The F a l l  o f  Rome bears a  s light
resemblance to the well worn Dictator
type of game. Each game turn you have

PCG Specia

one of the sides and you are waiting for
it to use some of its artillery fire against
your men you could have overrun the
whole of its army and returned home to
your farmstead.

to enter the number of legions you wish
to buy and maintain in each area of the
Empire. Income varies from region to
region and the presence of unfriendly
tribes will reduce it. This games goes a
step further than the normal buy or sell
that you normally have to  do i n  a
Dictator game in that you are allowed to
move your men around. During the
movement phase you can move your
forces into any neighbouring province.
Once you have moved the computer will
move the enemy tribes. By moving to an
area controlled by the enemy you can
fight against him.

Even though the graphics are good
and the responses to input faster than

•  The Fall of Rome - good graphics and fast
responses as you defend the  Empire by
marching y o u r  legions against host ile
barbarians.

P C GAME$ 1 0 1
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on some other games The Fall of Rome
does not give you the feeling that you are
atually in control_ I f  you had a little
more control of how each legion fought
then you would have a better game.
Instead you get the impression that you
are having an exercise in entering num-
bers.

Heavy metal
Kriegspiel from Beyond Software runs
on the Dragon 32 and is one of the few
games around that exploits graphic faci-
lities to the full.

The scenario puts you in control of a
heavy tank division. You have the op-
tion o f  your opponent either being
another player or the computer. Whoev-
er plays. the object of the game is to
capture the other player's city HQ. All
the action takes place on a high resolu-
tion map that scrolls around the screen,
which means that the battlefield i s
actually much bigger than the small area
you can see. Three different maps are
supplied with the game, and i t is very
simple to choose the one you wish to
use.

Each player is put in control o f 15
pieces_ These consist o f  four heavy
tanks, five light tanks and six infantry. It
is possible to increase the number of
playing pieces up to  25, after every
round the player in eontrol of the most
friendly towns will gain extra men.

It is possible to enter all of your moves
by either the keyboard or by using a
joystick. Use o f a joystick makes all
entries to the computer very quick and
speeds up play considerably.

Probably one o f  the most original
aspects of this game is the way in which
the weather affects play. It's realistic —
and very annoying. You just think that
you are about to ni*ke a surprise attack
on an enemy when it begins to rain and
you find all your powers of movement
halved. I f  i t snows, for example, your
movement is halved and you have no
transport.

The instructions supplied with the
game are very dear, therefore a beginner
to war games should soon be playing. So
that you can tell which area is urhich on
the map a key is given on the instruc-
tions: remember it's a lot harder to move
through a forest than through a desert.

This is a very well-presented game
and its clear, colourful graphics should
appeal to everyone. If you are a Dragon
owner then you should buy this game
just so that you can see what your
machine is really capable of. For those
of us who don't own a Dragon, would
Beyond please bring out versions for
other machines.

Probably one of the most popular war
games that you can buy is Apocalypse
from Games Workshop. Red Shift are
producing the computer game version
of Apocalypse under licence.

World War Ill
If you are one o f those unfortunate
people who have never played Apocaly-
pse then the subtitle given to the game
should give you the whole story: The
Game O f  Nuclear Devastation. You
are told, however, that use of nuclear
weapons could cause a  catastrophic
chain reaction.

Apocalypse allows between one and
four players to take part, however, i f
only one player is involved he will have
to take two sides, the computer will not
play against you.

Each player is given a certain amount
of power points, the number he gets
depending on how many cnetres he

•  Rebehtar Raiders - a challenging game for two
players

occupies and the type of land that his
centre is on.

There are three different maps pro-
vided with the game for your warfare to
take place upon. These maps cover
areas such as Britain, Europe and Lon-
don. Red Shift have realised the poten-
tial o f  this game and are producing
expansion cassettes containing more
maps. Expansion maps cover areas such
as US, Galactic, Napoleon's Campaigns
and War in the Pacific. The BBC version
does not yet have all the expansion
packs available.

The maps used in Apocalypse cover
most of the screen and are very clear
The map shows all the occupied areas
and under which player's control they
are. When making moves it is possible to
move a cursor around the screen and an
exploded view of the cursor position is
given, showing which forces are situated
there. This is very easy to use but tends
to be a little slow and it is easy to forget
which forces you have where, it's a law
playing area to try to find out every time.

The only 'major' flaw in this game was
found in the BBC version. The symbol
of each of the players is positioned on
any area he owns. Quite regularly the
background colour was the same as the
character's piece making it difficult to
see exactly who was in control of the
square.

Apocalypse is a very involved game
and i t  wi l l  take quite a  time for a
beginner to master play. The instruc-
tions are good and clear and give exam-
ples wherever possible. The fact that you
can purchase extra maps should add to
the length of time before this game is put
on the shelf and forgotten about.
25th Century raiders
Rebelstar Raiders comes from the same
stable as Apocalypse. This game takes
place in the 25th century. You are given
three different scenarios: Moonbase.
Starligdale and the Final Assault. Two
players are needed to play, each having
control of between 20 to 30 characters.
Every character in this game has his/its
own name and weapon and characteris-
tics.

All inputs to the computer are very
easy. To get information on a particular
character all you need to do is place the
cursor over the player in question and
press the 1 key. If you wish to find out
about the character's weapon you press
the P key.

Because each of the maps is different.
the victory conditions differ although a
specific object has to be destroyed or
protected in each of them.

This is a game that you need at least an
hour to play. but it is worth it when you
guide one of your men around a corner
and blast three of your opponent's men
into little pieces. Rebelstar Raiders is a
challenging and very enjoyable game.
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Free expert advice and information from the What Micro? team.
Games arcade with games competitions and prizes.

Young What Micro? club; Consumer Watch.
the truth about computers in schools: What Micro?
nches O S  IN EDUCAVION: SCHOOL REPORT'.

A
&

Ii A

WHAT

A P
00

EST MICROS — 6'111 a CIT/11 :1 ; f J . 1 * '  - PERIPHERALS

&

A i the n  , O f  s
birthday party: •  on race,

What Micro? fun run, airship, peddle
car rally, funfair.

*load What Micro? for the first due, or
listen out on UK Young London

BEAT THE
CROWDS AND
SAVE MONEY.

To: What Micro?
Tickets ciO Sue Holliday
VNU
62 Oxford Street London W IA 2HG
Tel 01-636 6890
Please send me the following:

Advance Tickets at
£1.25 each
Group Tickets at
£1.00 each 110 or morel

I enclose a cheque, made payable to
V NU Business
Publications for E
Charge my Access/
Barclaycard N o

Signed
Name

Address
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ESSEITIAL BOOKS FOR YOUR
ELECTROR

THE COMPANION TO THE ELECTRON
All Electron enthusiasts will find this book an
invaluable guide whatever their experience and
expectations.
Jeremiah  Jones and Geoff Wheelwright have
combined their computing expertise to provide
an essential reference book which covers the
inbuilt capabilities of the Electron and explores
the expansion possibilities of this superb machine.
Graphics. sound, word-processing and
peripherals, games and utilities, are all described,
explained and analysed enabling the user to
unleash the full explosive power
of the Electron.

SIXTY PROGRAMS FOR THE ELECTRON
Explosive  games, dynamic graphics and
invaluable utilities are all featured in this new
book,

The most successful software writers have pooled
their talents in this specially commissioned
collection which takes BASIC to the limits and
beyond.
Whether you are a games player or a serious user
here's the book to make your micro work for you.

Where can  you get them?
From all good bookshops. Or fill in the coupon below and return it to Pan Books Ltd, FREEPOST.

