LY 75p!

BRUARY 1985

Impossible Hrssln Karnath
Spyvs Spr—mmd-bngg!mg
new fitles
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fatch-aut for the new Ramik games; available nove from all aoadstockists, ar by mail order romPO Box 478, Slough.
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PERSONALCOMPUTER-GAMES
FEBRUARY 1 9835

COMMODORE 64

54 Chillingly real speech, mind-boggling animation, amazing Game of the Month.
50 Super CBM hits — Spy vs Spy and The Staff of Karnath.
100 Detailed playing tips on the staggering Boulder Dash.

SPECTRUM

96 1258 screens of 3D magic— Britain's greatest Knight Lore map.
28 Doomdark’s Revenge, Cyelone and Lode Runner—three of the FOUR Spectrum hits.

Vvic 20

65 Great classic game for you to typein.
89 Thrill to the action in our exciting Chariot Race.

DRAGON/ORIC

27 Great new PCG hits for you to rush out and buy.

SPACE RACE

27 The low-down on all the latest releases.

BBCAMSTRAD MSX

&7 Theruce is on to win that stunning cover illustration.

FIREBIRD BONANZA

68 Namea game or fwo and yau could pick up the entire Firebird range for your micro.

CHEAPO GAMES

72 some sizzling bargains to be picked up for less than £3.

NOTICE
BOARD

Biis and pleces including resulis of
the Software Club riddle competi-
tion and a look back at PCG's first
18508,

BUZX B8
This month’s mix of news and
gossip includes news of last year's
best-selling games on each micro.
Also the nation's most defailed
charts,

BYTE-BACK 17
This month's sack of letiers in-
cludes o defence of pirating and a
savage accusalion against PCG's
editor.

SCREEM TEST a7
The heart of the mag packed with
detailed reviews, screen-shots and
ratings. Plus a great Game of the
Munih and stacks of PCG hits.

COMPETITION &7

", The mosi original, the most excit-

ing. This month you could pick up

! the priginal of our knock-out cov-

er illustration or ithe enlire range
of Firehird games f[or your
maching.

PROGRAM
LIBRARY &3
Exciting type-in listing for the Vic
20— it's & blockbuster!

ADVENTURE-

. WORLD 81

" The White Wizard waves his wand

over the last adventure releases.

7 plus adventure news, letiers, tips

" and the helpline.

K

g

CHALLENGE

CHAMBER 89
The Chamber Master superviscs
an exciling contest between Vic 20
players in ihe room where we lest
those high-scores,

TRICKS 'N

?7, TACTICS 95
Al the best playing tips, inchoding

stucks of advice on Bowlder Dash
and a8 full-colour map of Knight
Lore.
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' RETURN TO

; |Q Retu rn tD Eden is the long-awaited sequel to Level 9's top-selling SHowaII
~| [ adventure, set on the weirdest planet ever. Now it's here with 240 Iocatlons
3* masses of puns and puzzles and with hundreds of pictures in the

AMSTRAD, CBM 64 and Spectrum versions. e
gt e i -:“""—rf., Ly ] ..‘-“.L« SR "?‘
: _J*“"}, m-zx‘ ﬂki Lol araahdroly o .x@ o gt S
AR -*
"Whichever machine you own, "};_ At Dne of the bestaduenture games

// If you have the vaguest tendency /|, Hetum to Eden | ~ I have ever had the pleasure to get
[5 towards adventure playing then . - »my hands on. | can recommend

i~/ you must try one of these games Dungeon Adventure without the
‘\;\ (unfortunately you'll probably end | " slightest fear of being

A «?‘ up wanting to buy the lot. f If _ contradicted. This is a massive
N - Computing Today, Aug 84/ | 4 sojourn into the unknown

_a / } - Memopad, Oct 84

@@@@@@@@@g@@@

‘The Level 8 Adventures are
) Sutrver‘blv designed and
\ ', programmed. the content first
e | rate. The implementation of
/| Colpssal Cave (Adventure) is.
] f nothing short of brilliant; rush out |/
/) and buy it. While you're at it, buy
4/ their others, too. Simply %
|| smashing!” — Your 64, Junpﬂd'?’

“The Saga of Erik the Viking . . .
[ aremarkable Adventure game.
|4 It carries all the hallmarks of a Level
g Adventure = problem, text display
_and size of map - with graphics of a
\ standard | have not yet seen t::»efure

@@@@@@@@

1in an Adventure”

%

- Complter & Video Games, Oct Eel'

‘| thoroughly recammend these
, Adventures they are excellent
, value for money. No self-respecting |
Adventure-addict should be ol
without them. | believe Level 9 are
producing a series of Adventures

_,l’ ol

.J

'/ "Level 9-arguably the producers
([ of the best adventure games in the (%, »
|r UK = have done it again. Lords of (’f
|~ Time is a sparkling addition to its ,-’cq'

@@

@ |\ ‘stable of winners.” X ) . PREMos, Which should be regarded as <A
"\ _—Acom Ufe-r Jumaa“rf:‘— e s e \‘\ classics. - Page 6, July 58 X
£ N N A Available from the HMV Shop and gmd sy N ,ff;r,n BN R ]
I - R 17 & v NV

@ Ctx N ,-?"“E“:—_L. \{ C?_. J*\»_ f}‘u [i*aa computer stores everywhere. If your local “\: P oS t\.ﬁ?{/ ég ,«:-n_ Lol ¢

«*\1. (oA = {1 ~ ‘x _\ dealer doesn't stock Level 8 adventures hﬂ “i__\ ':";YJ ) M 1 -
W) J 22 L{"‘“If yet, use the coupon to buy them from us, h" RN 8 3L /
f::. (A Y W N || orask him to contact: Centresoft, # ' > ST IR \
YA A ot il R icrodealer UK, Lightning, Lei . ===\
(), : ; Microdealer UK, Lightning, Leisuresoft 1 % "'r_,— il
\/ A J-%7|| . R&R Lime Tree, PCS (SW), MCD, )}‘ TR
e .'t- Wonderbridge etc. i “‘;_'u. @,}}H{r“"fj | iiu*
':'ﬂ- -------——----—--——----- & =
& = A Cuoeite Doxtss | ENCLOSE A CHEQUE/PO FOR £9.95 PER
,ﬁf!{d - ¥ |1 " CASSETTE OR £11.95 PER DISK '_
24 : Mo R[] [ ename
e rooms y address: o /
o MY TURE =T An epic oz
@ g gtmeea e [ (] i r @
Lo {: = ) i JRE Al LFEasUnes e
c e EmEmmEree 1) (]
h ,-"E o oot I SNOWBALL Immense Science Fiction D D
Y { P ATE Wit e 000 GCations. M".I' I'nICI'D iS
I e ¢ L
@ AT e [] [] [(oneofthoselistedbelow withatleast |
JJ.‘." 4 Spectrum versions have 343 pictures| v
( = Nl _*""1:' II"}_‘ : LORDS OF TIME. Imaninative roma D L__l 32K). Send coupon to: l i
g O I 4 th o h Wl HisTary LEVEL 9 COMPUTING
wh' > \( ‘\ﬁ R e o i Dept T, 229 Hughenden Road L
b I::.‘-.;;.il..__l-h‘._ h'f B Eﬁrar;:rr‘m;:lmuuummu wi D High Wycombe, Bucks. HP13 5PG l\-'\l .,ﬁ'r Al ;...I:%- u
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64K COMPUTER FOR ONLY £129!

ATARI XL
honk £12

EVERYTHING YOU WANT FROM A HOME COMPUTER

1. ATARI 64K BOOXL - £129 The Atari S00KL hes many tacihties and includes such advanced specifications that you will be amazed by |t
perlormance, Al the new rediiced prica of only F12%anc VAT far a full specificetion B4K coriputer with a proper Tull stroke keyboard, we
belioue 1hat the BOOXEL cannol be beaten. Gompars Alari withy (he comipetifion, just faok atthese spegilicatons= :
COLOUR CAPABILITIES: ¥ colows and T intansit g giving 256 difforend culours il of tha 256 colnwisean be displaped gl the game fime]
CPERATING SYSTEM: 24K FOM including Aleri Rasin prograrmming lamguage and a seifl Cingriosts test prograt y
KEYBOARD: Sull slroke desipn with 52 keys includiay Teliy key and & special funclion weys, irternatiomal chigractan set and 29 grapmias koyh
BOUMD: & | 1degandent sound S¢rans sord salh sapable of oraduting music AoroRs a 3% Dotdie TANgE or 3 wite whriely of spacial saung effects. |Addilsisieal

A ing can achieva @ octave range of o nine acEvast) 2 A
DISPLAY 17 grephic mooes and 5 wat modes: Upcie SR ETIE resa wion, Maimbm o display 249 lineg oy A0calumog. :
EBECIAL ATAREINTEGRATED CIRCUITS: TTEA ror graphic display. Pokiey tarsounddid conral sr parns. Antid far sgrean ceniroland 0] inpu s Ouloul)
CPLE 68020 micrnprocessar - 0.50 microsecor S cycia and 4 Clack spead ol | TH MHZ
EXTENDED GRAPHICS FUNCTIOMS: Hinh rasaltion graph €5 Multi-calaured characler sel Software Screen sWicring Ml ligle magihned charattar sats
Flayer missile {sprise) graphice. Fina scresn seralling Changeable colour ragisters. Mmooty Chadarier moyement Simple Golour ansmatusn faciities
PROCAAMMING FEATURES: Byl i1 Afarl Basic programisng 1anguage supnorting peek, poke and 1SR plus 1 ast 8 oifes lanpuages avaiaale, The help
widl providu agdtianal infaemation and mimu Sereans with cerain seliwens. Ful oa zerben edifing 15 avalable a5 well a5 syntas chesking on eniry.
IHPUTIOUTPUT: Extarnal prooessar bus for expansion wilh remary ard paripharals. Camposite vidan marilor ouiput. Peripheral port jor dissc connestsn
10 Aiar standerd peripherais. Soliwars carsdge siol b inclided as well s 3 jorstics zondraller gk
SOFTWARE: Cuer 1,500 lems of saftware dra gvailable mcluging sed teaching programs wilh ariigue vpze over. The fanga of progrme inchaisas Educabasn.
Huoe Managemani & Frogramming guds Trere is glao AFX (Alan Program Exghangs) and of codrse Ataii’s lamous erteriamman saHware @iow al anly
£0.85 |7 additonhnre = a host af sugporland Fedp avasable frar spec.aiis Al magazinzs ke Antic and Analog anc foam oves T8 Al botks/manaals.

2 ATAA 400 16K GAMES MACHINE - £2% We have several Alarn 400 games conselas/compuiers with 16K AAM. The once is 28 {for &
reconditiones moded) or £39 for a new maching, Both come with 12 months guarenteg. The Afari 400 can play wl BOOXL ROM cartridae
games and is expandable Up to A3k AAM Computer uparade with Basic Programming Kit (£30) optional sxtra. ¢

3 ATARI 1010 PROGRAAM RECORDER - £34: Far low coat storage and retrigvel capab lily, Cala transmission 500 baud, Slorage capability
L0k bytes o a sixty menule cassette. Track configurstion tour rack, two channels [aigitef and sudiog. Auto record? playbachk/paise
rontrol/umicue soundthrough facilily. Buill in accicental erasure pravantion; automatic shutcH and 3 cigitlape counter ; ;

4 ATAR! 1050 DUAL DENSITY DISK DRIVE - E19%: SIff disks helding 127K randomly accessiole bytes provide both eapansion and
fiekibitity for your 400B00 or XL system with new ‘heipful’ DOS 3. Al customers who purchase & Disk Drive trom Silic Shop will b
automatically given a FREE set of 100 programs 0r 3 Disks recorded on bolh Sides.

£ ATARI 1020 COLOUR PRINTER - £99: Frinter and Plofies with four colout ‘grephic: print capability. 40 column: width printing at 10
‘gharacters per second. Can print 5, 10and 20 Characters per inch, B4 character sizes, Prinls text in 4 cirgctiens, Chaice of fin k lypes,

: B ATARI 1027 LETTER QUALITY PRINTER - £24%: Foi word procassing letters in profossionat ype. Printspeed of 20 chars per gacond.
. 7. ATAR| TOUCH TABLET - £48: Enebles you Lo araw and paint pictures on your T W screen, with the touch of & stylus;
& ATARI TRAK BALL CONTROLLER - £18.85: Enables cursor movement in @ny dirsction and adds arcade realism o yiwr Emas

8. ATAR! BUPER CONTROLLER -£9.55: The Ultirmate joy stick with doubds fira bution o give you agreater competitise ndge in yads pames:

SILICA SHOP ARE THE No1 ATARI SPECIALIST

&|lhag SR ara row Tirmly estatishnn as the No 1 atan retarl/mail order and wholasale sprsialial in the UK, We already olfer sur esmice 12
ower 120,000 customers, 10,000 ol whom have purchasec Atari Home Computers. Because we spaialise jand with @ turnover of £1.5
miliie), we are abie 1o kpep prices low by bulk purchases. Ring one of our 45 stelf and we witl be glad 1 e of service 10 you Complels the
eoupon belmeand we will 28nd you aut ALan pack with cur 16 pags arice list and XL colour catalogua:

EXTEMDED TWO YEAR GUARANTEE: We are an Atan Service Cantrg, anie 10 suirvipe and tapaic &tar eguspenant and have added 3 1% month guarantae to the
year gltessn by RLar, ghing yau a full & yaar guocaniae on yoer new KL compaien

SPECIALIST SUPPORT; Our lechmcal stafl arg always avarlabile. on e letaphons 1o help Snd advise you. W andiavout 0 Foin stocks o ewary Akan
etmpatibie e avalabli in1he LUK and we steck over 75 Atar books and manuals

AFTER SALES EEAVICE: Whan jeca purehass your eguipmant from Siticu, your mane wil be autamaiically aoded 1o our (ailng list. You wil than recine price
ists - mewslsrare 3n detals of dew elesses B0 Devceopmenls, a6 well a5 specal oflsrs wihch are exclusive bo SiMca atan Computar Owners,

LOW PRICES: Qur prices inclode waAT and 8% axtremely compatitve, Wa will notmally mateh any lower proé oflered by dur Compaltars.

EREE COMPUTER OWHNERS CLUB: This @ onen to @ | Atei compuer owners icreapective of where you purchased your eguipmant. Meinlarship is FRECE and
sl woa b recsive bulleting griog details of rew reaases and devaloaments. Srnd row Jor yaur FHEE information prok; price list & calaur catalague
PAYMEMNT: We acoecd cash, chedquire, pasfal ordess and alt Creg Cards &e also slfer casdit facilithes gver 1, 2 oF 3 years, pledsa wite fornwritlers goatafion.

MEXT DAY DELIVERY - FREE: &/l gnnds cuspatcied from §ica Snapar nomally sent by [ sl glass post o partel post FREE OF CHARGE Asaspecialintraduciony
alfer Bor @ limited persd nrly we will be sending Bil Compatees and Disk Crives by a rax day Sesunicnr defiveny SErice 0T BUL OWnN BxpanE.

Sa fill in the coupon betow with 3 llleralure enquiryor order and begin 10 experience a specialist Alari service that is second lo none.

SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tek 01-309 1111

ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE

’----------------------
To: SILICA SHOP LTD, Dept WMI 0285, 1-4 The Mews, Hatherley Road, ‘
Sidcup, Kent, DA14 4DX Telephone: 01-309 1M

e eha s e
| ity

3
i

TOLCH TABLET PEM * C

LITERATLRE REQLIEST:

O Please send me your FREE colour brochures and 16 page price lisl on Alari Computers.

0
=]
3
s
=
g
N N =

[l g T o I e s Videogame O 1 owna

MriMes/Ms: ¥ Initials: 3 Surname....... IR L SR A S e e

Address: ... L L e e il el e o S, h e T L L TP s b e o
...... sanPL IR AR

ORDER REQUEST:

FLEASE SEND ME: O 4020 4 Colour Printer R e R L

[ BO0XL 63K Computer (. cocvesbiaraso-coeos i E129 0 Letier Qualily Printer ........ FSIE SRR .

O 490 15K Games Machine . .......-.... E20/E39 O Touch Tablet+ Carbridge .. ......... ERE AN

O 1040 Program Recarder ... ..oooioii-oeoo.oooc £E34 O TrakBall ........ Chye e E10.85

O 1050 127K Disk Drive .. ...... P T = . 0 Super Confroller -...... ik S YL

ALL PRICES QUOTED ARE INCLUSIVE OF VAT - POSTAGE & PACKING 15 FREE OF CHARGE
O |enclose Chegue!/P.Q. payable to Silica Shop Limiled for the following amount £....... .. R e e

O CREDIT CARD - Flease debit my:
Access/Barclaycard/Visa/American Exprass/Diners Club Card Number .....000o0o0-n e by A

pep—— L L L E B L
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QOO0

yOuU CAN
NOW BE LAZY
ON THE
SPECTRUM
TOO!

1

'I'ermmul Soﬂwure Gumes
are available from -

International Retail Distributors

Alpine — New Zealand Baols Bulldog LvL

Karakosli — Austria Dixons Cenfresafi Micro Dealer

Ozisoft — Australia Makro ESD Electronics R & R Computer Games
Softbyte — Finland John Menzies G.RI Solomon & Peres
5.P.LD. — France Smiths & all other Gordon Howsaon Tiger Trader

Tial — Sweden leading retail outlets Lightning Twang

Terminal Software, Derby House, Derby Street, Bury BL9 ONW, England. Tel. 061-761-4321
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Those of you chewing your
nails, wondering whether
you've won the £1,000 first
prize in our great energy
competition are going to
have to chew a little long-
er. We had a large stack of
entries and judging them is
proving a lengthy process.
We do however hope to
have the results nextissue.

D.’!
l:.'ﬂ??fmi'!”?
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| POSition
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you call a Roman flights

ey

A. Pontius Pilot. ridge Wells, Kent) g7
Q What's Q.I"Euf for a laff? test (6 rhﬂr"? Tu::% invaders leave their space ships
A 3 iddle confé . Where do 5P
A. Winning the PCO ;u!m competition entries f1om 2 L0 iing mefeors Jernourished Elrond?
Once again we were delWGECin T o ihip of the Software "L\ 4o you feed an under
cople trying to win @ year's free ery month. You hod to give us AI Elf raising flour- .. black-white?
PC[EbPﬂnd get o great Heeﬁm;ﬁ:ere AWFUL, they really were. 4. " blutk—wﬁl}e—blﬂ’:“'wrm'b o
three riddles, and some of the bl we've hardly Q. What goe down a hill.

inni ips wWene 50 pob . : B
i wwmc?::f;:sibly print all 73 “ddlle:;.sr::;::.‘.?:;
rﬂm;irﬁi;ng :c:u oll severe damage. But here
F::i:tg onwith. More nmct_monihl_ e
Q. What do you call a mistake in Le<
A, A Zola Bug.

Q. What's @ BBC owner's fm;:-urire
A.- Frakie Goes fo Hollywood.

cks)

(Craig Patarson, High Wycombe: Bu
O. What does Manic
A Jot Set Wellies. , :
@. What is Trashman's fervourite singer:

grc-up?

Miner wear on his feet?

7x81 rolling
?j:mes Hall, London)

Q. What do compulers USE
A. Tandy floss.

. What does a Pty Pigeon pro
A. Strangepoop-

Q. What déa yﬂq’ FE
ille rrifla.
?ﬁ'lcgri?;'lrhs, Pocle, Dorset)

; ?

o). What does @ wally leok for in MSX?
A. The pedals.

Q. How do you describe catt

ta clean their teeth?
duce?

]
t if you mix Kong ond Pengo:

e choking?

Efisfj!fg r&&_:

Eltia b
'gf-fm ey retiens g ]

e
Rof the e

5 IEHExfj‘?”z
PPen. We

-HS.I' Oke thy
T
o I

dsepe

Oy Zei more

&m;n i c!.rmrgea’ IS Ousy
18 the begy S0Urce g
Ozpy Univerge Oy
Panel g fo ;

frerzgf&ened rﬁm‘

thgo

Might dp gg 2V hing

gﬂ G}fmﬂk' Sure.
o mgPCGf.&e

,isrl.ﬂgs

Here at PCG we're ahways
on the lookout for top-
E;:allty listings to publish in
ogram  Library. What's
maore, we pay a hefty £50 for
the ones we publish .. Just
send us your pame on cas-
sette for evaluaton. You
MUST also include vour
name, address, and phone
| number (if you've got one);
a written or (preferably)
printed listing of the pro-
ram; sume notes on how

& program works: and an
s.a.e if you want the cassette
returned. You must also

i v -
bl ey Lo

Lorg B

ve ety

. include a signed declara-
. Bin Crosby- throftle. i ' i
?Ee::\"f Dagger: Blackburn) ; with a blue rosette? ﬁ:l :;J::ﬂl:, Telford, 5h ropshire) ;fggr 1{;3?11 'Lh;.e ginal Work.

do call a dark brown wild dog { The other winners are: s anfranco Manini, G]':!sgﬂ' . g and that it ti'li—-ilgsmlll.ﬂ“l;[élé%
cgboid r.::ryiurul‘l‘. Claudio Testa, Luten/ Gm; m Hodson, Cowbridge/ W submitied (o any other pub-
A callha four of Oriccomputens? Michael Scott, GlasgoNe, ol o or MeLean, o
Q. What do you cal Anthony Smith, Lecell el Gcigh; Andy Higgs, || Wellz2 What are you
ny £ : n or?’
Aﬁﬂﬁ:ﬁ:s Barnsley) flow? Cheshire, O opher Rose; Li "“"ﬁi":ﬂfujﬂ;ﬂ: ) 15
Hr b ow'? ' iy . 5
: What does a prehr's.’raric man use fo beat his pi :‘;;l;?;}ﬂ"e; CA Fﬂlﬂi‘f'::;:::.":f.nninglﬂﬂ; will
" I
'i" A software club. yn Bay, N We les) sheffield; Duw:::;' Leigh-on-5ea; $ Folland,

(David Law, Colw

pif you
€. What do you ge&
A A dustman who puts the

cross Trashman wi
wind up the residents.

th a bicycle pump? palin, London;

Bristol.




 NEW
_RELEASES

MIRAGE TRIO

Mirape software are a new com-
pany with three new games, on
four machines.

Cournts Castle is an arcade
adventure for the Commaodore 64
which iz compatible with the
Currah Speech 64 and will retail
for £5.95. Hurrah Henry is a 3D
adventure with 30 screens for the
Commodore 16 and Plus 4. Cas
tle Grevskull will be for the
Spectrum 48K and is also a 3D
adventure selling for £5.95

MATCH POINT 64

Psion’s ace Spectrum tennis
game Match Point has been con
verted for the Commodore 64
and is in the shops now. The
pame has all the features of its
Spectrum forerunner, with a 3D
display and virtually all the shots
of the real thing.

On the BBC, Psion are releas-
ing a new arcade game — Stafix.
Players have to outsmart danger-
ous electric charges and even-
tually gain control of the whole
screen. Both Match Point and
Statixcost £7.95

MORE YANKWARE

Ariolasoft are another new com
pany marketing US games in the
UK. Their first 12 games are all
for the Commodore 64 and were
nriginally written by Broderbund
or Electronic Arts in the States,

Amongst the range arc two
former US number ones Choplif-
ter and Lode Runner, plus Spe-
lunker, David’s Midnight
Magic, Raid on Bungeling Bay,
Hard Hat Mack, One-on-One
and Realm of Impossibility for
£9.95 on cassette and £12.95 on
disk. Four other games Opera-
tion Whirlwind, Murder on the
Zinderneuf Archon and MULE
cost £2.00 more on both cassette
and disk,

Each game released hefore
May will contain a free voucher
for hardware discounts,

Here they are, the biggest selling games of 1984, specially compiled for PCG.

Several of the titles stand out from the rest as big sellers on more than one machine. The
real monsters were Jef Set Willy and Daley’s Decathion on the Spectrum and 64, while
Hunchback appears on four of the charts. Manic Miner, The Hobbit, Football Manager
and Flite also made large waves although some of the games released later in the year

have not had time to make inroads into the year's figures.

WILLY THE WONDER
F'84

The Cuthbert games and Chuckie Egg were ahead on the Dragon while US Gold
dominated the Atari scenc with Zaxxon leading the way. On the Vic 20 The Wizard and
Princess held off a late challenge from Perils of Willy, and on the Oric, Harrier Attack was

the year’s biggie.

Ultimate only appear via Sabre Wulf and Jet Pac, but their current releases are rapidly

redressing that and may well dominate nexi year’s charts.

These lists were compiled for us by RAM/C the company which works out our monthly

charts. They cover sales up to the hegm mng uf Decem I:rlm-1 1984,

SPECTRUM
1. JET SET WILLY SOFTWARE
PROJECTS
1. DALEY THOMPSON'S CCEAM
DECATHLOM
1, MANIC MINER SOFTWARE
PROJECTS
4, FOOTEALL MANAGER ADDICTIVE
GAMES
5 CHEQUERED FLAG FSION
. HUNCHBACK OCEAN
7. SABRE WULF LHTIMATE
g, FIGHTER PILOT DHGITAL
IMTEGRATIOM
7. HOBBIT MEIBOURME
HOUSE
10, FULL THROTTLE MICROMEGH
C(IHHODOIIE 64
BEACH HEAD U5 GOLD
2. DALEY THOMPSON'S OCEAN
DECATHLOM
1, INTERNATIONAL COMMODORE
SOCCER
4, FLIGHT 73T AMIRDG
5. MANIK MINER SOFTWARE
PROJECTS
6, HUNCHBACK QCEAN
7. HOBBIT MELBOLRME
HOUSE
8. MONTY MOLE GREMLIM
GRAPHICS
9. JET SET WiLLY SOFTWARE
PROJECTS
10. SOLO FLIGHT UsGOLD
DRAGON
|. CUTHBERT |5eres) MICRODEAL
1. CHUCKIE EGG ARF
1, THE KING MICRODEAL
4. FING OF DARKNESS WINTERSOFT
5, HUMCHBACK OCEAN

HUNGRY HORACE
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NOVAGEN ELECTRON
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ADVEMTURE 2. MICRO OLYMPICS DATABASE
IMTERMATIOMAL 3. BLAGGER ALLIGATA
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the winners of ﬂummﬁsr’s sci- ﬁ Mh,
tickcomp,

| Burton, Flest: M D mehu Chipping Nortor:
thley; Gordun

Durham; Naﬁm&ﬂamﬂl, Cumbria; Jason Ashton;
' Sheffield Christopher Rose, Cambs, Gerald
N Haﬂdéﬂﬂy Justin Benn, London; Mich

'++-u-€

& Thorne, Wells, Frﬁdfﬁund, Dundee; fliR
nauhmsmihwiﬁ mndfn,mwﬂomﬂm

‘Love, ‘London, Paul ﬁmﬁ’

Lancs; Michael Bowdiich, Yeovil; Ian ’&F@iﬁ-m:
Suffolk; Julian Hammond, Herls; Paul Haslam,
Bradford, N Fox, Chelmsford; B M Chan, ﬂmmé
‘Darren Crawley, N Ireland; Nigel Hm,m
Mrs I} M Price, Cornwill, HHIIPWM. rthing:
Martin Speller, 5t Tves. o
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INSIDE

MI5

Frederick Forsyth's  best-
selling spy novel The Fourth
Protocol is lo be produced as

# | an adventure game by Huich-

4 inson Computer Publishing.

It's due lo appear in late
spring and should cost
around £9. There will be three
main cpisodes, each of which
will end with an arcade sequ

el ence,

The player takes the role of

i1 the book’s hero and begins
| the game sitting at his compu

dter in MI5 headquarters,
i From then on it's a battle

against all sorts of evil enemy
agents.
The game will be released

1 simultaneously on the Com-

modore 64 and the Spectrum,

NEW

« BEEBSTICK

| Kempston have introduced a
| BBC joystick to their range of

micro add-ons. The BBC joys-

| tick is similar in appearance i

the Competition Pro and plugs
directly into the Beeb's ana-

| logueport. It costs £16.95.

Here it is, the face which 1s
striking fear into Commodore
and prompting talk of a massive
Atari revival. It belongs to
chunky, Fast-talking Jack Tra-
miel who left Commodore to
buy up its ailing American rival
and has now thrown inio mo-
tion a dramatic action plan for
1985.

Atari are to launch a range of

new home computers including E
64K and 128K machines which
will be compatible with existing
software.

The news follows hard upon
yel another cut in the price of
the BOOXL — this time it’s gone

down from £169 to £129.

It all supgesis that Atari,
under the dynamic leadership of
Tramiel, are attempting to make
a big comeback in the home

Spectrum owners will soon be able to get their paws on Elite, the hit
BBC game, now that Firebird have snapped up the ZBO rights fo the

game.

Firebird hope to change the game as little as possible in
converting it and predict that the Spectrum version will be in the
shops by late spring. An Amstrad version should be availoble
shortly after. Firebird have not yet committed themselves to

producing an MSX version.

B computer market. At a rccent
.onden press conference Tra-
miel claimed he had already cut
¢ costs at Atari by 50 per cent. He
went on to explain his market-
ing strategy: ‘The religion which |
1 have is as soon as 1 have thal
saving 1 pass it on to the end
user.

Tramiel says he wanis to make |
‘computers for the masses’ and

£ insists that ‘compuiers are fun’.

Sowhat aboul games?

The only new release Atari
were willing to confirm for early
1985 was Atari Pay O, a
graphic adventure which will be
available on cartridge.

Viper
sssssslithers in

Mew software house Yiper are
beginning their campaign with fwo
games on the BBC: 5IMand Uitron.

Ultron is madestly destnhed 1
‘the last word in shoot-"em-ups’
while 5iM is an arcade adventure
with over 70 scresns.

Viper have also acquired the
rights fo existing Visians fitles and
hupe to bring out an enhanced
version of Visions' Snooker.

NEW UNMUSICAL EX-
PRESS

That prolific programmer Tony

Crowther has produced two
games for his new company
Wizard, which will be sold
through a deal with Quicksilva,

Black Thunder is very similar
to Suicide Express, the changes
being that the vehicle is a car and
noi a irain and the music is
worse, The game is available now
for the Commodore 64 and retails
for £7.95 on cassette and £12.95
ondisk.

Also being released under the
Quicksilva name is a game called
Gryphon which features said

mythical beast in another scroll-
ing shoot-em-up. You have to
collect gold bars amidst the nas-
ties and the detailed graphic
SCEHery.

NEW CYLON ATTACK

Cylon Attack, A&Fs suc-
cessful 30 space blast, so far
only available on the BBC
and Commodore 64, is now
available on the Sinclair
Spectrum. The Spectrum ver-
sion is called New Cyvlon
Attack. and contains features
not found in its predecessors,
such as animated background
graphics and a grealer diversi-
ty of enemy ships.

.....

'Ehm lﬂﬂfﬁ’ Fﬂiﬂﬁ Eﬂch win:
~a copy of tﬁewt Imlmlisn f
- game.
. Simon mn, ﬁmﬂmm ﬂndmw |
B.l?ms Hur&ﬂk, Beott Weeks, Ayles
k?;ydq thy Chadwich, Hudders-
ﬁe th,r Smﬁiair Kent; Jean Ste-
_ wart, Scotland; Steven Bonner, Lon-
a‘aﬁ:. Neil Pearson, Worthing, Gury
- Wilsan, Tyne and Wear, Sion Gibson,
~ Leigh bn Ses; | Bparrow, Felix:
 stowe; james Gibbs; Cannock; Gary
- Brown, Lamrksl-ure Lumam
_ Huchins, Tring Carl Wassell, Bitm-
ingham; Gardon Spiers, Barnes; John.
Kavanagh, Morden; Shuilesh Patra
"inrﬁlqit. Mark Brewer. Chessington,
T Goldingay, Streetly; Andrew Boy-
iunﬂ, CGwent; Neif Cameron, Cum-
: Stephen Cafirey, Birmingham:.
Bran: Cerdiff, Kevin
Downard, Roy Peatm t‘ﬁﬂtan
W B Balt, Fiymouth: C
- London; Richard Wﬂ!
CKarl - Wadsaek,
 Andrew wramh mﬂmﬁm. m

= Stockton. A Craig, Glasguw;
 Mark Taglor, Essex; Stephen Plait.
 Enfild; Nigel Brown. -a;“-

| Telford:Leé Brown, London,
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WHISPERING

HORACE
L

Ultimate secret

One of the unanswered ques-
tions of 1984 was: why didn’t
those imaginative geniuses at
Ultimate ever get round to
converting their Spectrum
hits to the Commaodore 64
and make themselves a bob
or two.

Whispers have reached me
that such conversions could
yet arrive later this year ... but
they won't be made by Ulti-
mate. | must say no more.
OCcean v
Software Projects
Very strange. All those Soft-
ware Projects ads promising
Hunchback at the Olympics
and for weeks no program
arrived. Ah, but I can reveal
the reason far the delay. The
Software Projects boys had
been dragged to London's
high court by Ocean who
claimed rights to the Hunch-
back character.

Finally, Software Projects
agreed to pay a hefty whack
for the licensing rights, clear-
ing the way for the game to hit
the market.

Express car
Wonder programmer Tony
Crowther just can't keep out
ot the whispering circuit. One
of his new releases distri
buted by Quicksilva for his
new company Wizard, looks
astoundingly  similar  to
Suicide Express which he
wrote for Gremlin Graphics.
In fact it’s identical, excepl
that the train has become a
racing car, the music is diffe-
rent (less pleasant to
Horace's ears), and it's called
Black Thunder.

surely Gremlin might take
offence, or even legal action?
‘I don’t think so,” whispered a
gremlin, “We'll let the market
give its own judgement on it. I
think Quicksilva might end
up with a lot of unsold
copies.’

Evureka sandwich

Browsing through The Times
the other day 1 came across a
little advert that tickled my
fancy. Here it is:

SANDWICH BOARDMAN
REQUIRED

For tha and of tha word.
Must liks dogs and what they do.

EUREKA!
Tres No 1 computar gamas.
Contact: 01-381 83T,

How strange, | thought.
Why should somebody adver-
tising a compuler game need
to like dogs and what they
do? What do dogs do? The
mystery was cleared up when
one of those poor, underpaid
scribblers on PCG phoned up
to apply for the job. £30 for a
day wearing a sandwich
board in central London
sounded like a good deal to

him.