PO Box 109, 14/26 Baker Street, High Wycombe, Bucks HP11 2TD.
For immediate 24 hour service phone 01-200 0200 and use your credit card_

GET MORE OUT OF YOUR MICRO WITH...Guicr--•••
,
1

POST NOW NC STAMP NEEDED lb Pan Books Ltd, FREEPOST, P.O Box 109, 14/26 Baker Street, High Wycombe, Bucks HPI1 2TD.
YES Please send me the following ELECTRON paperbacks at E5 95 each plus 35p for the first 'rook ordered plus 15p for each
additional bock to a maximum charge of El 25 to cover postage and packing.

name (Mr/Mrs/Miss/Ms)  0  Companion to the Electron qt E5 95
address
p o s t code
I enclose my cheque/postal order for E

no
Signature - -
Allow up to 15 days for delivery. This offer available within UK only
Pan Books Ltd R e g I s t r e d  in England R e g i s i n v i o n  No 38959:

• ELECTE
-
On•

ELECTROn BOOKS

60 Programs for the Electron a E5 95
payable to Pan Books Ltd or debit my Access/Barclaycard/VisatRustcard

•

Pan
PCN



Actual screen dump from the game!
Return to Prehistoric times, fight tooth and nail
for your survival against Pteradactyls and
Tyrannosauruses. "Some of the best cartoon
animation yet"
48K Spectrum E5.95 (also for the CBM64 and
Dragon 32).

HERE AND HERE AND INF
KENT
• .AN1ER8URY SOFTWARE

The Friars Canterbury.
Kent Tel 0227 53531
NIMBUS COMPUTERS
t; Station Road.

• .t Wycombe. Kept
, 1 •1 7  3180
ESSEX

JARY SOFTWARE
:!E I Victoria Are •
.i.iuhiend on Sea

Tel 0102.43568
..'MCIN ELECTRONICS

St fe- 1 SPOT
A 1 Meredith Road. Clacton
Esser l e l  0255 427505
foiAlNWAVE MICROS LID
S I Hnad Si • Crikhester.
Essex Tel 0208 561513
ROONEY BOOKS AND GAMES

I_ R d  Barking.
• • t  01 594 2858

WEST LOTHIAN
LIV‘NGSION COMPUTER
CENTRE
11 The Malt. Craigshill
Shopping Centre, Lwingslon,

Let.,,in T e l  0506-369713
LONDON
VIDEO PALACE
100 Oxford St
.  
L o n d o n  
W I

el 01 63 ? 0386
MAGITECH LTD
219 Regent St London W 1
Tel 01-437.1011
GARLAND BROS
Deptford Broadway London SE8
Tel 01 692-4412
CLEVELAND
MULTI COLOURED MICRO
SHOP
8 Dundas St Redcar.
Cleveland Tel 0642 488643
EAST SUSSEX
Wit SON VIDEO LIBRARY
54 Sea Road, Bexhill-on Sea
East Sussex TN4 0  1JP
INolionwde Mail Ordert
Tel 0424 221028

"A SIGN

BERKSHIRE
WILLIAM SMITH LTD.
35.39 London St.. Readmg.
Berks. let  0134-595555
CORNWALL
COMPLITAVISION
4 Market St. Si Austell.
Cornwall Te l  0126-5291
ISLE OF MAN
SOFT PLUS
5 Market Hill, Douglas,
10 M Te l .  0624-23876
CHESHIRE
CHESTEE1 SOFTWARE CENTRE
49 51 Brook St., Chester
let 0244 310015
WEST GLAMORGAN
MICROFAYRE
8 Royal Buildmcrs. Takbot Rd
Port Talbot, West Glom
Tel 0639-8E17130
HUMBERSIDE
MALCOLM'S BOOK STALL
Bransholme Ceml re, Hull
Humberside l e t  (1482 111586

NEVwLr
-

Its a real revelation!
Battle your way through 42 mysterious caverns, meet
over 30 demons on your way to prevent the crowning
of the Monster of the Apocalypse!
CBM64 E7.95 (Disc version soon).

BUT WHERE?

NORFOLK
ANGLIA COMPUTER CENTRE
88 St Benedicts Sr , Norwich
Tel 0603 867031
SUFFOLK
BRAINWAVE MICROS LTD
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SURREY
COMPUTAFONE
32 Cherlsey Rd., Woking, Surrey
T el 04882-23845
HAMPSHIRE
COMMERCIAL AND GENERAL
TYPEWRITER CO
165 Lynchford Rd Farnborough.
Harapshue T e l  0252 -540125
OXFORDSHIRE
EAMiLY COMPUTERS LID
40e Bell St.. Homily -on-Thames.
Oxon T e l  0491 575144
NOTTINGHAMSHIRE
LONG EATON SOFTWARE

Co l
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CENTR
ETel 0602-728555

HERTFORDSHIRE
SRS MICROSYSTEMS LTD.
94 The Parade. Hugh St Watford,
Herts. Te l  0923 26802
STAFFORDSHIRE
MILES BETTER SOFTWARE
221 Cannock Rd...Chadsrnoor.
Cannock. Staffs
Tel 05435-3571
BUCKINGHAMSHIRE
ALPHASCAN COMPUTERS
Chester House, Windsor End.
Beaconsfield. Bucks.
let 04946-11259
SOFTLY SOFTLY
5-7 Deer Walk, Sh011ping
Buildngs, Central Milton Keynes.
Bucks T e l  0908-610620
WEST SUSSEX
VIDEOTEC
40 The Hornet, Chichester
W.Sutser Te l  0243 718212
LANCASHIRE
CRYSTAL GALLERY
42e Briarcliff Rd , Burnley,
Lancs. Te1.0282 59803

SOFTEK, MASTERS OF THE GAME 12/13 Henrietta Street, LONDON WC2.
All Sof tek products are sold strictly according to our terms and conditions of trade; copies of which are available on request.

Authorised dealers contact EMI Distribution; your Softek dealer contact is CAROLINE on 01-318 5424.
German Dealers/wholesalers contact Hans Hagemann, 02 11/37 69 53.

BOOTS; WEBSTERS; W.FISMITH; MENZIES; TIGER; MICRODEALER; PCS; LIGHTNING;
STAGE ONE; TWANG;WYND UP; BULLDOG; AND OTHER FINE SOURCES.
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Trapped in a fiendish Level 9 Adventure?
Your lamp burning low? Every exit guarded?
You need escape plans! Send for one of Level 9's
great new clue sheets for help. The clue sheets are
free and each answers hundreds of questions: follow
the instructions supplied with your adventure to get
one. (Don't forget to send a stamped self-addressed
envelope and tell us which game you have.)

NEW REVIEWS: "Level 9 are fast establishing a name for
themselves among computer adventurers as the Number 1
producers of quality adventure software_ All their adventures
are text only, but because of a special coding they have
developed, the amount of description and the number of
locations packed in 32K is truly amazing."

— Midweek. 10 May 84
"Quicksilva call themselves the 'Game Lords'.
That might be open to argument. But there can be
no doubt that Pete Austin and the team at Level 9
are the 'Lords of Adventure'.

— Central Press Features, April 84
''Play Lords of Time and get nine times the pleasure!"

— Your Computer. May 84

AVAILABLE FROM: WH Smith and good computer
shops nationwide,
If you local dealer doesn't stock Level 9
adventures yet, ask him to contact us or:
Centresoft, Drake Distribution, Ferranti &
Craig, Hi•Tech, Lime Tree, Microdeal, R&R or
Wonderbridge.

1

1
1
1
1

1
1

Level 9 Computing
Colossal Adventure: the original mainframe 1
adventure with 70 extra locations
Adventure Quest: an epic Journey across the
weird landscape of Middle Earth L i '
Dungeon Adventure: a truly massive game I
which completes the Middle Earth Trilogy 0  I
Snowball: could this be the biggest SF
adventure in the world? 0  1
Lords of Time: an imaginative romp
World History

I ENCLOSE A  CHEQUE/PO FOR
EACH

My name:

My address:

through
Li t1

E9.90

1
1

1
I My micro is a'
' (one of those listed on the arch above,
I with at least 32K of memory).

Send to:
1 L E V E L  9 COMPUTING
I D e p t .  PCG, 229. Hughenden Road

High Wycombe, Bucks. HP13 5PG1
PC6
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War ravages Helix as the superpowers clash on all fronts

THE FINAL

LOWMAN

F
—

FALLS!

.  the  Dominion crossed the bor- d i
•  (mid-Helis time) the armies of EP

•  LoriIon:From o u r  correspondent i n

At eleven o'clock last night , . .
•

•

ders of LoriIon and swept all
•  before the m.  Uni on troops  •fought fiercely to preserve the
•  country they had only recently •
•  occupied. but  the  combined
IP onslaught o f  3 5  Dominion •
i i
,  
a
r
m
i
e
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f
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'  ion and Olgrish was too much
•  for them.

15 veteran Union armies were
•  wiped out to a man as well as

four fresh armies only just built.
•  The Dominion lost only five,
Ai This morning Union officials in
w  Northern Bikonia were on red

alert following rumours of an
impending Dominion invasion.

Yes, it's true. After its capture by the
Union last month, Lorilon has been
overrun once again and its factories are
now busy supporting the Dominion war
effort.

Union leaders may be regretting that
they did not retreat south from Lorilon
to Bikonia, a  country that i s  now
seriously undermanned. Things don't
look too black for the Union, however.
Looking at the situation in the south-
east readers sensibly voted to reinforce
Yinkan, which now harbours an im-
pressive 37 armies. No doubt the fur will
be flying on the Eastern plains next
month, Your votes will decide the out-

D O M I N I O N  Joseph Juhnsii. Balham
(100), Faisal Ahmed, Bristol (90); Ronnie
Tan, London (90), Guy Norton, Weston
00); R  B  Williams, Cranleigh (60): 0 .
Ballcrur, Huntingdon (60). Nicholas Tho-
mas, Porthcawl (40); Paul Hobbs, South
ampton (30), David Phillips, Manchester
(20); Scott Tayler, Putters Bar 120)

108 •  P C GAMES

Now the game works
On the far-off planet o f Helix, four
superpowers are at war:

The Union of Golathic States
The Rork ian Federation
The Commune of Margrand
The Lorkonist Dominion
Each of the four powers controls a

certain number of the planet Helix's 32
countries. Their aim is to capture more
territory, and any power which manages
to gain control over more than half of
the planet (ix, 17 countries) wins the
game.

PCG readers playing the game are
allocated to a superpower. They must
then decide how each of the countries
controlled by their power should move
and vote accordingly. The possible
moves are:
BUILD ARMIES
BUILD MISSILES
BUILD SHELTERS
BUILD FACTORIES
SUPPLY (another country)
REINFORCE (a neighbouring country)
LAUNCH (missiles)
ATTACK (using armies)

After the votes have been counted by
the computer the moves which received
the most votes are acted on. Once all
four powers' moves for each country
have been worked out, the computer
uses the game's detailed rules to calcu-
late the result.

Most exciting of all, however, is the
election of the war-lords. Each month
the computer will nominate those play-
ers from each superpower who sug-
gested the most effective policies. War-
Lords, will have their names printed in
the magazine and, most importantly,
will have their voting strengths in-
creased for future games.

come.
War-lords of the Federation must be

congratulating themselves on the cap-
ture of Knephet with a loss of only two
armies. The Federation is now the only
power to have consolidated its territor-
ies, opening up exciting possibilities.
Fargrim, for example, is relatively secure
and could therefore be used to supply or
reinforce outlying countries which may
be at greater risk.

The Commune is rubbing its hands
with glee after conquering Rorglia with
the loss of only one army. What's more,

FE DE RATI O N a .  Chopra, Hurley
(100): Douglas Johnston. Edinburgh 1100);
Stephen Bullock, Nottingham (80); I
Moseley, East Ham (70), W Clements. Son-
fling if0): Michael Stewart, Aberdeen (60);
Roderick MacLean. Gairloch (40), Peter
Shea. Dollar (30); Simon Alcock, Norwich
(20). P Meick. Wargrave (20)

C O M M U N E  Bill Murray, Peterlee (100),
A liussan, Cardiff (90); Lee Hinton, Warley
(80), lan Robertson, Sunbury-on-Thames
(70); Gary Napthine, Loughborough (70).
Graham Simmons. Amersham (
7
0 ) ,  G a i l y
Grayson. Kings Lynn (70), R&M, Hams
,Enfield (30); Anthony Cox. Birmingham
(20); William Hill. Eyernouth (20): Eric
Llevewilyn, Newport (20)

they have therefore acquired three mis-
siles which could do a lot of damage to
the neighbouring Dominion territories.

Tigron and Warrish were involved in
an inconclusive skirmish on the Eastern
front. The Federation marched south on
Warrish, but the Dominion launched a
pre-emptive missile strike on the aggres-
sor, and at the end of the day Tigmn lost
no less than nine Federation armies.

Warrish had no cause to  celebrate
however. In the skirmish it managed to
remain under Dominion control, but
lost no less than 11 armies. Warrish

WARL ORDS
Illt 1.1 '21 I  1 1 0

,
' ,

U N I O N  Roddy Carnegie. Bridge of Earn
(100), Michael Mullen. Milton Keynes (90).
B Muspratt, Salisbury 1,80). Allan Tennant,
Glasgow (80). D May. Chiswick (BO); David
Glancy, Darlington (80). Luke Brewster,
London (40), Stuart Young. Glasgow (40):
Andrew Campbell. Edinburgh (40), Pisan
Kahn, Liverpool 001, Derek Nicholson,
Newark ((0),  Alan White. Kirkby 00),
Michael Stainson, I larilepool 001
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The nationwide war-game everyone's talking about

commanders can't be feeling too con-
fident following the ominous build-up
of Union forces in Yinkan.

Next month looks set to be the most
exciting round yet. Get voting!

This month's moves
Here they are -  the final orders carried
out by each country, as decided by your
votes.

DOMINION
Elmet BA,  lsk rand BA ,  jor lon AL .
Olgrish AL, Warrish LT.

Congratulations to R B Williams of
Cranteigh, who receives his second
War Lord nomination this month.
He now  wields 140 votes. T wo
other D omin ion  players  ( Pau l
Hobbs and Dav id Phillips )  also
receive their  second nomination
this month.

AUGUST 1984

FEDERATION
Tigron A111, Upland AK, Vindrish AK.
Dweria BA, Fargrim BA

COMMUNE
Borgonia BA, Calyris BM, Droom BA.
Norland AR, Zorg AR. Aberstrof BA

UNION
Lorilun BA, Pugrosh RY, Quithlin RY,
Yinkan BA, Bikonia BA, Charg BA

IN AR-LORDS INANISDI
The countrie H  f a t e  of a

Helix need YOU!s of
Enter The Final Conflict - the

planet is in your hands. lf  you haven't
yet g a m eioined this exciting  t h e n  turn

p 1 2 8  and fi ll in the entry form.eceive your own exclusto age  i v e

membership code and a  booklet ex-
You w il l  r  plaining the rules of the game. DOn't

delay -  you too could become a Lord of of Helix'.

The Final Conflict

A a  A
& A A & DOMINION

COMMUNE

NEUTRAL

n i l
S H
E L
T E
R S

MISSILES

V
e
.
0
7

NEWLY CONQUERED

FEDERATION

UNION

FACTORIES

ARMS
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Our Price
Inc VAT Game

COMMODORE 64
Supplier

RAP
Inc. VAT

Out Price
Inc. VAT

5. 75
E. t o
5, St
B. 75

tiONO
SD RANDLE Le
3D T I M E  TREK

ANT POO 7.95
7.95
5. 95

6. 75
6 .
7
5
6.95

5. BO FL1ONT PATH 137 1.95 6. 75
8.95
4 .
9
5

SPACE PILOT
EYPOTRom

1.93
7.95

6.75
6.75

4 .
9
3

100111E 7.95 6.75
4.93 ICE HUNTER 7.95 6.75
4. 15 TWIN KINGDOM  VAL L EY PINI BY T E 9. 50 EL 25
B. 5e omErm PUN 7.35 5,75
5.95 DERBY DAY 7.95 6.75
5, 95 HARRIER ATTAC K DURPEL 6.95 5.95
5.35 SCUBA DIVE 6.95 3 .

5
1

S. 75 BuRoEP TIME INTERCEPTOR 7. Or 5.95
4.95
6.95
6.95

GE T O lF NY onRDEN
CHINA eitNER:As!