‘But why', he asked, ‘do 1
have Lo like dogs? What do T
have to do with them?' ‘Oh,
nothing," replied the charm-
ing young lady at the other
end, ‘it's just that dogs like to
— er — pee on sandwich
boards, don't they?’

Our impoverished journal-
ist made his excuses and beat
a hasty retreat.

Horace suspects that dogs
are probably very choosy ab-
out the computer-game-
advertising sandwich boards
they pee on.

Exploding Beebs
Horace is all in favour of a
merry jape or two, but when a
joke leads to a poor defence-
less computer being drown-
ed, things have gone too far,

A BBC user magazine re-
cently printed a piece of jocu-
lar advice to the effect that if
the machine printed a certain
error message you should
‘Take wyour computer im-
mediately to the dealer as this
indicates it is about to ex-
plode.’

Now it emerges one lady
gave her Beeb a good soaking
before taking the sodden
lump back to the dealer.

One sympathises deeply.
Some magazines scem (o
have no sense of responsibil-
ity. But then some people
seem to have no sense of
humour.

Frankie goes legit

Jolly super to see my favourite
pop stars, the fab Frankie,
getting into computer games
with Ocean. Would the game
be as controversial as the

TOBY AND THE PROF By Phil Elliot §

o [

* WITH THE AID OF THE 6
PROFEITORS FLYING CRAFT
IT'S POSSIBLE TO ADD AN
EXCITING MEW DYMERNTION

To MY GAMES . .

by ot

AMD Z b |

PROFESsoR 11!

records?

‘Oh, no,’ said the lady from
Ocean’s PR company, ‘it
won't be rude!’ Why noi?
Horace wondered.

‘Because we have to sell the
game through WH Smith,'
came the reply.

Hippy Minter
toes
psychedelic

Jeff Minter’s latest offering is
called Psychedelia and is in-

| tended to blow your mind —

the nicest possible way.

It's not exactly what you
could call a game — no shoot-
ing, killing, aliens or high
SCOres.

Minter himself describes it
as ‘something like an interac-
tive fireworks display’ which
sounds pretty hairy, but is
really a lot more peacable.
‘It's a sort of light synthesiser’,
adds Minter. ‘But it's not a
game you can describe -
you've really got to see it

Psychedelia will be avail-
able on three machines -
Commodore 64, Vic 20 and
Commodore 16 — at normal
Llamasoft prices.

GAMES
TASTING

| Buying a new game can be a

bit of a hit and miss affair,
especially if you haven't read
the reviews in PCG. All too
often the great new game with
the technicolour cover turns
out to be a big disappoint-
ment. The new shop viewing
system from Racom hopes to
change all this.

The Racom MX70 consists
of a view screen and a small
cabinet containing a video
disc player. At the touch of a
button customers will be able
to see a 50 second demoristra-
tion sequence from any of up

o 70 games, with sound and
full-colour animated graph-
ics. The video disc will be

| updated each month so that it
| holds the top 50 games and a
selection of new releases. The

system, which was in some
shops before Christmas, is
expected to become much
more widespread during the
year, allowing gamers to see
before they buy.
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avsiem I3 ooftware |
PRESENTS

Multi Arcade Activi
From America

S T G S e
-'.dl-rf'ﬁ-n-rr- - —
_“ts\.'..:'ll INECTE

AVAILABLE AT: Soots. W H, Smith's, Loak y's abhn Manzies, Woohforths
ard gft good camputer . of

Edison, thelinetic android, ledgs a frustrating iife]
All he reallWwants fo do is builcNals elrcuil boards ol go
with Thnf!u:- But things keep gefing in the way, g
thms = 0 rgofive influence — Bug him ragulary. ThAy're +

DISTRBUTORE: Mighodeolar, T{ger Distrifution and Centre Sof

Flaah 1he !n;h ning boll, dlsr:'clnn' everything in his
qum b:u'lu'hm:h &d befmstrnﬂng after dhpend day on the
ey
And the cunning Yillarwott is out fa iry
Bul aur haro simply solders on.
5] e e CLITTE
ol il. And o few jolts foo!

Your agenls risked
hl:-ndquarfera
Now you're fisking Jours lo desiroy il
Md they know youfre comiha,

11 LY = L8 L il 0 [
nead 1 you can, But whblever you do, stay on squund'-r your pritlous 1u¢~| 5upptf
Neediess to say, I§ey don't issus porachules'on mission
5 will hoppen. liite this. S |
aluable seconds gettingfback As youl soar over hundreds of miles of distinetly unfriend
'l end up on the seat affyour territiory, the actin is thick. fas! and frighteningly Three
Aimesnslonal
Fighiler atrerafl. puriace-lo-air missiias. Halicopter gunshi
Ihe oftocks conge from every direclion.

Even fram behigd,

Al the startfi[fish line you sirap on ybur helmel, check you gir lives lo find the enamy's secrd
Insirumanigfaun your engine and onia tha course.
Through e camers, up the hills, #ite the muts and down e
shraighigfyou manoeuvre lor po
Clok,
Slay
coufse,
Iifau don't, one of twao thi

o'l stow down and los
into the raca. O worss,

' ' nas-u"ps compulers gon't like fo get diry?

pRor Edison's brains,

HOW TO ORDER

filf in your name and address on o piede ol paper, enclosing your Ehequa
and post 1o the address below. Pledse dilow 7 1o 14 days for delivery
Overseds Orders: Add £1.00 per gams oidarad.

| / Systgm 3 Software

To purchase any #f tha above gamas, simpl

o to:; SYSTEM 3 SOFTWARE

South Bonf Mouse, Black Prince Road, London SEXA
Tel: (04) 587 0873
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KNIGHT LORE BUSTS THE GHOSTS

Doomdark’s Revenge, Booty, Skool Daze, Backpackers
Guide and Staff of Karnath all roaring up. Pyjamarama also
continued its upward climb, while Underwurlde slipped to
number five and Daley’s Decathlon and Elite also dropped
une place each.

Software Projects’ classics Jet Sef Willy and Manic Miner
keep on yo-yoing with [SW disappearing but MM popping |
purely on Commodore 64 sales. Activision were ‘were back with equal shares on four machines. Also benefitting
absolutely delighted’ and ‘look forward to it going to number  from multi-machine sales is Return to Fden which is spread

1) With its release on the Spectrum that's justifiable  over five micros.
Next month’s number one is anybody’s guess — but you can

confidence.
The shake-up at the top of the charts continues with bet Ultimate will be going for a hat-trick of chart toppers.
PCGAMES 13

THE TUSSLE for the top is really fierce but despite
Ghostbusters’ strong challenge Knight Lore has indeed gone
to number one as Ultimate predicted last month. This month
they were confident enough to say ‘Wait till Alien & comes
oul, it will blow everything else away.’

Strong words indeed, but it looks like they may have
company from Ghostbusters who have shot to number two
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EDUCATIONAL
PROGRAMS FOR
THE ELECTRON

Available through your local bookshop or if you
experience any difficully please fill in the
coupon below

EDUCATIONAL
PROGRAMS FOR
THE ELECTRON

lan Murray

Educational Programs for the Electron
will allow Electron owners to put their
micros to work, immediately. All the
programs are fully documented with useful
tips and provide an insight into
programming techniques.

SUBJECTS COVERED INCLUDE:

History
Economics

Art

English
Mathematics
Physics
Chemistry

Logic

Computer Science

The majority of programs have been built
around a games format so they are always
informative but fun to use.

lilustrated 208pp  £6.95

ORDER FORM

To: Gill Small, Tiptree Book Services Ltd,
Church Road, Tiptree,
Colchester, Essex CO505SRH

Pleasesendme................
EDUCATIONAL PROGRAMS FORTHE

copy/copies of

ELECTRON by IAN MURRAY at £6.95per copy

lenclose my cheque/postal order for £. . &
{cheques should be made payable to Tlptree
Book Services Ltd)

Please debit my Barclaycard/Access account
number {delete as appropriate).

Accountnumber L

{Home address please i Jm}rmg with a credit card).
Please allow 28 days for delivery.

[CENTURY
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PRIME EVIL...

Steer our hero TROGG the cuddly caveman,
through 96 reversible levels of dangers — Occasional hails of descending
daggers, heat-seeking balloons and the evil BUNYIP will cause you deathly
problems; But don’t worry — your trusty yo-yo and off-screen action(!) will
win you points and keep you going.

SCRUBBLY guardians, HOOTER

POGLET and others will give you a hard
time, and the better you are, the nastier
and more unexpected the surprises in store.

FRAK 64! Grand Master Challenge:
Send us your name, address, hi-score and code, and we will enter g
you in our prize draw for the top score in ‘84 - details on request Statesoflt

Mail Order or Dealer Enquiries...

State Soft Limited




COMMODORE C-16
AND PLUS 4
SOFTWARE

STARTER PACK

CLIMB-IT
HOPPIT
SHOOT-IT
MUNCH-IT

AVAILABLE NOW FROM LEADING
COMPUTER STORES OR DIRECT FROM
TYNESOFT FOR £14.95

INCLUDING POSTAGE & PACKING.

COMPUTER SOFTWARE
ADDISON INDUSTRIAL ESTATE, BLAYDON-ON-TYNE,
TYNE & WEAR. TEL: (091) 414 4611.

DEALER ENQUIRIES WELCOME
OTHER EXCITING TITLES AVAILABLE SOON




SAMANTHA HEMENS replies fo a select
hearing from you, even though we can
Personal Computer Games,

ion of letters from our ever-growing mailbag. It's great
't always give individval replies. Write fo: Byte-back,
62 Oxford Street, London W1A 2HG.

Mistaken identity

If you sent Kremen a letter,
my mum sent it back to you.
She did this because that is
my nickname and she does
not know it.

[ have only just found out
she's done this. When my
free mega-tape was posted
this morning she said: ‘They
keep sending Kremen letters,’
| so | said, ‘I am Kremen, it's
my nickname, and she told
me a letter arrived for me but
she’d posted it back with ‘Not
known at this address’ on it.

If you have the lelter,
please send it to Chris Wel-
lington instead of Kremen to
save confusion. Sorry about
this.

Chris Wellington, alias
Kremen, Barkingside

No need te say sorry Kre ...
Chris, it gave us all a good
laugh. We'll remember to
address those elusive letters
properly next time, but youw'd
better warn your mum if you
plan to use a nickname
again, eh?

Pipeline unblocked

I read a couple of months ago
that someone was stuck in
the pipeline in Monty Mole.
If you've not managed to get
past it yet, here’s how to:

On screen 15 there's a pipe
coming down to the bottom
of the screen. If you gel on
this pipe and go down to.the
bottom, the miner's truck just
goes under your feet. Next
time it comes along, you run
along on top of itand jump on
a pipe on the next screen.

Alfter that, collect the coal
from that screen then pet
back on the truck and jump
off it at the end of the screen
so you can land on the pipe
and then collect the coal.

Miles Horne, Fordingbridge

A SAD FAREWELL

I've just changed (upgraded is
not the word) from an Oric to
a Spectrum, and before smart
alec Spectrum owners start
pointing fingers and saying
‘told you so’ let me make it
totally clear that in my opin-
ion the Oric is a better
machine with better facilities,
hardware-wise, but my opin-
ions on the company and the
firmware are unprintable, at
least in a family magazine,
and for risk of being sued for
libel!

But, I've been in this crazy
world for some years now,
since before Sinclair was a
household name, and while
some people were still
balancing yoghurt on early
ZX80's. All T can say to peo-
ple new to this thing is Dop-
py’s first law: ‘Soltware
Maketh Hardware .’

The Spectrum may be a
cheap and nasty piece of rub-
bish with a tacky keyboard
(this goes for the Plus also), a
lousy becper (likewise) and
colour limitations, not to
mention the toytown Basic.
But some of the software

Special delivery

Thought | would drop you a
line regarding an excellent
service supplied by Digital
Integration, who produce
Fighter Pilot for the '64.

After securing a copy of this
game from a Spectrum outlet,
I found that it wouldn’t load,
so I rushed back to the shop
who informed me that it was
their last copy. Desperation!
I'd purchased the tape as a
birthday present for my son.

So, unimpressed by all this
1 phoned Digital Integration,
who immediately offered to
send a copy first class post. |
pointed out that this was very

available for it is far superior
to anything available on more
expensive, better made and
equipped machines (well,
almost).

‘Take Psion’s Scrabble, a
conversion from a disk-based
Apple Il program to a
cassette-based Spectrum
program, converted and im-
proved to a machine which
costs almost ten times less
than the machine the original
ran on. Pretly impressive, and
nice to watch as well as play.

And finally, I hope you do
not fall into the same trap as
some of your competitors in
catering purely for a teenage
readership, as that tends Lo be
incredibly patronising to old-
er readers, i.e. those over 20!

The Doppelganger,
Dodwarth

We'll carry on writing such
sickeningly adult pieces as
per normal, whilst the Ed
concentrates on those pieces
to be read by the 5’s and
under.

OK Doppo?

good of them, but there was
an excellent chance it would
not arrive on time, since the
following day was a Saturday.
They then supplied me with a
handful of Spectrum dealers
to telephone, nonc of whom
were particularly helpful.
After many phone calls 1
still couldn’t secure a replace-
ment and once again phoned
D1 “Where do you live?' they
asked. “We have a program-
mer who goes through Water-
loo. He could meet you.'
Fortunately, 1 live close to
Waterloo, arranged the meet-
ing and was able to produce
the birthday present on time

with Best Wishes from Digital
Integration.

Mr R Sharp, London

Initial confusion
What I'm writing to tell you is
that the initials of my rugby
teacher are JSW. I can just see
Miner Willy leaping from
platform to platiorm throw-
ing rugby balls at the nasties!

Benjamin Bowden,
Leicester

I'm sure your poor rughy
teacher's had to pul up with
a lot of stick from you lot
about ii. But what else does
BB stand for?

NMasty bugs

Who do Software Projects
think they are? Here | am, a
proud owner of a Commod-
ore 64, laughing at puny little
Spectrum owners, because
their programs are so bug
ridden — mostly at the noto-
rious Jet Set Willy and its
Attic bug.

1 tell my Spectrum-owning
friends that C64 programs are
faultless, but what happens?
You've guessed it, SP replace
JSW on my machine, and [
find to my sheer horror and
disbelief that the C64 version
is also impossible to finish.
Not due to the Attic this time,
but the Wine Cellar. Yes,
that’s right, vou can’t get to all
the objects.

Someone should do some-
thing about these fiends. I've
wasted my breath, but most of
all, my hard earned cash!

Steven Cranston, London

Bold pirate
The main issue of my letter is
piracy. 1t seems that some
software houses believe that
Turbo Loading is the ultimate
copy protection.
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Frak!

= = = from better Dealers
everywhere
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Aardvark’s aartful graphics
game on the Beeb.

Aardvark Software, 100 Ardleigh
Green Road, Hornchurch, Essex RM11 21LG

MEGASAVE FANTASTIE SAVINGS

SPECTRUM Monty Mala.. v Shooithe Rapids ... 6. 55 |
Acdand's Aet Face .. 5.90 WorldCup .., 5 !’IE e B 7.7
Mong Shrikes Back. . 590  Psyon.., oo 650 nclianainonag.

T T 850 Frank NE[’EIII'I - 485 Cionan the Bar
Skooldaze ... 4.85 Fighter Filot .. - 640  JptSet w|1|5.-

Paotty F'-guuu ......... 555 Rapscallion... ~385  Faxwon..

Havoc... . BB AutDmEnia... 575 Snitf np.nmp

Sir Lancelot . 485  Twin KIFL;EIDF‘ Veley 685  ForA lypsa....... 8.50
Star Birike. ............. 495  Kosmic 485  Raid Gver Moscow... 8.50
Drive-in. .. e $.80  Fooltball wanagar 585 Fi5 aw,ﬁa Eagle.. 1285
Super Mutt ..595 valhala., 1100 PBruceles... . ... &S50
Mutant Mun-r-,n 5 95 River R . B85 Trolie Walhe. ........... 5.85
Air'Wolf. . e B85 Hara.. v B85 Storm Warmior ... B85S
Ribfall [l ..o B85  Kokotan Wilf .4.85 CombatLynx........... 785
Underwuride.........,.. 850 Deuws ._xMEl.cJ'ru"la 12.55 Bumaha. i 12.85
Knight Lofe ... BS0  While L|ghln="|g...... 1250  American Foatball.... 8.50
Doomdark's Dev-Pac3............. 10.50 Summmer Games ... 12.95
REVENDS. ..o 850 TaSWEN Lo 11.75  Heehie.eshies ... 695
Combad Lyr . 785 Hampsted.. -850  DarkStar.....

American Fc-mtusll 850 Wiiches Guuldrun o B Strantium |]n¢3
GhostBustars......_ 875  MaichDay .. s B0 TrEMC:
Travel Trachman . 485  Cyclone ., 585  Ghost Busters..

Backpackers Quide 675 BlueMax . . 685 NATOCommander BT5

Euraka................. 1285  Gill lrom the Goos.... 8.50 Morty Mole............. B.BS
The Greal Space Hunchbeck b ......... & Suicite EXpIE55.. .. B85
| T R R 1285  Rally driver ... Hunchban« il .. . 6.95
Hung P o 585 Tripds.. ... Sherlock Halmes .. 12.95
Eomt:we Zomnle ....... 5885 PudPud.. ... . Daugcrmnu"‘e a5
Jreper . o EEE  Beulderdash Lazy Jones .
Lendle Au nnar . B.50 Buulderdnsh
:yamarama i ig River Raid.... A
roinut % Ancipital . ................ Bd
Eddie Kn:k:i.lumpﬂ 585 COMMODORE stripppukm .. B.50
Batibe Cars . B.BS 3 | 1 e ot 1.1
Tummail......coceviicve. 385 Tappar,, o BS0 . Trashman......... 688
Baﬂbﬁzﬂl'lﬂ .. 5.BS ﬂlLI&MJ.I .. 8.50 Tarmaco Lovw Level ., 685
ﬂE‘f‘FﬁH‘InJDHlFﬁ] EB0  St=fofKarnath..... B.50 Rockel Roger........... B85
Dangerrmouss., 595 PeiWariar, 850 BosOussl......... B.50
TirMabog ........0ee Fighter Filat . -« 850 QuoVadis......... 8758
Fall Guy ... Quango ... w885 Havoc............ 8.50
Sherlock Holmes ... 12.95  Roland's Riat Aace . 6.90  paFaiii . B.BO
Legands of Avalon . 6.85 Kong Stnkes Back... 680 Jahnnwy And The
Steve Davis Sracker 685 Spy Vs Spy wBB0 . JimpYs .. BuT5
Stlange Loop. « %99  Hiack Thunder......... 5.85  Stunt Bikc . .5.75
Drark irh . 650 CadeamWarror ..., 850  Psyinon... . TS
Full Throte .o 595 Saidtalthe Stone... 1285 Steve Ditviss Srooker 6,85
JelSetWilly ... 488 AficeinVideoLanc.., 850  Ciff Harger - B.B5
Sabre Wulf.............. 825  Edde KiddJump, ... 685  Footbsll Fu'lanager . GBS
Beach Head.. B.85  MoloCross .o erean 685 BeachHead B850
Lords O Midnight..... 8.50 Suicide Striks........... B.85 Koxotoni Will,.......... 5.45
Tornado Low Lavel . 475 Juice ... ... GBS Currah Speech ... 2750
FREE POST PLEASE STATE WHICH MICRO FAST SERVICE

SEND CHEQUEP.0. To
MEGASAVE

Dept. PC 76 Westhourne Terrace, London W2
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SYNTAX [IZRRCR
WHOS KIDDING WHO ? !
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SEVERN SOFTWARE

As a rapidly growing technical unit, we
supply our own original titles to certain
other companies to market on a world-wide
scale; we also take on conversion and
storyboard work from other companies.
To cope with the demand, we require:-

FREE-LANCE PROGRAMMERS for
contract work of all types.

ORIGINAL SOFTWARE for submission to
our marketing companies

Write fo us at -
15, HIGH ST,
LYDNEY
GLOS GL155DP

giving us details of your progress to date
plus work samples.

From {85\501“]:,"

% CBM 64 N v
SPECTRUM ~ n
AMSTRAD

ATARI

CBM16 MACHINES
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®cont'd from P17

Quoting ‘Commodore
User': “...introduction Lo tur-
bo loading, Bubble Bus has
found that its own tape dupli-
cators no longer work, so this
should pretty well deter the
home copier.’

According to your Novem-
ber issuc, a home taped copy
of a turbo game seldom loads
reliably! Does anyone believe
this? First of all, a taped copy
does load reliably. Secondly,
it only takes me about five
minutes to copy a turbo
game!

I must warn you of industry
standards in this matter. I can
easily transler turbo routines
to a disk. 1 just ...(CEN
SORED by the Ed).

Most companies are so sure
of their turbos that they don't
protect the game in any other
way. How about checking for
the presence of the turbo?
That would make things
much more difficult.

Living in the capital of Den-
mark, 1 know lots of other
small-time pirates and 1'm the
proud owner of some 320
programs. You may think it's
a lot, but for a pirate it's quite
normal.

A Danish ‘cracker’

Well, those companies who
thought they were safe are
obuviously being ripped off at
every turn. Perhaps with
more information like this,
they’'ll finally perfect a fool-
proof device to kill off the
pirate.

Geordie joy

I couldn't believe my optical
receivers when 1 picked up
the December issue of PCG —
a [ree tape with five MEGA-
games for the '64!!! *Cor,
what a cracker,” I thought.
Still not believing what was
on the tape, | hammered a 12
inch nail through my head
using a largish mallet.

Yes, by Geordie, it was true,
five hol games for me to view.
(Phew! Whee!). I bought the
mag, ripped off the tape and
loaded it ... Boulder Dash
knocked by eyeballs through
the back of my skull (via the
nail wound), Black Knight,
however, bored me stiff. Yes,
PCG, what a flippin’ flop! 1
found the sound depressing
and as for brilliant animation,
ha! Flickery, jerky and boring
to look at. However, Eureka
was brilliant, absolutely brilli-
fab! A whole 60 location
adventure for nowt.

Cliffhanger made me laugh
my sides out, it was cush
{cush means great in Geordie,
OK?). [ must admit, though,
that I found Storm Warrior a
bit of a bottle dropper (let
down). Please do this sort of
thing again, and as soon as
possible,

Gary (the silly one)
Anderson, Newcastle upon
Tyne

Glad to hear vou liked the
tape Gary. We hope we can
do it again, 100.

Please keep
originality rating
Having been an addicted fan
of your magazine for the past
eight months, I must say that I
am impressed. Yours is the
only magazine which I read
from cover to cover. The re-
views are first-class, accurate
and plentiful.

Talking about reviews, in
recent months 1 have read
criticisms about the ‘original-
ity’ rating. 1 feel it 1s & neces-
sary part of any review, for
many companies diddle us
out of millions of pounds
with cheap variations on old,
worn out games whilst those
who introduce a fabulous ori-
ginal hit fail to be credited for
the achievement. So keep the
reviews as they are, lads.
David Trussler,

Aldershot, Hants
Lads? What about me?

PEGis
money well spent

I bought my first ever copy of
PCG back in October and
from then on I haven't looked
back. You may think us Scots
are tight with our money but
this 75p is well spent.

If you folks out there take
advice from people then lis-
ten to this. If you haven't
played Elite for the BBC you
haven't lived. My friend lan
(thought I'd mention his
name as it was on his comp 1
played it) has purchased this
remarkable game. I'm hope-
less at docking bul he is quite
good. lan (that's 50p hc owes
mec now) disagrees with the
ratings you gave Elite. All
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ratings should have been 13
outof 10,

Personally, 1 have a mes-
sage for the pcople at Acorn-
soft. ‘Make Elite run on the
Spectrum, QK?'

Simon Burrell,

Glasgow

There's a little item i our
Buzz section this month
which just might interest
VOu, SImiown.

Quality first

First, I would just like to say
that the Christmas special
was GREAT! 1 own a Spec-
trum and after seeing Jasper
on the cassette included with
the issue, I have decided to
buy it. All the demos were
good except Backpackers
which was a bit of a dis-
appointment.

Why are software houses
obsessed with cramming as
many screens as possible into
a game at the expense of
content per screen? fef Sef
Willy's screens lack the com-
plexity of Manic Miner’s and
Psytraxx (apart from being a
poor version of Atic Atac)
has so many screens that it
soon becomes a bore. Surely
quality should come before
quantity.

Thomas Henry,

Sunderland

Lots of people would agree
with you there. But there is
one extra benefit of an
arcade-adventure game
having lots of screens — it
makes it more interesting to
map out, something which
plenty of gamesters like
doing.

Reader ratings

What a mag! Thanks for a

brilliant ‘prezzie’! I've never

stopped playing Eureka.

My top five Commodore 64

games are:

5. High Noon, 4. Manic Min-

er 3. Jet Set Willy, 2. Quo

Vadis + Trollie Wallie 1.

Boulder Dash + Lazy Jones.
My game of the year awards

are:

Waorst game: Super Blitz
Best graphics; Cliff Hanger
Best  awesomeness:  Quo
Vadis

Least responsive: Super Blifz
Overall best: Knight Lore
Nameless,

Woking

Sarry, nameless, you forgot
to sign the letter! Where did
you learn to count and
what's this ‘Best awesome-
ness’?!

How do you
complete
Strangeloop?

Before 1 have to wear a wig, is
there anyone out there who
knows how to complete
Strangeloop, | have got Lo the
control room, but nothing
happened.

Oh, and before I have to rip
out the hairs on my chest,
does anyone know the end-
less lives Poke for Monty
Mole? Please print my phone
number: Lowestoft 81875.

PS. My mum is going to
give me a fiver if T get this
letter printed.

Tim Sampson,

Lowestoft, Suffolk

She wouldn’t if she knew
how many phone calls
you're about to gel.

Ode to the Evil
Pead

Of all the magazines I know,
That 1 read through and
through,
PCG is just the best,
[ tell you that is true.

I often agree with your re-
views,

Your system is way ahead.
The only one 1 thought was
WTOnNE,

Was that of The Evil Dead.

The game is great, the sound
is too,

I tell you it's not just gore,
And if you print this letter,
fricnds,

I'll be grateful evermore.
Quaver,

Hemel Hempstead, Herts
That's an awful long time to
be prateful, Quaver.




Gihh«ering genius

- Greetmgs humans. The Mas-

ter here. 1 have been asked to
forward a message from the
Gibberish Speakers Suppor-
ters Club. It reads as follows:

‘We, Gibberish Speakers of
Alpha-Centauri wish to hum-
bly thank you for assisting the
spread of this wondrous lan-
guage. In your excellent map
of Strangeloop you included
an accompanying note writ-
ten in this remarkable lan-
guage,

‘We were very impressed
with the standard of phrasing
which included excellent
grammar like “Spectrum 48K
as it actually looks on
screen,” and, “printouts of
each the first time.”

Such literary genius must
not go undiscovered. Many
thanks,’

The Master
{sent via London N16,
UK, Earth, Sirius sector)

We should have made it part
of the competition to try to
unscramable that note. It can
be done. Even this office’s
literary penius can some-
times get its words wixed up.

Speccies??
Who needs ‘em!!

In response to ] Cowan’s let-
ter (Jan issue), I would like to
tell this single-minded moron
(who can't even spell ‘pratts’
properly) that us CBM 64
owners are far from wimpish
idiots. T don't think he guite
realises all the facts when he
refers to the ‘amazingly su-
perior’ Spectrum.

I'm not going to slag off the
Speccy —in fact 1 was going to
buy one just for the software
support it enjoys. But the
thing which put me off was
the cost of a fully operational
system.

The console itsell is reason-
able at £129, but then you
need a real keyboard (unless
you're a double-jointed octo-
pus or India-rubber man),
sound amplifier, joystick in-
terface, tape leads, sick bag,
etc, etc. The cost of which
covers the £200 | paid out for
64K, SID chip, real keyboard,
sprite graphics, joystick ports,
TV sound, and a totally reh-
able tape recorder.

At this point T shall return
to my cheese salad sandwich
and chicken soup to await
some boncheaded reply from
some equally boneheaded
Spectrum user.

SCRAP THE PANEL!

The recent change and new
look to the magazine dis-
appoints me.

For a start the reviews are
badly written with attempted
jokes being made every sent-
ence. Then there are the stu-
pid ‘Panel Points’. Every re-
viewer (except on PCG hits)
disagrees with the other one.
Example: Black Knight
(PCG  December). Chris
Anderson couldn’t make up
his mind (pathetic). Peter
Connor didn't like it, and Bob
Wade (a moron) thought it
was guite good. The marks it
got were stupid as well.

The review section now fits
in a lot less reviews. But it was
good to see Boulder Dash
being an ‘epic’ Game of the
Month. | am getting three
Game of the Months, and
three PCG hits — 1 hope you
are right about them, but I am
sure you are. You have been
in the past, apart from a few
exceptions.

Next, why are you so late in
reviewing some games? Most
of the time you review use-
less, unknown games and
forget games like Zaxxon,
Raid Over Moscow, Ghost-
busters and ... well, the list is
too long. W h!. bother review-
ing trash like Deus Ex
Machina, Handy Andy, Ver-
tigo, Gunslinger, etc?

By the way, if Master
Cowans would like to call me
a wimpish, half-brained pratt
to my face, then 1 would be
only too pleased Lo use his
Spectrum (or head) as a tram-
poline.

R P Vidler, Southend
Hate to say it, R P, but the
carrect spelling is ‘PRAT'.

From great to
worse

I've written to complain ab-
out your excellent magazine.
You're ruining the computer
magazine business — how do
you expect people to buy
other magazines when yours
iss0 good?

Here are five tips to bring
the standard of your maga-
zine down:

1. Cut down on reviews.

2. Cut the listings.

3. Cut the competitions.

4. Cut the Tricks 'n’ Tac-
tics.

5. Cut

the Challenge

Lastly, the originality mark
—KEEPIT IN! Please.

You probably won't pub-
lish this, but if you don't, just
read the letter and improve
the mag to glorious heights. 1
know you can do it! Or T'll
start buying Computer and ...
Games again.

Russell Lewin, Newcastle

Interesting letter, Russell
We'd like to hear what other
people think of having re-
views done by several peo-
ple. Grood thing or bad?

You're right in saying that
the number of pames re-
viewed has faﬂen since we
started the panel reviews.
That's because the com-
ments take up space. But the
games which are left out
tentd to be the ‘useless, un-
known’ pames you refer to.
We think you'd rather we
gave more space to the more
significant releases.

As for being late on some
reviews. You're probably not
aware how long it takes to
get a magazine produced,
printed and distributed. For
example, all the reviews in
this issue had to be com-
pleted before December
10th! Nevertheless we rech-
on that overall our review
section is more up to date
than anyone else’s.

Chamber.

Graham Webb, London
Yeah, but how do we im-
proveit?

.Jdl‘ln Dickens, fb\rén"ry

Watching the clock

When I bought the December
issue of PCG 1 jumped onto
my bed and started exploring
the pages. | came across some
great hints for my games on
your Tricks 'n Tactics page.
So, I plonked myself down on
a chair, turned on my tele and

my Spectrum and loaded
Daley's Decathlon.

First on the agenda was the
110m hurdles, The tip was
sent in by Martin Cleaver of
Hull. 1 did exactly as he said
(which was to wait at the start
position until about 970
seconds, then run, wait at the
finish line until the clock goes
round to 000, cross the line
and get an amazing time).

I waited, and waited, and
waited, and ... zzzzz. When |
woke up after half an hour, it
was STILL going. In fact it
took 33 minules 13 secs!
NOT nine minutes. 1 don't
want to seem boring, but this
is pretty BAD! Although 1
must say most of the tricks 'n
tactics are quite brill.

Chris Wood, Ruislip, Middx

Er, Chris, I think you just
might have let the clock go
round TWICE while you
were asleep!

Is the Ed a RED?

Up till now I've always loved
PCG. Yet, I have always been
nagged by CA’s biased com-
parisons of the '64 and Spec-
trum, and even more by
another nagging suspicion
that CA isa RED!!!

I warn you now, If this
communist trend continues [
will not be held responsible
for my action (I'll no longer
buy PCG, but get a pirate
copy ofit!) So there.

By the way, in Sinclair's
game Stop the Express,
shouldn't those birdy things
be called McCarthy Birds?

David Susswein, Eastbourne

Sarry David, vour suspicions
about Chris (the Ed) being a
RED are totally unfounded.
He's been thoroughly check-
ed out, and I'm afraid he's
nornial

I'm afraid you'll have to
ask Sinclair about the, er,
MeCarthy hirds, we're total-
Iy clueless.

Jet setbug

Hands up all of your CMB 64
owners who've bought Jet Set
Willy and found the Wine
Cellar bug. You haven’t?
Well, let me enlighten you. It
is impaossible to get two of the
pieces on the left hand side of
the screen. So, the Software
Projects bug saga continues
wilk the CBM 64 version of
Jet Set Willy.

Alan Matthews,

Edgeware, Middx
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There are 41 of them.
B 41 real diamonds hidden
somewhere on the island, just
waiting to be discovered.

B 40 diamonds set in
stoneware talismans. And the
: great Wight Eye itself, the most
| fabulous diamond of them all.
f Only
' one
knows where they are hidden,
and he's not saying.

B All that he has to say he's
said already. In the Spirit of
the Stones.

Bl It's a book and a computer
game.

And together they reveal
the whereabouts of all those
diamonds.

BN SPIRIT OF THE STONES DISK OR CASSETTE WITH BODK £14.89.

STONES HiDll
THEISLE OF WIGHL.

B But — and here's the
catch...in the form of riddles
and clues.

B Solve the puzzles in the
program and you'll find it easier

to solve the puzzles in the book.

Solve the puzzles in the

book and one (or more)

commodaore emone o

|
[
mﬂﬂc COMPUTER SOFTWARE Dbe yours.

B Forever. And ever.
I You don't even have to go
to the Isle of Wight. (‘Though
should you want to, we've put
a bargain holiday offer in
every packl.

You simply work out
where the diamonds are,
and post off your claim.
BN Whoever discovers

a diamond can also claim his or
her share of the Royalty Fund.
B This grows with every
copy sold up to a maximum of

" £1 million.

| The Spirit of the Stones
" book is a great read.
| B The Spirit of
| Stones software s
entertainment.
B But they're much more
than that.

They're an adventure.
| B A fascinating tale of
mystery and imagination.
IE A voyage of discovery on
the Isle of Wight.

A voyage of discovery

the
great

into an unknown world of
poltergeists, unholy spirits,
banshees, manticores and
demons.
B The Spirit of the Stones
is as entertaining as it can
be rewarding. And, like all of
our software, it has been
specifically designed to get
the best out of Commodore
hardware.
B You can't choose better
Commodore software: it
costs no more, even though
there's more to it.
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It's all machine code and is one
af the best original games I've

geen on the Vic for ages.
Charlton Heston eat your heart

put! P.C.W.

A great gama, that | would
racommend anyona 10 buy, The
Gerrard team of games testers
voted three to ona in favour of
this being the best gama thay'd

mlc.ro-nntlcr

Littiehome, Hawthorne Lane,
Codsall, Wolverhampton,
W Midlands. Tel:09074-5147

seen for the unexpanded Vic.
What else can you say: buy it]
Commaodore Horizons.

Gugronioecicpg HIRE SPECTRUM
munm-uﬁam A E

cards and Nbrary case.
Prices include VAT, post and packing.
O (C5)£3.35 D[CSU]M 70 OVER 280 diferent tapes for hire in- § YT IRRIL
0O (C10) £3.40 O(C&0 cluding ARCADE, ADVENTURE, BUS- Phudaitl
O (C12)£3.45 D{ }B}' 00 INESS, EDUCATIONAL. etc. —even an m/c For a limited period, we
O [C'lﬁl £3.75 Cumplilllar FHEEmE‘Er:_p;agﬁﬁataln%un. FREE amremahf‘err]gg tlllllld;-dPl;IIIi:lfT

wsletter, with hints, tips and our to ership to readers

BASF OlfibOOPPEﬁ{gSGS al;estehari ; this maqazl:ilnﬂ. Join row,
Prices XES

OVER 3000 tapes in stock, with up to 60
copies of each title for fast service. All
lapes sent by 1st class post.

LOWEST PRICES —hire up to 3 tapes at a

LIFE membershig is only
£3.00 (normally £6.00).

O 5% Single side/Double density £19.95
[ 5% Double side/Double density £21.85
0 5% Double sidev@uad density £28.75

time, from 63p each for two weeks hire. _

MICRO RLEXI DISCS S (LI GO0 el 15 PO WEER 8 T2 SWOP SHOP
; : (Plus pép and VAT). Europaan members

Price per unit welcome A new service from N.S.L.

01 3'%" Single side £4.00 each Tapes for sals at DISCOUNT prices, | SWOP your unwaniad
0 3'%" Double side £4.75 each Telephone 01-661 9240 (9am - Spm) or | 20es wih fapes from

ather members for a small

Indicate quantity of each product
required in boxes, Free delivery UK. only.
Cheque/P.O.Enclosed fort

INBME ...
PAUDDIRESS  oiihissiiis i blessissiaumashlaibom ebicss s airtsss

write for further details, or complete the s _
coupan and JOIN TODAY - you've nothing | handling charge of only
to lose! G0p {plus p&p and VAT)

NATIONAL SOFTYWARE LIBRARY

42 Harefield Avenue, Cheam, Surrey SM2 TNE.

|
]
|
|
= lenclose cheque/pastal orderfor £2.00 for LIFE membarship. Pigase rush
g ™ membarshio kit ko me. Il within 28 days, I'm not defighted with your
fnl i service you'll refund my membership fee..
B
|
|
1
|

........... T T Tt PP T U T T DL LR LR LA DL bttt

Name
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With the Gunshot, you'll have all your enemies cowering in corners. 8-directional action and an all-in-
(&, one moulded stem allows accurate annihilation and strength to survive those all-night
_ sessions. Dual fire buttons for fading fingers (and a rapid fire version when
/9 | they're really coming thick and fast). And, if you break it (and we know you'll
/ {I try)our 12 month guarantee will prove invaluable. The Gunshot plugs directly
1 into practically all popular home computers (ask about Vulcan interfaces
for the BBC, Spectrum, Electron, C16, Plus 4). Only £8.95.

See the range of Vulce_m joysticks and interfaces
Wisemone VILILEANR S
high score tables. ELE[TBD“'[ﬁ LTD

Joystick Genvs

“ 200 BRENT STREET HENDON NW4 1 BH TEL: 01-203 6366




plenty of high quality
Karnath, Doomdork’s

this month’s reviews.

GRAPHICS: Are they colourhd,
reglicic, defoiled? Are creatures
well orimoted? |5 mavement
wmpath? Doet the game logk diffe-
rent, of is f similar fo plenty of
athers on the market?

SOUND: [Does it succeed in
odding good atmasghere fo the
game? |5 there plenty of variety? |z

PCG HITS

Warld of Flight(Drogan]

Cove Fighter
Roid Creer Mosoow
PC Fuzz

Mutant Monty
Tapper

Foet Apocolypie
Thrusta

A Infinitum
Combal Lynx
Sgry s Spy
Skyline Attock
Staff of Earnoin
Slar Eggs

{Lode Runner

World of Flighl
lee Costles

ATARI

(Raid Ohver Moscow
{Fort Apacalypse
{Lode Runmer

MSX

Hyper Viper
Fire Rescue

Anyway, wherever the gomes come

Impossiblc Mission

e're beginning to get worried. No sooner did we print our
story showing Maggie Thatcher crushing Ronald Reagan in o
row over which country’s games were
embarrassingly good US games turned up for review.
can you do with games like Impossible Mission and Spy vs Spy? Slag
them off? No you can’t because they're pretty amazing. Thankfully,
British titles are in evidence — The Staff of
Revenge, and Cyclone to name but a few.
from, we're sure you'll enjoy

The PCG ratings — marks out of 10

itenneying? |s there good music?

ORIGIMALITY: Does the gome
contain significont new ideas, o is
it simply @ rehash of overysed and
fired themes? When you play it do
you fhink "Wonw, 1his is different?

LASTING INTEREST: The
mast impartont rating. ks the game

GAMEOF THE MONTH

SPECTRUM

Starff of Karnath (Commodore &4) 52 Billy Blugbostle A4
Spy vs Spy {Commodaores 64) 50  Fahrenheil 3000 2

Trouble in Stare (Oric) 44 Doomdarl’s Revengs 28
Doomdark's Revenge (Spectrurm) 78  BrionBlooduxe 30
Brion Bloodaoxe (Spectrum) 30 Boalllecars a2
Cyclone (Spectrum) 42  Plummuet 32
Losdle Run ner {Soectro m) 34 Cyclone a2

46 Acstronut

Bockpockers Guide fothe Universa 34

Lode Rurrer

58 {Raid Ower AMoscow

better, than a great fload of

| mean, what

oddictive? Does i hove depth? A
lonig-erm challenge? Will you stil
be phoying it in a manths fime?

OVERALL: Ths toke: info
ocesunt ol the obove, plus the
price of the gome. i e think if's
oves-priced for what it 5, it could
get marked down.

5g  (Fori Apocalypse 50
BT R e i
Al Sabra Walf 28
50 Horselord 40
50 Mhr B A0
gq  Devil's Couseway a0
f0 Ewgeshez a0
E0 Crypt Copers 41
5] Jat Boat 38
52 Ladgaman 38
38 (Er*bert 38)
34}
AMSTRAD & bRl
-— Astro Aftack 4é

4 Hupchbock
44 Er' bert

Blagger
53 ELECTRON
50)  (MrEe
34) {Er*bart

48 th_eg ric

45 Trouble i Store 44

| uld

Comes from Prestbury,
Cheshize and ownisadok
L]

softmare cilection, 1

el i
FRATER MARSEALL

AT year-old Scol brism
Gilasgow and pamerul s
Cammodote §4 ard Ve 2
When ha's nat playing one
of has 80 B4 games - Or
pregramiming one ul his

ow - he likes phatography,
lishing and hockey,

PETER (ONNOR

Pall time POG scafiariter of
enemmaus ape (bl still under
R0 i!as.;.|_q'|$~'.inr Fiur G
i arcad’ gans
[t adveniures. - Nome of
‘e ame worth one sorei of
saapperof Hockel Rad |

| Justtumed T9and prolers (o

SAMANTHA HEMENS

Sam. Warlcs Tull
or 1CTaand hwe a

SIMON ROGERS

A lo-year-ald fram Oxdord
Has & Dreagmm and [rienus
with fouy other micros
Enjogs playing Cluckie By

JEREMY FISHER
A Wi mET in s coapolition
hazilie b a spar i
ol tafaimanional
16, lvesin Barmsbey,

Yorksliire and ownsa ‘hd anc
an expamded Vie 20

FMON CHAPMAN
Another 1 bavear o, works
Lor 8 compuder shapn

cicesicr and clnims a
tachpround knowledge ol
several thasnsand differcol
CarnpUicr gImEs

PG s lompsullerg editor
aped Xrand vamerof B
Spectrgm and ol ore
i, Too husy edilog the mag
1o spend as much thime as he'd
kb me thie e yhiard

ROB PATRICK
A Ye-year-old imom London,
b rnin g ek oA
Has pooess fo 2 Spect
BEBL o bhoth of which he's
seenslacks af pames. Didn'L
w1t s phoiure published

wriler, he's alrewdy
warked his way through a
masghae pam her of Eaines
in the few months he's

baem mr PG
the owner ofa

il 2kand
iicdair QL

A 1 T-pear-oid Londoner and
compater udidicl. Qwins a
PR Urne, COLME anda
biroken 7S] Al wriles
progrmmns and bias had ane
pubdiahed i POG

RCHARD PATEY
Aped 14 amd comes rom
Camnbiidge: Evervone in his
clasia a7 sehinnd has a mloro -
Richard himsell has a ‘B4 and
L umpress e writinganyle -
|h5|'31 crworks lor the Daily

Mirmot:

MARTTH SMITH
erd 15 &l liees in
Awlesbiu = Hucks,
TEPRIE.| _Fl'-..rl.')ievt'lz-
Lrwrisa Speotrum 48K out

s likes fooghall, muss
and Muaryie] Comics.

STEYEN FILBY

Anothor ofthese 'o4
owticrs, he'a 1dand lves in
Bedlund. Likes playtig witls
compictcr and playingwith
wirds,

STEVE SPITTLE

:-‘.q,ud 17, s ok
indormation teclanc! ogy
Fves him acoms U ot
arme compulirs. I;'nll:ll.-E
heimg on PCG'S panct

hecause '] like receivbisg
Talky parcels’

DAV WRIGHT
| A e year-uld from
| Chesierand an avid Almas

sevenmonths aid isa
keen adventure:, while

il heing parbal o a bit of
Gafaian-blasiing
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ramer. He's had bis micro |

STEVE (DOKE

PULS 28-vear-old depuly
editor - hias a Specttum
e 1o owin @ Lyma, und has
jusl braght an Amstrad
which he secs asihe hest
thing since the adventol
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[oRIGIHALITY

!' LASTIMNG INTEREST
OVERALL

GAME: SABREWULF
MACHIMNE: BEC B
CONTROL: KEYS

FROM: ULTIMATE, £9.95

Who says the BBC only has a small
memory? This faithful conversion of the
Spectrum classic not only succeeds in

squeezing in all 256 screens, it's also, il
anything, prettier to look at than the
original.

Mumerous jungle plants, beautiful
purple and white mountains, a stack of
Ultimate nasties, and Sabreman himself
in a smartened up uniform — they're all
here.

Even the layout of the jungle appears
to be identical, so BBC owners who gel
frustrated will be able to refer to our
Sabre Wulf map in the August issue.

The idea of the game is to scour the
jungle for four parts of an amulet which
vou need in order to escape. Aided only
by a sword (which makes a tedious
plinking sound in this version) and a
few orchids which offer temporary in-
vulnerability, you face a wide range of
creatures, including the indestructible
Wulf.

There haven’t been many of these
multi-screen exploration games yet on
the Beeb, so this one's bound to do well.
But strangely enough, despite the quali-
ty of the conversion, I didn't find the
game half so enjoyable second time
round. Chris Anderson

GAME: FAHRENHEIT 3000
MACHINE: SPECTRUM 438K
CONTROL: KEYS

FROM: SOFTSTONE, £5.95

This is a platform game with a social
conscience. In the Winifreth Dragon
Nuclear Reactor in Dorset core temper-
ature is 2,990 degrees and rising. Melt-
down is imminent. Pretty soon there will
be an ecological disaster,

S0, you've got to do something about
it, such as switching off the valves in
each of the game’s 63 screens, Easier
said than done, of course - this is a
platform game, after all.

You get into the first screen after an
excellent Bach introduction — [.S. must
now bec the most popular compuler
games accompanist,

‘Entrance to the Inner Sanctum’ is the
title of your introduction to disaster.
Your man is a plump fellow in a hat, an
unlikely-looking candidate for heroism,
but very brave nonetheless.

You get unlimited lives, but there i1s a
meter monitoring your radiation level;
every time you bump into an obstacle

Doomdark's
Revenge

If you've played Lords of Midnight,
then you'll have some idea what yvou're
in for here. If vou haven't, then stand by
for a game with over 48,000 different
screens, 128 characters, 128 objects to
collect, and an evil witch-king’s daugh-
ter to defeat.

In this, the second of Bevond's ‘epic’
trilogy, you use single-key commands,
as indicated by a keyboard overlay, to
control all characters loyal to your cause
in your struggle against Shareth the
Heartstealer, who has captured Morkin,
son of Luxor the Moonprince.

Once you've selecled a character, you
can look through his or her eyes at the
surrounding countryside as you march
across the Frozen Empire, doing battle
with giants, dwarves, and barbarians.
The landscape is far more detailed than
in Midnight and covered with different
features, from mountains to pyramid-
like temples. There are 6,144 different
locations and in each one you can look
in eight different directions. The pers-
pective is faultless and the atmosphere
tremendous.

Lords aof Midnight fans will find
Doomdark a far greater challenge than
its predecessor. Not only is the country
bigger, but each character is much more
complex and there are icelords, barba-
rians, dwarves, fey, and giants to recruit
or, if they're hostile, defeat

There are many more options during
play. Each character, for example, has a

PIGRHI TAPIC G i SEPICIGle
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give

special object, and special options in-
clude ‘Give' an object and ‘Use’ a special
object. You can also enter underground
caverns, take rest, or approach other
characters (with a view lo recruiting
them).

Recruiting other people is a far more
complex process, since each one posses-
ses no less than 11 different characteris-
tics, each of which will influence them
in their actions and attitudes towards
you.

Other ingenious touches include
changing weather (watch out for the
rolling mist) that follows a 96 day
weather cycle and flickering torches to
guide you through the tunnels. The

-+ . but ver
manthe Hﬂmﬂ::ls

display changes colour according to the
time of day — red/orange at dawn, blue
at midday, and blue/black at night.

The biggest difference in Doomdark,
however, is in winning the game. There
are no less than five different victories,
ranging from the simplest one of res-
cuing Morkin, to the ‘overwhelming
victory' of rescuing Morkin, killing
Shareth the Heartstealer, and returning
to the start with Luxor, Rorthron,
Tarithel the Fey, and Morkin still alive.

At the beginning of the game you
control only three characters, Luxir,
Rorthron, and Tarithel. Forces usually
join in battle almost immediately and
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your level goes up, until eventually you
succumb to radiation sickness

The first room, like the others, is full
of platforms, steps and surreally nasty
creatures. Things whirr and whine, float
up and down and there are even strange
mutant pussy cats — presumably to catch
strange mutant mice.

Key control is guite straightforward
left, right, jump — and success is mainly a

Creat the b
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s aftactive thaugh

matter of timing and strategy. The rooms
have a variety of problems to negotiate,
and some will prove easier than others.
Getting through all 63, however, will be
a dangerous and time-consuming busi-
ness.

Fahrenheif's colours and graphics are
well above average and the game is large
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LASTING INTEREST
OVERALL
5 r—

enough and good enough to keep you at
it for a long time. But comparison has to
be made with Jet Set Willy, and here
Softstone’s game loses out in terms of
originality and wit. Plus, of course, the
complete lack so far of any Pokes for
infinite lives.

Peter Connor
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Imorthorn the Fey and the stones of Silorin

GAME: DOOMDARK'S REVENGE

MACHINE: SPECTRUM 4BK

CONTROL: KEYS

FROM: BEYOND £9.99

what’s more the wolves, skulkrin, ice

trolls, and dragons don’t just stay in one
place in this game-they move about,
making progress for individual charac-
ters more risky. Because of the in-
creased complexity of the program, the
game varies tremendously each time you
play it, and victory is far, far more

difficult to achieve than in Midnight.

There's so much one could say about
this game, but it all boils down to one
thing — go out, buy it. load it up, and
spend hours, days, weeks, perhaps even
months playing it. You'll cnjoy every
minute.

Steve Cooke




Screen Test

B icm
Bloodaxe

No, it'’s not another Viking adventure
game from Level 9, it's a wacky, way-
out, wonky, and extremely challenging
platform game with over 100 screens
and 300 sprites, quirky surprises, and
objects to collect.

Your on-screen identity is in the care
of one Brian Bloodaxe, a horn-helmeted
hero who can move and jump in all the
usual directions as well as pick up, drop,
or use assorted items as and when he
comes across them.

Items include pints of lager to boost
your energy, which otherwise deterio-
rates as you move about. The display
| also shows your score, the current hi-
| score, and a group of little Vikings

220006
220030

® Mote Brian’s very useful spiked helmet

[ T T
.'SPECTRUM ® SPECTRUM o S

| (representing whatever remains of your
four lives) doing the hokey-cokey in the
Corner.

Other essential articles include va-

rious different colour keys which will
enable you to open similarly coloured
gates to proceed to new pillaging
grounds.

The sprites also have their surprises.
Ducks, for example, may trample you to
death, but you can also jump onto their
backs and from there to another screen.
Platforms that look safe and secure may
suddenly dodge out of the way if you
jump towards them.

In fact, there are a whole host of
unusual features in this game. Your
homy helmet, for example, isn’t just
there for the sake of appearances —it can
be a real pain in the backside for some of
your opponents. What's more, you can
jump and stick yourself to the ceiling
sometimes if you're in a really tight spot.

GAME; BRIAN BLOODAXE
MACHINE: SPECTRUM 48K

blood gy really keep the Viking get hold of. | pParticularly |;
e b::ng hot, Not only plenty of each screen being g arly liked the ideq of
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CONTROL: KEYS, CURS, KEMP, SNC

B Two more of the 104 screans

ORIGIMALITY
LASTIMNG iIMTEREST

Other innovations include the ability
to dig through platforms (sometimes the
only way to access certain areas) — but
find your spade first. One screen even
features a giant pool table, which will
almost certainly have you snookered if
you're not very careful. If you fancy a bit
of a shoot-'em-up, there’s even a pistol
to be found.

If you've been playing Knight Lore.
you’ll be familiar with the idea of using
objects as stepping stones. Brian can
drop an object, climb onto it, and then
jump for all he's worth to reach other-
wise inaccessible areas.

Some great music starts the game and
play is accompanied by melodious
beeps. Every screen has a humorous
link with a town or area of Great Britain
(Snooker table = Poole, geddit?) and
your task is nothing less than the con-
quest of every square inch of GB. Yes,
Brian, definitely a platform game that
has the edge over all the others. .. -
Steve Cooke
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... 7 busy characters, 10 lost chords, 12 hours, 48 Traffic Wardens,
95 London Tube Stations, 126,720 square feet of London,
7 million Londoners... 943 action filled screens.

PAUL McCARTNEY'’S C\ur“ M /

BROAD STREET,

When the ™,
music stops,

MIND GAMES

COMMODORE 64— £7.99
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GAME: BATTLECARS

MACHINE: SPECTRUM 48K
COMTROL: KEYS

FROM: GAMES WORKSHOP, £7.95

Battlecars features four different sec-
tions all of which should keep you
occupied for some time with their com-
plexity and action. The four sections are
a driving race, a car fight in an arena, a
battle in a town and a chance to design
your own car.

The cars are horrendous monsters
kitted out with all sorts of technology
and weapons to make them real mean
machines. They have armour, offensive
weapons like missiles and lasers and

#-

GAME: PLUMMET

MACHIMNE: SPECTRUM 48K
CONTROL: KEYS, KEMP, CURS, SINC
FROM: INTERCEPTOR, £7.00

Fortunately it’s not you that plummets
in this game, it's the mayor — three {loors
in a lift while you stand by having a good
laugh.

You're supposed to be trying to help
the poor trapped man by collecting
ropes to hold up the lift. Thirty ropes
will save him but you can only collect
them one at a time and, as you would
expect, there are lots of nasty things
trying to stop you.

The hotel you are in is represented on
three screens starting with the lobby,

defences like oil slicks and smoke.

There are already eight cars set up but
you can produce your own using a
beautiful graphic designer sequence.

The cars battle either against each
other or against the clock on the racing
circuit. The autodrome is a bare arena in
which the cars try to inflict more dam-
age on their opponents than they re-
ceive themselves.

Slug City is a townscape in which two
players can fight it out, this time in the
close confines of the streets. The circuit
is less violent, with cars competing in a
straight driving race round some rough
terrain or against the clock.

In the autodrome and the circuit you

while the lift is stuck on the third screen
up. You have to pick up one of the
coiled, flashing ropes and climb a series
of stairs through the three screens to the
lift.

In your path there are, of course, a
variety of hazards. The first floor fea-
tures concrete floor blocks which move
up and down trying to crush you, as well
as a zombie doorman who shuffles up
and down, his back permanently hun-
ched.

The second floor has a mutant revolv-
ing door and four fire doors, while the
third has four doormen and falling dust,
all of which prove fatal to your rotund
character.

The doormen can be dealt with by

EEIIDIHWIIDIHWIIEIHWIIEIHE
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@ Great 3D graphics with brilliont detail

OVERALL

Cyclone

According to the ads this game will take
the country by STORM - geddit? Cer-
tainly the wind blows fiercely in this
challenging follow-up to Tornado Low
Level.

So much so that the helicopter you
pilot can get blown off course, and
possibly even dumped onto the ground.
It all depends how close you are to the




o SPECTRUM ¢ SPEC

can compete against a computer oppo-
nent, but in Slug City it's you, a friend
and two keyboard overlays baltlling it
oul.

The screen for each game shows the
area in which each car is driving, a map
of the whole territory, its speed and fuel,
as well as updates on the damage it's
sustained and weapons still available.

The sound isn’'t up to much, there is
very little of it, but that doesn’t detract
from the fun.

It will take you a while to get to know
the controls and all the aspects of the

he game itself i
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game but it's well worth doing. It's a
bleak view of an automative future but
terrific to play. Bobh Wade
_
dematerialising them with a tranquilis-
er, but you can only shoot this while you
are carrying a rope. The [ire doors are
also opened by shooting at them,
though why tranquilisers should open
doors I'm not sure.

If you lose all your lives the chain
which is holding the lift snaps and the
mayor plummets three floors while
shouting for help. Unfortunately you
don’t get to see him hit the basementina
crumpled heap, but you can't have
everything can you?

High scores for this game aren’t going
to look very impressive since you only
| score one point for each rope attached.

well, Bob Wade
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game | woyly recommend
Martyn Smish
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centre of the cyclone which is threaten-
ing a group of very pleasant looking
islands.

Your mission is to locate and pick up
crates of medical supplies, five in all,
and return them Lo home base. The
trouble is finding them. As in TLL, vour
aircraft is seen flying over a scrolling 3D
landscape. But this time the area is
much bigger. There are a total of 14
islands separated by expanses of ocean
and it would take about five minutes of
| flying time to visit all of them.

But visiting isn't enough. Each island
must be explored in search of a crate and
this means repeatedly using an ‘alterna-
tive view’ which allows you to look at

‘ objects (eg. houses, cliffs) from the other
side to see if there’'s anything hidden
behind them.

By the time you've covered an island
or two, you'll be running low on fuel and
must find a base to land on. There’s also
that cyclone to worry about. You can
monitor its progress (and your own) on
a map of the islands. When it starts
approaching vou'd better clear out, or
make an emergency landing.

Meanwhile a clock is ticking away. If
you haven’'t completed your mission
within about 15 minutes, you must start
again. If you do succeed, you get
another set of crates to pick up in
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trickier locations.

Although Cyclone looks similar to
TLL, there are enough improvements to
give it a character of its own. The game is
one of exploration and strategy rather
than pin-point control.

There's plenty of attention to detail,
including a useful range of indicators on

Siﬂlﬂn Iﬁﬂﬁs

the right and bottom of the screen. 1 also
like the people who stand and wave at
you on the islands — a pity you can’t do
anything to help them, really.
Still, this is an impressive piece ol
programming and an addictive game.
Chris Anderson
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GAME: ASTRONUT

MACHINE: SPECTRUM 48K
CONTROL: KEYS, KEMP

FROM: SOFTWARE PROJECTS, £5.95

Software Projects are renowned for
their platform games and this one
should be a worthy addition to the line.

There are 15 screens, on each of
which you have to collect three ‘re-
source’ blocks by pushing them onto a
malter transporter, The blocks appear
one al a time and, as usual, there is a
wide range of monsters and obstacles to
stop you.

You can start at any one of the 15
screens so it's a high score challenge.
This does have one advantage: you don't

GAME: BACKPACKERS GUIDE TO THE
UNIVERSE

MACHINE: SPECTRUM 48K

CONTROL: JOYSTICK

FROM: FANTASY, £7.50

The scenario pits Fantasy’s hero Ziggy
against the ‘infinitely evil Scarthax’ who
has found the Great Plug of the universe
and is threalening Lo send the whole of
creation down the drainpipe. Ziggy's
not the sort to take this lightly. He
accepts the challenge to tackle Scarthax
— but he only has twelve hours to do so.
Arriving on the planet of Thallis he
has to assemble a hit squad of creatures,
Details of these are found on the flip

suffer the frustration of mastering the
first screen just to be killed off in the
next.

Alsp, it’s not a matter of passing over
objects since you have to move the
blocks around the screen.

You cannol jump, so your only way
up is to stand on top of an erupting
volcano which will boost you up to the
first platform you come across. You can
also travel up by using a red escalator
which moves automatically, so watch
out for dangers at the top before you
decide to use it.

Fortunately, you are allowed to fall
any distance in pursuit of your blocks
but a missed step may have you trying to
hoist yourself up to the top again.

side of the tape in the Backpackers
Guide. They include such weirdos as the
schizoid Double Headed Emu of
Thwark, the paranoid Googly Bird and
the disgusting Snottoid.

Zigey's backpack is singularly capa-
cious: he can store all eleven critturs at
the same time. Unfortunately they don't
all rub along together very well — they
may eat each other — and they all require
different diets. Working all this out, as
well as finding them, is what this first
part of the projected Backpackers trilo-
gy is all about.

Thallis consists of a huge under-
ground maze, with lots of colourful flora
— but fauna is a little thin on the ground,
As Ziggy goes hovering around he has to

EﬁllﬂIHMIIUIHWIIDIUWIIUIHW
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150 screcns

GAME: LODE RUNNER

ACHINE: SPECTRUM 48K

@ Justonc of Lodi: Runner's

This title was a big hit some time back in
America and Software Projects have
been trumpeting their release of it in
Britain as a Major Event, guys.

In essence it's very similar to Space
Panic. You run round a network of
ladders and platforms collecting gold
nuggets and steering clear of a gang of
chasing men. You can dig traps for them
to fall into at a touch of a fire button, but
unlike Space Panic you can’t then have
the satisfaction of stamping them out of
existence. You simply secure yourself a
few moments’ reprieve,

What Lode Runner does have are a
few extra features such as invisible trap
doors —and more importantly 150 diffe-
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The graphics are very ordinary, with
tiny, single-character size men chasing

gach other round. Bul this has com
pensations in that individual screens
can be made far more complex.

My one gripe with the game is thal
there isn’t enough variety. Once you've
solved a few screens, the rest don't have
much new to offer.

On the other hand the vast size of the
game can give you motivation enough to

keep tackling screens. Knock off two an
evening and the game will still take 11
weeks to complete!

The play is by ho means easy. It's easy
to get trapped, and the large number of
gald nuggets on some screens take a lot

of collecting.
I've never seen the Commodore 64

versions, so | can't compare them, but 1

suspect it's even better — Ariolasoft are
releasing it in this country.

Meanwhile this Spectrum version will
do very nicely, thankyou.

The programmers at Software Pro-
jects tell me they haven't stopped play-
ing in weeks. Chris Anderson
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Commodore 64
Officially Licensed from

.1 8B Tel: 051-709 7071




GIFT FROM THE GODS

“The Power of Destiny”

® Number 1 Blockbuster from the “MEGA TEAM"
@ Spectacular arcade — adventure played in a multitude of ways

and at many different levels.

@® Watch the Secrets of the Labyrinth unfold as our Hero, ORESTES, tests his skill

against the power of GOD and MAN.
® Stunning animated graphics take you beyond time.. ..

into the “FIFTH DIMENSION".

® "INTELLIGENT" controls allow ORESTES to perform an astonishing repertoire

of feats from the command of joystick or keyboard.
@ Discover the key to "AGAMEMNON'S puzzle, through the power of
Intrigue and lllusion!

Olcean Software is available from selected branches of WAOOLWORTH, W HSMITH || @ r T LASKYS, Rumbelows. COMET
Spectrum Shops and all good software dealers. Ir'ade enquiries wclcome
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there are ladders and sloping escalators,

GAME: STAR EGGS and on the later levels, steps. There is a
MACHINE: COMMODORE 64 transporter lift on the left hand side of
CONTROL: JOYSTICK the screen to get you up or down.

FROM: MIRRORSOFT, £6.95

A cracking game this.. cracking, . get
it...oh never mind! Star Eggs is an
original game from Mirrorsoft which
combines a shoot-'em-up with a plat-
form game. Creatures from outer space
are heading towards ecarth intent on
destroying it.

Before you can get to the eggs, you
must destroy the guardian ships — there
is one on each screen. This done vou can
enter the incubator.

To manoeuvre around the platforms
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GAME: LEDGEMAN
MACHINE: B3C
CONTROL: KEYS, JOYSTICK

FROM: SOFTWARE PROJECTS, £7.95

Software Projects seem to have the
uncanny knack of producing more and
more platform games. This is another
one.

For those of you not looking for
original, entertaining stuff you'd do well
to buy this, An endless amount of
screens with ever increasing difficulty,
and alter you've completed eight, there's
not a lot left to see, since they just repeat
themselves again, and again...

There are also guns around the screen
which you can use to shoot down the
occasional monster which hatches. But
the aim of the game is to bash the egg
over the head before it hatches and
releases its space-ship.

Control of the characters and the
various machines is with the joystick
and, altheugh this may sound hard, it is
just a matter of positioning and then
pressing the fire button.

If eight space-craft hatch and escape
the earth will be destroyed before your
very eyes. Less than eight and you will

GAME: JET BOAT
MACHINE: BEC B
CONTROL: KEYS
FROM: SOFTWARE INVASION, £7.95

It looks like toyland when you first see
the boat (jet or not?) ready at the start,
but in this Pole Position for boats you're
racing against time.

I found it incredibly difficult to man-
oeuvre my craft for some time, but when
I finally mastered the technigue ... 1 still
wasn't very good at it!

After each lap you complete there'’s a
little sailors' ditty and you're off on the
next lap. Motor chugging away, this time
you're faced with more hazards, and
they keep breeding with each lap of the
rIver.

Marker flags, coiled serpents, ducks,
rocks, sail boats and even alligators
attempt to make your passage that much
more difficult.

Little Ledgie, the guy who's got to do
all the climbing, has got a myriad of
nasties to contend with, including sen-
tient barrels (they'll be talking next!),
metcorite storms and ‘strange and peri-
lous guardians’, which comes in various
shapes and sizes.

The precious stones Ledgie's got to
get are all white, flashing and square,
which makes them easy to identify with
for some of us eh? The rest of the
graphical characters are nicely detailed,
but nothing exciting.

The various ways in which you're
altacked, have at least got some original-
ity, such as meteors destroying the plat-
forms as they fall.

GAME: HUMNCHBACK his sweetheart Esmerelda from the cas- G AMIEs ‘ER*BERT
MACHINE: AMSTRAD tein whichsheisimprisoned. =~ = pyp CHINE: AMSTRAD
CONTROL: JOYSTICK ~  lthats the sorl of thing that rings o pppay JOVETICK KEY

FROM: AMSOFT, £8.95
I never really understood why MHun-
chback was such a hit with you games-
ters, and this conversion hasn't brought
me any nearer to solving the mystery.

In case anyone doesn't know what the
gamc's about, here's a bricf summary of
the scenario: Quasimodo must rescue

your bell, then you may like the game. 1
found it pretty dull — like the graphics
and the sound. Peter Connor
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FROM: MICROBYTE, £5.95

The asterisk gives the game away, and a
very good version of *Bert it is, loo. In
common with past incarnations of the
bouncing creature, ‘Er*Bert is a rotund
fellow with an unpleasantly large hoo-
ter, His only task in life is to bounce
around the blocks of various 3D struc-

-
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you, homicidal sweeties, lunatic tele-
phones and much more.

Each screen is an arrangement of
platforms, conveyor belts and ladders.
Roger has to work out how to collect all

GAME: BLAGGER
MACHINE: AMSTRAD
CONTROL: KEYS, JOYSTICK.
FROM: ALLIGATA, £7.95

There's a lot of noise going on in the
background, a tune (wow) AND sound
effects. But both, or either, of these can
be shut off by simply pressing a key

sheer luxury on the noisy Beeb. What |
found interesting was the fact that you
could get lo the next level by pressing
the @ key. If you do decide to pull this
one, you'll notice your score goes up as
if you'd finished the screen properly. |
managed to do all 100 this way — good
'innit!

Anyway, after all’s said and done, a
presentable  platform  job, which
wouldn't look amiss on anyone's shelf,

but might never get played.
Samantha Hemens

tures, changing their colour as he goes.