7. 99
P. 91
7. l a

5,95
5, 95
S. 954,95

4.93
6.95
4.95

REV O F  PTUT ANT CAM ELS
trELLOPTE
HUNCHBACK
THE SOSS

LLAmASOFT

OCEAN
PEAKSDET

7. 51
5. tel
6. 91
8.95

E. 25
119

5. 85
7.58

4.95 SUPER PIPELINE TAAKDET S. 90 5. C5
4, 93 p p m  9 NIMeT OUT S. 91 5,55
1. 95 BROODER V 191 ONR 8.95 7. 5 0
4.95 BEACH HEAD A M R 9.95 0. 5e
4.95 mANIC M I  N " 90E T WARE PROJECTS 7 .  95 G, 75
5. 25
6, 23
6.29
5.99
5.99
4.95 VIC 20
8. 95
a. 95 BONGO

Sic RAMBLE
ANT RIM 7. 95

7. 95
G. 75
6. 75

5. 75 ?MAZY KON A 7.93 6. 75
4.95 BATTLEFEILD 5 .

9
5

a. 95
S. 75 SLAP D AB 5 .

9
5

4.95
6.75 DARK DUNGEONS 5. 95 6.93
1.61 DRACULA 5.95 4.95
1. SO FLIGHT PAT H  7 3 7 7. 93 6.75
i ,  Et FLIGHT I E R O  ORE P l v E AV9 5. 95 8.95

T1,95 FALCON F I AH T ER INTERCEPTOR S. 00 5.95
8.95 ARCADIA IMAGINE 5. 51 4. 51
5.75 PELLAATE LLAMPSOFT 6. OD 5.95
4.95 GOLD RUSH MR M ICRO 6. 90 5.55
4, 95 BENGO E. 91 5. B5
8. 15 HUmPHAEY S. 91 5. 85
5. 75 AMIGO 6, 91 5.55
5.75 PUNCHY S. 91 5. B5
1.95 SKYHAWK QUICNSILVA 7.93 S. 59
a. 99 SPACE JOU ST SOFTWARE PR OJEC TS 5 .  9 5 4.93
5 .7 0 JET PPC uLtImatf. 5 ,  51 4.65
4.99 SNOOKER viSIONS B. 9 5 7. 59
3. 91
6 .7 5
5. 99
5. 95
5. 95 ORIC
8. SO Sea Harrier Attack Duren 6 95 5.95
4.95
4.93
4. 69
1. 70

95
4 DO
4 95
310
4 95

Scuba
Xenon
lot gons Revenge
Probe 3
14 Hobbit 4 Book
Dinky Kong
Dracula s Revenge
Ullimale lone
Rat Sprat

Duren
1,11(
UK
UK
Melbourne House
Severn Solt
Soltek
Tansoll
tansott

695
6
5
0
750
750

14 95
6 95
6 95
650
7.95

5.95
1 50
5 50
5 50

12 95
4 95
5 95
• 50
5,95

Discount
Computer
Software

Goma
SPECTRUM
yonIpALL mAucluER
CI-MCKIE E n g
JUNGLE F EVER
PIM ANIA
p i- BAI L ED
RUNG
MOON BUGGY
SLAP DAD
ant a t t i c  ARDUCTOR
unLATIAN9
CHESS I T
BEAR B O U M
MONKEY PI Z H E9 9
BIRDS 1  BEES
PSYTWON
POOL
TEST M ATC H
STAR N I T ER  SEC R EI D
DERBY D AY
HANDICAP OOLF
OMEGA PU N
IHE GR EAT D ET EC T I VE
THE I N C R ED I BL E

ADVENTURE
tirE KARLov is  TREASURE
OLYMPICS
GRAND N ATI ON AL
GLIM G O O
HALL C r  T H I  NO9
DuNuEuN mAsTER
ROMMEL P F V E N o r
F TOHTER M D T
NIDHT GUNNER
SEA H AR R I ER  AT  TACK
JUNOLF TR OU BLE
SCUBA n t
v rel OKTP LICHT I I
3D SPAcE WARS
HEATHROW
30 I . UNA I  ACK
TOM ALCHEM I ST
PEDRO
SPE AT
VALHALLA
PAPAS
MUSSY
I U T ANKHAMUN
KNEW
CODENAME M AT
HAUNTED HEDOES
LASE RWARP
I RASHMAN
AR WI M PY
HUNCHBACK
USK !MO ED D I E
sc A APPI E
FL I0141 SimuLnT1001
3A AK T a l  11 Iwo(
eu0np00  T H E F L EA
THE SNOWMAN
PLUI  THUNDER
MANIC M I N ER
JETtFT WILLY
A l i t  ATTACK
SNOOKER
D(81
toolbatt Manager
Pimania
Pilot
OS Scramble
49er

110 P C G A M E S

Suppliel

ADDTETIVE
A i
rAuTuMATA

ANT ADO

ANTIC

BEYOND
CDS
O.R.L.

Addictive
Automata
Hewson
OUIcksitva
Software farm

RAP
Inc. VAT

6, 93
t  9 0
t.  91

ID. I I
6 . e .
5.95
5 .9 5
5. 95
5 .9 5
4.95
9.95
E. 95
IS. 95
6. 93
7.93
5,95
5.95
5.95
5.95
5,95
5.95
5.99
5. 9 !
5, 93
5.95
5,95
5 .
9
5

CRYBIM. 7 .  50
7. 51
7. 50

DIOITAL 7 .  91
S. 95

DURREL 5 , 9 5
8.95
5.95

TTENTION 7 . 9 3
5.93
7. 95
7, 95

IHAOINE 5 .  58
5. 51

INCENTIVE  5 .  '51
EOM/  I P .  93

LOTALOR TAN 5 .  93
MEL BOURNE IME 6 ,  95
MI t Rommln  5 . 9 5

8.95
HI cRotrEoei 1 . 9 5

6
, 
9
5

PI I EttO-DEN 5 . 9 9
NEW GENERA
, I O N  
5 . 9
5

MERIN 5
,  
9 1

6.91
5. 91

Perm 1 5 . 9 9
7. 93

latlirNEIILVA 6 . 9 5
5.95
6.95

P. IJILCO1 3 . 3 1
6or -
W A
R E  
P
R
O
J E
C T
S  
5
.
9
5

5.95
ULT / M i r  5 .  51
VISION
-
9 
9
.
9
9

5 95
500
5 95
395
5 95

rTO: DISCOUNT COMPUTER SOFTWARE. PLEASE ACCEPT MY ORDER FOR
THE FOLLOWING PROGRAMSiSPECIAL OFFERS
1
2
3
4
5
Make cheques payable to Discount Soflvvare Suppltw,
Cheque No   F o r  E
Please debit my
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Signed

enclosed

Name

Address

SEND SAE FOR DP TO DATE LIST OF OUR AMAZING BARGAINS

Registered No. 1795113
Telephone: (0256) 51444
16 Coates Close, Brighton Hill,
Basingstoke RG22 4EE

AMAZING SOFTWARE BARGAINS BY MAIL, 100's OF TITLES AVAILABLE!
TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS

16 Coates Close, Brighton Hilt,
Basingstoke R622 4EE
RM..)
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SOFTWARE MERCHANDISERS, DISTRIBUTORS,
IMPORT/EXPORT

* G ames,  Utilities, Educational and Business Software from the U.K.'s leadingsoftware houses.

*Joysticks, Interfaces, Cassette Loaders and Accessories.

* B lank Data Cassettes-.

Our Prices are amongst the most competitive in the Country!
PLUS, we provide effective display units, Best sellers lists.
New release information and offer a 24 hour U.K. delivery service, includingSaturdays.

Write or Phone for our Dealer pack and details of unbelievably low prices onQuickshots and other accessories.

T H E  B U L L D O G  R E C O R D  Co. Bank Chambers, 56 High Street,
Congleton, Cheshire CW12 1BA. Tel. (02602) 77611
Telex: 666916 Answerback Code: MET G



SOFTWARE
"Ziggy turned, his fingers clutching the trigger of his capsule gun,

something had startled him or had it?
He looked back, he had grown very tired from his many exploits in

THE PYRAMID negotiating 120 different chambers and coming face to
face w e  pretty nasty aliens.