Trying to stop him are Boris the
gorilla — a smugly jubilant ape — and
Coily the snake. For bonus points you
can steal Boris's banana, but this is a
very dangerous ploy as the hairy beast
gets very, very angry. Cascading balls
and a black hole appearing at random
are other little difficulties ‘Er has to
overcome.

At the side of the structures are two
transporter rings which provide a means

This game first appeared on the Com-
modore 64 many moons ago, was con-
verted to the BBC and became a PCG
Hit and now finds itself reincarnated on
the Amstrad in a very creditable version.
There are twenty screens, repetitive
music and what the blurb calls ‘a vast
array of killing nasties.” The blurb’s right
loo. As Roger the Dodger, the red-
haired burglar, you will be confronted
by such gruesome sights as disembodied
mouths champing at the bil to devour

of escape back to the starting point and
can also be used to lure Coily and Boris
to their doom. This game is an excellent
(Q*Bert clone, with beautiful graphics

and good sound.
Peter Connor
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the keys before getting to the safe and
reaching the next screen. It's not easy.
Graphics and animation are very good,
but the musical accompaniment is tedi-
ous. Nevertheless, a creditable version
of the game. Peter Connor
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GAME: HORSE LORD
MACHINE: B8C
CONTROL: KEYS, JOYSTICK

FROM: CENTURY, £7.95

For the producers of Rocket Raid and
Snapper, I'd say this was a real come-
down. Century claim it’'s colourful,
zany, fast and addictive but the proof of
agame is in the playing.

Colourful? Yes, but in a sort of
chunky, unsophisticated way, and the
gameplay is in no way going to ‘glue you
to the keyboard'.

Zany? Definitely! You control a green
blob with a white spike which even with
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GAME: DEVIL'S CAUSEWAY
MACHINE: BEC B

CONTROL: KEYS y
FROM;: WARLOCK SOFTWARE, £6.95

The first and probably most important
thing to say about this game is that you
mustn't be deceived by the packaging
and the blurb. This game isn’t a conven-
tional arcade affair, it is a light-hearted

educational package aimed at kids of

aboul 10 years old.

You are cast as a soul lost in Hell and
you must move along the Devil's Cause-
way if vou wish to escape from the
clutches of Satan and go free. Along the

GAME: E\WGEEBEZ
MACHINE: BECB

CONTROL: KEYS
FROM: SOFTWARE PROJECTS, £7.95

This one was written by Mat Newman,
author of the excellent Fortress. howev-
er Errgeeber bears no relation to that
game.

You guide a space craft round a maze
of which you can see only a small part ai

a great deal of imagination doesn’t look
anything like a horseman.

Anyway, the screen appears, with you
(the blob} at the start and you follow a
little track around until you reach the
centre of the screen where the message
vou're carrying is to be delivered. Once
this is accomplished, vou start all over
again with different abstacles.

These obstacles consist of water

courses which have to be jumped, and
foot soldiers who have to be killed.
When you reach one of these on the first
screen it dissolves into a larger repre-
sentation of you and either your oppo-
nent or water course, with the water
being far more deadly. You then have to

GAME: VR EE

MACHINE: BEC
CONTROL: KEYS, JOYSTICK
FREM: MICROPOWER, £6.95

Have you ever been chased by an
Umph? No? Well it's no fun, I can tell
you. In this Dig Dug-derivative (what a
mouthiul!) they're definitely out to get
you.

Taking the part of a wizard who's
beautifully decked out in red with white
spots, you dig vour way around collect-
ing cherries. Why he needs them is a
mystery, bul as we know, wizard's ways
are weird and wonderful, and ours is nat
to ask silly questions.

[GRAPHICS
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way you will encounter some rather
strange people (servants of the Devil?)
and these will try to trick you. This they
do by setting you a problem.

For example, Simon Summer will ask
you to add up a string of numbers and
tvpe in the answer in a set time. Colin
Crusher attempts to crush you with a
crane and to stop him you must find a
letter on the kevboard. Lenny wants to
kill you outright so you need to avoid his
lightening and this is more a matter of
luck than judgement.

Bob has a Blob and you must shoot it
in under a minute or sacrifice a life. Basil
the Bomber is a raving maniac and he
invites you to open one of three boxes to

any one time (it's 100 screens big). Your
aim is to pick up 12 crystals which will
allow you to escape the maze.

Hassling you en route are a series of
nasties, some of them of intriguing
design, but usually you can blast them
out of the way.

One which is pretty hard to gel past
spends its time chucking explosives all
over the place. Another sends out po-
wered probes in two directions, and you
have to time your approach and shoot
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kill or jump and if you manage it you're
back to the track and on to the next
obstacle, Simple.

The nasty little foot soldiers (yellow
blobs with spikes) appear in several
different locations. With a bush, without
a bush and with a bridge, but this
doesn’t make much difference to the
gameplay since all you have to do is
shoot them with an arrow and carry on.
In later levels, you even get two or three
of them attacking at once.

Alter you've managed to pick up the
rather obscure keys and work out what
to do the game becomes rather easy, if
not boring and you begin to wonder why
you're bothering. Samantha Hemens

This member of the magical fraternity
carries with him a crystal ball which, in
desperation, can be thrown at the
marauding Umphs.

Also strewn around the screen are
red, juicy apples which can be toppled
or pushed onto any close pursuers.

After wandering around the screen for
a bit you may find that the baddies home
has turned into a succulent hamburger
and if you eat it the screen turns red and
the Umphs will be frozen in their tracks.

This iz all very well, but when the
Umphs are held at bay, the Maras must
play and these blue blobs with piggy
yellow eyes are just as mean as the first
lot of nasties. However, you do accumu-
late points for the seemingly pointless
tactic of holding off one lot just to face
the other.

Not a lot changes from level to level,
except the colour of the screen and the

nastiness of the monsters. There's the
option of listening to the musical ditties

see if it contains a bomb. This is a matter
of either pure luck or clairvoyance.
There are a whole host of further freaks
to be found.

As a game, Devil's Causeway isn't
outstanding, in fact, if it was being sold
purely on the strength of its game play
you could guarantee that the manufac-
turers would have quite a few copies left
over. However, the strength of Devil’s
Causeway is not as a game for home use
but as an educational tool in primary
schools, It is a valuable program that
tests memory skills, mental arithmatic
and keyboard familiarity in a way which
is relatively enjoyable and nol intimidat-
ing or patronising. Rob Patrick

carefully. The background graphics,
however, are much less interesting.

I really enjoyed playing this game and
found my fingers itching to map it out.
The only thing is, 1 don’t think it would

take that long to solve. Chris Anderson
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GAME: CRYPT CAPERS
MACHINE: BBC B _
CONTROL: KEYS, JOYSTICK
FROM: SOFTWARE PROJECTS, £7.95

There must be a thousand and one
games like this on the Beeb. You move
round a maze collecting keys and trea-
sures, but dodging or shooting the
monsters.

Some monsiers turn into olher mons-
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but what does it matter when it's all so
addictive you could play for hours.
Samantha Hemens
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In my view, Software Projects should
really have put this in their cheapo
range, then it may have been worth it.

Chris Anderson
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Watch out for them—

these four new games
could be dangerous to
your health. And, as
they're from A'n’F, they're
second to none, calling for
i' a level of skill that’s

bound to set the adrenalin

GUMSHOE

SPECTRUM 48k CYLON
~ ATTACK—Now with better
than ever isometric perspective
graphics (3D). £5.75
BBC 32k SNARL-UP—Sheer
bumper to bumper frustration
and only five chances to hit the
fast lane. £6.90
COMMODORE 64 GUMSHOE
—One bleepin’ obstacle after
another stops you reaching a
girl who needs you—
desperately. £7.90
SPECTRUM 48k ALPHA-BETH
—The brain teaser that makes

Y/l it doubly difficult for you to give
— \ihe right answer. £5.75

ALF Software, Unit B, Canal Side Industrial Estate,
Woodbine Street East, Rochdale, Lancs OL16 5LB.
Telephone: 0706 341111
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GAME: CATEG-ORIC
MACHIME: ORIC

COMTROL: KEYS

FROM: NO MAN'S LAND, £7.95

Despite being in the middle of the
Pacific ocean you can stay remarkably
dry with Categ-oric, which apart from
being a clever title has nothing to do
with the game,

In your unspecified warship you have
to cruise around the sea looking for
submarines and ships to sink while
trying to stay intact yourself. To aid vou
inyour task you have five main controls.

Pilotage shows you your speed, direc-
tion, asdic, radar and pump situation. A

GAME: ICE CASTLES
MACHINE: DRAGON
CONTROL: JOYSTICK
FROM: MICRODEAL, £8.00

Crystal Castle from the arcades is mak-
ing its debut this month on both the
Beeb and the Dragon, although this is
not as good as the BBC game.

The scenario is as usual, with Bently
Bear in the castles collecting gems while
being harassed by monsters who are
either after him or the precious gems.

Each castle is made up of three-
dimensional blocks which form stair-
ways, platforms and paths, all littered
with gems.

more detailed account of your ship's
status is also available telling you what
encmy shipping you have sunk so far
and whatl slate your own vessel is in.

Larger, more informative displays of
your asdic (submarine locator) and
radar can be used to target vour
weapons on the enemy.

You can use depth charges and gre-
nades on submarines and cannon on
other ships. You can also blast planes
out of the sky with your machine guns.

For subs and ships you first need to
find the enemy vessels’ coordinates via
the asdic or radar and then launch your
attack, which in the case of the ships
also has to be tarpeted by a screen
Cursor.

The castles can be confusing though
because you can go down a pathway
behind a wall but your figure remains in
view. Until you visualise the perspective
he appears to be wandering about in
thin air. This can be very disorientating
even if the hidden paths are handy for
escaping from the nasties.

Gem eaters, Berthilda the witch, trees
and bees are all very bad for Bently's
health but can be opposed with the use
of a magical hat. It appears from time to
time and you can pick it up, making you
invincible for a time.

To complete each screen you have to
get all the gems but since the beasts can
eat them as well you have to claim the

You can come under fire from all the
opposition and, if hit by a sub’s torpe-
does, you need to quickly get to your
bailing and fire pumps to save the ship.
Four leaks or four fires and you’ll be on
your way to the bottom.

The game is very fast moving and
much quicker than even a real time
simulation, so there’s always plenty of
action. Unfortunately it is sometimes
too fast and you have little chance to
intervene as you are sunk yct again.

The sound effects are loud and dis-
tinctive and add to the pressure of the
game.

All in all, if you've got a limited
amount of money, there are better
games around. Bob Wade

last one yourself to get the bonus.
Bently’s hunger for honey also brings
dividends, grabbing a honey pot for
extra points.

Other useful features in the castles are
lifts which can get you to out-of-the-way
gems and special doors which, if you
can enter them, will take you to a higher
level.

The sound effects are very good, sav-
ing the game from total disaster, but
who buys a game just for the sound?

The main problem with the game is in
the control. When rushing around, the
joystick scems Lo take on a mind of its
own and automatically whips you round
corners and obstacles. Bob Wade

o[PICIGle[HIII Tp&PICIC, :

Trouble in
Store

This is the first Oric game ['ve seen that
comes anywhere near providing the sort
of challenge and fun given by arcade
adventures on the Spectrum.

The game takes place in a department
store called Harridges, a name which
the Oric announces in its gruff tones
when you begin play. You are the new
store manager and your first day at work
has been so hectic that it has left you
with horrible nightmares: your attempts
to empty the cash registers are constant
ly frustrated by hostile goods from the
store's 32 departments.

On each screen you first have to

till. This usually involves getting Lo the
top of the screen for the key, back to the
bottom for the till and then back up to
the top to exit to the next department.
All the time your ‘promotion prospects’
are diminishing and may even drop so
low that vou die.

Controlling the manager is very sim-
ple: left, right and jump. And here we

the game — you can take off from thin
air! This certainly makes things a lot

collect the key before you can get to the:

must mention a rather curious feature of-

r::bqv'“‘ ";hQEr in this game (yoy
® Uncanny knack of wefk:
* SN You get the

me beco,
rable, Perhaps even o mes

YoU cringe afier awhile,
large Number

Samanthg Hemens
Despite the strange jum

on EHH’EI’HEI}F E“fﬂyable
SCreens s cer

Ping controf fhi is
- game ang with
tainly no pysh Over,

S are well drgyw,

casier, but does seem to be bending the
normal rules of such games.

Each of the 32 screens is a different
departmen! with the normally docile
consumer durables on the rampage. At
various times you will be squashed by an
iron, blasted by a trumpet, savaged by a
cheese and annihilated by the pets.

Graphics and animation are excellent
and the sound makes very good use of

). seem
iIng  and

SCI7 panerp

s and Pleasingly flicker free, ) j;
key or tiif has a nice

l:lctu{:ﬂy
Pointless

i rstreens,
njoyed the variety of different

the graphi
Pleasant gng the soung ghﬁf::';f g
a

: Defﬁ'niteiy a winner
Chris A."'dﬂﬂ:l:m

the Oric's loudspeaker.

While Trouble in Store might not give
Jet Set Willy any trouble in a Game of
the Year contest, it’s certainly one of the
best and most enjoyable games to have
appeared on the Oric in recent months.
Let's hope Orpheus can keep up the
standard in future releases. Pete Connor
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GAME: TROUELE IN STORE e
MACHINE: ORIC

CONTROL: KEYS, JOYSTICK
FROM: ORPHEUS, £6.95
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GAME: TAPPER
MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: US GOLD, £9.95C, £12.95D

The action’s so frenctic in Tapper that it
comes as a surprise when you notice
that all you're dispensing as the barman-
hero is soda. If it's non-alcoholic, why
arc all those people rushing back so
quickly for more? And then you realise
that this micro version of the recent
arcade game has been cleaned up for

home consumption. In those dens of

iniquity the liquid foaming out of the
taps was beer.
Whatever yvour poison, though, the

GAME: BILLY BLUEEDTTLE

MACHINE: SPECTRUM

GRAFHICS

ORIGIMALITY
LASTING INTEREST
OVERALL

CONTROL: KEYS, KEMP
FROM: POWER SOFTWARE, £5.95

You are cast as Billy Bluebottle, sup-
posedly the sophisticated saviour of the
fly world, who as well as being remark-
ably urbane and intelligent, is also gifted
with ‘Superbluebottle’ strength. Unlike-
ly? Certainly. Intriguing? Yes.

From a James Bond style cassette
inlay and loading graphic we find that
the game is a simple looking platforms
and lifts affair patrolled by men with
aerosol cans and scattered with various
objects such as a kettle, an old style
cooking range, a telephone and what I

game's very attractive graphically and
can prove frenetically compulsive to
play. You take the role of an American
bartender doing his best to keep his
customers satisfied.

On each screen there are four parellel
bars running from left to right. At the
ends are the beer — sorry, soda — taps,
where you, with your greasy hair and
dapper white jacket, are positioned.
You move up and down filling glasses
and collecting empties with ever-
increasing rapidity.

The first of the four screens is the Wild
West saloon. Mean and thirsty hombres
come a-stompin’ in, their enormous
moustaches quivering in anticipation.
You fill up and sling the glasses —of soda

suppose is a waler pump.

You must move Billy around in an
attempt to rescue a fellow fly from the
rapidly looding basement. This you do
by using the lift to move between levels
and eating putrefying food to sustain
your super strength.

You accumulate points by moving the
various objects and knocking over your
aerosol wielding adversaries. However,
you must be careful not to block your
route since there are fly papers hanging
down and if one of the ohjects gets lined
up with these you can't get past, possibly
blocking your route to the food.

Generally, Billy is a nice enough game
with some fairly pretty graphics and a
comparatively  original SCEenario.

A nm: WORLD OF FLIGHT
MACHINE: DRAGON 32

CONTROL: JOYSTICKS (2), KEYS
FROM: MICRODEAL, £8.00

A

World
of Flight

Yes, it's another flight simulator prog-
ram. This one’s a little bit different being
‘view' orientated — this means that
you're supposed to be able to tell where
you are from the view out of the cockpit
window. The landscape is shown using
the presently popular wire-frame
graphics, looking remarkably similar to
the successful Aviator program on the

GAME: HYPER VIFER
MACHINE: MSX
CONTROL: KEYS
FROM: KUMA £7.95
This game somehow manages to be

quite compulsive despite the many
drawbacks it labours under.

ORIGHHALITY
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BBC micro.

The first prablem you're likely to have
with this game is the need for two
potentiometer joysticks. The rationale
behind this is that having throttle-
rudder on the left stick and elevators/
ailerons on the right stick aids realism.
This is all very well if you can find two
joysticks, but wouldn't optional
keyboard controls have been better?

The area through which you can fly
your single- -seater push prop plune is
quite expansive, consisting of nine
‘worlds’ina 3 x 3 grid. Each world hasa

It’s a maze game — or a ‘vast labyrinth’
game as the blurb prefers to call it.

The figure you control is a hall-
orange, half-green head which has a
voracious appetite. On the menu are the
various vipers snaking their way around
the labyrinth — gobble them up from the
rear for a really tasty meal. You can also

EﬁIIUIﬂWIIDIHWIIEIHﬁ‘i?ﬁlldl[lﬁi
A HENTE.--S

different type of landscape such as
mountains, Panama city (hardly any
buildings), Arabian Gulf and the Prac-
tice Field.

At the start of the simulation, and
whenever you crash, you may alter the
weather conditions and choose the
world from which you'd like to take off -
useful in case you can’t keep the aircraft
aloft long enough to get from one world
to the next.

munch fruit for bonuses and consume
the odd scorpion.

Hyper Viper has very little in the way
of originality or graphic intcrest — and
the scrolling is truly horrible, especially
if you choose a faster speed. Yet it is fun
to play and gets very exciting after a
maze or two. It’s essentially Pac Man

'FJ-'\F |
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— down the bar, pronto. If they don’t get
a drink before they reach the end of the
bar, you are grabbed round the neck and
get the same treatment as the glasses.

If you can clear the bar on this screen
you move on to what the instructions
call ‘The Jock Bar'. British players may
find this a little confusing, the title does
not mean a wee snug of Scotsmen, but a
place frequented by sporty young Amer-
icans— jocks.

The bars this time are outside and the
customers, soda-loving boys and girls,
are more numerous, arriving in twos and
threes. At this stage things can get busier
than closing time at The Rovers Return
and you'll be dying for the bell to get
these under-aged soda-boozers out.

= SE

Though you won't find any startlingly
original game concepts you won't end
up bemoaning the lack of inventiveness.
That's not to say you might not end up
wanting to throw your Spectrum
through the nearest window. The game
is hard but perseverence will be re-
warded.

An interesting aspect of the game is
the foreign language leature. Instruc
livns are provided in three languages —
French, German and of course, English
—and you are even told you are dead in
the tongue you select. Does this mean
that we are to become a nation of
polvglots? Will we soon be able to say |
Joystick’ in Swedish, Serbo-Croal and
Cantonese? Rob Patrick

The two other screens feature a Punk
Bar and Space Bar, this last doubtless
frequented by aliens whose own
planet’s supply of soda has run out. In
between screens there's a bonus game
where you have to decide which of the
soda cans is empty after a nasty man has
switched them around.

Tapper is great fun to play and has
genuine arcade standard graphics, plus
some atmospheric music. Unfortunate-
ly, it only has four different screens.
Despite the exciting action, this can only
mean that il can’l rale very highly on
lasting interest. Tapper might be one to
stick to in the arcades, where you at
least gel to serve Budweiser instead of
that sickly soda. Peter Connor
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GAME: ASTRO ATTACK
MACHINE: AMSTRAD _
CONTROL: KEYS, JOYSTICK

FROM: AMSOFT, £8.95

Well, there you are in the lair of the
Rigels, and what does it turn out to be?
You guessed — a maze. The game’s as
boring as the setting. You potter around
in your ship, shooting other ships. You
move very slowly and the explosions are
pretty damp. Peter Connor
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The traditional screen layout shows
your cockpit view at the top, and some
instruments at the battom. Again these
could have been improved by being
proper gauges instead of numerical
readouts — this from somebody who still
thinks digital watches are a pretty neat
idea!

The wire-frame graphics forming the
panoramic view out of the cockpit tend
to be very jerky, but are nevertheless
very impressive. Use of the cursor keys
also allows you to look up, down and
sideways, so you needn’t worry about
missing those important landscape fea-
turcs.

Though leaving scope for improve-
ment, this is an extremely good flight
simulation, and is well worth consider-
ing. It offers all the normal features plus
many extras. And now, if you would care
to look to your left, we are passing the
Dahlgren Tower ... Marcus Jefiery

crossed with Snake: but good computer
games never die.

Peter Cannor
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GAME: FIRE RESCUE

ﬂl:“IHEI MSX

CONTROL: KEYS

FROM: KUMA, £7.95 i

This is a very dull game indeed. It's a
ladders and platforms affair in which
you have to rescue cute mice from the

encroaching fames. Graphics and
sound are uninteresting. Peter Connor
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" SPACE MISSION SIMULATION
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SOFTWARE

A game of distinction @ from British Telecom.

WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE,
LONDON WC2Z2H 9DL. TEL: 01-379 6755/5626



_@eetahSoft presents...
PERILS OF...

BEAR GEORGE

A story of high drama and daring deeds from the annais of our hero BEAR GEORGE —~
can you help him survive 'unbearable’ hazards in the forest and deep cold of the

Em;g_mm
MME 64

Available Now!
only £6:95

mountains, and then live through hibemation?

{Graphics shown above are as on Spactrum 48k version.)
= Superb animation and graphics = Joystick compatible (Cheetah R.A.T., Kempston, interfaces 1 and 2)
# Built-in surprise for the real glutions amongst you!

Available NOW on the Spectrum 48k, price £6.95 PLACE YOUR ORDER NOW!

Cheetah Soft Ltd
24 Ray Street,
London ECIR 3DJ.
Tel: 01 8334733
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GAME: FORT APOCALYPSE
MACHIME: COMMODORE 64
CONTROL: JOYSTICK

FROM: US GOLD, £9.95

The first thing to be said about this game
is that's it's not easy. Not that you'd
want it to be, but I found it infuriatingly
hard to get the hang of. Once you've
done that though, you're faced with an
excellent  shoot-'em-up/pick ‘em-up
that has something of Scramble, Blue
Thunderand Choplifterin its ancestry.

Your mission involves flying along a
jagged landscape to the portals of the
Draconis caves, entering the depths,
rescuing 18 stranded men and, finally
destroying the dreaded Kralthans' Fort

Apocalypse.

You start off by fuelling your helicop-
ter —and a very generous helping you get
too. Using your Navatron — a radar
screen at the top of the display — you
blast your way to those cave doors.
Android-controlled  ‘robo-choppers’
will confront you in the air, while on the
ground the Kralthan tanks emit a stream
of deadly, guided drone missiles. These
things are very tricky to avoid, and the
tanks themselves can only be destroyed
by a direct hit on their tracks.

If you can survive all this stuff flying
around, you can bomb through the cave
doors and enter the underworld. On the
first level you must rescue nine men.

(n the next level down, the Crystal-
line Caves, you have Lo rescuc a further

nine men before you can get through to
what the program notes refer to as ‘the
heart of darkness, Forl Apocalypse il-
self', which is destroyed by one ‘well-
aimed missile from your rocket copter’

Underground there are the same dan-
gers as above, but they are fewer in
number. However, you are now faced
with a series of shields, doors and
dangerous chambers. Figuring oul how
to deal with these requires as much
cffort as getting into the caves in the first
place.

Fort Apocalypse is well-presented,
but suffers from flickery graphics and
less than smooth scrolling. But, despite
these drawbacks, it will give a lot of
pleasure to zappers of the old school.

Peter Connor

GAME: THRUSTA
MACHINE: COMMODORE 64

CONTROL: JOYSTICK, KEYS

FROM: SOFTWARE PROJECTS,

A conversion from a Spectrum game
with some novel ideas but not really
enough interest to keep you at it for very
long. Some nice graphics in the mons-

ters, but very repetitive sound.
Peter Connor
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GAME: AD INFINITUM
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: 4R CHIP, £8.95 _

Just think of it, 256 different attack
waves in this shoot-'em-up! Sounds
great until you realise that there are only
about six different attact PATTERNS

and even these aren't very impressive.

GAME: COMBAT LYNX ¥
MACHINE: COMMODORE 64
CONTROL: KEYS

FROM: DURELL £8.95
Not as good as the Spectrum version -
which we made a hit in November.
Without the spectacular 3D effect to
spur your interest, the awesome com-
plexity of the simulation is likely to
prove too much. Chris Anderson

Pretty boring. Chris Anderson
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Spy vs Spy

This is a game based entirely on a comic
strip that appears in the popular Amer-
ican magazine Mad. In the cartoon, two
spies are forever feuding using bombs,
dynamite, guns and other deadly uten-
sils to defeat one another, and walk off
with the secrets.

Beyond are marketing this game
which faithfully reproduces much of the
exciting action between the White Spy
and the Black Spy.

Sounds interesting? Here's how it's
done: Firstly, a special routine has been
developed to allow both players (the
two spies) to see exactly what the other
isdoing.

There are two major options: two
human players, with two joysticks, or
one player against the computer, which
has a variety of intelligence levels,

The basic idea of the game is to
control your spy, finding the four secrets
and the briefcase in which to carry them.

They are scattered around an embassy
of between six and 32 rooms, and are
hidden in a variety of places, behind
TVs, pictures, filing cabinets or numer-
ous other objects in each room. When
all are collected, the spy must find the
special exit-door and from there he is

PANELPOINTS

urprisingly — really did hav

I?: the f!uvuur of the cartoon. | cu:’::::rﬁl

| n::ftl:::r 1?1: easy to play, even on the
g EF},-_. F'm obviously far tog honest

The sequences where the spies wi

overgrown schnozzles bash ﬁ;: :;;he:hé
mr;r the hl::d are very funny, but | never
quite got the ha i

i ng of laying those booby

Bob Wade

At last I'ﬁlere is an arcade style game
when_& skill is more important than good
reacilnfls. Don't be put off by the lengthy
mstructions, thisis g great game once you
gref the hang of it. My seven year old
other mn';h picked it up and loved it,

© graphics are excellent. The noses
of the spies make Barry Manilow’s look

taken to the airport, where a plane is
waiting. Off he zooms!

Thus, the winner of this duel is deter-
mined.

But greatly complicating this 3D
arcade-style exploration game (what a
mouthful!) is the presence of each spy's
‘trapulator’. This allows each spy to set

A‘\fery entertaining program, which —

microscopic!
Two Players being able fo plery the
game sfmufiuneausly is 0 superb idea. |
could sit and watch it play itself in
demonstration mode gl day!

Steven Filby

JAn instantly appealing game. Lots and
bn:: of new and imaginative ideas, the
vest of which was two People playing
$II'I'II.II‘|‘I::II1E.IJU$f}" in different locations. |
howled with laughter every time the
computer walked int.
i into one of my traps,
I¥s fiendishly difficult af first but
:xcellent graphical animation, prettily
rawn cur.‘l'l::nnvsl]de spies, and easy on
€ar original music made every
mumm-:r really good fun. This is the best
game I've seen on the ‘64 in oges.
Simon Chapman

any one of six traps by two quick presses
of the fire button. What is more, the
spies can also have sabre-fights with
each other — ouch! When one of the
spies is killed, either by trap or sabre, he
becomes an angel and floats gently
upwards!
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The game is reasonably good but it didn’y
screen for long,

exciting about it, It s essentially gn
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d I}
:in erground Chopfifter byt there's

You may enjoy it.

Fairly :dekr_ik'd and smoothly serollin
grophics give the game that much g'
F‘:Er others of thi e
our chopper is even affe
grcgffylj. Prefty good mu:!ed X
N your way to destroy the
:n“ Encounter some very :;iﬂi::;rh o
azards. It can be very fru
desrrﬂyt_ad halfway throug
and having to work gi| the way back

ways s ' i
ys something happening on screen sp

Simon Cha Pman

s fype on the market,

strating being
h your quest

Jeremy Fisher

GAME: SKYLINE ATTACK
MACHINE: COMMODORE 64
CONTROL: KEYS, JOYSTICK
FROM: CENTURY, £7.95

This program comes on a superb [ast
loader. It actually allows you to play the
old arcade game Snake while you're
waiting for the load to complete.
Skvline Attack is a fairly rudimentary
shoot-'em-up, in which you fly an air-
craft along a horizontally scrolling land-
scape. You can fly in both directions,
and the landscape wraps round, giving it
a similar feel to Virgin's Falcon Patrol.
What makes this different is that the
landscape is made up of a series of

well-known city skylines. London in-
cludes an extremely recognisable Lon-
don Bridge and St. Paul’s, while Paris
has the Eiffel tower, and so on.

To see the rest, you have to shoot
aliens followed by the fuel pods they
give off. These then form crystals which
you have to try to collect. Each time you
do, you move up an attack wave, and
your landscape expands.

There are some nice touches — like the
giant frogs attacking Paris. Revenge for
all those amputated frogs legs. 1 sup-
pose. A pleasant enough game, and
certainly pretty to look at. But I'm afraid
to say, | preferred the free game of
Snake. Chris Anderson
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The plane tokes off with the vietor

In fact, the only real limiting facor as
far as spies are concerned is the time-
limit: dying merely subtracts from the
time left.

The split-screen gaphics are very good
— watch the spies laughing — and in the
background a tune plays menacingly.
The game is great fun when played with
two people, and becomes a battle of
wits! The trapulator is VERY handy, 1
find.

However, I have a slight reservation
in that the game might seem too difficult
if only ever plaved with one joystick.

It is really hard going playing against
the computer and you'll be lucky if you
win any bouts of combat, But its worth

the investment fora second!
Richard Patey
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GAME: SPY vs. SPY
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: BEYOND, £9.95
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. | The Staff of
| Karnath

My first reaction to this game was one of
slight disappointment. We'd been wait
ing so long for Ultimate to relcasc a title
on the '64 that the pictures which finally
] appeared on screen seemed a slight

anti-climax.

The main character, Sir Arthur Pen-
dragon, and most of the ghoulish crea-
tures he faces don’'t have the same
graphic brilliance of their cquivalents in
Ultimate's Spectrum titles. Although
f nicely animated, their shapes seem a
i little unclear. Yet once you get into it,
I the game is superh.

The idea is lamiliar. You have to
explore a castle to find 16 picces of a key
or ‘pentacle’. Each of these must be
taken, one by one, and placed in an
obelisk. Once the key is complete, it will
allow you to destroy the evil staff hidden
by the ancient sorcerer, Karnath.

The game's most striking feature is the
way vou explore the castle. The rooms
I are depicted in 3D and also link up to
each other in 3D. So a room may have
doors to the left and right, front and
back, and also stairways up or down.

The rooms look extremely realistic,
built out of solid stone-work and fur-
| nished with tables, four-poster beds and
other suitable items. There are, | under
stand, only about 40 locations, but some
, of them are larger than the size of a
' single screen and almost all contain a
vile resident creature.

The horrors include skulls, vampires,
spiders, snakes, wilches, ogres, giant
toads, ghosts, and hooded monks. And
| the sound effects which accompany
each one are very spooky. Don't play
I this game alone with the volume up high

—it'll scare you to death!

Your main weapon against the evil
creatures is a magic ring which gives you
access to a dozen different spells with

&
2
=
=
[+]
@
=
-
=
=
=]
E
=}
-
L
e
3
=
=
L=
T,
[=1)
=
=
=

NNANNNNN

GAME: THE STAFF OF KARNARTH
MACHINE: COMMODORE 64
CONTROL: JOYSTICK

FROM: ULTIMATE, £9.95

A game that m :
mUP to expectet: ' More than lives
dﬂ;’::e fy ﬂnEF;ef ff?:E::: N My mind it i Fg?;ir;gf toall. Ngy s manyiu
Bhimg ' Oh g ok LLEH 05
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ater's logs oyl 'S superb — wapch i pu 0 it!:
r rms PUmpi 'm" CHu m
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is : art . adven
*hought and oz TUITeS 3 ot of really special, and wepghy rC SOmethin
sidergba dexfeﬁf},_ QTEn 10 some of UI'*FMQ}E::;:' the acclaim
ichard pgy releases on the § ous
e ctrum
A superb game, T aHention e 4 mw: o of the costle g b
ckground degel and ;::;?” paid to friahias ?”‘i" their inhabitangs b:?hu;'fu”}f
5 i | ™ & 4
he bt ¥as a sheer delight e ore all graphieeiy. " ©Mically absy
n <kground graphics g dn il R Eftective o sl Superb r.‘ml]'ud
ore 0 Beat kept me gnpron OHEY Of  the it 4 118 Brinning giufle o
more [ika watchi = Entranced, J W which deals ith : and
: Mg a film o4 times! Logk ®  OWnspecig| wory | WiMyouinits, e .
€ and 50 o complusive ; The Staff of k,

names like Barracata and Ibrahim. Only
one spell has an effect on any one
creature, so you have to find the right
one by repeatedly pressing a key to
change the spell, and then firing at the
creature.

It's important you work out what
cach of your spells is for, because at the
end you have just one chance to use a
spell against the staff — probably one
which you've found no other use for.

But you may have to play the game fur
some time before you discover how to

Occupied for he

CIGolH[I[TY&PICIG ol H[II TyA¢PICIGIs[HII[ Ty&SPICIG[o[H[I[ o

urs. nﬂh Fﬂ‘-ritk

use some of the more exotic features
such as flying carpets and secret com-
partments. Without these you'll never
collect all the parts you seck.

I guess it's fair to say Staff of Karnath
isn't going to hook everyone. But |
found it an impressive piece of software
with enough depth, varicty and orginal-
ity to keep me exploring those haunted
halls for hours, Chris Anderson
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You're hunched over your trusty Com-
modore late at night. The lights are low.
your eyes are glazed, when suddenly, as
if from nowhere, a blood-chilling voice
rings ouf:

‘AHA!! ANOTHER vwisitor!! Stay a
while. .. Stay ... FOREVER!

You grip the joystick fiercely . . . On
the screen a man leaps from an elevator
shaft and runs down a lonely corridor,
his footsteps ringing out through the
empty building. Ahead of him lies an
incredible test of endurance. intelli-
gence, and agility in a battle for the
survival of the human race . ..

Yes, you're playing Impossible Mis-
sior. You've been playing it non-stop
for the last eight hours. You're tired,
you're tense, but, oh boy — are you
hooked! This game has it all. Brilliant
animatian, superb speech synthesis, ex
cellent graphics, and one of the most
difficult, thrilling scenarios ever to flash
across vour TV screen.

Here are your orders: Elvin Mindben-

F Thq_:“'l:rl:!uplundﬂll:. l:nmpl.ﬁ:rdls.plu}'
{bottam)

» There ore 32 reoms poched with death-
dealing robots

der, computer genius, has built a vast
underground stronghold, comprising 32
chambers all patrolled by intelligent
robots. From this stronghold. he has
succeeded in breaching the security of
military computer installations and 1s
aboul to trigger off World War 111
single-handed.

As Agent 4125, you start your mission
in a lifl, suspended above an cmpty

54 PCGAMES

shaft. A hideous voice sneers oul a

welcome, and then you tug on the
jovstick to start the lift on its descent. As
soon as it reaches a flooritstops and vou
leave the lift to run towards the [irst
chamber . ..
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X-rated, The SPeech uses the same
This has to be the ultimate platform remarkable Programming as thag i
game, forget Jet Set Willy and Manje stbusters except that here the evil
Miner, they're nothing compared fo this Professor has o very English accent It's
somersaulting, walking, talking, gl|-
action game.,
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Americans? Impossible Mission from
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Summer Games progr

Appear, ot first, that only those with 19
multi-screen game is g reg| winner, Nt brains and g degree in metaphysics woulg
only are there o large number of actual  pe able to understand the f; ner points of
game graphics, there i alse o rate game. But in time the clouds wil| pass
section which, using Macintosh style leaving hoyrs of fun in front of you.
1cons, allows You te manipulate parts of Alan Green

the puzzle,
Areally good game which deserves o

place in any self respecting software

animation, The game itself is exiremely
animation is fantastic and the convincing thanks 1 the attention 1o
search for objects and the solving of detail Trapped in the
h as well. f
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computer gets the chance tg lough ot you,
iNg over-ryn by the Bob Wade

Apart from the incredible speech,
animation and soune effects, this game
areql challenge to offer. It mg

am, is yet another

The scream this 9ame emits when you
plunge to Your death from o platform is
Rob Patrick s terrifying, the program should be

astounding — as js the quality of the

ty
odes you real ly do begin 1o feel like o
secret agent,
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athlete. Even the sound of his footsteps
is astonishingly realistic.

There’s no doubt about it, the visual
effects on this game are absolutely un-
beatable. If games improve much more
on this then no-one will watch TV any
more, they'll just load up a program
instead,

But there's more to come . . . Once he
reaches the first chamber, your hero
finds himself confronted by a collection
of platforms, patrolled by excellently
designed robots, which he crossesby . .
wait for it . . . executing the most perfect
somersaulls you'll ever see outside a
gyvmnasium!

Each room in the complex is joined to
the others by a network of short pas-
sages and lift shafts. The lay-out is
different each time vou play. The rooms
serve diflerent purposes for their owner
— some have beds in, others have desks,
or banks of computer equipment and
consoles. Some platforms are joined by
lifts and most are guarded with frighten-
ing efficiency by robots.

Your task is to search every item of
furniture and equipment for a series of
puzzle pieces, which once collected and
correctly assembled will enable you to
break into Mindbender's network and
save the world. Different items of furni
ture require different amounts of time to
search and this is indicated by a little bar
displayed above yvour head that shortens
as your search nears its end.

Often you'll come away unrewarded,
but sometimes you'll pick up a puzzle
piece, or perhaps a special control code
that will enable you to freeze the robots
in a room or reset the lifts (essential if
yvou've fallen from a platform and can't
get back up again).

Just getting the pieces is difficult
enough. Although all the robots look
remarkably similar, they all behave dif-
ferently. Some have regular movement
patterns, others irregular. Some fire las-
crs, others don’t. Some even stand there
looking threatening until you approach

Playing Impossible
Mission

Although the principle of this game is
beautifully simple, the challenge is
cnormous. The limited time avail-
able, combined with the fact that the
game is different cach time, makes
game-play complex and compellirig.

First you need a good ‘maze-sensc’
to cover the 32 different rooms using
the most efficient route. You also
nced Lo develop a good knowledge of
robot psychology, and make efficient
use of your ‘sn ' (which tempor-
arily freeze the robots),

Second, you need razor-sharp

them, whereupon you realise that
they've broken down! Others PRE-
TEND to have broken down, but if you
pet too close. | .

In between rooms, you can use your
network computer which displays a
map of the underground network, the
amount of time you have left, and - if
required - can display and sort out the
puzzle pieces you have collected, with a
bit of help from yours truly of course,

You can also use the computer to hall
the game between rooms and even to
call for help, whereupon you will re
ceive guidance on the construction of
the puzzle and whether or not you need
more pieces. There is, however, a time
penalty for using the helpline and also
for being killed by robots or falling
through holes in the floor (accompanied
by a horribly realistic cry of despair).

Some screens feature a vast computer
console laid out rather like a chess
board. Operating Lthe console will re-
ward you with a series of musical tones
associated with different flashing
squares. A hand then appears on the
screen, which you must use to point to

reflexes and careful ‘jump judge-
ment. You may have an infinite
number of lives, but vou lose a lot of
time if you get killed. Finally, if you
succeed in collecting all the puzzle
pieces, you need a fast, analytical
approach to arrange them in the
correct order belore the time runs
out.

But the real joy of this game is that
even if you don't get very far, playing
it is still tremendously exciting and
highly addictive. So get to it, games-
ters— prove it’s not ‘impossible’!

the different squares in order of ascend-
ing notes. Do this correctly and you are
rewarded with a bonus control code.

Every room requires different tactics.
Some rooms have no furniture at all,
others are patrolled by a giant beach ball
that kills on contact, others involve
careful use of lifting platforms to reach
the most promising arcas. You have an
infinite number of lives, but the more
you get killed the less time you have to
complete the game.

The speech is superb, Sometimes, on
entering a room, the computer will greet
you with the icy words ‘Destroy him, my
robots’. Other nice touches include a
hi-score table that saves itself automati-
cally on the disk version and the way the
game is arranged completely differently
each time you play.

Impossible Mission has the graphics,
the animation, and the speech that
you've always dreamt of This truly
brilliant piece of programming will keep
you running and somersaulting through
the night, every night, for many nights to
comec,

Steve Cooke
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GAME: CAVE FIGHTER
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: BUBBLE BUS, £6.99

This game is a great disappointment.
The packaging lrumpels ils virlues as ‘an
all action, jumping, climbing and shool
ing game with 31 different caves to
explore.”

What vou don’t get told is that the
configuration of the caves is very simi-
lar. with only colours and the number of
aliens changing. This might be forgiv-
able if there were some outstanding — or
even merely good — gameplay to be had.

Unfortunately, these caves are far

o guf ovar the

GAME: RAID OVER MOSCOW
MACHINE: COMMODORE 64
CONTROL: JOYSTICK
FROM: US GOLD, £9.95

ZAP those Reds right where it hurts the
most! DROWN in a tidal wave of Amer-
ican patriotism, paranoia and propagan-
da! Yes, folks, the Cold War's really
hotting up and you can play your very

CRIGIMALITY
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own part in it with this tasteless game
from US Gold,

Your mission is nothing less than to
prevent a Soviet nuclear attack on
American cities, and then lead a com-
mando sguadron in an attack on the
Russkies' Defence Centre. ‘Tf you are
successful’, the blurb crows, ‘vou will set
Soviet military strength back ten years!”
Ho hum.

But if you can forget this gruesome
scenario and sit through the Stars and

GAME: PC FUZZ

MACHINE: COMMODORE &4
CONTROL: JOYSTICK

FROM: ANIROG, £7.95

Comical coppers are a great British
tradition, and PC Fuzz is an attempt to
carry this on in computerised form
even though Fuzz himselt looks as if
he's escaped from a Victorian episode of
Dixon of Dock Green.

Fuzz is an avant-garde bobby, despite
his appearance: he no longer plods his
beat, but pedals it on his unicvcle.
According to the blurb, things had been
pretty quiet — until the Mob arrived in
town. And the punks, and the drunks.
There’s so much evil around that PC

from exciting places. Up ropes and on to
ledges you go — but why? The pame
doesn’t provide any kind of scenario, or
even a name for the character you
control. You can’t help feeling that
someone messing around in caves full of
aliens should be left to his own devices.
Movement takes a while to get the
hang of. You lose a life if you walk into
any area of raised ground, which some-
times makes it difficult to position your-
self correctly under a rope. Jumping is
easy enough once you've realised that
you must keep an eye on the strength
meter and keep it up for the high jumps.
The aliens arent a  bad-looking
bunch; some whirr rotors. some crawl

Stripes while the game loads, you'll
discover a rather enjovable five part
shoot-"em-up.

First. you get a view of the northern
hemisphere with the missiles winging
their way from Minsk to Miami, In a few
minutes they'll detonate and the game
will be up. So it's time to scramble some
planes,

Into the hangar you stride, purpose-
ful, brave and with something of John
Wayne's unsteadiness. You get into a
plane and take off, heading for the
doors. Then you crash. It takes quite a
tew goes before yvou get the hang of
thrust and inertia and can make it to the
stralosphere.

You swoop down, in this second part,
to a Zaxxon-style zap. Hopping over
hedges and walls you blast tanks and
buildings while  avoiding the guided
missile on your tail. Survive this and you
get a crack at the missile silos, This is the
most tedious part of the game — you just
have to fire into the slits.

Next comes the Defence Centre in
Moscow. Armed with a maortar you
attack the building ~ which hears a
strange resemblance to the Kremlin.
You have to shoot all the soldiers and
tanks, and hit all the doors, before
you're allowed onto the last stage — the
Reactor.

Once in the Reactor you must kill the
fiendishly clever Red robots with your
disc grenades. The robots are invulner-

Fuzz could go for a world-record num-
ber of arrests.

The pame starts with some very sooth-
ing music (o accompany our hero's
progress along the main street. On his
way he goes past such renowned hostel-
ries as The Rampack and Anirog Inn.
Out of these drinking dens pour the
town drunks, crazily swaying from side
to side and getting in the way of more
serious matters,

The Listings Bank and the Mcmory
Bank arc very popular with the new
villains. As they emerge with their swag
they release bombs. You can either jump
over these or send your truncheon out
to explode them. This weapon can also
be sent up to prang the balloons bearing
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PANELPOINTS
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'S 0ne from the | ; Misphere, fiah the Trouble is, the game’s actually quite
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et oyt fyf; QEUVTing voyr . _ ond other tunes o Spangled Banner There are 40 different screens which
I ot the hanger js frustrat; '€ across the Popular with oy : t od value for money
rating byt with Pond, gre || CoOusing represents EL } : G v,
Flayed although this is one of those games |
which gets frustrating when you want to |

able to frontal assault, so you have to
throw your grenades at the back wall
and get them on the rebound. This is

knows what the Russians are going to
retaliate with when they start producing

games,

practice screen 33 and must first play

through 1-32.
Still, I for one get hopelessly addicted

to this kind of game and found myself
going back formore.  Chris Anderson

Peier Connor

quite good fun, and quite difficult.

Using the demo routine you can en-
gage the action and practice on the more
difficult screens.

And that's about it. Raid Over Mos-
cow is an above-average shoot-'em-up
marred by its gross scenario. Goodness

| [raprics
SOUMD
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[ ovERALL

[ GRAPHICS

away the robbers’ lool.

To catch a villain you have to creep up
behind him and give him a good prod
below the belt. You then deposit him in
the police car which pulls up at the
bottom of the screen. _

The last of your problems, and the
most graphically entertaining, are the
punks. In true 1977 fashion they bounce
around on pogo sticks, red Mohican
hairdos flaring, commiting a nuisance.
Fuzz has to see them off and carry on
with the serious business.

PC Fuzz is a game that looks very
attractive, and sounds even better; but is
finally a disappointment. Once you've
got the hang of it, there's not a lot of
varietyto keepyou atit. Peter Connor
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. ixed abg i
ame: on the one hand | Iike‘-; :2:

clegr smooth :
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;-;:l’:':;nr pu; ks and drunlﬁ?ﬁc ::;:Iy :!w Make ntiﬂrc:me 1o think of i E:fb’:nuid
Ay through the eeling il o i you could
ather, | qui _ street. On h 2N and have pe could controf
i rhzu'mmy tired of the SCEﬂﬂri.:a 3 rather than the o Fuzz purgye o T
Qoin street bonys* extremely hg I|.-:Ii lI 8 o
- Richard p b i Odgen
Although the AR atey :"_:';:re e two things that on
3 idea | fest i it | o
With nice touches Jike *hef;;f}f original, fﬁrna f?:;ri :':I'J'}*, I is very dfﬁi;}f :,bum
IC)

FEBRUARY 1985



-and ice-cool nerve? Jump Challendge

If you've ever wondered how it l & - Just like Eddie, you'll start by trying to

feels to be Eddie Kidd . . . defyving - : chear barrels on a bicycle . . . gradually
danger and qravity, so0aring on a . 1 working up to attempting Eddit’sﬁamg
motor-bike over a long ling of cars & 4 ¥ leaps which have thriled millions
. here'syour chance to find out! & around me'wrkﬂ'
This fabulous new game — - 1m‘£mm i

=has bee
Jump Challenge n [1 separate control of bike and rider

‘produced for you by Martech, ,
with & lot of help from Eddle for incredible realism
himself. : T dangerous headwinds for added

At the age of 12, Eddie Kidd difficulty

was jumping over oll barrelsona |

bicycle. At 18, he shattered the [0 scoring system — for successful jumps
At 18, he

O joystick or keyboard option

world record with his astounding

leap of 190 fg::_d:yfngl‘ll [ PLUSY! You can enter the Official

double-decker buses. Can you International Jump Challenge
Competition!

match his skill, courage, control Details on cassette Insert

Available from keading software
retallers OR order today
by mail, price £6-95 (48K
Spectrum) or £795
(Commodore 64,

BBC 'R, & Electron)
including VAT and P&F.
R Please make cheque or
3 ¥ -' postal order payable

7 to Soffware
Communications Ltd. -
Allow T days for delivery.

m“‘ tcc h Martech is the registered trade mark of Software Communications Limited
Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE E :
__ TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456  TELEX: 87465 EXiM Brighton

will show how you compare with the
King of Motor-Cycle Stunts!

48K SPECTRUM - COMMODORE 64 - BBC ‘B’ ELECTRON ==




Youd better get the hang of this.

:::Jn--'—-!n-—l;

sial e Wl
.-.':-.;.. Ak -. |
5 -E.I:._. ik r Wi

Space Shuttle.

The flight simulation program that
leaves others earthbound.
Developed with NASA's assistance
to turn your computer into
Columbia’s Flight Deck.
£9.99 Commodore 64, £799 Sinclair Spectrum.
Available soon for all popular systems.

SPACE SHUTTLE FROM

SACTIVISION

Your computer was made for us.

AVAILABLE FROM SELECTED ERAMCHES OF BOOTS, WH SMITH, JOHN MENZIES, LASKY'S, SPECTRUM, RUMBELOWS, WOOLWORTH

One day you might be up here for real.




The SWAG-man'’s oni the- job to burgle
the millionaire's. mansion. I1t's full of
beautiful, valu SWAG ready for
nicking! Unioriunutaly. he’s gate-
--cmh&d a fmcy dress party &d the

!ha seemingly
aze ﬂff rooms fo
 and find Ihe

o

MICROMAN

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




The artifact is just too tempting,.
Sure, no one has ever returned
with it but they didn't have your
brains and courage.

This treasure is worth any risk.
An artifact containing the total —
history and knowledge of a lost, s
forgotten civilization! Just think
what that could do for your career,
for the university museum, and for = =%
your bank balance! e
Of course, there is the small matter =
of finding it. The perils en route are =
sure to be the most fiendishly -
clever traps and puzzles you've l"‘- ,5;

ever faced. You'll need all your ski
and daring just to survive, -
Then there's the ancient curse...
but what the heck; if it were easy,

it wouldn't interest you, s
Dr. Jones —would it?

-———

Distributed in the U.K. by U.S. Gold Limited,
Unit 10, The Parkway Industrial Centre,

" Heneage Street, Birmingham B7 4LY.

Telephone: 021-359 3020.

- mmNAJBNES IN THE LOST KINGDOM, game alamants and charncter namas and likenesses gre trademarksal Lucasiilm Ligd. Used by Mindscapa, Inc., Aulhorised User



Available SPECTRUM 48K £6.95 COMMODORE 64 £7.95

NOW for AMSTRAD CPC 464 £7.95
| SOFTWARE STAR is the NEW game launches, advertising,
| game from Kevin Toms, who financial problems and more while
designed the Software Classic —  trying to produce chart
FOOTBALL MANAGER. topping successful games.
- SOFTWARE STAR allows you to One other thing, SOFTWARE
try your hand at running a STAR has that gripping

successful software company. You Addictive quality that all
have to cope with staff problems,  Kevin's games have!

NOW AVAILABLE FOR YOUR COMPUTER!

" FOOTBALL
MANAGER

FOOTBALL MANAGER
is available for the following
computers:—

AMSTRADCPC 464 .............. E7.95
COMMODORE B4 ... .. E7.95

T OF T - S O AT ] SPECTRUM 48K....... .. £6.95 [BEUE
e R o s SEEVVE SR IVIIRE S ELECTRON .............. . £7.95 [HEEE
GOLOEN JOYSTICE AWARD e ety ; e LY A i BBC MODELE.......... . ET.BS

ORIC 48K & ATMOS .. .. E7.95
DRAGON. ... b B5.08
ZX31 16K ... S R
VIG20416K ..o £5.85
(soon for MSX]

R
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Program Library

OeVIC20VIC20¢ VIC20

For the unexpanded Vic @ By James Sullivan

BLOCKBUSTER

ere’'s a great version of that classic
game Breakouf for the Vic. Although
Breakout has been around for a long
time, it still has all the features of a really
compulsive game, in the great tradition of
Space Invaders and Pac-Man.

If you've never played Breakouf, the idea
behind the game is simplicity itself - move
your bat left and right using the A and L keys
{or a joystick) and bounce the ball back at the
wall above yvou. You must knock all the
bricks out of the wall to survive.

The game features variable ball speed and
what’s more, being a short program, it
doesn’t take long to type in. Happy balting!

Notes on typing in the listing...
From now on PCG will be using a special
interface for all Vic 20 and Commodore 64
listings that substitutes readable text for the
Commodore graphics symbols. Within the
listing, commands enclosed in square brack-
eis indicate the keys Lo be pressed to enter the
correct graphics symbol. For example, to
enter rep press Control/3 (as you would
normally do to select Red on the Vic).

Further examples — powN means enter
cursor down (i.e. the left cursor key, un-
shifted), nvson means enter crru/9, and

CLEAR MEans enter sHiFT/ HOME.

A lower case ‘s’ followed by an uppper case
letter — e.g. 50 as in line 25 — means hold
down the smirr key while entering the
appropriate letter. Similarly, a lower case ‘¢’
means hold down the cree key while entering
the letter that follows.

The program is written for the unexpanded
Vic

Program details
Lines

40-50  Display bricks
80 Wail for input

90-100 Main loop—moves ball
120-140 Ball hits border/block
70-180 New high score

215 Pokes m/code into memory

220 Clears extended video ram
—enlarges video display variables

Main variables

L Lives remaining

S8C  Score

HI  Highscore

XY  Ball's position

¥X  Ball's previous position

NB  Number of blocks hit

BS Ball speed

S REM= BLOCKEBELUSTER =

& REM® BY #*

7 REM®JAMES SLILL [WWAN®

18 PRINT"[CLEAR]": GOSUBZ0@

20 1FEC*HI THENGOSUE1Ta

25 PRINT"THDME JCIOWMN 1L DOwWed 3 0 DOWM D CDONN 1 C
DO ] L DOW 1 L DDWN Y [ DOWHD LDOWN 10 D0HEN 1 [ DOWN
JCDDWNICDOWN ] COOWM Y CDONMI[LEFTILLEFTILLE
FTIILEFTIILEFTILLEFTILLEFTIILEFTIIGREEN]
BC: LREDIL=s @1L=s @1 CEYAMIHI = "H
I:PRIMNT"LUFIILEFTI":5C=0:L=3

27 FORM=ATOZ2: FORM=BTOZI : FOKE7TZFI+L6#M+22
#BEF+M , BP1 NEXTN ,M: BF =@

8 FDHETH,EP:PuﬂES,H:PDKEDEIBiL.ElrNH=“:
BF=BP- (BF{TS)

40 FORM=BTOS5: BL=26#M+7221-BF«52#% (M>2):FO
RM=OATO7: P=BL+3#N: POKEF , 229: FOKEF+C , 7-HM
SO POKEP+U, 168 POKEF+U+C , T-M: FOEEP+2 , 231
t POKEF+2+C , 7-M:NEXTN ,H

BB SYSFLIS: =1z ¥=—2&1 EY=7724+INT{Z5=RND (B
1haYR=XY

A5 FORM=T7F49TU/972: POKEN+C , 32 PDKEN 5Pz NE
T

7@ POKE1@@H,18: POEETTSY, 1 20: POKETTEM, 129
: POKE7TT41, 120: 5YEB28

B@ IFPEEK (197)=53AND (FEEK (27137 )ANDSF) TH
EnMEA

BS FOKEBO1@+L 5P

0 FORT=ITOBE:NEXT

LB@ P=FEEEK(X¥]: IFFP=EF THENFIOEEY X ,SF: PFDEEX
Y,EI:PHKFIV+E,21?K—NT=H?=¥V+I+Y=GDTD9E
118 IFF>159THEMN1S@

120 IFP=119THEMFPOKEYYX ,5F: POKEYX+C,3: L=l
U DML = (L @) BOTOZ8 , &8

158 HﬂKESTTAEEIFP‘LEZTHENF=—£:I?-!Y*I+l:
POKES, Z: GOTO1 2@

140 Y=-¥:X¥Y=XY¥Y+Y+¥:FOKES,I:60T0D188

158 A=PEEE {XY+C)ANDT:POKES, l48+8rAz W=EY+
(F=231)—(P=22F)

148 POKEM ,SF: POKEN—LU , 5F POKEW+U, 3F: SC=50
+A: PRINTASSE : NB=NB+L: ONU- (HE=38) GUTO14@
I

17@ HI=SC:FORN=L1TO4@: POKES , 2Z18+N :PRINT"
CHOME J L DO 1 CDOWMI [DOWNN 1 LR0WN ] [ DOWN ] [TOW
MICDDWMNILDOWN ] CDORIN Y T CHDWET [ D0 ] COOWM D LD
OWNICDOWNMIEDOWNICLEFTICLEFTILLEFTILLEFT]
CLEFTICLEFTIILEFTIILEFTILREDIHL" 3 : FORT=1
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TOZB: NEXT

188 FPOKES R:PRINT*[LEFTI(LEFTILBLUE]
FORT=1TO1@:NEXTT ,N: RETLURN

288 FDKESZ,28:POKESLH, 28: POKESLSR, 128: POEE
36878, 15y POKESLEBTR 25 POKEST 139 ,8

Z81 FRINT™ [REDILs BIls Blls BILGREEM)]
BLOCKBUSTERLREDILs R1is Bils @I1":PRINT"L
DOWMILRIGHT ILRIGHT ILRIGHT JLRIGHT ILALGHT 1
[RIGHT JCRIGHTICRIGHT ILRIGHTILRIGHT JUSE ™ &
FRINTY CDOWNILRIGHT JERIGHT ICRIGHTILRIGHT ]
CRIGHTICRIGHT JCRIGHTILRIGHT JCRYSON] [LCYAN
IALRVEOFF] [REDIAND [RVSINILCYANIL"

Z@Z PRINT"LDOWNICRIBHTICRIBHTIIRIBHTICRI
GHTILREDION KEYBOARD OR": PRINT“LDOWNILRI
BHTILRIGHTICRIGHTICRIGHTILRIGHTICRIGHT II
RIGHTIJIOYET ICK . *

204 PRINT"LDOMMI[(RIBGHTICRIBHTIIRIGHT 1CRI
GHTILRIGHT 1[GREENIBLOCK VALUESLDOWNI™:FO
RN=ZTO7: FOKE&4& Nz FRINT* CRVBOMIL: B
[c MIIRVSOFFI1"MN, :MEXT

Z03 INPLIT™C DWW CDOWNN ] CBLUE TBaLL
—1@@"; BS: IFBS< 10RBS » 1A@THENZ@S
Z1iB PRINTICLEAR ]z XY=z Yi=0: X =0: ¥={: =0
i C=3872@1U~1 3 EP=321 B=34687&: I=0: Ad="[LUPIL
LEFTIILEFTIILEFTILLEFTICLEFTI"

Z15 FORN=B28TOFZ27: READX : FOKEM, X2 NEX 1

220 FORN=T 1 &BTO7477: POKEM, 5P NEXT : FOKESA
Bada 1@ POKE TLEA5 , 1 7T POIKERSSRAEL , 26 POKESAS
67,154

230 FORN=T1Y73TO/Y735TEF24: FOKEN, 182: FORKE
N+U, 132 POKEC+M ,@: POEEC+U+M, B: NEXT

288 FURMN=716B8TO7 1931 POKEN , 184 FOKEC+M , B
POKESASHN, 1 1T POKES1526+N, B: NEX T: RETURN
2485 DATALZA, 169,735,141 ,20, 5,149 5, 141,21
3,088,956

250 DATALLE,177,174,240,35,2498,23,16%,16,
44,177,145, 240,84 192 17,208,148 202,169 32
268 DATAIST 16,31 1489, 128,157 15,31, 76,1
8L, By 192,21 240,12, 169,127,141 34 ,145,14
9,128

278 DATA44,32, 145, 48,15,274,21 14,11 ,232
w169 B2, 107, 12,31 , 149,129, 157 ,15,31,1&9,
233,141

ZH@® DATAZA, 145 142, 248,3,74,191 ,2548

2790 DATALZA, 169,191,141 ,20,3,1567,234, 141
21,3 88,94 '

SFEED 1
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THE ARCADE WINNERS

U.S. Gold is stocked by
/Ao (F25)) LT, WILDINGS
/ Vi N, WOOLWORTH, WHSMITH,

i

Rumbelows

and Spectrum Shops 'l

= You control ihe turbo charged race
carfhydro spy boat. i

* You conlrol a deadly arsenal of
missiles, machine guns, oll slicks and
smoke screens.

* Sophisticated spy-challenging
graphics.
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OUR £800

! GREAT RACE

Whaddya think of this issue's cover,
eh? Here at PCG we reckon it’s pretly
hot stuff — and so it should be, it cost
every penny of £800.

What’s more, it was done by the
legendary Chris Foss, whose artwork
adurmns the covers of Isaac Asimov's
paperbacks and who is well known for
his superb paintings of deep space and
exotic, futuristic civilisations.

Now — just get this . . . Chris Foss's
original painting, inspired by Legend's
new mega-game, The Great Space Race
and featured on the cover, could soon
be hanging in YOUR bedroom. In this
cxclusive competition we're offering
you the chance to win this valuable and
unusual work of art, not to mention 25
copies of The Great Space Race for
rUNNErs-up.

Whether you hang it in your room,
dangle it from your bedroom door, or
just prop it up against the wall, this is a
prize worth taking great care of It's
already a valuable work of art and as the
years go by it is almost certain to become
a much-sought-after collector’s item.
And, of course, your friends will go
positively green with envy when they
see it hanging on your wall!

As for the 25 runners-up, each will
receive a free copy of Legend's new
block-buster for either the Spectrum
48K or the Commodore 64 worth
£14.99. The 64 version has yet to be

PAINTING!

released, but if you have a 64 and are
among the winners, a copy will be sent
to you as soon as the game hits the
streets.

So, what do you have to do? It
couldn’t be easier ... Looking at Chris
Foss's painting set us thinking and we
reckon there must be a whole load of
PCG readers who are pretty hot with
pencils. We'd like to see you send us a
drawing of the ship you'd like to enter
for the Great Space Race. Let your
imagination run riot, grab a clean sheet
of paper, and get that drawing in the
post to us as soon as possible (and not
later than 21st February).

The first prize will be awarded to the
reader who submits the most exciting
and most original drawing. The winning
entry will be printed in the magazine
together with a list of the runners-up.
You don’t have to be a Rembrandt —
we're looking for a drawing that shows
imagination and originality, not just
technical expertise.

One last thing — when you send in
your entry, make sure it’s securely pack-
ed and isn’t likely to be bent or crushed
in the post.

Send your drawing to: The Great
Space Race Competition, Personal
Computer Games, Evelyn House, 62
Oxford Street, London W1A 2ZHG.
Don't forget, the deadline for all entries
is 21st February.

THE GREAT SPACE RACE

Valhalla was voted Game of the Year in the VNU/Sunday Times Micro Awards 1983
because of its innovative animation technigues, which allowed you to watch characiers on

the screen act out your instructions.

Now, in The Great Space Race, Legend have abandoned the adventure/quest game and
come up with a program with far more arcade elements.

The object of the game is to win the Greal Race in competition with other characters and
hazards controlled by the computer. The race itself centres around the galaxy’s urgent need
to be supplied with the exotic drink Natol, a drink that not only gets you totally legless, but
also leaves you without a hangover, deliriously happy, and 100% nutritionally satisfied.

Naturally, there’s a large demand for Natof and you must ferry it across the universe to 96
thirsty space-stations. Your score is assessed on the basis of the number of siations you've

managed to visit and the total time taken.

Like Valhalla, if you're feeling lazy you can just sit hack and watch the game play itself.
There's a ‘cinemascope’ graphics window which shows you what's happening (including
other characters with full facial animation) as well as a scrolling text window underneath

for reports on the state of play.

All inputs are by single-key presses and at the beginning of the game you get to choose
four seasoned mercenaries to help you in your task. On your delivery rounds you'll have
pirates, a corrupt interplanetary police force, space-wrecks and all manner of other

hazards to contend with.

Legend claim that this game represents a great step forward in the idea of the ‘compuier

movie', and if you're lucky a free copy will soon be landing on your door-mat.

A%
&4
¥
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Competition

Here's what you have to do ... If you
read our 1985 Diary in the last issue,
you'll have noticed that we predicted

(with absolutely no evidence, of course) F EA s I o F F RE E
that during 1985 Sainsbury's would
release a game called Wally's Trolly. All
we want you to do is think of three
different well known organisations,
groups, or institutions (anything from
Marks and Spencers to Tottenham
Hotspur) and suggest one title for a
game released by each one.
The 25 readers who send in the most
amusing and original suggestions will
soon hear the postman knocking at
their door. We'll print the names and a
selection of the winning entries in a
future issue of the magazine. .

looking for: Sainsbury's - Wally's Trol-

Iy; National Coal Board — Manic Mac-

Gregor, N.U.M. — Pitstop... Geddit?! Here’s your chance to blast your way into 1985 with a whole range of great games
Couldn’t be easier, so get those entry for your micro. In conjunction with Firebird we're offering 25 lucky readers the
forms filled in and the best of luck! chance to walk away with ALL the Firebird games for their machine.

L or JOYSTICK

KEY THE BRICKY

=(RE

The Firebird range

— Em— — e e ——

|_ Firebird have 23 games in their catalogue with titles available for the Spectrum 16/48K,
EI"'F" Form CBM 64, BBC B, and Vic 20 computers. Buggy Blast, recently released on the Spectrum,
was a PCG hit in our January issue and Booty (for the Spectrum and 64) is also doing well in
the charts. Other Firebird games, including the brilliant GoGo the Ghost, are reviewed in
BBV OS8L oviivonisinraiinisisssininininsssnsmninin this month’s PCG Special.
| | Here's a complete list of the Firebird titles, arranged according to the machines they're
available for, so you can see just what you’ll be getting if you find your name amongst the
| My suggestions for the three orga- ‘ prize-winners:

------------------------------------------------------

nisations and their games are: SPECTRUM 16K
L Run Baby Run, Menace, Terra Force, Crazy Caverns

l ---------------------------------------------------- SPECTRUM 43}{

r - e e e | The Wild Bunch, Viking Raiders, Mr Freeze, Exodus, Booty, Byte Bitten, Buggy Blast, + all
16K games as above.

ra ..................... B P e e | COMMODORE 64

My computer is (circle 1 only): Spec- %’Egﬁ the Ghost, Mr Freeze, Exodus, Booty, Headache, Zulu, Demons of Topaz
i trum 16K, Spectrum 48K, Commodore | Estra, The Hacker, Bird Strike, Gold Digger, Duck!, Acid Drops

- VIC 20

E ¢ Ec !'_‘.hc.iﬂ" S T L R J Snake Bite (Unexpanded), Mickey the Bricky (Unexpanded)
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dre youbrave enough
to enter the savage worlod

of mighty Conan?

You've experienced his
barbaric world in movies,
novels and comics. Now Conan
is ready to spring to life in
your home.

So flex your muscles and
prepare to do battle,

Your mission is to slay Conan's
wicked rival and bring home a
bounty of gems. Blocking your
way are fire-breathing dragons,

isonous scorpions, vicious

ats and other deadly
adversaries.

If that wasn't enough, you also
have to fight your way through
dark caves and dangerous
dungeons, while looking out for
mysterious creatures waiting
their moment to attack!

Commodore 64/
Atari Disk
Commeodore 64/
Atari Cassette

THE LEGENDARY

RRUCE LE

® Twenty Secret Chambers ® Dazzling Graphics
® Unique Multiple Player Options
Spectrum 48K £7.95
Commodore 64 Cassette £9.95
Commodore 64 Disk £14.95
Atari Disk/Cassette £14.95
1.5, Gold Limited, Unit 10,

Parkway Industrial Centre, Heneage Street,
Birmingham B7 4LY. Tel: 021-359 3020.

tradmmank of Uatise. jmc

ke math of Natasaift, . 1984
£ L Comam Troparbes. toe. Craan ind e disterine
T s Cheeread ape the trademaske cf CRL
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Acry of national outrage!
Poor Monty banished to a life
amongst murderers, arsonists,
the lowest of the low. Fear not
— this Mole is innocent and plans
are in hand to rescue your
Superhernp,

Who is the mysterious masked rodent willing to
challenge death for his life-long friend? What are the
evil forces working in Scudmore Prison? To find out get

Gremlin Graphics,

1 EEEE ] Alpha House, your copy NOW.
3 - J0CarverSireet, AVAILABLE AT ALL GOOD
71} &  Sheffield S1 4Fs

8.