No soo t h a n  he had accomplished this mission, he was
summoned b i m e  Lord Hamilton (known as Super Ham to his friends) to
go to DOO R A Y  CASTLE and to save the Universe from the infinitely
evil Scarthax, this being no small task took seyyral megayears. By this time
Ziggy was completely exhausted, his capsuleVattered, dented and

wobbling as he limps in the direction of home, Aireal super
hero of our time. Unable to leave the Universe undefended
he radioed his great friend and colleague Beaky on the

_ t  of Crackit to stand guard until his return.•ix -
0 1 1
1 . 1
1 5 (

Beaky would normally assume this role without
a second thought, however he had his own problems
to face for the dreaded Eggsnatchers had returned
to threaten the very existence of his breed. Beaky's survival instincts do not
allow him to leave Crackit until he has reared enough chicks to fight off the

Eggsnatchers_ In order to crack it, he must pass
through 12 different stages each getting

progressively harder.
So we have it, Ziggy returning home

for a complete refit under the illusion
that Beaky is defending the Universe,

surely it can't take Beaky that long
to secure his own species

and when will
Ziggy be

back 7 "

S P E C T R U M  4 8 K: -  C O M M O D O R E  64K:-
The Pyramid E5.50 T h e  Pyramid E6.50
Beaky & The Eggsnatchers E5.50 Beaky & The Eggsnatchers E5.51
Doomsday Castle E.6,50 D i s c  Versions E9,50

Available from all good software outlet
FANTASY SOFTWARE,

Fauconberg Lodge, 27A St., Georges Road,
Cheltenham, Gloucestershire.

Telephone: (0242) 583361.
Trade enquiries welcome.

1. I



DON'T MISS THE
MAGNIFICENT SEVENTH
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If you're really interested in the world of
micro-computers there's only one place to be in September,

The most popular micro-computer show in the world.
The 7th Personal Computer World Show at Olympia 2

from September 20th to the 23rd.
Mingle with the giants of the micro world. Find out

what's new and up and coming your way. We think you'll
profit from the experience.

So if you want to be in the know, you know where to be
in September.

September 19th -Trade/Press day only.

The greatest micro
•

show on earth.

GET A LANCED
VIEW ON WRITERS
AT THE Ft 11W, SHOW

TIMES: 10 am-7 pm weekdays, 10 am-5pm Sunday, FEATURES INCLUDE: Businessman's advisory centre. Top 20 Games sponsored by Websters.
The Leading Edge/the latest products at the show. Amateur Computer ClubsTop 20 computer books. ADMISSION:  E3,50 pp.  Group tickets (10 people
and over) EIS() p.p. Please apply for your advance tickets to: Montbuild, 11 Manchester Square, London Wl.  Telephone, 01-486 1951.
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Superchess 3.0 haS been developed to bring you the strongest chess pr cig ram yet tot
the Spectrum computer,

At the  tournament tevel SuLierchess 3 .0  ha s a  look'shead o l five  to  seven ply
tmoves) in  the  middle  game, a nd ten to  twe lve  p ly In the  end ge rm T h is give s
Supecchess 3 .0  a  substa ntia l advantage a ga inst othe r ch e ss progra ms a nd
promises the experienced player an interesting and challenging game of chess.

Unlike other chess programs. Superchess 1 0  is not lust a  brute force calculator,
Out employs artificia l inte lligence techniques to a llow deeper searching atcmg the
main linea of play.

FEATURES:
•  tO  D i t t y  with." tournament tube

limas.
•  Fir s t level made espec,ally easy for beginners
•  E asy  to use •- help menus provided
•  Recommondect move option
•  C ha nge  sides and /M i l  during game
•  B e ll  play mode
•  S e t upichange positron
•  Technica l mlormatton —how tee Program

'thinks'
•  P rograms internal sCONI lOr POSItlen

diSpleyed
•  N um be r  Of eveluated pOSitiOns &splayed
•  Library of *P eeing moves
•  S e lec t your own colour scheme lor

grephro board display
•  S olve  mating problems— up to male in four

48K SPECTRUM—Price £8.95

O r _  1 2 1 1 1
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Et L I  voLI
611
SUPERCHESS 3.0
[co'1

B R I D G E  P L A Y E R

P I °  AN  E N :  N  THREE F O R  T—WITHOUT GETTING

AM E Of  BRIDGE AGAINST YOUR SPECTRUMFRIENDS H E  PURPOSE

Dealing—the program S t  l
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hands. An a lmost inhnite  number ot hands are therefore possible,  with a ll kinds of
dIs tr ibut iOna.
Bidding—Is in  M e  la m  Hier AC OL  syste m,  including Stayman a nd Bla ckwood
conventions You bid your hand while  the Spectrum bids the other three hands.
Card Pla y—you pla y from yOur own and dummy's hands, which are displayed a s
they would be at the bridge table. with the program playing the other two hands.
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and ruttie r points Both the old and new scores are displayed in the usual manner
Replay—al the end of each hand, all tour hands can be displayed and, if desired. the
hand replayed.

48K SPECTRUM
BRIDGE PLAYER—E8.95
An ide a l complement to the Bridge
Player Program:
Bridge Tutor iBeginners)—E5.95
Bridge Tutor iAdvanced)—t5_95

SPECIAL OFFER:
Bridge Player and both
Bridge Tutors—El 8.95

Swat table at most good computer stores
DELIVERY: S e n d  SAE for Catalogue.

UK—prices include  VAT and postage & packing.
E U R O P E
—
a d d  
9 0 p  
p e
r  
p r o
g r a
m

ALL OTHER PLACES—tot a ir ma il arid (2  for me  litst program and 50p tor
each subSechient program BorlaCe  delivery add BOP Per progra m

L s p i s o f t w a r e  S e n d  Cheque, Posta l Order or Acce ss No. to'CP SOFTWARE, De pt  PCG
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0895 31579 2  Glebe Road. Uxbridge
Middlesex U88 2R0
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COMMODORE 64
Available tor any SPECTRUM or

Superb, colourful fast-action
graphics and sound give this
game the feel of a real arcade
pin-table Realistic launch,
flippers, bumpers, high-score,
bonus scores and fretball
features. Be a Wizard!

thought that a few minutes
would suffice, and men found M it  a
COuple of hours had glassed arid I eras
Still at it Eacetteml P i n b a l l  Wlzerd
has it made " C R A S H  MAGAZINE

''A brtllrlflt idea that 'S M a ny
absorbing and so a ddictrvw..."

YOUR SPECTRUM

"The display is welt-designed and
colourful arid h, I lMOYement is verynpositc•"

PERSONAL COMPUTER GAMES

48K SPECTRUM —0-96
COMMODORE 84- 0 .95

suPERcocl
E—for 16K and 48K Spectrum E 10004
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Routines for use in, or y o u r  own I I  needs
no prior knowledge M a c h i
n e  C
o d e  
h a v e  
a  
Z X  
M i c r o
d r i v e ,

you can transfer Supercode II to Microdrive as easy as 1-2-3...if you do not, all
the otherfeatures of SupercoOe It still work.
*Unique Access Program lets you Index, List, Test, Tailor, Relocate and
Save (to Tape or Microdrive, with original or new name) + Verity routines, all
under software control. * O pti ons include ExamplerRepeatislumptAgaini
ContiDemo,Diagnosistrfr. * S e e  each routine work—all details onscreen.
*  Supplied boxed with Comprehensive User Manual. *Guaranteed fastest
and shortest routines for every application!
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RENumeER (Doss •awyramot)  vARIAILE LIST STIONG SEARCH STRING REPLACE PAINT FILL
SUPERB PROGRAMMABLE S OUND EFFECTS RE CORD. REPiAv S OUR ChAtUarC • CONFUSE •
UNCONFUSE uSTING triEmitiLL PROGRAM CONTRACTiExPAND PROGNANANALvSE NUMBER—VAL
SCOMPRESS • CNARACTER SWORSCrIAPASLEINVERTtREvERSCPOTATE WHOLE NE W CHARACTER
SET i5et.E0-PLAsk1 •  ernGHT OW0FttS WOP  MEMORY FREE PROGRAM LENGTH 8LOCK LiNE  •
MEMOITy ERASE/FiLuCOPy APPENO CURSOR SCREEN S AV IA_OADE S RORM E RGUM L
,
S E ARCH I t t a
—DEC •  OEC—IIEk CONvERTERS REMFILL DATAFtLI. GRID INK •  PAPER CHANGE A r r a is ur E
s w o e ffi L i t i e v e n r
,
i s c s c r  
T A P E  
H E A D  
R E A
D E R  
P R O
G R A
M  
1 4 1 0
•
T E C
T  
P R
O G
R A
M  
B
R
E
A
K  
I
N