Tel [UT"-'IEI 153423' SOFIWARE DEALERS




'THERE'S SOMETHING NASTY
SIDE YOUR 64

alll

7

protecting your home areas from the
mmrunasg_ 85, An allen round every corner, a
horror under every byte.

Travel the wires, finger on the button In a
line ‘'em up, shoot 'em down extravaganza as
you not only attempt to outmatch your
computer but its wierd collection of
Inhablitants as well,

Engage in an amazing battle encounter with
the evilest creatures of the clrcultworld, as
you patrol the full size microprocessor board,

Alligata Software Ltd
1 Orange Street, Sheffield 51 4DW
- Tel: (0742) 755796

S 5end for full colour product brachure
¥4 (enclose a stamp)
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CBM 64 (Mastertronic, £1.99)

Stunning graphics for a cheapo game.
You blast off in a space-craft to one of
four planets where you have to pick up a
number of nuclear pods. This involves
manoeuvring the craft very delicately
until it’s close enough to activate a
tractor beam.

Accidental contact with the planet
terrain is fatal and so is being hit by a
regularly passing flying saucer or by the
slow-firing planet defence guns. The
game has a greal feel to it because of the
way the craft is controlled — rotate left,
rotate right and thrust, as in Asteroids
or Lunar Lander. There are also some
cool sound effects.

Each of the planets and the home base
consist of a scrolling, wrap-around sce-
nario. The planets include caverns,
some of which are very tricky

Should you clear all four, you get to
try the final stage which is an even more
difficult cavern from which a fusion core
must be picked up. It had my pulse
racing, that bit. If you make it, level two
is the same except with negative gravity,
making it harder still.

Verdict: Knockout.
Value for money: 9

CHEAPO

Chris Anderson samples the huge pile of low-cost tapq

Imagine a game containing 150 very difficult screens to be conquered and
mapped out. Suppose each screen offers attractive, smooth graphics and
exciting sound effects. Now suppose the game is on the market for £2.50.
A bargain? Dead right. What's more the game exists. It's called Go Go the
Ghost, it's released by Firebird for the Commodore 64, and it's just one of
the programs we’'ve unearthed which disprove the claim that all budget
games are junk.

Mind you, you have to be incredibly careful shopping in the sub £3 price
range. Many of the titles on offer are state of the art 1982, They offer
about as much lasting interest as the Daily Mirror quick crossword. Frankly
four or five of them wouldn’t be a patch on a decent standard price game.
But there are also a large number of straightforward, simple, competent
games which, until recently, software houses were selling for at least o
fiver. And just occasionally you find a gem of o game which even a stinking
rich games freak can’t afford to turn up his nose at.

n

crea

® GoGo f'rupg.'rhl'nugh-:l tricky s

GO GO THE GHOST

lect which restore power as well as grant

elPICIGIs[HII[ Ty PICIG[H[I[TygPICIG

CBM 64 (Firebird, £2.50)

This one will spook the opposition for

sure — it's & howling success, one which
most software houses would be proud to
scll at around the £7 mark. It was
written by a Swede which means that
whenever Go Go gives up the ghost he
cmits a speech bubble saying ‘Fjup!
Swedish for ‘Zap!’

In fact, there's an awful lot of fjupping
because the game is ghoulishly mean. In
each of the 150 screens you have to go
go round various obstacles to one of the
exits, possibly flicking switches or pick-
ing up keys on the way. A large number
of dastardly creatures obstruct you, fore-
ing vou 1o resort to an mmvisibility spell.
This drains your power at a disspiriting
rate, although there are objects to col-

cxtra time, lives or points.

This is a full-featured arcade-ad-
venture which could have you entr-
anced for weeks. Just remember — vou
first read about it in PCG.

Verdict: Go go get it.
Value for money: 9

o [HI[ T pPICIGe]H[I[ TykyPICIC

 COMMODORE 64 JOYSTICK ONLY
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PCG Special

G A NI SSTHE PCG VERDICT

‘dn the shops and discovers a few cracking bargains

CHILLER

CBM 64 (Mastertronics, £1.99)
We've alrcady reviewed this one — a
surprisingly good platform game based
on the Michael Jackson video. There are
tive very different screens, and some
good background music.

Verdict: It's a thriller.

Value for money: 8

BOOTY

CBM 64 Spectrum 48K (Firebird,
£2.50)

Reviewed in our November issue, this is
another cracking bargain with 20 linked
screens of platforms and some nowvel
game ideas.

Verdict: Bootiful.

Value for money: 8

should take some little while Lo solve.
Pretty graphics, worthy of a princess,

including a very cute knight. Some of

the platform screens seem a bit unplay

able, and yvou're bound to lose energy by

contacting nasties. But still an amazing

title for the money.

Verdict: Mastertronic magic.

Value for money: 9

SHUTTLE SHOCK

Spectrum 48K (Software Projects,
£1.99)

What a shock! A platform game with a
difference. The difference is angular
teleporting. To move up yvou don't jump,
yvou teleport in an upward diagonal line.
With a bit of skill you end up on a
platform and not in mid-air.

pletion, heart-breaking when it gets
blown to smithereens. The action
doesn't alter too much on later sereens
but it does get VERY tough.

Verdict: Great fun.

Value for money: 7

ACID DROPS
BBC B (Firebird, £2.50)

Hit the fire button and blast the nasties,
but watch out for the acid which starts
to drip out of the tank at the top of the
screen. It kills yvou on contact — and it
turns the nasties into nastier nasties.
Survive long enough and a gate opens,
allowing you an exciting fast ride
through a maze into the next level.
Verdict; Spiffing stuff.

Value for money: 7

i DOBJECTS i
£ S6.16 |

STRENGTH ||

FINDERS KEEPERS
Spectrum 48K (Mastertronic, £1.99)

The dramatic improvement in Master
tronic litles continues with this spark.
ling arcade adventure,

Make your way through 25 screens of
platform action, plus two large four-way
scrolling mazes, in search of precious
objects. Some are just lying around,
others must be obtained by trading. And
certain combinations of objects (which
you have to work out) merge to produce
more valuable ones (eg. philosopher’s
stone + bar of lead = bar of gold).

Can you earn enough money to buy
the King's daughter the special birthday
present she wants? Or will you simply
try to make yourself a fortune and then
escape from the castle? Either way the
game requires a certain amount of
thought as well as arcade skills, and

Then there are the lifts which either
drop you down safely. or shoot you
sideways. They make moving about the
screens great fun.

Aparl from that the screens and nas-
ties are in the Marpie Miner genre and
are really very good. Solving them is
challenging and fun. The only drawback
is there are just 10 screens and it may not
take more than a week or lwo lo get
through them all.

Verdict: Lemme ‘ave another go.
Value for money: 7

ESTRA
BBC B (Firebird, £2.50)

You collect some 30 fragments to form a
statue at the centre of the screen. But
there are five different alien specics to
avoid, each behaving quite differently.
Great to see your statue nearing com-

S DRrER

L L F S e

@ Acid dreps burning through

THE HACKER

BBC B (Firebird, £2.50)

A very competent platform game. The
all leaping action isn’t much lower in
standard than in hit titles such as Blag-
ger and Mineshaft. And although there
are only 12 screens, instead of 20 or 30,
you might just find that's all you're likely
to get through.

Verdict: Manic fun.

Value for money: 7

EXODUS
CBM 64 (Firebird, £2.50)

Enjoyable shoot-"em-up based (loosely)
on the arcade game Tempest. Shoot
monsters coming out of a pit, but avoid
hitting the potatoes. Nice opening
MUusic,

Verdict: Good blasting.

Value for money: 6

FRED'S FAN FACTORY

Spectrum 48K (Software Projects,
£1.97)

Novel game idea in which you have to
turn fans on and off to blow balloons
safely through a hazard-filled platform
network.

Verdict: Fun for a while.

Value for money: 5
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HITMAN
Spectrum 48K
World, £1.99)

Track down and shoot a series of killer
agents. One or two reasonable still
graphics, otherwise tedious rubbish, de-
spite separate 48K instruction program!
Verdict: Another Scorpio sting.

Value for money: 3

BEEBUL

Spectrum (Scorpio Games World,
£1.99)

Work your way down through a series of
plalforms, avoiding oscillating mons-
ters,

Verdict: Not enough to it

Value for money: 4

Games

(Scorpio

NUKE LEAR
Spectrum 48K (Charlie Charlie
Sugar, £1.99)

Simple panic game in which you try to
divert a series of rolling barrels down the
right channels.

Verdict: Stay Nuke Lear free.

@ Hitman — choose your weapon

COPTER

Spectrum 48K (Omega, £1.99)

Fly a tiny helicopter round a blank
screen, blasting other tiny helicopters.
Yerdict: Don't bother.

Value for money: 2

CALIFORNIA GOLDRUSH
CBM 64 (Software Projects, £1.99)

Move completely round boxes to create
vold. Avoid Indians, or block their paths
with dynamite. Average graphics and
sound.

Verdict: Mediocre.

GOLD DIGGER

BBC B (Firebird, £2.50)
Rather poor variant of Dig Dug.
Verdict: Bury it

Value for money: 4
CHALLENGER

CBM 64 (Mastertronics, £1.99)

Action based on the first section of
Skramble. ;

Verdict: Unchallenging.
Value for money: 3

WIZARD'S WARRIOR
Spectrum 48K  (Mastertronics,
£1.99)

Multi-screen maze game with poor, jer-
ky graphics.

Verdict: Yawnp.

Value for money: 2

BYTE-BITTEN

Spectrum 48K (Firebird, £2.50)
Two-part game — make your way round
a maze to find an object and you get to
play Sea Wolf. a horizontally scrolling
shoot-'em-up set over a fleet of ships,
Verdict: Forget the maze part.

Value for money: 3 Value for money: 3 Value for money: 4
CRAZY CAVERNS

* BIRD STRIKE
il The names behind the games [riur
Piish [‘l.l];E'S .inm o The number of companies flogging Vic 20, received a reasonable review EE-ED}

huge, colourful mouth
while avoiding ‘crazy
crashers'. Interesting
tactics and 10 diffe-
Tent screens.

Verdict: Good lor
16K.

Value for money: 6

MOONLIGHTER

Spectrum

(Software Projects,
£1.99)

Variant on Pengo.
Push boxes around a
warehouse and avoid
tennis  balls.  Nice
music,

Verdict:
play it.

Value for money: 4

Couldn’t

48K

cheapo games have ballooned in the
last few months. First of all were
Mastertronics whose launch of £1.99
games back in April sent shock-
waves through the industry. Howey-
er, their initial range of titles was
pretty dire, and since then they've cut
back on their number of releases in a
partly successful efforl to increase
quality.

Pulsonic were another early con-
tender and the less said aboul them
the better. When PCG reviewed five
of their first releases only one got an
overall rating ahove three — and that
was taking into account the £2.99
price. If they've released anthing bet-
ter since we haven't seenit.

Then there are the Greek letter
ranges, Gamma and Omega. One
Omega title, Battle Ground for the

in our December issue, but apart
from that we haven’t seen anything
good from either range. And some of
the titles were appalling.

Two bigger names have entered the
fray more recently. There's Firebird,
backed by the massive resources of
British (anyone want my shares?)
Telecom who are putting out a ‘silver
range’ of games at £2.50.

Then there's Software Projects
whose ‘Super Saver’ titles now sell at
just £1.99. Both of these companies
have managed to avoid releasing
truly awful games, but nevertheless
the bulk of both their ranges is
unexceptional.

Cheetahsoft are the latest to try
their luck, having just cut the price of
all their titles to £1.99. Well, they
were certainly overpriced before.

Shoot pigeons to add
notes to a tune. Trou-
ble is thesc aircraft
keep getting in the
way.
Verdict:
but simple.
Value for money: 5

Enjoyable

FLIP FLAP
Spectrum 48K

(Software Projects,
£1.99)

Fine simulation of pin
ball with plenty of
different machines to
try out. But is pinball
any fun on a micro?
Verdict: No.

Value for money: 3

RUNBABY RUN
Spectrum 16/48K (Firebird, £2.50)

Very difficult game in which you
attempt to trick pursuing cars into
crashing into each other. Poor graphics,
but several different road layouts.
Verdict: Frustrating.

Value for money: 3

pAlLD
CBM 64 (Firebird, £2.50)

Simple Pac Man based game with 25
connected mazes. You collect masks
and avoid warriors. Hitting cauldrons
makes the maze invisible.

Verdict: Preferred the movie.

Value for money: 5

ASTRAL ATTACK

CBM 64 (Omega, £1.99)

Move a cursor over descending shells to
protect your cities.

Verdict: Prettly, but boring.
Value for money: 3

REVENGE OF THE QUADRA
Vic 20 + 8K (Software Projects,
£1.99)

Fast, violent, noisy shoot-"em-up in the
best Vic traditions. Your space ship
shuttles left/right at the bottom of the
screen and you hammer the aliens,
Verdict: A good, old-fashioned BLAST.
Value for money: 6

TOMB OF AKENATEN
Spectrum 48K (Charlie Charlie
Sugar, £1.99)

Written mostly in Basic. Jerk your way
through an uninteresting labyrinth.
Verdict: Graveyard material.

Value for money: 1

VAMPIRE KILLER
Spectrum 48K (Scorpio Games,
£1.99)

Tedious treasure collection game, writ-
ten mostly in Basic and featuring jerky
slow movement.

Verdict: Bloodsucker.

Value for money: 2
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his pawerful half-
volley rattles the cross-
bar, the ball returms,

Match Day Is no orginany
spccer game. Blistering 3-D
action, total animation and
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o automatic camera scan floating menacingly
% are just some of the above the
intricate technigues
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BURVIVOR Search the haunted rooms of Deadstone Abbey for the untold treasures left from years gone by. However, as you help
Angus around the ancient building beware of the evil spirits who will chase Angus wherever he goes,. All he has to defend himself is
his trusty gun and porcupine bombs. Luckily for Angus there are various objects lying around the Abbey such as ammunition, money
bags, and bottles of life giving elixir. There are 1008 various rooms all presented in remarkably clear and colourful graphics with

beautifully smooth scrolling screens. Ahead lies & terrifying challenge for Angus and its up to you to help him. Are you the sole
survivor!

AMSTRAD £7.85

HOUSE OF USHER Enter the House of Usher at your own risk, as you may never leave again. However, onceinsidethere is a choice
of nine rooms to select. Behind each'door is a totally different action packed arcade game, each of which are certain to strain your

nerves to the limit. If you manage to get through these nine rooms another two secret rooms {x and y) will appear, but beware the evil
powers of the House of Usher.

AMSTRAD £7.85

FLIGHTPATH FlightPathis without doubt the best flight simulator on the C/16and Amstrad. The many elaborate features include;
Altometer, flaps, directional headings, crosswinds, fires, ground warning lights and reverse thrust to name but a few. Al=o included
are smooth graphics as you take off, cruise over mountains, and land once again.

AMSTRAD £6.85

3DTIME TREK Assole survivor of the planet “Corillian” your quest is one of angerandrevenge. Thestarship you areflying is full of
the latest inboard computers and extra powerful sensors. Also included are full 3D graphies, to add unbalievable realism to this
fantastic journey through time itself, and beyond.

AMSTRAD £7.95

MOON BUGGY You must skillfully manoeuvre your jumping patrol vehicle over dangerous moon craters as wellas large boulders

and cunningly placed mines. Not only this but avoid the hovering alien spaceship as it bombards you from above,
AMSTRAD g£7.85

Mail Order: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT SALES HORLEY 02934 8083 Payment by: P.O. - ACCESS - VISA



the all-conquering QuasimodoN
)y leaps back into action
i on another breathtaking
i\ epic with Esmerelda!
: Another superb
fl Ocean extravanganza!

Ocean House |
6 Central Street
Manchester M2 SNS B
Tel 061 8326633 ™

Ocean Software is available from selected branches of WOOLWORTH, W HSMITH "4,
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ADVENTUREWORLD

The White Wizard’'s words of wisdom for adventure lovers

NOW. . .CUT PRICE ADVENTURES

ttention  please, penniless
adventurers and apprentice
‘Enchanters on low pay, this
month sees the beginning of a
revolution in adventure software prices,

Mastertronics, who have already put
the cat among the pigeons with their
budget-priced games in the arcade mar-
ket, are launching a new label ‘Master
Adventurer’. Their first release, Se-Kaa
of Assiah, offers 170 illustrated loca-
tions and ‘full sentence analysis’ in two
458K programs for the mind-blowing
price of £2.99! On hearing this news, the
White Wizard immediately despatched
obedient dwarves to sccure a copy of the
program.

Hmmm . . . Well, the first thing to
point out is that just because a program
offers ‘full sentence analysis' doesn't
mean it's going to be any better at
understanding what you type in. After
all, ‘Examine book’ is a ‘full sentence’,
50 most games fall into this category.

In fact, Se-Kaa of

— although there's a lot to look at, there
isn't much to find. Unfortunately,
although initially  attractive, the
graphics are rather repetitive and don't
contribute much to the game. Even
more scrious s the fact that you can't
save your position without gquitting the
game.

Mastervision, alias Mastertronics, are
to be congratulated for bringing out

g T}
MADAPE LES .
Exits. SITH
E‘EJ.'EH—H""WM’E

:—KTEL'LEH-FI Topo TH

——fELL M AT TO bO T W

® Spidermanic action

these cheap label games. For people on
a budget, Se-Kaa will be a useful purch-
ase, but don't expect too much and be
prepared to spend more on something
else if you want a really good game.

in Senrdl of Angels

Mastertronics haven't
got the budget end of the
market all to themselves,
however. A company cal-
j led 8th Day Software are
currently bringing out a
range of adventures at
the very attractive price
of £1.75 each.

The company current-
ly have around six games in their cata-
logue, labelled from ‘beginner’s game’
up to ‘advanced difficulty’. I haven't had
time to try them all, bul | did enjoy In
Search of Angels. Like the rest of the
8th Day range, this is a Quilled adven-
ture, text-only, and with

Assiah only checks the
first three lelters of each
word you type in and
doesn't have a very
large vocabulary. Furth-
ermore, it isn’t at all help-
ful when you get it
wrong, saying merely ‘Try
something else’ or ‘That
will get you nowhere’.
Combine these two facts
and you'll find that what
puzzles there arc become
fiendishly difficult.

The aim of the game,
which comes in two
parts, is first to collect
three lependary treasures
and then, in the second
part, to restore them to
their proper resting
places. The program is
mostly written in Basic
and is slightly slow in

Every location has
graphics and without
these the game would be
pretty dire since most
locations don't have any-
thing EXCEPT graphics

Gl b iy, Pa

i 1 : '..:-__. | -' I.I = g - _‘E J": : A i
responding to  the entering the wrong tac-
keyboard. . P A ADI E tics will send you and

some original touches,

I'm sorry to see that
fth Day haven't given
Gilsoft much credit for
their use of the Quill. In
fact, there doesn't seem
to be any mention of it at
all on the casscttes or in
the programs. Naughty,
naughty - you may be|
selling your games for
£1.75., but the only
reason you can afford to
do so, 1 suspect, is be-
cause Gilsoft have done
most of the hard work, so
why not give them a bhit
more credit?

Back to In Search of
Angels, which sends you
on an international
chase after enemy agents.
Original sequences in-
clude a ‘car chase’, where

your specially-equipped
auto to thc graveyard.
You will also have to
keep on the right side of
your secret service boss,
not to mention the mem-
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Adventureworld

e

bers of the ‘other side’.

Despite a certain similarity of appear-
ance due to the use of the Quill and the
limitations of the Gilsoft interpreter,
these games are really excellent value. In
fact, the White Wizard reckons that
they're substantially better value than
the Mastervision offering reviewed
above, but they are, of course, text-anly.

Still, in these hard times it has to he
hats off to both Mastertronics and 8th
Day for lowening software prices.

Meanwhile, back in

¥ the £8-£10 range, Adven-
{ ture International have
P ' just released Spiderman,
77 W Scott Adams' latest Mar-

Y HM| great success - how does

Spiderman shape up?

5 2l  Well, there's no doubt
about it, the wispy-bearded man from
Florida has done it again. To my mind,
Spiderman is even better than The
Hulk. The graphics are excellent, of
course, but this time the game is set in
more Earthlike surroundings, though
the characters vou come across look as
if they've come straight out of a comic,
which of course they have. The game's
available on five machines, but only
Spectrum and '64 owners get the
graphics. Ahwell... ..

As you explore the sky-scraper in
which vou appear to be temporarly
imprisoned, you'll encounter such oddi-
ties as Sandman (that’s right, vou're
standing on him - Ouch!) and Hydro-
man, who's really rather wet. You'll
have fun messing about with deadly
chemicals, consulting Madam Web, or
fighting it out with the Lizard.

The game is different from Scott's
earlier adventures in that it is no longer
limited to simple verb/noun input, but
will accept complex sentences. This
means you can ‘Talk to Madam Web', for
example, and string commands logether
using commas or the word ‘then’.

Once again you must collect bio-gems
and outwit your adversaries, and ves,
there’s another Natter Energy Egg to be
dealt with (don't try eating THIS one!).
The game is initially somewhat easier
than The Hulk, but rapidly becomes
very challenging. The White Wizard is
currently deeply involved and urges
other adventurers to join him.

Forest at the World's End

. these cheap
| programs coming out,
the White Wizard is be-

'| ginning to have grave
doubts about some of the
games that software

companies ask us to pay

for. The trouble is that

4 these programs don’t al-
ways come from tiny

software houses who may not know any
better — some of them come from com-
panies who definitely SHOULD know
better... Like Interceptor Software, for
example. Last month, | gave a reasonaby
favourable notice of Jewels of Babylon,
on the grounds that I'd found one or two
of the puzzles pretty difficult to crack. At
least the game had me stumped — but
shortly after plaving Jewels | loaded up
their earlier game Forest at the World's
End (just released for the Amstrad) and
...oh dear.

Despite having a reasonable number
of locations, Forest at the World's End
kept me busy for no longer than three
hours — at the outside (1 wasn't watching
the hourglass, so 1 can’'t be too exact
about the time — three hours is gener-
ous). Despite occasionally being killed
at random by flying lizards, there was
nothing challenging about the game,
and some very beautiful graphics did
nothing to conceal the fact that most of
the locations were described in one brief
sentence and contained little of interest.

The game has you setting off on a
not-very-long trek eastwards to rescue a
Princess from a Wicked Wizard. After
solving a few simple puzeles, you con-
front the wizard, type ‘Kill Wizard' and
find — to your dismay — that you have
cracked the game. Not, I think, £6.00
worth of entertainment (or even £5.50
worth if you've got a Spectrum).

Naughty, naughty Interceptor. Was it
really you who gave us Heroes of Karn?
Let's hope your next offering has a bit
more substance.

Salvage

Sumlock aren't a cor

"” '-|||91ﬂ| pany that one normally

m associates with adven-
F— 8 tures, so the White

y Wizard loaded up their
P "",! game Salvage for the

> Commodore 64 with
e preat interest.

The plot is certainly an
M intriguing one - whilst
carrying on salvage operations in outer
space you teleport yourself on-board an
abandoned convict shuttle, which,
being a convict shuttle, won't let you
leave again without cracking the code in
Its computer.

The game mixes text and graphicson a
split screen, with a picture for every
location. The graphics are quite good
and draw almost instantly. One very
interesting innovation is the inclusion of
a ‘note-pad’ panel, which you can use to
jot down notes during the game. Enter-
ing ‘Note’ followed by a number, word,
or whatever you wanl lo remember,
transfers your input to the noticeboard
where it remains until the end.

An excellent idea. Sumlock, and 1
hope other programmers pick up on it.

The rest of the game, however, doesn't
quite live up to the ingenuity of the
display. To start with there are only 25
locations, one of which doesn’t really

count because you die aulomatically
every time you enter it. With only 15 |
objects or thereabouts, the game is
rather imited in scope.

The White Wizard completed this
entire game, minus the last two loca
tions, in under an hour, which doesn't
say much for lasting interest. The last
two locations did have me flummoxed,
however, though whether they alone
can keep vou busy for long enough to
justify the £6.50 price tag 1 very much
doubt.

So, another month’s pocket money
down the drain, and not really much to
show for it. Still, it's nice to see Sumlock
cntering the adventure arena — let's
hope next time they hring us something
worth buying.

Now, dear readers, let
| us take time off for this
- | month’s horror script,
ST featuring the White
| Wizard's encounter with
Catacombs from Anirog
.| for the Commodore 64. ..
Actl. Scenel,

Enter  the White

Wizard, with new Amnir-

og game

WW By the whiskers of Nebuchad-
nezzar, 4 game from Anirog — this
should be interesting!

Enter a soothsayer .. .

SS Beware of that game, O White
Wizard!
wWw off, you odious know-all
and bring me a bottle of Pipistrelle '56.

Exit soothsayer, mumbling curses
WW Let's see.... Decide which role —
either Duke the warrior or Oswich the
witch. Hmmm ... Duke seems more
suited to my ruggedly handsome physi-
que ...

Loud laughter from offstage
WW  Waiching screen, game now
loaded. Hmmm ... nice graphics ... like
the way that cat moves across the screen
... Let's go south. What?? ‘That’s no
good’™?? Oh, it expects me to type 'Gos'.
Ah well ‘The door is sealed’??
Hmmm ... (The Wizard tries a few
entries) ... Let's try ‘Examine door’ ...
‘That's no good' ... “That's no good’ ...
That'snogood’.. ..

After several minutes of frustration
the White Wizard poes o the phone. ..
WW Hello ... Anirog?? ... How the
#%% do I get out of the first location, and
why does the game crash when I enter
‘Say o' and miss out the character's
name, and how can | tell whether I'm on
the right track if whenever I'm trying to
solve a problem all the computer will
say is ‘That’'s no good’ unless 1 get it
EXACTLY right?

After a brief conversation the White
Wizard returns to the keyboard and
enters ‘Break seal’.

WW  Aha! The next location. A buol-
der blocks my path! Let's try ‘Move
boulder’ ... “That's no good'. Okay, what
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about ‘Push boulder ... ‘That’s no
good’. Humph! ... ‘That's no good’ ...
*That’s no good’ ... ‘That’s no good’ ...
‘That'snogood’ ... Aaaggh!!!

The White Wizard goes back to the
phone. .
WW Hello, Anirog?? Alright, how do
I get out of the second location ...
What??! “Trace symbol’!!! How was |
supposed to guess that if all the program
will say is ‘That's no good'??? ... Ah, I
see, you're going to pul some hints on
the packaging —1 should think so, too.

The White Wizard refurns vet again
to the keyboard and enters ‘Trace
symbol’.
WW  Well at lcast that time I didn't get
‘That's no good’. Although how 1 was
supposed to know that the thing on the
wall was a symbol I don't know. Looks
like a trumpet to me ... Now, let's see . ..
A demon blocks my path ... Let's try
getting that sword ... Ooops! It's slipped
from my hand and fallen down a cre-
vice! I don’t like the look of this ... He

iries several commands. ‘That's no
good' ... ‘That's no good’ ... ‘That's no
good' ... That's no good' ... Aaaaaa-

ghhhh! I can’t bear it any longer!!

The Anirog tape is suddenly levi-
tated from the Commodore cassette
deck and vaporised. The soothsayer
enterswith a large bottle. .

88 Itoldyous...Eeeek...o...graark!

The soothsaver undergoes a hideous
fransformation and hops out of the
room croaking loudly ... The White
Wizard grabs the bottle and storms off.

Curtain.

Yes, dear readers, there are two mor-
als herc. Moral number one — when a
wizard throws a wobbly, stand well
clear. Moral number two — avoid Anir-
og's game unless you like an adventuure
that expects the most obscure inputs
and rewards all others with, ‘That'’s no
good’.

Just to put the icing on the cake, the
game also has a habit of jumping into
Basic every so often, expects you Lo use
capital letters when necessary and re-
jects input if they're absent, invites you
to speak to other characters but then
makes YOU do what you told them to
.do...and so on, and so on.

To be fair to Anirog, 1 won't include
the game in the ratings because (having
not got very far with it) 1 don't feel
qualified to do so. To be fair to you, dear
reader, I will say that | found the way the
program interaclted with the player
absolutely infuriating and in this case it
would take more than a bottle of Pipis-
trelle to get me back to the keyboard.

Serpent’s Lair

Haven't seen much for the Beeb re-
cently, so 1 was quick to load up
Serpent’s Lair from Comsoft. How 1
wish | hadn't. | don’t want to waste your
time with this, bul really, unless you're
below the age of ten you shouldn't

bother with this game. Even then vou

should think twice.

Serpent’s Lair has you travelling
round the world solving '‘puzzles’. The
vocabulary of the game is liny — far
smaller than can possibly be excused on
the basis of lack of memory space.

But wait a minute, perhaps I've got
the wrong end of the stick — perhaps this
IS a game for young children. Surely I
should give Comsoft the benefit of the
doubt? Hmm... well, if it is for children,
they're going to end up thoroughly
confused - the program doesn't check
your inputs sufficiently, and the result-
ing responses are highly misleading.

For example, if a bear asks you for a
coin (as it will do), and you happen to
have a money box, entering ‘Give
money box’ will get yvou the response
You haven't got it’, even though it
ligures larger than life in your inventory.
In fact, entering 'Give gwiry’ will get vou
exactly the same reply.

The graphics are chunky, unimagina-
tive, and repetitive. There's no sound.
There's no..At this point the White
Wizard gives up in exasperation and
passes on to the next game. Come on,
Comsoft, you can do better than this.

King Solomon's Mines

Severn Software have two new games
out for the Commodore 64, King Solo-
mon'’s Mines and Nuclear War Games.
The latter is of some interest if only
because two distributors refused to
touch it because of the title. Theyre
both graphics adventures with between
60 and 70 localions, bul despite the
topicality of War Games it was to King
Solomon’s Mines that I paid my first
visit.

This is a split-screen text/graphics
game with simple verb-noun input and
equally simple, though colourful, blocky

FIRST INTO THE White Wizard's mail-
bag was a brief note from Iain Moring. ‘I
read your review on Melbourne House's

Sherlock and rushed out to buy it. That
was yesterday. [ really don’t know what
all the fuss was about. Admittedly I
found it difficult at first, but after two or
three hours, having got into the train of
thought of the author, 1 found it easily
mastered. 1 would be glad to give any
help to anyone, anytime.’

Many thanks for your letter, lain, and
I'll include your address in next month’s
Helpline, so if therv: is anyone out there
having trouble in Victorian England,

don't despair because help isat hand.
Meanwhile, a 11umht:r of adventurers
secem to be getting to grips with another

mystery the identity of the White
Wizard himself. Anyone with even the
slightest knowledge of magical practice
must realise that the last thing a wizard
will reveal is his name, lest it be used in
dire mystic rituals designed to rob him
ol his powers.

Karth ‘Peie Ausiin’ Demonslayer
has other ideas, however, and claims to
know my real name. Sorry, Karth, if you
won't reveal your own name, you can

graphics. If you've read the excellent
book by H Rider Haggard, on which the
game is very loosely based, then you'll
known the rudiments of the plot
penetrate into darkest Africa where the
natives are anything but friendly and
bring back the goodies.

There really isn’t a lot to say about this
game. There's nothing startlingly origin-
al in it, aparl from a short real-time
sequence in which you have to escape
from some quicksand, and I think it's
possibly a bit priceyat £9 95,

The vocabulary is rather limited (“Ex-
amine’, for example, isn’t understood)
and as with Pefer Pan from Hodder and
Stoughton I reckon you're better off
with the hook. The trouble with prog-
rams like these is that they can never
match the detailed descriptions of the
vriginal.

Nuclear War Games isn't a lot better,
though it's a pound cheaper. The plol is
rather uninspiring — the NORAD com-
puter has gone berserk and is intent on
starting a nuclear fry-up. Your com-
mendable, but totally predictable, task,
is to stop it

The format is identical to King Selo
mon’s Mines, though there are fewer
locations. Both programs allow you to
carry up to five items at once, accept
simple commands, and don't display
exits unless you particularly request
them.

The graphics are quite acceptable, but
really that's about the only thing I can
say in its favour,

Meanwhile Severn Software tell me
that they're gearing up production in
order to be able to spend more time on
programming and developing more
complex games, so perhaps their future
releases will be more enjoyable,

We shall see.

hardly expect me to reveal mine! [ will,
however, say ‘Ug’ to all your mates in
the Scum Mouth Tribe of Black Orcs in
the Caves of Svenal, as requested.
Meanwhile, James Elliot says he has
strong suspicions about the White
Wizard’s identity — ‘It's driving me
CRAZY", he cries. Ah well, James, in this
mad world it's the crazy people who
have the most fun. Many thanks for your
letter, however, and I've included your
offers of help elsewhere in the issue.
David Dew, requesting help with
Pilgrim’s Progress on the ‘?pc-::trum
says ‘This is a good game, requiring a fair
knowledge of the book and also a lot of
reference to the Bible. However, itis one
of those where you have to answer
virtually word-perfect and where words
acceptable in other answers are not
understood.’ Actually, David, this is one
of the few games I haven't tangled with,




Adventureworld /

Curse of the 7 Faces
f'\rtiL hdu.e been bum

a3 E}‘E‘ of Bain — their first
z dgraphics  adventure —
they've reverted to text-
N only with Curse of the 7
N Faces. Don't let the text-
é Jonly aspect put you off,
since lhe location descriptions are de-
tailed and reasonably original.

Your objective is to achieve Wizard
status by finding a spell book, a staff, a
hat, and a cloak. I should point out here
that in real life you would also have to
apply for membership of the National
Union of Wizards, normally only
granted following payment of a massive
fee. For Artic’s sake, however, I am
content to let the matter rest for the
moment.