HEADERIESSPILECSEATE kuiroeutii COOS PROGRAM AS CODE TAPE COPIER DEFEAT MICROCENVE
DIAGNOSIS FAST LOAD MIORODMIVE SURE SAVE kliCADoRnee • ADAPT 1 '0  SOICROOrtivE SURE
CLosEm STRINGS, PROGRAM CASE CHANGErSWOP HEE LOADER ANALYSE srEMORY LINE
ADDRESS S TARDRAir t FREE SCROLLER 21  LIN E  P RINTING LOWER s c e e c iv  C L 5
,
F r a m
UOG predGRANIMARLE BORDER EFFECTS REMOVE COLOUR RIPPLE •  srauTTta SCROL M t  •  Ft,

SCROLL PIXELS/CHARACTERIEWArTRIBUrIES. SINGLY OR 10iNTI.Y. LIADOWNAIFTWIGHT_ WITH OR
WITHOUT WRAPAROUND IN A uSER DEFINED WINDOW Of ANY SIZE POSITIONED SWAMIES% ON THE
SCREEN e n d  mock. Ruch neon Weide* We lecoullble

Supercode II has many many imitators—but no equals!
SUPERCO DE II E 9 .9 5

Pius for 48K Spectrum unless otherwise stated

FLOATING POINT FORTH With EDITOR £13.95
INTEGER FORTH E 9 • 9 5
SUPERCHESSII ( 4 . 9 5
SUPERCHESSI (16K ZX81) ( 4 9 5
16K SUPERCHESS1.16K Spectrum' ( 6 . 9 5
REVERSI ( 5 . 9 5
SPEC I AL O F F E R
LOGO end FLOATING POINT FORTH E 2 0  25
SUPERCODE end EXTENDED BASIC ( 1 7 • 9 5
DRAUGHTS and BACKGAMMON 0 1 . 9 5
YAKTZEB M P S

WANTED:
Interesting programs for Spectrum.
Commodore 64 and I X

ESPECIALLY WANTED:
OLICommodore 64 Bridge Player

SuPERCHESS It g_ynxi E 9 , 9 5
SUPERCHESS It tJupiter Ace:. E8 4 5
PINBALL WIZARD

;48K Spectrum) E 5  95
PINBALL WIZARD

kCommodoiteeSi f e 2 5
DRAUGHTS E 5 . 9 5
BACKGAMMON E 5 . 2 5
SNAIL LOGO (Turtle Graphics) E5,25
GOLFING WORLD E 5 9 5
SPECTRUM EXTENDED BASIC E9•95

ANY OFFERS

AUGUST 1984
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ADVERTISERS INDEX
Aardvark 3 7
APE Software 8 7
Acorn 2 8 6
Active Software 9 4
Addictive Games 1 0 7
Alligata 6 8
Audiogenic I B C

Beau buys 4 8 / 4 9
Beyond Software 9 0 / 1 0 6 / 1 0 7
Bowies

Cheetah Marketing 5 6
C.K. Supplies 1 1 6
Creative Sparks 7 4 / 8 9 / 8 2
Computer Dungeon 4 4
CP Software 1 1 4
Cygnus Two 9 4

Discount Computer Centre 1 1 0
Duckworth
Durell Software

File Sixty 2 8

Haresoft Ltd 8 8
Hewson Consultants 6 6
Home Computer Earners 9 9

Level 9 9 9
Llamasoft 7 0
Logic 3 6 7

Martech Games 1 4
Microdeal 2 6
Micropower 6 7 / 6 9 / 7 1
Miles Better Software 9 4

National Software Library 3 7
New Generation 5 2

Oasis S/ware 4 9

Palace Software 8 1
Personal Computer World
Show 8 9

107 S logger  S/ware 4 4
4 Sophisticated Games 9 4

Taskset 4 1
Thorn EMI 7 9

Ultimate 2 4

Interceptor O B C  W o k i n g  Computer Centre 3 7

AUGUST 1984 PC GAMES 1 1 5
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E9.95

FOR USE WITH
• ATARI 400 & 800 COMPUTERS
• ATARI VIDEO GAME SYSTEM
• COMMODORE 20 8( 64 COMPUTERS
•  NEC PC-6001 COMPUTER
•  SEARS VIDEO ARCADE SYSTEM
• SPECTRAVIDEO SV300 SERIES

COMPUTERS

TRIGGER FIRE
BUTTON

AUXILIARY FIRE
BUTTON FOR
LEFT OR RIGHT HANDS

4.5 FEET CORD

DEVONIA HOUSE
HIGH STREET
WORLE
WESTON-SUPER-MARE
AVON
TEL: (0934) 516246

NAME

THUMB FIRE
BUTTON

SUPER COMFORTABLE
HAND GRIP

AUTO-FIRE
SWITCH ON:OFF

(MODEL VC 102 ONLY)

SUCTION FEET

ADDRESS

I WISH TO ORDER
,
'
I REQUIRE INFORMATION ON•

We welcome
Mastercherge (Access)

i f e d i t  Card Orders O r  just sent a cheque made payable to Ripepower Ltd.

WE ALSO STOCK SOFTWARE • RIBBONS • PAPER • CABLES
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TITLE
MEM
REOD PRICE SUPPLIER COMMENT

Lunar Almon 48K 5.50 ultimote Follow-up to JetpacSuperb — if you can find out what to doManic Miner 48K 6.00 Software Prolects Spectrum classic_ Guide your miner through twenty crazy screensMaziacs 48K 6.95 DICtranics Exciting maze-game with gruesome monstersMissile Defence 16K 5.95 Anirog The best version of Missile Cornmond
N i g h t
-
G u n n
e r

48K 6.95 Digital Integration Multi-level shoot-'em-up with excellent graphicsPsstl 16K 5.50 Ultimate Use insect sprays to protect your plant from nasty bugs
Psyrron 48K 9.95 Beyond Brilliant multi-level arcade-adventure.
Scrabble 48K 15.95 Sinclair Great simulation with an 11,000 ward vocabularyScuba Dive 48K 5.50 Dwell Dive deep for treasures. Terrif ic graphics
Spellbound 48K 5.95 Beyond inventive and witty Wfierrclone
Superchess 3D 48K 8.95 CPSoftwa re Powerful chess programThe Alchemist 48K 5.50 Imagine Arcade adventure with excellent graphicsThe Hobbit 48K 14.95 Melbourne House A wonderous graphics adventure through Tolkien's bookTroshman 48K 5.95 New Generation Great graphics in this compulsive bin-emptying gameValhalla 48K 14.95 Legend Interactive graphics adventure

TITLE PRICE SUPPLIER COMMENT
Monsters 10.00 Acornsoft Best version of Space Panic
Planetoid 10.00 Acornsoft The definitive version of Defender
Snapper 10.00 Acor mob Marvellous version of Poc- Man
Swordmaster 7.95 Acorn User Enjoyable two-player sword fight
Twin Kingdom Valley 9.50 Bug. Byte Graphic adventure with over 170 locations

Good Buy

Looking for a new game? Check out this list of PCG-approved titles

PCG RECOMMENDED GAMES
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worth buying. It's carefully updated each month, both
to add the best new releases and to 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

•  A D V E N T U R E  A  type of game growing
in popularity in which to get things to happen you
have to actually type in short instructions, instead
of just pressing a key to go left or right. Usually the
idea is to o•xplore a series of locations to try to
complete a task such a finding treasure. Adven-
tures usually proceed at a slower pace than arcade
games, and their appeal is to do with brain power.
rather than finger power.