(Once yvou've achieved such elevated
status, you must prove your mettle by
defeating another (evil) wizard to win
the game. There are approximately 150
locations and an average vocabularly,
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linked together by a number of puzzles,
most of which are fairly logical and
perhaps not quite so difficult as some of
Artic’s carlier offerings. Even the obliga-
tory maze gives away most of ils secrets
by having each room named after a
different colour, and you can list the
game's vocabulary by typing ‘Dic-
tionary’.

Like all Artic's games, this is an
enjoyable adventurc. It doesn't have
independent characters wandering ab-
out, or enormously complex sentence
input, but it does have a hypnotic
mirror, a Herculean rabbit, and enough
to keep you busy far into the night.

Well, that's it for this month. Don't
forget, if you have any comments or
suggestions for the Adventureworld
pages. do let me know. These are your
pages, and the White Wizard remains
your humble servant. The address to
write to is: The White Wizard, Personal
Computer Games, 62 Oxford Street,
London W1A 2HG. Correspondence
on all aspects of adventuring and life in
the Goblin's Dungeon is most welcome.
STOP PRESS: Curse of the 7 Faces will now be
released by Imperial Sofiware (NOT Artic),
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but 1 appreciate the annoyance of hav-
ing to be word-perfect. The White
Wizard is firmly of the opinion that you
should be able to solve puzzles in
adventures without having to waste too
much time on vocabulary problems.
What do other readers think” Should,
for example, more games include a
VOCABULARY command?

Finally, I regularly receive letters from
readers asking for games suitable for
apprentice adventurers. This is a very
difficult question to answer, and I'm
inclined to say that there is no such
thing as a good ‘beginner’s adventure’.
You can always dive in at the deep end
and be sure of finding your feet sooner
or later. As a general rule, however, 1f
you haven’t played adventures before,
stick to the most popular games —then if
you do get stuck you’ ll find there's
plenty uf help around, both on these

pages and elsewhere.

Few adventures are too difficult to
crack provided you follow some basic
guidelines, The first thing to do of
course i5s make a map. The next thing
that helps is to find out how the program
actually works. For example, il a game
says ‘You can’t do that’ every time you
enter something, does that mean ‘I dor't
understand’ or “You can’'t do that ...’ or
“You can't do that here’?

The best way round problems like
these is to test the program I:ﬂ..r l\fp:ﬂg in
nonsense. Enter 'owTy MGKL'. for exam-
ple, and see what happens. Little tricks
like this can help you work out what
input the program is expecting. If any
readers have any interesting hints or tips
about the actual playing of adventure
games (as opposed to the solving of
particular problems) than the White
Wizard would certainly be interested in
hearing them, with a view to publishing
them on these hallowed pages.

In the meantime, I'd just like to say
how much T've enjoyed hearing from
you all. Your letters are a joy to read, and
without them Adventureworld would
be all the poorer. Sec you next month.

ADVENTURE

No new titles

1984 ended on a sad note
for some adventure
houses. Martech, Phipps
Associates, and Virgin
have all decided against
releasing further adven-
ture titles unless the mar-
ket improves.

‘We move in the way
the market dictates, said
Virgin’s Hugh Band, ‘and
it's not currently pointing
al main-stream adven-
tures” Will 1985 prove
him right or wrong?
Your purse-strings will
decide. ..

More from Level 9

Level 9 are bringing out
three new games, entitled
Emerald Isle, Price af
Magic, and Red Moon.
Emerald Isle is a new
deparlure for the com-
pany — it retails at £6.95
rather than the usual
£9.95 required for other
Level 9 titles.

‘The lower price is
being charged because
Emerald Isle is shorter
than our other games,
savs Margaret Austin,
‘with only 150-plus illus-
trated locations, com-
pared to the 240 on Re-
turn to Eden. The game
has you bailing out of
your aircraft over an is-
land dominated by an
exotic civilisation from
which vou must escape.

The other two Level 9
releases, both  with
graphics, are Price of
Magic and Red Moon.
These will be full-scale
games, changing hands
at the usual £9.95. More
details next month.

Karn sequel
Interceplor are bringing
out the long-awaited
Empire of Karn, scquel
to the very successful
Heroes of Karn. The
game should be coming
into the shops as you
read this, priced £7.00,
initially for the Com
modore 64.
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HELPLINE

TUCK in a game? Tearing your
hair out? Check out the follow-
ing offers of help from fellow
adventurers. And if you're just sitting
back in your armchair and feeling smug
and satisfied having cracked your latest
game, why not write in and add your
name to the list?

Don't forget — if you're writing to
anyone on the Helpline and want a
reply, do enclose a stamped, self-
addressed envelope. If you have a prob-
lem with an adventure, or want to offer
help, the address is Helpline, Personal
Computer Games, 62 Oxford Sireet,
London W1A 2HG ... on postcards
only, please.

Remember, only one cry for help per
reader each month so that we can fit you
all in. You can, of course, offer help on
as many games as you arc qualified to do
s0. If you include your telephone num-
ber, bear in mind that you may receive
many calls.

" Aid for
adventure
addicts

Here we go! This month’s helpful hints
for anguished adventurers. Use the
Clue Code at the end of each problem
to identify a squarec on the grid.

Starting at that position, read every
second letter until you have a com-
plete sentence. .

When you reach the end of a row, go |
back to the beginning of the next line
and carry on. :
- 1. Can't get the coin from the com-
post heap in Level 9's Return to
Eden? This should help clear matters
up. (Clue Code Al).

2. Use this to get the better of the
witch with the golden staff in Twin
| Kingdom Valley. (Clue Code D1).
| 3. Having trouble with the pirate in
'Heroes of Karn? This should help . . .
(Clue Code C2).

Sherlock
Iain Moring, 54 Kynance Gdns, Stanmore,
London

Heroes of Karn
Tom Hunter, 3 St Hilda's Court, Whitby, N
Yorks Tel. Whitby 600767

Colossal Adventure, Heroes of Karn, The
Hobbit, Voodoo Castle, Hulk

Chris Eastwood, 418 Thorney Leys, Fox
Meadow, Witney, Oxon

Twin Kingdom Valley, Golden Baton
Keith Randle, 16 Kildermorie Close, Col-
chester Tel Colchester 841165

Knights Quest, Inca Curse, Ship of Doom,
Mpountains of Kei, Planet of Death, Espion-
age Island, The Hobbii, Pharaohs Tomb,
Magic Mountain, Colossal Adveniure, Gol-
den Apple, Velnor's Lair

Mr D W Small, 14 Meare Est., Woburn
Green, Iligh Wycombe, Bucks, HP10 0DX
Tel. 0628524529

Time Machine, Invincible Isfand, Urban

Lipstart, Lords of Time, Snowball, Quest for

the Holy Grail, Hampsiead, Sherlock, The

Hobhbilt

Euan Terras, 9 Leslic Terrace, Prestwick,
Ayrshire KA1 1LN

Pimania, Valhalla, all Artic and Level 9
adventures, Twin Kingdom Valley

Micholas Farina, Regency Bar, Church 5t
Accrington, Lancashire Tel. 0254 32394 (5-
6pm). More chance of reply if you write

Zodiac, House of Death, Ship of Doom,
Espionage Island

Simon Ross, 33 Cromwell Road, Kidlington,
Oxon, OX52LW Tel. 08675 5869

Heroes of Karn
Steve Syrett, 28 Fairstone Close, Mill Lane,
Hastings PN355EZ

Twin Kingdom Valley, The Hobbit, Lords of
Midnight, Urban Upstart

James Elliot, 266 Carseview, Tullibody,
Alloa, FK10 25U

Help Wanted

The Count (Vic 20)

Where does the count go after breaking the
coffin lock?

Margaret Hopkinson, 45 Campion Road,
Ipswich, IP20L] Tel 0473 58751

Heroes of Karn

How do you open the clam and kill the
spirit?

Anon, 15 Boscombe Overcliff Drive, Bourne-

Darren Medcraft, 2 The Point, Ruislip Gar-
dens, Middlesex, HA4 6LT

Magic Mountain

How do | get past the first few rooms and
through the maze?

Dominic Heaney, 5 Brook Avenue, Dag-
enham; Essex RM 10 9T] Tel. 01 593 5056

Hulk

How do [ pull the ring, get bio-gem, and
escape from the underground room?

Robin Seamer, 28 Windermere Walk, Heath-
crside, Camberley, Surrey, GU15 1RP

Twin Kingdom Valley

What da I do with the Secret of Life?

Roy Johnstone, 75 Pinehurst Road, Anfield,
Livcrp_cml, L42TX Tel. 051 263 7462

Pyramid 2000 (TRS 80)

How do you get past the green serpent?

] P Bland, 4 Laurel Court, Stonehaven,
Kincardineshire, ARI 2GD

Magic Mountain

Any help appreciated.

Graeme Kellet, 8 Grange Road, Cleckheaton,
W Yorks, BD1A 3DY

The Hobbit

How do I get out of the goblin’s dungeon and
what do I doin the elven king's cellar?

Shaun Morris, 34 Wyther Park Crescent,
Armley, Leeds, L512 2RY

Pilgrim’s Progress

What should | do when [ come across the
three men asleep in the road?

David Dew, 4 Highficld Way, Rickmans-
worth, Herts, WD3 2PR

Sword of Hrakel (Vic 20)

How do you find the axe and kill the duck?
Stephen Bowes, 104 Western Road, Goaole,
Nuorth Humberside, DN14 6RD

Planet of Death (Spectrum)

Where do I find the laser gun?

Roy Palmer, Gosfield School, Halstead,
Essex, CO9 1PF

The Hobbit (BEC)

How do you get into the barrel and do you
kill the butler?

lan Newcombe, 7 Pentley Close, Welwyn
Garden City, Herts, ALS 7SH

Hulk (Spectrum)

How do | block the gas outlet? (Will give
Hobbit tips in return)

Stephen Fitzgerald, 10 Highfield Drive, Ick-
enham, Middlesex, UB108AL

Sherlock
Can’t open safe without Basil shooting me.
Can't enter Fender's house, or Basil’s in
London.

41 |2]314|5 /6|7 8910 | mouth Dorset BH51LN Paul Hobbs, 124 Winchester Road, Shirley,
AEIXIAIXITIOMMIPIUIG]|| System 15000 Southampton, Hants, SO1 5RP
BlsixlHlIRlIRIOlOlZIOIN How to get information from Selera Secs Valhalla
Cismiklpinlnglaialplz il {ur:lt h];l;unlt{m:,‘:: 51 _Hilda‘s Ci:urt_, Whitby, Where's Krank’s Hall?
pisimlifiliLlsfv]slem|| ™orthYorksTel Whitby600767 Alex Marsh, 16 Ian Road, Billericay, Essex,
EIRIAID|L|AILIGIE|[G|R]|| CoMditz : CM120]X
FIEIT R HITIAIRINIG|Y :IJI;G;:ci{; you find the ende for the combina- - i :
Glaloltlulzialolrimle : : anel of Death (Spectrum
T I R N R U U A Anon, 44 Hyde Place, Aylesham, Canterbury, How to get the rope off the tree and get down
..ui e T PO L - { | CT33AL Tel. Nonington 840319 the hole.
s = B _.__.F'_g'fl__‘l_._ e R Urban Upstart Alun Brooks, 24 Braehead Avenue, Coat-
JIOISIOITISITIVIWINIR]| Anyhelpappreciated. bridge, Lanarkshire, ML5 SET
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SOLO FLIGHT: Take off with this user friendly flight
sirnubator which includes 30

. aphics, full cockpit
instrumentation, dual VIORs, ILS 21 ditterent airports,
and real lite challenges from weather and mechank:al
emergencies. DISKICASSETTE £14.85
SPITFIRE ACE: Save Londaon during the Blitz in
ir RAF Spitfire i

ststanding outval the-ct fopit
L4 different combat senanos.
5, CASSETTE £9.95

5.0 graphics:

DISK £12.9
MATO COMMANDER: Defend Europe inan
acoelerabed real-Hme war situation! Full scrolling
battle map, includes infantry, ammour,

helicopters. airforces and tactical nuciear
weapors. DISK £12.95, CASSETTE £5.95




001 Arcade WVIC 20 (UNEXPANDED)
SNAKE BITE- Simply the slitheriest
game of its kind.

DD&  Arcade BBC MICRO B
DUCK! = Comedy and music in this
duck shoot.

006  Arcade SPECTRUM 16K/48K

RUN BABY RUN = Multi-car cop
chase and shoot-out.

i

00V Arcade SPECTRUM 48K
EXOQDUS - Strange creatures
emerging from the pits.

002 Arcade, VIC 20 (UNEXPANDED)
MICKEY THE BRICKY - Four
screens packed with fun.

013  Arcade BBC MICRO B
ACID DROPS - Flythrough lotackle
the mutant spinners.

009 Arcade SPECTRUM 16K./48K
TERRA FORCE - Terra man
defends earth against all odds.

014 Arcade/Strategy SPECTRUM 48K
MR. FREEZE - Six compartmants,
each tougher to de-ice.

003 Arcade BBC MICROB
BIRD STRIKE - Wing the planes
and shoot the pigeons.

022 Arcade BBC MICROB
ESTRA - Recover the sacred statue
of Estra the snake god.

SPECTRUM 16K /48K
MEMACE - What happens when
teacher turns his back.

M0 Arcade

016 Arcade Adventure SPECTRUM 48K
BOOTY - Tweanty holds crammead
full of pirate loot,

\ T

( SCREEN PRINT SERVICE
SINCLAIR SPECTRUM AND BEBC MICRO B LISERS OMLY
Motice the guality of printed screens on the front of our Silver range packs. If you are a computer
artist we can offer you hard copy of your creations in the form of;

12" x 9" FULL COLOUR PRINTS by ink jet printer. These are available in two formats;
1. PAPER- £6.95p each, or 2. LAMINATED (Board-backed)- £9.95p each;

both prices inclusive of VAT and postage.

Send your saved screen on cassette or disc (state border colour, if Spectrum) with a crossed
cheque/PO made payable to FIREBIRD SOFTWARE, to the address below Your cassette or disc
will be returned with order Allow 14 days for delivery,

SCREEN PRINT.:
*FREEPOST FIREBIRD, WELLINGTON HOUSE, UPPER ST MARTIN'S LANE, LONDON WC2H 9BR

*Mo stemp required, _)‘ L

004 Arcade BBC MICRO B
GOLD DMGGER - The hazards of
digging for gold down under.

023 Arcade/Strategy BBC MICRO B
THE HACKER - Terminal to modem,
telephane network to mainframe.

R dytrrrate e Ty

e A SN Ty

rtrhlrtettet

021 Arcade  SPECTRUM 16K/4BK
CRAZY CAVERNS - Ten crazy
caverns, ten hungry mouths to feed.

008  War Gamea SPECTRLUM 4BK
VIKING RAIDERS - Atestof sirategy
against the computer or friends,

w & MAIL ORDER

Piease state name of game (and maching) and
numbers required.

Enclose crossed cheque/PO made payable to
FIREBIRD SOFTWARE.

All offers are subject to availability

Orders are despatched prompthy Al prices
inclusive of VAT and postage,

MAIL ORDER:

*FREEPOST FIREBIRD,
WELLINGTON HOUSE,
UPPER ST MARTIN'S LANE,
LONDON WC2H 9BR

~

Mo stamp required _.)

FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2H SDL. TEL: 01-379 6755/5626
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011  Arcade SPECTRUM 48K
BYTE BITTEN — Solve the clue then
play Sea King.

017 Arcade Adventure COMMODORE 64
BOOTY - Twenty holds crammed
full of pirate loot,

201 COMMODORE 64

DEMONS OF TOPAZ -

012  Adveniure SPECTHLM 48K
THE WILD BUNCH - Accused of
murder, hunt the real killer

018  Arcade
HEADACHE - Nervous Ned's quest
to serve The Brain,

100% Graphic Exploration.

COMMODORE 64

018 Arcade :-
EXODUS - Strange creatures
emerging from the pits.

020  Arcade COMMODORE 6
ZULU - 100 golden masks hidden
in a magic maze.

202 SPECTRUM 48K
BUGGY BLAST -

NEW RELEASES:

MR FREEZE -
AMSTRAD

. AMSTHAD
MR FREEZE

EUBITH mws TR OFACEIE mas 0951700 AE

015 Arcade/Strategy COMMODORE 64
MRA. FREEZE - Six compartmenis,
each tougher to de-ice.

024 Arcade Hd'-'i'l‘ﬁur‘E'!_'JI_:JMI'.-'IfJUI'.']HE- 64
GOGO THE GHOST - 150 different
haunted castle chambers.

Space Mission Simulation

THE WILD BUNCH-

Is bélieving ~ £2.50::c

N\

BEC MICRO B

ESTRA -
b COMMODORE 64
BIRD STRIKE -
— ELECTRON

THE HACKER -
ELECTRON




COMMODORE 64 (Joystick Compatlble) .

e wﬂmw- 4 -mwr-“wmw TS T

;!' L’EE '
- ?m FIGE T HE T=FINGR ﬁ

“THE STAFF OF KARNATH” recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485



valiant gladiators from the Midlands
of England entered the Challenge
Chamber this month for a classical

Challenge Chamber & T‘}
play-off on Micro-Antics’ unexpanded

I &
Vic game Chariot Race.
Lee Simpson, 14, of Tuxford in Notts,
is a Vic veteran, having received his
machine way back in November 1983,
He buys ‘a couple of games a month’,
which he pays for with the huge

amounts of money he earns doing a

paper round. Chariot Race is his
favourite game, but if he gets bored with
it he can always try something he’s
written lumself — such as Race Night, a
horses and betting program. Soon, Lee

intends to embark on a study of the Y
mysteries of machine code. Two more plucky gamesters fight it out in our dreaded

From Walsall comes 15-year-old high-score test room.
charioteer Simon Grainger. He's had

his Vic for six months and is still very
happy. Apart from Chariot Race, He's
very keen on Imagine's Mega-Vaull.
Unlike Lee, Simon doesn't program —
and has no intention of learning. Play-
ing the game’s the thing for him_

And so they reached that most myste-
rious and forbidding of all arenas, that
Colosseum of computer games, where
wallies are thrown to the lions and the
brave win their laurels — the Challenge
Chamber. The chariots were ready and
waiting. The object of the game is to
survive and win a twenty-lap race
against some of the nastiest drivers since
Ben Hur. Out of the walls project
buttresses into which you must force
other chariots in order to score points.
Gauge monitor speed and pushing pow-
er, and if you go too slowly the irate
crowd will start to lob fireballs onto the
track.

The contest was to be over five races,
with the highest average taking the glory
and the spoils of victory. Simon was the
first to crack the whip and charge away,
bumping and crashing his rivals into the
walls. The crowd roared, but disaster
struck as a lapse of concentration saw
him pulped on a buttress for a paltry
2,906 points — 5,000 below his best.

Lee was off now, weaving through
clusters of chariots al a tremendous
speed. The laps ticked away while the
points mounted up; 3,000, 4,000. He
looked set for a huge score until, with
five laps left, a rival spiked him and into
. the wall he wentat 4,747,

Race Number Two began with Simon
cracking away in great style. Keeping
speed fairly low at 180 he concentrated
on smashing as many opponents as
possible. It was mayhem and lots of
points. With nine laps left he had over
3,000 points and looked ready for a
massive score. But, again — disaster. His
team of horses got out of control and
Simon was reduced to a heap of bellow-
ing wreckage.

Lee set off at a cracking pace which he
maintained throughout. He was scoring
points as rapidly as Simon had, but he
wasn't getting killed either. On he went, ® Eyes down for the first of five gruelling races

Ising of arms and the men. Two
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reaching the last lap with nearly 7.000
points. He held on to the end and got
whalt all Chariot Racers are looking for —
that 2,000 bonus for completing the
course finishing on 8,676.

Simon had o produce a big score now
— or Lee had to bite the dust - for him to
have any chance of catching up. And
indeed he showed what he was made of.
Through 19 laps he went, calmly
ammassing points. He had only one lap
Lo go for that succulent bonus — and he
blew it on 6,639,

Over to Lee. He got off to a good start
but fell on lap 11 and scored only 4,410,
Was il bad enough to allow Simon to get
back into conlention?

Mo, because he had another rotten
ride. On lap 13 his pushing power got
dangerously low and he was smashed
into the wall for a mere 3,622, Lee
seemed to lose some combative spirit
after seeing this: he could only manage
4.649. But driving a chariot is a tiring
business.

And so Lo the last race. Simon needed
a massive score, Lee needed only o
keep his head to gain a crushing victory.
Simon started off with the bit between
his teeth as well as the horses’. Deter-
mination was written in every line of his
face, and translated into a heap of points
on the screen. Once mare, though, he
couldn’t survive to collect that essential
bonus. Deathon 6,114,

Would Lee let his lead go for nothing
and snuff it on the first lap? Could his
nerve hold?

It certainly could. He only made a
score of 3,172, but it was enough to give
him a resounding victory with an aver-
age of 5,136 to Simon’s 4,331. Hail the
conguering hero!

But what of the loser. Should thc
Chamber Master's thumb stay up o
down? Did Simon deserve to be thrown
to the Master's hungry lions? No, the
Master's heart was filled with mercy and
a touch of admiration for the
courageous way he battled through on a
day when the Gods were obviously
against him.

A Calmand
determined,
Simeon
Gralnger

A Charicteers
toking a well
earned break

B Lee Simpson,
rests on his
lourels

MUM'S THE WORD

IN THE MAGNANIMOUS MASTER'S MONSTROUSLY MASSIVE MAIL-BAG

Dear Chamber Master,

The score I sent in for Pogo Joe could
have been higher, but my mum made me
turn it off. I had 27 left and 1 was on
screen 153. Could you please inform my
mum that 11.30 pmis NOT too late to go
to bed and it is worth being late for
school in the morning to get my score
printed in a great magazine like PCG.
Steven Weaver,

Strathavan, Larnarkshire

Well, Steven, the Master sympathises.
But he cannot enter into correspond-
ence with individual mothers. As for
being late for school, it'’s so long since
the Chamber Master was at one that he
can’'t remember if it's worth getting
there om time or not.

However, you've succeeded in one
pery important thing — getting your
score published. Here goes:
POGO JOE (CBM 64)

*1,047,260 Steven Weaver,
Lanarkshire

Strathavan,

Dear Chamber Master,
I write to you in agony ... after spending
five hours playing Quo Vadis, and
reaching the centre-bottom of the map,
my mother TURNED OFF THE TV!

My strength was still 100% and the

last time I looked at my score it was
462,100. Not one word of apology can |
force out of my dear matriarch. I am sure
the sceptre was only a couple of caverns
away, so 1 hope to return there soon
(when she isn't around) and actually get
it.

Mark Trower,

Nuthall, Notis,

Oh, dear. More mother lrouble. What is
to be donte about them? They've got to
have some lime to watch the telly — or
even to play a few games themselves.
The Master urges gamesters to be more
understanding. Mothers have a very
difficult job and it can’t be easy for
them wwatching their children plaving
Quo Vadis for five hours at a stretch.

But let's have a few more letters on
this touchy subject. Why don’t you
mums write in and tell us your [eel-
ings?

And, finally, a word about scores on the
latest Ultimate games. On Knight Lore
the Master will only accept entries for
completed games — give the number of
days it took you to do it. On Underiworl-
de don't bother sending in high scores.
It’s percentages we want.
Get going right away.
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The scores fo
beat

ANCIPITAL (CBM 64)

* 6,410,933 Homer Perry, London

* 6,179,503 Gary Insley, Derby

* 5,081 545 Gary Penn, Berkhamsted

ARABIAM NIGHTS (CBM 64)

* 31,400 Robert Ireland, Prestatyn

* 20 850 Daniel Gilbert, Heathfield, Sussex
# 24,400 Hichard Balashaw, 8. Wirral

BEACH HEAD (CBM 64)

* 996,000 Paul Aveyard, King's Lungley
* 775,750 Paul larper, Bognor Regis

* 745,000 Jason Bird, Chelmsiord

BEAKY AND THE EGG SNATCHERS (Spectrum)
% 40,340 Tain Reddick, Kirkcaldy, Fife
* 29360 Kristian Legg, Braintree

% 20 120 Alex Grass, Hitchin

BONGO (Vic 20)

% 11,027,500 Julian Lusk, London

+ 6,000,000 Colin Geraghty, Blackbum,
Scotland

* 6,000,000 Kenneth Hannah, Blackburn,
Scotland

BOZO'S NIGHT OUT (CBM 64)

#* 75 Pints Paul Harper, Bognor Regis
o 50 Pints Julian Luks, London
50 Pints Sebastian Hanley, London

BUZZARD BAIT {Dragon)
* B6,100 Derek Liddle, Hartlepool

— — — —— —  — — e SE—

OK — I'll dare the Challenge Chamber

Challenge Chamber £

CHARIOT RACE (Vic 20)
* 09334 Lee Simpson, Tuxford, Notts,
* 7623 Simon Grainger, Walsall

CHIMESE JUGGLER (CBM 64)
+ 193,925 Vaughan Waylett, Braintree
* 185,445 Darren Ungless. Frimley Green

CHUKCKIE EGG (BBC)

* 5 127 130 Binesh Patel, Wrexham
#4065 670 Alistair Hindle, Kirkealdy
+* 3,074,080 lan Cook, Braintree

CHUCKIE EGG (Spectrum)

* 14,162,010 Stuart Brewer, Middleton,
Manchester

+ 10,338,550 Richard Mazzaferri, Aberdeen

* 5079540 Steven Taylor, Warrington

CODE NAME MAT (Spectrum)

* 1244 Gary Jarvis, Calford, London

* 1131 Richard Kuban, Woking

* 1080 Marcus Honeyselt, Bournemouth,
Dorset

DEATHCHASE (Spectrum)

* 617,589 Richard Taylor, Rotherham
* 514 968 John Dunne, London

+ 418479 Mark Johnston, Arbroath

DECATHLON (Activision) (CBM 64)

* 13,370 Henryk Kotowski, Bolton
* 13,015 Ayham Akecay, London

* 12 942 Paul Aldridge, Warwick

ENCOUNTER (CBM 54)
* 632,200 Julian Venus, Winchester
W 257 800 Robert Love, Essex

FORBIDDEN FOREST (CBM 64)

* 1 856 478 Stephen Campbell, Dumfries
*  B41.4071 David Martin, Ramsgale

* 837241 [ohn Kelly, Castleford

FLIP AND FLOP (CBM 64)
* 23825 Miklko Hyokki, Finland

FORTRESS (BBC)

+* 84 350 Ruperi Sadler, Wimborne, Dorsel
# 40,000 Alun Phillips, Formby

FORTY NINER (IXB1)

% 150,000 Richard Hall, Tamworth

* 64,195 Stephen Crosland, Dunblane
* 59,976 Derck Grubb, Glenrothes

FRAK (BBC)

% 20,000,200 Paul (O'Malley, Romsey

* 2046900 David Buttimore, Pembrole

* 1105950 Andrew Wilson, Aberlady,
Scotland

GHOSTBUSTERS (CBM 64)
* 25900 Anthony Ford, Loughton, Essex

GRIDRUNNER (Vic 20)

* 744100 Stephen Tomlinson, Ashton
* 542420 Steven Bell, Barking

* 333,790 Paul Maidment, Tilehurst

Name .
ddmsq

{This portion to be filled in by witness)

Teleghene no. [lf puss:ble]

GUARDIAN (CBM 64)
* 255,200 Carl Lyons, Huddersfield
* 127050 Alex Peal, Twickenham

HIGH NOON (CBM 54)
%+ 340,500 Peter Lawrence, Bletchley
+* 137,350 Glen Dawson, Dorchester

JAMMIN' (CBM 64)

+ 1,084,534 K. Banlicld, London
* 887061 Duncan Heath, Norwich
* 699,573 Cameron Heath, Norwich

LOCO (CBM 64)

# 1.019,750 Kari Lahtinen, Finland
+ 1,000,000 Paul Harper, Felpham

LUNAR JETMAN (Spectrum)

w 382 520 John Elliott, Falkirk

# 317,870 Nicholas Booth, Clevedon, Avon
* 203 810 David Martin, Ramsgate

MUSHROOM MANIA (Oric)
* 373,184 Chris Swift, Bradford

PERILS OF WILLY (Vic 20)

* 39,980 Paul Caines, Wolverhampton
* 26,360 Adrian Fleming, Wigan
* 25980 Mathew Spencer, Harlow

POSTER PASTER (CBM b4)
* 4800 David Sharp, Dalgety Bay, Scotland

REVENGE OF THE MUTANT CAMELS (CBM 64)

* 2,956,068 Scott Walsh, Batley

* 2623425 Colin Bradbury, Cowdenbealh
& 2,600,000 Andrew Jones, Prestabym

SHEEP IN SPACE (CBM 64)

* 2450000 Tom Burton, Saxmundham,
MNarfallk

+* 1,831,352 James Atherton, Shetfield

* 1,147.000 John Nellis, Birmingham

SABRE WULF (Spectrum)

* 5 mins. 48 secs. Philip Sill, Steyning,
Sussex

* hmins. 43 secs, lan Law, Aberdeen

STOP THE EXPRESS (Spectrum)
* 14 800 Steven Jarman, Newtown, Powys
* 14,730 Jamie Westwood, Brighouse

SUPER PIPELINE (CBM 64)
w 1,238 050 Rodney Bond, Billericay
* 490,035 Sheila Bell, North Shields

TORNADO LOW LEVEL
(Spectrum)
* 101474 Richard Mazzaferri, Aberdeen

TRASHMAN (Spectrum)

* 27 262 Robert Venn, Reading
* 27420 Simon Lowe, Huddersfield
+ 27 222 Roberl Pocock, Buxton

l Telephone no. (if possible) ........ 4 it e Mo R e I confirm that the ahﬂw cl .umad score is genuine. I
E Game... . Maehime o R e st s e

My scoreis: ... scored on (date) .............  post this form to Challenge Chamber, Personal Computer
Iinagamelasting ..... mins ...... Secs. Games, Evelyn House, 62 Oxford Street, London WI1A
Eigneﬂ ............................................................................................. 2HG.
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DON’T
VAT
THE

PRESS

There are strong reasons to believe the
Chancellor of the Exchequer is planning to
impose VAT on your magazine.,

Such a move would turn the clock back 130
years — the last tax on newspapers and
journals was repealed in 1855. Since then ‘No
tax on knowledge’ has been a principle
agreed by all Governments, even in the darkest
days of war.

A free Press is a tax-free Press.

No Government should be given the power to
Jmpinﬁe financial pressure on a Press it may
not like

Tell your MP to say ‘NO’ to any tax on reading.

Isguad by the Penodica Publishars Association Lendon

au

A AP PRICE  GAME RRP PRICE
I'.-"E SAM WARRKOR G 98% 756 LNOERWORLDE Bah: BIS
Pl WARRINR S5 Eay  KKIGHTLORE 175 RS
S ICIUE EXFHESS 7s RS E6S
GHOSTE: IE E0E
ALL OOTHER BT WISICN 505 495
?_-;-'"UF EH TS 156
FYTIICH G4 ROl 520
FEE 5. 520

Lt T :
ans:-}‘-u-a NGNS s B
OLALT E: Sps i i
SO0 FLIGHT by SRS
TR 595
HHLLE LFF B e
MATO COMMANDER F; ;" a
SPITFIRF ACF . B =]
TAPPER. B LThH
HLUE MAx 566 4TS
HAID VER MSS00W 505 A4TE
BATTLE FOR MIDAY THS : ;'
HAMOC TS |
WC100S REVERGE 851 4485
ETMKIEGACK fpen TE5. a0
695 57§
RO - iy 685 550
SUMMER GAMES U5 409
.|||-#|.| K 585 460
545 450
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e 5 S0
AL DEF AL : e g
UEATHE] 8K MNTEHLEFTDA i
RCHCTONI W] : o
JELEY _T_ s e
(LT Feg
fm 1AL | i 550 AT
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eE 550
LEe A
LAy 520
TE 535
4 : s P2
ke i HOE 525
SATTLE FOR NOFMAHD™ 485 7o5

TAEFFS M FHE SN0
QOMDAT LLADCH

ALL PRICES INCLUDE P&P
— oL " GUICKSHOT 1l ONLY £8.99
BLEASE NOTE IF YOUR ORDER
EXCEEDS £50 YOU GET
10% FURTHER DISCOUNT

‘ SEND CHEQUESIF.O.TO
a0 & GOODBYTE (HCWI
dee 112 B4 LEATHER LANE, LONDON EC1

PLEASE STATE WHICH MICRO _

fHUE HUMKES A
SAEE WL B8E

THE GAME OF DEADLY DRIVING \\

if&TTLEEAHﬁ

.. FOR 48K SPECTRUM

[ S,

48K SPECTRUM

)~DAY

BATTLECARS: “Go out and buy it today!""

D-DAY: ™

Personal Computer News

...an excellent wargame with graphics to match—at last!"’

Crash Micro

TOWER OF DESPAIR: "“Fantasy fans will love this game”

Crash Micro

Spectrum versions £7.95 C64 £8.95 From all good shops or direct from:
Games Workshop, Mail Order Department, 27-29 Sunbeam Road, London NW10 6JP
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“ALIEN 8” recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485
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“UNDERWURLDE" recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485
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PCG tips on high scoring in your favourite games

TIPS FOR THE ELITE FROM THE ELITE

Two experts on the Acornsoft mega-game Elite have pooled resources for your benefit. Sllt‘.J:lhi_'n
Corcoran —who's achieved ‘Elite’ status — and Marcus Jeffery (Deadly) reveal how you canjoin them.

[l The first problem most people
are going to have, is getting the
feel of the controls. This takes
quite a while, but with practice
you'll make it. Before trying to
play the game, spend a little while
flying around and then re
docking at the initial space sta-
tion orbiting Lave.

At the start of the game, people
tend to find joysticks easiest, but
the keyboard will give you more
control and quicker reactions
(necessary when you become
more proficient), so it's best to
persevere with the keyboard from
the beginning.

[l Before going any further, read
the flight training manual thor-
oughly. Yes, we know you want
to play the game, but the informa-
tion you'll get from reading the
manual is invaluable, and will
give far more tips than we could
ever cover here.