•  A R C A D E  G A M E  Any
,  g a m e  
w h e r e
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 to mean a game which has
appeared in the amusement arcades.

•  ARCADE-ADVENTURE A n  arc-
ade game in the sense that yOLI don't have to
type in instructions, but one in which you have to
explore different locations to achieve your goal.
Examples: Attic Mac let Set Willy.

•  A N I M A T I O N  Movement model l ed
on a cartoon, in which, for example, characters
walk moving their legs instead of simply being a
rigid shape which moves round the screen.

•  A S T E R O I D S  Ear l y  space game i n
which you destroy asteroids using a highly man-
oeuvrable craft

•  C E N T I P E D E  G a m e  i n which a  cen-

GAMESPEAK
tipede snakes down the screen and splits up when
you hit it_

•  DE FE NDE R Fast-musing space game in
which your ship battles human-stealing landers
and many other aliens against a scrolling back
ground.

•  D O N K E Y  K O N G  Cl i m b ladders and
lump oser obstacles as you attempt in rescue the
damsel from the nasty ape.

•  F R O G G E R  G a m e  where you guide the
frog across busy roads and crocodile-infested
rivers.

•  G A L A X I A N S  Classic space shoot-
•ein-up with descending aliens wheeling and
swerving as they attack.

•  HIGH-RES G R A PH I C S Pictures
drawn using small, coloured dots, rather than
larger blocks

•  MISSILE C O M M A N D  An arcade
game in which you protect your cities from bombs
by laying a protective covering of missile fire.

•  M U L T I - S C R E E N  Refer s to games in
which there are different tasks for you to perform.
each depicted by a different screen picture. t i me
Miner is a classic multi-screen game.

•  P A C . M A N  Enjoyable mate game - gob
ble dots and steer clear of monsters, Eat power
pills to get your own back.

•  P I N O T  Ar cade game in which you slide
ice-blocks and use an electrified fence to kill snow
bees.

•  PLATFORM G A M E  An y game
which involves leaping around a series of plat-
forms as in Donkey King or %ionic Mine

•  0 * B E R T  I n  this game you must colour
the blocks on a 31) pyramid while avoiding vicious
springs and monsters.

•  S C R A M B L E  Ar cade action in which
you pilot your ship over mountains and through
caverns avoiding missiles, meteors and other
nestles.

•  S I M U L A T I O N  A  type of  program
which tries to represent some real-life situation
such as piloting an aircraft,

•  S P A C E  P A N I C  Fr anti c game i n
which you run around platforms, digging holes for
monsters to fall into.

•  S T R A T E G Y  G A M E  Typical ly,  these
games put the player i n 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.

1 1 1 1 1 1 1 1 1 1 1 = = = = = 1 . E m m E l

number of programs on sale. The tact is that while many of
the games on the market are excellent, others you'll get
bored with in minutes.

Also each month we take a game from these lists and give it
special treatment as our 'Screen Classic'. It  gets a page to
itself so that we can wax lyrical about why it's a good game.

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.

P C GAMES 1 1 7



COMMODORE 64 GAMES J a

TITLE
MEM
REGO P R I C E SUPPLIER COMMENT

My r
,
a d

6K 6,00 Vicsob Colourful, action pocked shoot up with 99 ievels
Out world Std 25_00 Audiogenic Great graphics in this Missile Commondderivative
Quadrant Std 6_99 Ramik Athletic variant on Gala xJans, with man lumping and shooting
Sore llites and

Danger Ranger 8_00 Microdeal Arcade adventure with song-style elements

Meteors Std 20 00 Audiogenic Definitive version of Asteroids
Spiders of Mars Std 20.00 Audiagenic Defenderderivative with insect aliens
Star Defence 16K 7.95 Anirog Excellent version of Defender

TITLE

The King

PRICE SUPPLIER COMMENT
Backgammon

8.00

7 95 Camsoft Wins often enough to convince you it cheats
Colossal Adventure

Softek

9,90 Level 9 One of the many excellent Level 9 adventures
Gobble De Spook

Two player gome of bottling wizards

9.90 Camsoft Good version of Pac-Man
Power Blaster 9.99 Rornik Simple graphics but sizzling action in this maze shoot-out
Treasure Island 7_95 Camsaft Simple but quirky adventure with nice graphics

TITLE PRICE SUPPLIER COMMENT
B)ar Head 7.95 Dragon DOICI t r

-
B
, t  
d
G
r
i
u  
o
n  
r
e
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a
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g
u
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r  
p
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e  
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f  
b
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k
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Ch uckie Egg 7.90 A&F Addictive multi-level game with deadly ducks
Crusader 6,95 B Morrison Micros Rescue the damsel in distress
Cuthbert in the Jungle 8,00 Microdeo I Fight your way through the perilous jungle while collecting treasure
Danger Ranger 8_00 Microdeal Arcade adventure with song-style elements
Empire 6.95 Shards Computer version of the board game Risk
Franklin's Tomb 7.50 Salamander An eventful text adventure
Prewar 8.00 Microdeal Nice version of that familiar arcade game
Kriegspel 6.95 Beyond Excellent war-game with scrolling mop
The King 8_00 Microcleal Good version of Donkey Kong
Touchstone 8.00 Microdeal Exciting game in large underground scrolling maze
Ugh! 6.95 Softek Enjoy stealing the pt erodac

-
t y l ' s  e g g s

Wizard War 6.50 Salamander Two player gome of bottling wizards

TITLE PRICE
6.90

SUPPLIER
Taskser

COMMENT
Strange and exciting game capturing musical instruments

Jumpin Jock 8.95 Livew ire Definitive 3D version of Frog get
Killer Watt 795 Alligata Lovely graphics as you destroy the lightbulbs and ovoid the monsters
Revenge of

6,95 PSS Rescue stranded scientists in original space shoot-'em-up

The Mutant Camels 8_00 ilornasoft Follow-up to Attack with camels fighting back and 42 screens
Savage Pond 8.95 Startade Survive aggressive pond-life as you grow from tadpole to frog
Sheep In Space 7.50 Llamasoft Latest Minter mega-zap; sheepoids against Zzyaxians
Soia 14.95 U.S. Gold Exciting flight simulator
Son 01 Blagger 7.95 Alligata Great graphics, great platform game
Soper Pipeline 6.90 Task set Loy a pipeline while fight rig off deadly bugs
The Hobbit 14.95 Melbourne House Graphics adventure based on Talk?en's classic
Twin Kingdom Volley 950 Bug-Byte Superb animated graphics adventure

TITLE PRICE SUPPLIER COMMENT
Classic Racing 7.95 S a

l a
m
a n
d e
r

Management simulation with great animation in the races
Colossal Adventure 9.50 Level 9 First of a series of complex text adventures
MARC. 6,95 PSS Rescue stranded scientists in original space shoot-'em-up
Mushroom Mania 5.50 Arcadia Smooth version of Centipede
The Hobbit 14.95 Melbourne House Innovative graphics adventure basea on Talkien novel
The Ultra 6.95 PSS Classic multi-stage space game
Xenon 8.50 UK Gripping space shoot-'em-up
ZOrgon's Revenge 8.50 IJK Interesting game with the flavour of the Spectrum class

,
c M a n i c  M i n e r

TITLE PRICE SUPPLIER COMMENT
Necromancer 30.00 Synapse Wizard bottles through several levels of mystic monster
Pole PaS ition 30.00 Atari Superb version of the arcade motar-racing game
Preppie 22_00 Adventure Multi-screen arcade-aciventure featuring a lawn-mower and vicious opponents

30.00 Atari Intriguing territorial possession game with clear graphics
Shamus 30.00 Synapse Multi,•screen arcade-adventure
Star Raiders 30.00 Atari Arcade quality 3D space game
Tennis 25.00 Atari Terrific simulation Better than Wimbledon
Zakkan 28.00 Atari Fly your way through space-fortresses and enemy fighters
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STAR
RAIDER

Ace programmer Jeff Minter is mega-zapped
by Atari's deep-space 3D game

A lone in deep space. All is quiet.Looking out the viewpoint, the
stars dri ft b y  as you cruise

serenely in the hard vacuum of interstel-
lar space. Reaching out to your control
panel you display Galactic Map. Expert-
ly scanning the griddcd screen, you spot
trouble near one of your Base Stars.

Swiftly you feed the co-ordinates into
your warp computer and kick in the
drive. The stars rush by, lengthening to
streaks as the warp engine hurls your
ship towards the FTL jump, then -
hyperspace -  you're through and the
Battle Computer is giving 'red alert'.
You engage shields and cu t i n  the
targeting computer, then, watching your
radar, race to engage the enemy in an
interstellar dogfight...

So begins Star Raiders, perhaps the
most exhilarating video game yet de-
vised. Running on the Atari machines,
the game is best described as a sort of
real-time Star Trek. All the features are
there; Galactic map, long- and short-
range scanners, basestars etc. The differ-
ence lies in the fact that Star Raiders is
presented in an arcade-type game for-
mat. The result is a game which com-
bines strategy and arcade games into
one game beside which Defender, Pac-
man and Donkey Kong pale into mere
insignificance.

.,‘ r
P.S. I  know this is very enthusiastic,
but I actually know a bit about games
and whereas you might not want to play
Raiders for more than 2 minutes, I am
aware of the true nature of what makes a
game addictive. Everyone should go

In the early days of the Atari 400/800,
many Ataris were bought just so this
game could be played. The impressive
3-D out of the cockpit window' display
attracted the attention in the shop, and
once the prospective buyer had actually
experienced the fiery battle with the
Zylons, i t was too late: Star Raiders
addiction had set in.

Many have tried to imitate Star Raid-
ers. and all have failed to produce the
superb 'feel' o f the Atari game. This
makes it strange that Atari themselves,
whilst converting their arcade titles onto
the popular micros, have chosen to
ignore their best game. I'd love to see it
running on a '64!

When you're next writing a game and
complain tha t you haven't enough
memory, remember that Star Raiders
was written in 8k including all graphics
and sound data. Considering the depth
and complexity of the game that is an
incredible piece of programming.

Any unfortunate Atari owners who
don't already have Star Raiders should
put down this magazine now, rush out
and buy it IMMEDIATELY Owners of
other machines should harass Atarisoft
mercilessly until a conversion is forth-
coming. And Atari should advertise the
fact that they have the finest home
computer game in existence.

through Star Raiders addiction as a
required part of their training. Only after
passing through this experience can you
comprehend the nature o f the video
game universe. Regards.

JeffMinter
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TO Final Conflict -  How to vote
Enter one vote for each country that your super-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

First o f  a l l  wr i t e  d o wn  t h e  l i s t  o f  countries ( I N
ALPHABETICAL ORDER) that your power controls, entering
them in the lines provided.

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,L,R, or S 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
arc Build Armies (BA), Build Missiles (BM), Build Factories
(BF), and Build Shelters (BS),

•  Final Conflict Voting Form
Name
Address

Membership code  4 1 , 6 1 1

Country V o t e

1
.
2
.
3
.
4
.
5
.
6.

7.

B.

Post this form to Conflict Voting. Personal Computer
Games, 62 Oxford Street, London W1A 2HG, All votes
must arrive by first post on fi lly 29th to allow us time to
process them.

. . . . . .  . . ••••••••

. . . . . . . . . . .  • • • • • • • • •
. . . . . .

• • • • • •

OK — I'll dare the Challenge Chamber
Name
Address .....
Telephone no. (if possible)

Game  V l a c h i n e
My record score is:   s c o r e d  on (date)
in a game lasting M U M  s e c s .
Signed
Here are my tips for playing this game well.

(This portion lobe filled in by witness)
Name
Address
Telephone no. (if possible)
Occupation .........
1 confirm that the above claimed score is genuine.
Signed ........

Post this form to Challenge Chamber, Personal Computer
Games. Evelyn House. 62 Oxford Street, London W1A
2HG,

This part has nothing to  d o  with  the
competition, but your answers will help us
to plan future issues of PCG. Listed below
are some of the contents of this (August)
issue. Please rate each section on a scale
between 0 and 10 according to how muchYou liked it (10 for
 Noticeboard b r i l l i a n t .  0 for awful),Post Code Buzz
Byte Back
War
Challenge Chamber Games Feature
A
d
v
e
n
t
u
r
e
w
o
r
l
d

Good Buy
Screen Classic
Screen Test•

Program Library

D o y o u typ e i n t h e programlistingsi n
My computer is

—

( c i r c l e  one only) Spectrum 48K/Commodore 64.  P C G ?  Yes/No (circle as appropriate)

VALHALLA COMPETI TI ON E NTRY  F ORM
(Please use block capitals)
Name
Address

S E N D  T O :  Valhalla Competition. Personal Computer Games,
Evelyn House, 62 Oxford Street, LONDON, W1A 2HG

My screen-shoi caption is (max 30 words):
•

Editor: Chris Anderson Production editor: Roderick George Art editor: Ian Findlay Technical editor: Stuart Cooke Staff writers: Steve Cooke, Peter
Connor, Bob Wade Editorial assistant: Samantha Hemens Software consultant: Tony Takoushi Cartoons: Kipper Williams Screen shots: Chris Bell
Cover illustration: David Hine Gaine•of -the-Month poster: Jeff Riddle Group editor: Cyndy Miles Art director: Jim Dansie Group Publisher. John Cade
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••••••• FORBIDDEN FOREST
Forbidde
n

Forest. more of cr quest than just a r n  The action takes
p/ace in o four dirrPensionol scrolling forest l gaet andscape which many
hove entered, but none hos returned. Yes, I did

yes o s o y  FOUR dimensiona/ -
cloy fades into night as the action unfolds/ The quest is to seek out and
destroy the Demogorgon, mystic ruier of the Forbidden Forest. Before
you con even set e
n  h i m  
y o u  
w i l l  
h o v
e  
t o  
c o n t
e n d  
w i
t h  
h i
s  
a r
r n
y  
o
f

your trufeorsorne creatures, including mutant spiders, s
h o w e r
s  o f  9 i o n t  
f r o g s ,

snokes, dragons, ske/eton soicliers and More! You hove on/y s t y

bow ond orrows to depend on!

DON'T JUST SIT THERE -
PLAY SOMETHING!

A challenge on an epic scale! Aztec Challenge
takes you on a journey to Mexico and the ancient
pyramid of Tenochtitlan. The ancient Aztec gods
and their devotees hove ensured that no ordinary
human con learn the secrets of the temple and live
to tell the tale. The pyramid is protected by all

manner of treacherous traps and hidden perils• an epic test of your courage
and cunning. Aztec Challenge features no less than seven totally different
screens - here are just three of them - each of which presents a brand new
challenge. We hope your joystick con stand up to it!

SS011 9

Slinky, the spring, WOS h
a
v i n g  f u n  
h o p p i n g  
a b o u t  
w h e
n  
s u d d
e n l y  
b
e  
c a
m e  
u p
o n  
a  
p i
l e

SLINKY
of coloured blocks, so he thought he'd play °round on them for a while. Much to his
amazement he found that they changed colour when he landed on them. Wow! But
unknown to him, the blocks belonged to the Wicked Wizard, who sent his friends
along to tease our poor hero. Slinky is a real fun package with ninety-nine levels,
amazing reward displays, and action replays. Where else could you meet such
charming characters as Dusty the dust cloud, Marge the magnet, Ralph the rondom
raindrop, and Lorenzo the chameleon hopper?

P.O. BOX 88, READING, BERKS,

LTD 1 1 1 M I E M M
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AZTEC CHALLENGE
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ON CASSETTE E13.95
ON DISK €12.95

FOR THE c o m m o d o r e

SEND FOR FREE COLOUR CATALOGUE!
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