B OK, so the first thing you must
do is make lots of money, to fully
equip your ship. Travel first to the
planet Zaonce carrying agricultu-
ral goods up to your 100 credit
limit. Then to Isinor with Com-
puters. Finally on to Quitiri with
acargo of furs.

Moneymaking then consists of
alternating between these two
planets carrying the cargo men-
tioned — rather boring, but if you
want to equip your Cobra. ..

The best items to trade in
appear ta be Computers and
Furs, between Rich Industrial
and Poor Agricultural. To begin
with, always pick reasonably safe
planets — you'll see these on page
47 of the manual.

Il As vou start earning money,
you'll want to buy some ship
equipment. The order in which
you buy things is really up to you,
but as a general guide:

Large Cargo Bay — allows you
to carry 35t, giving bigger profits
pertrip.

ECM System — there's nothing
worse than surviving through an

epic battle, just to be blown up by
a roaming missile which you
couldn’t hit.

Beam Laser — replace your
front laser. Enemy will blow up
much quicker, It saves all that
messing about. Although a beam
laser is quoted at 1000 CR, the
price of the previous pulse laser
will be returned.

Fuel Scoops — not absolutely
essential Lo begin with, but once
you have enough money and
equipment, they're a useful addi-

tion. Even when you have a full
cargo, you can pick up alien items
ie motionless Tharglets.

Docking Computers — on the
disk system, these are quite slow,
so aim for Lhe space station as
normal, and use them at the last
minule.

On a cassette version, you
should buy these as your second
item of extra equipment, and use
them as soon as the space station
is within range (when the ‘8
appears on the screen).

You will automatically dock,
saving lots of time when trading.

Military Laser — a5 s000 as
possible, replace your front beam
laser with a military one. The
enemy will have a tendency to
blow up as soon as you touch
them.

In all of the above cases, don't
buy equipment if it means you're
going to have to make a trip
without a full cargo bay.

It is not really worth buying
lasers for anything other than the
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Here's a useful aid to playing
the new gold range game from
Firebird for the Commodore
64, Demons of Topaz. I

ing area
sCreens.

comprising 56 game's most enjoyable [ea-

tures is the weapon you're

There arc eight levels of armed with — a boomerang,
seven screens which scroll and italways comes back.

shows the game’s entire play- left and right. One of the

Chris Anderson
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You need 1o slide the
chest of the right
mement te get to the
pper axil.

You con collect the
abject and escope by
standing an the
furthermast stone and
alfowing i1 to sink half-
woy before getting off.
The stene is your escope
route.

OBJECT

T -J-h
g-*‘wz- A
F-T'- _ HIDDEN DBJECT -
y ‘?..:L ¥y Irseasy encugh getting
Look out for sinking 27 4 the hidden object ~ but
stones! how do you get out

B =
= - " - g W
HIDDEN ORJECT == &5 o 9 70 LW
e 17
1t's booby trapped. Get [N
1o rem 05 so0m 0%
POSSIBLE STAR

KNIGHTLORE:

Jump onta the block
above the ball ond nudge
Jump OVER the ball os it it tewrard the vpper exit.
folls. Remembar, holding
iﬂrl the jump key gives e S
a longer jump. =

safely?

The wizard's room —
don't entédr while you're
o wol or you'll be
attocked. You must place
in the couldron the object
which oppears above it.
A total of 14 are needed.

you've callected the

object.

POSSIBLE STi IJ|

The blacks disappear an f
contocl. Jump from the '
door just as the ball is

rising and hold down the '
jump key so thot you can
immediately moke a
second jump off the
klocks,

Let the spikes fall 4
THEM push one set
chests from under
e ond move quickly
. 21 through the gap.
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Wartch out for falling POSSIBLE START LOCATION

balls after you've
eollected this abject.
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Tricks ‘'n Tactics

P

No doubt this won't be the only Knight Lore map
printed by a magozine, but we're confident it's the
best — because it shows all 128 locations exactly os
they look in the game,

To do it we enlisted the help of Dimension
Graphics, a company which makes its living by
producing celour printouts of sereens from computer
games,

The sophisticated techniques they've developed
allow them to freeze o Spectrum or BBC progrom ot
any instant. Then, using o custom-built interface
they can print out the picture en screen on their
£14,000 Tektronix 4691 ink jet colour printer.

Doing this for all 128 sereens was quite o task,
but Dimension Graphies’ Paul Winder didn't mind
teo much since it gave him an excuse to spend o
weekend playing the game.

The finished map measures &ft by &ft — we had
to reduce it slightly te fit the poge! Knight Lore
was our joint Game of the Month last issue. It's from
Ultimate and it's for the 4BK Spectrum,

Better clear out fast
after collacting this one.

You can mave the pile of
four tobles so that you

/ con jump up to the exit.



48K SINCLAIR X SPECT RUM

“KNIGHT LORE"” recommended retail price £9.95 inc VAT
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P included) Tel: 0530 411485




Tricks 'n Tactics

ELITE TIPS

cortd

front view, because they are too
difficult to control - all the con-
trals are either backwards, or
WOrsc.

The exception to this is if
you've decided to use joysticks,
in which case you can turn the
joystick upside-down Lo give you
normal controls out of the rear
view.

B One of the most awkward

problems in Elite 15 docking, vel

there is a very simple procedure

to follow for this:

® Find the space station, using
VOUF COMPASS.

® Aim for a point midway be
tween the space station and
the planet, with the station on
vour right and the planet on
your lefl.

A horizontal line across your
sights should intersect the sta-
tion and the nearest point on
the planet.

® Keep going until the station
shows as a green dot (assuming
no escape pod) on your radar,
then slow down.

@ Look right. The space station
entry port will be visible (re
member, it is always on the

-1 Always build up the ¢
of the city The ants in Ant
" Attack may have 5‘1:35{:& iﬂfﬂdﬁﬂ

- wander out into the dmﬂ
yﬂu i nﬁ%r‘ﬁnﬂtﬁeﬁﬂ

side. wall so you can find vour
. way back fo the. hehpad easug if
cvouerash.

_onita a high wall which you can-

JOUST
RIGHT

Ace arcade player Julian
Rignall of Tregaron, Dyfed is
no slouch when it comes to
his home computer. He's got
an enormous 10,117,050 on
Joust for the Atari. So, lances
at the ready and pay heed to
Joustin’ Julian’s tips.

@ It is best to hover near the top
of the screen and drop on the
buzzard riders’ heads rather than
chase them about the screen.

Ehzistnpharﬂfem-z Here are some of
m;ermi? :

.._2 Piac;! pointers arpund the m,tt-”'.

‘neatby.
ot walk back up. You may jump

planet side), so you can stop as
soon as you are aligned.

® Look forward, rotate so that
thestation is in the sights of the
fromt view, and speed towards
it.

@ As you approach, slow down
to maich rotation during entry.
This is not necessarily the

quickest way to enter a station,

bulil is a uselul failsale method.

B Now to the important part

earning ratings. If you've got a
disk system, and want to make
lots of kills, the easiest thing to do
is fly directly out of a space
station, until it only just fills the
inner part of your sights, then

the zombies

it can, if you want,
right round the heli-

it staps the zombies run-

Hing u\pm you if me;r ‘materialize

T

@ Practise bouncing off the top of
the screen at high speed - thisisa
useful tactic to catch the shadow
lords by surprise,

® On egg waves start at the top of
the screen and work your way
down. Any hatching buzzard rid-

pﬁﬁ;ilmdnn* ﬁiand mudwfa chance against
| ﬁﬁgﬂlﬂwm bury those cvil creatures for good.

out and Mthfc able to Hse Mmt'
 helicopter until you lose alife.

4 NEVER trap %DBMH in a
a%ut the zombies won't ... thgy.;‘:'aﬂalcd-nﬁ a‘m& -

“can’t kill you and you can't get
~ put, vou'll have wpxﬂ fhe pluglt
-5 For maximum protection when
you start
“build a wa
pad =
5 NEVER drup yﬂm lleiu;l:bpter,i'
You can easily. lose all
your lives from zombies at the

slop and turn around,

Fire once on the space station
with your [ront lasers, then blow
up everything that shows, whilst
moving at minimum speed to-
wards the station. With military
lasers and a little care, nothing
will escape.

When you reach the station,
hyperspace to the next planct.
This is fine for disk users, but I'm
afraid that the best advice for
casselte users is to hil anarchy
%!,'}il.ll'!l'l'l.ﬁ.

[ Both winners of the monthly
competition for October have
attained Elife status. If you've
reached Competent, which
should happen guite quickly
once vou get the hand of the
game, you're probably wondering
how long it'll take to make the
next stage. Here's the answer.

After each 256 ships destroyed,
you get the message ‘RIGHT ON
COMMANDER' at the bottom of
the screen, You'll get this once in
the middle of the Competent
stage, and about ten times during
Dangerous. In all, you'll have o
destroy arounds 6,500 ships to
make Elite,

That's a lot of playing time, so
vou'd better get on with it. Good
luck.

helipad A wall three blocks high
will da —but ot must leave a gap
of ané block for access.

6 To el a fantastic city with long
-walls and no bits scattered about,

kil off alf the 2ombies except the

last one of five. Trap him, then go
“arcund - with. your' helicopter
‘building wp.vour walls and join-

- “ing those already there. Then,

when you're satisfied with vour
work, kill off the last zombie and
thie city can be saved to tape.

ers will always he below you, so
reducing your chances of being
dismounted.

®To kill the pterodactyl, first
turn away from it When it moves
to attack you, turn sharply when
itis very close to vou and it will fly
straight into your lance and die

@ On higher levels do not fly over
the lava pits. If you do, you will be
instantly caught by the fire troll
and drawn into the lava.

Kosmik Joke

Deep advice from Jason Wing-
ate, a London admirer of Kos-
mik Pirate on the Spectrum,

1 Load game.

2 Curse, and go back to shop
complaining.

v

Scoring
high
at soccer

Andy Clarke of Baddesley
Ensor, Warwickshire reveals
how to cream the computer

in Commodore’'s Inferna-
tional Soccerfor the '64.
YOUR KICK OFF. Take the ball
wilh your man and let vour other
striker rush forward. Move into
line behind him as he goes and
move forward also. Just as you
are-about to be tackled, pass the
ball forward.

The other striker should get the
hall on his head and will continue
to head the ball down field. You
should now have a good chance
al scoring (sce below). This
works on nearly all levels, It
normally works well on human
opponents  too especially
muothers!

OPPONENTS KICK OFF. Tack-

le as soon as possible to pain
possession. Then pass to the
other strilker who is running for

wird as above. With the opposi-
lion charging towards your goal
vou should be able to lose a a few
of them with the pace of a good
upfield pass

SCORING, As well as James
Baker's diagonal method (PCG
November), yvou can also score
quite casily by shooting from just
inside the penalty area, Shoot
from near the penalty spot — in
lime with it, but not ON it. Fire
and the goalie will dive and
usually save it. Don't move at all
just hold down the fire button
With luck the ball will rebound to
you. Give it one firm kick and you
ought o scare as the keeper rises
and tries to get back into posi-
Lion,

This method works best in con-

junction with the two kick off tips
above when you have a man in
the box and no defenders.
BACK HEEL. This 15 a possible
move, but usually occurs out of
pure luck! You need two men —
one with the ball centre screen,
the ather in front and almost out
af shot. A pass forward is needed
— keep the joystick pushing in the
same direction. The frontman
should turn and knock the bail
back loyou.
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Gorf
gambits

Gorfhas been around a long

time on the Vic 20, but it's

still very popular. William

Church in Liskeard, Corn-

wall reveals how to crack it.
L

STAGE1 ASTROBATTLES

At the beginning, move as close
as you can to the force-field and
nab Gorf — you should be able (o
blow up all of the front line and a
few of the second while the aliens
are appearing. This is essential in
later levels as they start very close
to the force-field.

Then move down to the bot-
tom and shoot the aliens until
vou are left with two or three at
the top and one below them.
Now you can get a few Gorfs,
‘Stopper’ Ships, and fast-roving
ships which move along the top.

L

STAGE2 LASERATTACK
When the laser ships are firing for
the first time you should be able
o get the ships on the left of the
right formation, and vice versa.
Only shoot the laser ships when
there are one or two ships lefi, as
they then trv to kamikaze you.

L]
STAGE3 SPACEWARP
This is probably the hardest level.
Move aboul and try to fire single
shots into the middle of the
screen where the purple dots are.
If this doesn't get them, swing
from end to end following them
as they twirl around. Fire fairly
fast—but watch they don't squash
you in the middle when they are
big. Remember you can move up
and down and that the purple
dots in the middle tell you which
ship is going to attack you,

L

STAGE4 THE FLAG SHIP
Stay at the starting point and
quickly knock a hole in the force-
field. Then fire when the flag
ship’s ‘nose” has reached the end
of the screen,

Do this twice. If you don'i
destroy the fagship after two
shots, move to the side as its third
fireball will go for you. Then go
back to the middle and repeat the
procedure until you blow it up.

BATTLING THROUGH

One of the greatest American games of all time, available in Britain on the Atari,
Commodore 64 and Spectrum, poses numerous brain-teasing joystick-testing puzzles. Chris
Anderson gives his Boulder Dash tips, including detailed advice on some of the tough caves.

The ground rules

@Don't start a game unless
you have plenty of free time
available, It's too stressful to
stop playing within just an
hour or two.

®Don't introduce anyone
else to the game unless you're
physically strong enough to
wrench them off the joystick.
®Don't load the game in the
presence of Vic, Oric or BEC
owners for whom it isn't
available — they may try to
steal your computer.

@ Force yourself to stop play-
ing at least half an hour be-
fore going to bed. This leaves
enough time for a quick walk
through the night air to ease
the tension. Otherwise you’ll
lie awalke all night.

traits to lay ingenious traps
for them.

Cave C Maze: Simply a mat-
ter of working out an efficient
routc passing all the di-
amonds. You should aim to
end with the diamond bottom
right near the exit. Look out
for boulders toppling off
walls.

Cave D Butiterflies: An easy
cave on lower levels. There
are boulders in position
above the first three butter-
flies on level one. Just tunnel
up to them and move out of
the way. On the fourth but-
terfly there'’s a boulder at top
right of the screen which can
casily be pushed into a more
suitable position,

@®Don't bring down too many
boulders onto the amoeba or
you may find it hard to escape
later.

@®Don’t seal off the amoeba
completely. You should block
the last gap yvourself, prefer-
ably right at the bottom of the
screen. Makes it much easier
to collect the jewels after the
amoeba has metamorphosed.
@®If the amoeba has com-
pletely escaped, use what re-
maining time you have to
collect the few jewels already
created. Could give you an
extra life.

@ On level one, it’s easiest to
scal off the right side first,
then the top, then the left.
@Take great care collecting
jewels — use the freeze button.

B el

o "
I\.II

General playing tips

Digging down near boulders
is far more dangerous than
maoving sideways or upwards.
Avoid it if you can. If you
can’t, beware those toppling
boulders.

Make full use of the fire-
button control which allows
you to collect a diamond, dig
earth or move a boulder [rom
a neighbouring square, On
screcn onc, for example, yvou
can collect many extra di-
amonds like this and when
you're letting fire flies loose,
it's far safer that way.

Remember the habits of
fireflies and butterflies. Fire-
flies always turn left whenev-
er they can, butterflies turn
right. You can exploit these

Cave F Firefly Dens: Clear an
empty space for boulders to
fall into and then makec a
clear route to the top of the
screen. Move lell to the top
den, and then as the fireflies
move to the backs of the dens,
move down, clearing all four
entrances. The fireflies will
move up and back round the
route you've cleared, You fol-
low them, picking up the di-
amonds, and then leaving the
path, making sure you move
under a boulder to seal your
escape path. On higher levels
you will need to do the same,
the opposite way round.

Cave G Amoeba: Great cave
this, but can be very mean.
The main tips are:

Edi=t

It's all too easy to get yourself
trapped or killed.

Cave H Enchanted Wall: On
level one there's a pesky
firefly just above the wall
which is quite easy to crush
with a boulder. That makes
life a lot easier. The wall stays
enchanted for quite a while,
so don’t panic.

Cave | Tracks: The secret is
working out a paltern of
tracks which will keep the
fireflies occupied for as long
as possible after being re-
leased. I've found a comb to
be the most successful (see
diagram). Fireflies have (o
travel along each tooth of the
comb twice {down and up)
giving you time to collect the
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diamonds and escape.

There are plenty of diffe-
renl sequences for collecting
the jewels {(at least on level
one). One of the safest is as
follows. From the position in
the diagram, move left to 1,
clearing a diversion. Then en-
ter the catacomb and make
your way toward 2 picking up
a diamond en route. Clear the
earth at 2 from the square
above using the firebutton
and immedialely race back to
3. The chasing firefly will go
to 1, giving you time to nip
back inside the catacombs.

This time head for 4, pick-
ing up another diamond. Al-
ter releasing the firefly, race
straight back across to pick
up the diamond at 5. Then it's
sale to cross back over and
run through that firefly's den
to 6, picking up two di-

BOULDER DASH

tral diamonds as well (as you
must on higher levels) is a bit
tougher, but can be done us-
ing a similar method. You
may have to expand wour
maze still further, by tunnell-
ing oul the space under the
catacombs.

Cave K Crowd: You can't
afford to waste any time in
this one. You should do the
left and top of the cave first,
working out the fastest routes
and remembering to clear
plenty of earth, so that you
don't get trapped.

On level one you don't
have to go through the nar-
row stepped gap top right of
the starting point.

Instead go right along the
bottem. This involves bypas-
sing the firefly blocking your
way, but that's pretty easy.

because if it hasn’t grown
much by the time the butter-
flies are alive, they can blow it
out of existence.

Cave N Figzag: Here's
another special one, where
vour tactics are limited purely
by the power of your imagina-
tion. I've found three com-
pletely different ways of solv-
ing it, but the most reliable by
far is the one shown in the
diagram.

First, create a small diver-
sionary maze with a two-
tooth comb, then tunnel
along the top of the cave, past
the boulders. Come down so
that you're one square below
the boulders. Then you can
salely lunnel under them
(they fall into position behind
you). Keep going until you hit
yvour comb. Then come back
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amonds, Return the way you
came, and head for 7, picking
up another diamond.

Once again, the earth at 7
must be cleared using the fire
button, and vou must wait
until the gap in the firellies is
at the top. Immediately
you've cleared it, cross to the
other side and work round to
8, getting two more gems.
Finally you can come back for
the four diamonds at 9, com-
pleting vour level 1 quota.

If you haven't wasted time,
you should now be able to
leave the catacombs and take
the safe exit route marked,
before any of the fireflies have
returned from their little jour-
ney around the comb.

Trying to get the four cen-

MNearby is the penultimate
jewel, and you can then make
your way to the top for the
last one.

On level two this method
doesn't work. Instead, vou
actually have to blow a hole
in the stepped wall after first
clearing the carth from
underneath it. It can be done!

Cave M Apocalypse: It's
worth getting really good at
this screen, as you can even-
tually pick up an awful lot of
points, giving you extra lives
for the tough ones which fol-
low. Besides, seeing those
butterflies explode into di-
amonds is really satisfying.
Don't clear a path to the
amoeba right at the very start,

and turn up just before you
get to the boulders. You're
now in the position shown in
the diagram.

What you must now do is
release all six fireflies, one
after another. You do this by
using the firebutton, when
the firefly is next to the boul-
der, and then immediately
moving at least TWO spaces
right. The firefly will then
move away left. Once you've
got the timing right you can
do it every time.

After all six have been re-
leased yvou pull off yvour mas-
terpiece. Move behind boul-
der A and push it left to
position A. You are then com-
pletely sealed off from the
fireflies! Continued overleaf

Pokes
_and
jumps

Cheat methods on three
Spectrum  games from
Andrea and Duncan McKee
of Durham. The pokes are
entered afier loading the
first part of the programs
with MERGE™": LiST. The rest
of the programs are then
loaded by typing rRuN.

KOSMIC KANGA

POKE 23004255 — this gives you 253
lives.

POKE 33136 N — N Can be any
number from 0 to 255 according
to how high you wani to jump

HORACE GOES SKIING

POKE 300270 and POKE 306440 —
stops you being charged for skis.

CAVELON

To get to any level hold down
keys o o v and A Lo L al the same
time. The result is a message ‘Hi
Chris, what do you want?' Press
any key 1 to 6 to getonto the level
of your choice

to cheat

Interceptor's China Miner
for the '64 is one of the most
difficult platform games on
the market. Here's how to
make it easier. (We're not
sure if this method can be
used on Interceptor's new
turbo-loaded version of the
program.)

1. Type vErIFy and start the
tape. This will soon give an
error message.

2. Enter Loap™,1,1 to load
the first part of the program.
3. Repeal this step to load the
second part.

4. Enter: SYSe4738 POKE
32776,0: POKE 33320, number
(1-29) — this allows vou to
start on any screen (depend-
ing which number you enter).
Then start the pame by typing:
SYS5 33127
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% Esifing tips for Beaky

Faniasy's Beaky and the Egg Snatchers is a game that has
aroused a lot of interest in Spectrum owners with a desire to
nurture rather than destroy. Here’s how Kristian Legg of

Braintree, Essex makes those little birdics grow.

Phase 1 If you are fast enough
you should be able to collect all
the eggs, still leaving plenty of
magic — this is very important
When the egg-snatchers have col-
lected the eggs from the bottom
platform, you can shoot them
from the centre platform.

When they collect from the top
platform, shoot them while flying
abhove the opposite platform. II
they get the eggs from the centre

Cheating at
Overdrive

A nameless BBC owner from |

Solihull reveals how,
Type ?&ieis=10 before load —
you get about TRIPLE your nor-
mal score! Also if you load up
until the instructions, and then
type this sequence.

Escape, Ctrl Z, Ctrl L, Escape,
List 200, Return.

You will see a line of Basic
including the phrase:

BONUS Y 43,

Change this to sornusT 7o,

Tty it. Using both methods 1
reached 1,056,765 before getting
Cramp.

&
Underhand
method at
Underwurlde

Several readers have told us of a
way of getting past the guardians
in Underwurlde without locating
the weapon needed to shoot
them. You lower yourself on a
rope to the screen next to the
guardian. Then swing yoursell
and come off the rope so that you
fly toward it. With luck you will
pass it. If you fail, try again at a
slightly different height.

One advantage of this method
is that the eagles who normally
inhabit the terrain past the guar-
dians don’t turn up to interrupt
your gquest,

platiorm, fly to the edge of the
screen and shoot them from
there.

Do not fly into the epg-
smatchers. As soon as vou have
dropped the last egg into the nest,
leave this stage.

®
Phase 2 Fly in a straight line,
preferably just below the lowest
platform, and try to shoot the
spheres over the head of Lhe

.'Stewen Eraset fram Strathm_
“clyde gives us our first t
for the Amstrad - on Roland
“in Timeand Punchy.
CHOLAND N TIME - lﬂr gt
"unlimited lives, first enter:

MEMOERY 49095 1.OAD
“rointime", s
After the program has loaded
type poxe sesoasr (if using the
green screen monitor also type
pokE so01,1) and to finally starl the
game type CALL 5u00.

-between the ﬁpaﬂmm version
‘and the Amstrad version s that -

s&l.liﬂg;!s APpear uri evﬂ'y* sﬁtret.?rf
The fnﬂﬂwmg mfurm&t!im

"the prﬂ“ram

BOI.IIIIEII DASH

cortinued from previous page

The rest is casy.
position D, via B and C. Then
make a tunnel down and left.
Release butterfly 6, move

Go to

back along the tunnel, clear
the earth under houlder B,
move out of the way and
POW, nine gleaming jewels
for you to collect. The dotted
lines show how you can make
tunnels to hit butterfly 5 wath
houlder C, butterfly 4 with
boulder D and 3 with E.
That's cnough jewels for
level one. so you can escape
at vour leisure. At higher
levels yvou must also use your
firefly blocking boulders for
the last two butterflies. This
means you have to do some
lirefly dodging at the end.
Cave O Funnel: The en-

ips Pmm

' - Slatements. - ﬁlﬂﬂh#— 128,
PUNC H}f - The mm.ra dtffemnef"- :
tom) = 16, Custard (top) = 8

. rsmﬂ.li.‘:é arhy xoR,

froogle. Do not run into the
spheres. Ity to shoot the snow-
Nakes as soon as possible, so that
you can shoot the droplets was
well.

Shoot the spheres over the
froogle when it is asleep, so that it
doesn’t move. If it does, the
spheres will be harmless.

Phase 3 Getting worms musl
have priority uver shooting the
epo-snatchers. Run away from
the worms until they are about
level with the nest, then turn and
cal thern,

P{}K}' 1;:21#-1 PD@';E 18257110
LI POKE r'lm t‘ &ffﬁr;
the pamie hasloaded. =
‘The state of each screett i3 k:xpi
from addresses ti320 (Screen 4] tn.'

11335 (Screen 16).
Firstly to add sausages (o every
SOTEEn Ly pe:

0 FOR I=11520 O 11335 POKE L,
PEEK (N) OR 1 NEXT

To add or remove other objects
to/from the screens use the fol-
lowing valucs with the two | ke_f .

= b4 Carp‘ct =32, Custard '{ﬁﬁt‘
Tomato {bottom) = 4. Tnmutn';'_

: ﬂo_rpj =2 -'éau&agﬂ ol
on the Spectrum bui on uﬁ]‘y.
: thm  Sereens on the Nﬂﬁi&l“ﬂd

add 10 the contents. i}tpe

CPCOKE p1an6 {semen 1], PEEK

e - scwan nﬂ }mtich;iﬁ,actm

:aiihws you o alter the n’s&lmts-‘ualuc

‘that appear on any of the 16

i scfﬂtmﬁ fﬂ iﬂaﬂ

-'enl&r

: M*fmav m‘m Lmn “cﬁ%‘lef’ mz~~
© Husing 'E.hE ga&umﬂmﬁﬁ then

T&‘:ucleiete d. xhﬁ Ean_:a.faf exf:tfp,i :

i_‘f’.‘piacémﬁhy KO,

. To delete do the s:anw' axce‘pt

Torun Pﬁ?{cfh 3 tg,ap&‘; LAL,LE].%

chanted wall goes dead aftera
couple of seconds, so you
have to make wvery careful
preparations. Clear as much
earth near the right hand wall
of the funnel as you can.

Then go over the top of the
wall to the outside and corhe
down carefully to clear the
space under the funnel. Then
clear as much carth as you
can at the bottom of the fun-
nel before letting the first
boulder through the wall.
Cave P Enchanted Boxes:
Don't try to get all the jewels
from just one box. It's virtual-
ly impossible, even on level
one. It's quite easy to blow
holes in the first two boxes,
clear them out and still have
enough time to pile a few
boulders above, ready to cas
cade through the upper walls.
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Willy train
tips

The Perils of Willy is fast
becoming a Vic 20 cult.
Adrian Fleming revealed the
secrets which helped him
safely through the game.
Here we print his technique
for screen seven.

When the train is at the right
hand side, jump left for the key.
Jump onto the same level as the
train. When it approaches, jump
over it and onto the platform.

Carry on jumping to get to the
top non-collapsible platform.
Walk right to the end and jump
onto the conveyor belt. Jump
right to get the note, let the
conveyor belt take you left and
then jump rightl al the end, unlo
the collapsible platform. (You
may need to use the second con-
veyor belt),

Jump straight up for the key
and let the platiorm collapse.
Walk off until you come to the
platform that stretches furthest to
the right and jump off, getting the
key.

Get down to the level of the
train, avoiding it as before, and
jump upstairs, watching out for
balloons. Walk to the far side and
get the note, then jump up and
walk downstairs, again watching
out for balloans.

Wait on the train level and
jump the train as before, getting
to the top non-collapsible plat-
form. Jump otito the conveyor
belt and jump one space from the
far-left side of the second belt.
When the first balloon is down,
jump right for the last note.
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MHIC MII"[ERis available on Spectrum, ﬁmstrad BBC
Dragon, CBM 64,0ric/Atmos, MSX.

Score @RE0ER Lives B2 Level 88

Lo =k
Soore BREERR Lives 81 Level 19

Mimer Willy, while prospecting down
Surbiton way stumbles upon an ancient,
long forgolten mineshaft. On further
exploration, he finds evidence of a lost
civilisation far superior to our own, which
used automatons Lo dig deep into the
Earth’'s core to supply the essentlal raw
malerials for their advanced industry. After
cenluries of peace and prosperity, the
civilisation was Lorn apart by war, and
lapsed into a long dark age, ﬂumlmlq
mmmm

mrﬂnﬂmmﬂmmhmhﬂm

wuﬂyhmmmm
. und store. In order to move to
t.hﬂ'm ¥er, you must collect all the

Nashing keys in the room while avoiding
nasties like Poisonous Pansics and Spiders
and Slime and worst of all, Manic Mining
mmwa IHIHMH the Keys, you can

Software Projects Limited, Bearbrand Complex, Allerton Road, Woolton,
Liverpool L25 7SF. Telephone: 051-428 9393 (4 lines). Telex: 627520.




Miner Willy, intrepld explorer and noavean-
riche socialite. has been reaping the 2 A o 4 - wu
benefits of his fortunate discovery in AT = . e
Surbiton. e has a yacht, a cliff-top ' =
miansion, an ltalian kousckecper and a
French cook, and hundreds of new foand
riends who really know how to enjoy
themschves at a party. His housekeeper,
Yaria, however, Lakes a very dim view of all
his revellery. and finally after a particulardy
hoisterous thrash she puts her foot down,
When the last of the louts disappears down
the drive in his Aston Martin, all Willy can
think about is crashing out in his four-
poster. But Marla won't et him into his
room until all the discarded glasses and
botties have been cleared away. Can you
help Willy out of his dilemma? He hasn't
explored his mansion properly yet (itisa
large place and he has been very busy) and
i{here are some very strange things qoing on
in the further recesses of the house (I
wonder what the last owner was doing in his
iaboratory the night he disappeared]. You
should manage O.K. though you 3
will probably find some loonies g
have been up on the roof and 1 % it . Sl . T =i E

would check down the road . "

and on the beach if 1 was yoii. JET SET WILLY is available on Spectrum, Amstrad, CBM,
Good luck and don’t worry, all % MSX.

you can lose in this game is sleep, L

Send a large stamped addressed
envelope for more detailed
information on our new releases,

plus a free large poster.

All sales enquiries to:
Colin Stokes

(5ales and Marketing) -

!
For Mail Order only: B mend
Software Projects, P.O. Box 12, L25 7AF

Selected titles available from:—

lohn Menzies, HMV, Boots, Woolworth,
Spectrum and other large department
~tores and all good major sofiware
retailers.




NEXT MONTH

The March issue of PCG is due out Thursday, February 14, Just 75p!

BRITAIN'S
MEANEST
PLAYER

For months the battle has been on among the nation’s greatest
gamesters, all trying to prove their talent and win our model of the
hideous Vivian. Now the time has come.

Qur nominations for the title of meanest player have been
summaoned to PCG's Challenge Chamber from the far corners of the
lond. There they will take part in one of the most pulsating
shoot-outs of all time. Anything could happen.

Read the Chamber Master's graphic account of this unique event
in the March PCG.

@ The Final Conflict is returnin er its Christmas
break.
@ Page after page of play e best you'll find

anywhere. S

BRITAIN'S GREATEST REVIEWS

Already our reviewing panel

are hammering at the[
keyboard in an attempt to get | ©
through the sizeable pile of e
programs awaiting their ver-
dict.

There's the remarkable
Cad Cam Warrior with 8,000
screens, on the '64. But is it
compulsive?

There's Ocean’s new foot-
ball game on the Spectrum.
But is it playable?

There's an intriguing re- @
lease on the Beeb from new J
company Viper. But will it
hold your interest?

The wverdicts that count
await your attention in Eé
March's PCG.

® News, gossip, cNas#
favourite pages Bé

If you want o save yoursell
the rush at the newsagent,
why not take out a subscrip-
tion to PCG? If you live in the
UK it costs just £9.00 for 12
issues — so effectively the
postage is free.

For our readers overseas in
Europe the price is £26.50
and elsewhere it costs £50.00

adventures, your

lging ot the seams.

SUBSCRIBE TO YOUR FAVOURITE MAG!

for air mail delivery, £18.75
for surface mail.

The address to write to is:
Personal Computer Games
Subscriptions, 55 Frith
Street, London W1A 2ZHG.

Cheques should be made
payable to: VNU Business
Publications BV. You can
also pay by credit card.

Competition results

Did you enter our energy
competition to try to win
£1,000 for agame idea?

Have you sent us cartoons
to try to win a colour moni-
tor in our great CIiff Hanger
contest?

Are you one of the Vic

owners waiting to find out if
you've won a copy of Perils
of Willy?

We're planning to print
the names of all the winners
in the next issue. Only
another month and a prize
could be on its way!
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The pattlerun toend them all!

liens, inv #
netand destroy it!

'SCORE TTIEG) Q

anks,U
and missiles-

A killer ofa game!
CRASH Rating 83%-

£5.50




Nota Game. ... A very realistic Flight
Simulation!!!!
Worlds Of Flight (W.O.F.) is a “view”
orientated flight simulation for the
Dragon 32 and Tandy colour 32k
computers, - written entirely in
machine language.
“View” orientated means that the
pilot may determine his or her
position by actually viewing the
surrounding landmarks and
features as opposed to flying
on instruments only.
The craft is a light weight, low
winged, single engined
aeroplane, with a nose wheel
which is both steerable
and refractable.
Most instrument manoeuvres
and procedures may be practised, as well as
aerobatics which include, alleron rolls, spins, stalls and
sustained inverted flight.

100% machine code with high
resolution graphics.

Requires 2 Potentiometer/Floating Joysticks

Tandy Colour Version requires 32K
non-extended basic and is available only at Tandy Siores.

' ¥ Dealers Contact

3\- MICRODEAL DISTRIBUTION
= 0726 73456

Mail Order Sales from &
Microdeal Mail Order 41 Truro Rd, 3

St. Austell Cornwall PL25 5JE ~
TIGER TRADER 0925 55222

Phone 0726 73456 - . - .&\\‘, -""f‘"ﬁ’ Vs, CENTRESOFT

MICRODEAL "

S e S S T A

Selected Microdeal Titles available from computer dealers nationwlde or trom larger branches of

md

Siores






