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"Seconds out!!! Round one and Slugger Sam
_comes out swinging, looking for that killer
punch, but the Italian Stallion is ducking
and weaving like a ballerina and there it is,
the famous "Joystick Shuffle,” Slugger hits
thecanvas123456789andout.
The Stallion wins and can now go on to
challenge for the heavyweight title of the
world. Better than a ringside seat be there
in the ring swapping punches but never
feeling a thing. Box clever with
KNDCKDI-'iT the fight game of

—

WEIGHT CHAMPION OF BRITAIN?

£6-95

Alligata Software Limited

1 Orange Street, Sheffield 51 4ADW
Tel: (0742) 755796

Send for your free full colour product brochure (enclose a stamp)
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A ROUTHER,

“Commodore 64 ,
that'll do nicely sir | **

Gummndora'a
Weekend Break

News has Just reached us
about a saries of offerg
from Commodore.

be a ‘bag’ offer com-
Prising of a Commodore 64,
& tape deck, a copy of Intep-
national Soccer, and 2 or 3
nights in g hotel for twa,
The hotel tan be selected-
from a list of 280 in Britain
and the Continent. The
Dackage ig expected to se]]

for around the £200 mark,
This by
officia]
line wi
of a

rice of the Cg4 into
the generg]

Can be bought for as
low as £150, but the going
rate is aroungd £178.

The Flus/4 also deserveg
& quick mentjon a8 Com

be

calli
ack. This may
of this

usinessg
beyond the scope

Enmmcdnra'a t

@ last offer ig
be thrnu‘gh mail op

d is for existing
modore g4 owners. Called
the Peripherals back it is g
disk drive, g modem, and
Some software. At the time
of going to I'8S8 no price
was known for this,

The Commodore 128 is
NOW get for g September
launch, Pricing is gtj]]
unknown but is 8Xpected
be around £280-£300

&r only
Com-
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Quake-1
In Quake-1 (Beyond’s latest
releage under the Monolith

label) you have to prevent
the robot liberation front
from taking over the world.

The crank terrorist

destroy the Titan power
station complex and u'lggﬁr
off a massive earthguake
which will paralyse the in-
dustrial nations allowing
the RLF to seize power.

The Titan complex is a
huge power statlon situated
deep in the Atlantic ocean
where it draws power direct
from the Earth's core. It is
controlled by five com-

uters called Hermes, Zeus,
osaidon, Vulecan and Ares.

When the game begins
you control only Hermes
and have ten hours to seize
the others from the RLF. At
vour disposal you have 28
armed mobiles with which
you do battle.

The sereenshot shows
the display from just one
mobile. The top half of the
sorgen showe the view of
the Titan landscape which
" shows a selection of the
buildings that form the
pomplex. These include
¥nergisers and fueltanks to
refusl your mobile, fac-
tories to repair them along
with bunkers, magnetrons,
quake suppressora, cooll
dromes, T and contro
towers. ?ﬂ.p ring a aqng%
tower w ve ¥ou con
over a ma? sacaon and all
it contains. However, as

ou can see from the map
the bottom lefthand cor-
ner of the screen there are
~an awful lot of roads sec-
tions to capture.

shows the fuel and ener
levels of the mobile, e

organisation plang to

The rest of the screen.

:":_,. |],]5'
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A

amount of damage it has
sustained and the weapons
available to that mobile.

Each mobile has one or
more WwWeapons systems
which ineclude mines,
torpedos, missile pods,
ironic blasters, lasers and
shock shields.

The next transmission of
Computer Gamer will con-
tain an exclusive indepth
review of this giant, real-
time action game,

Quake-1 was written by
Mike Bingleton who is also
working on the third part
of his Lords of Hldnigl];m
trilogy titled Eye of the
Moon.

Eye of the Moon

This mammoth climax of
the tril containg 16,000
locatione and some 131,000
views. :

It will be set in the land
of Bloodmarech which lies to
the south of Midnight.
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In the game you must
helg Morkin or Tarathiel
find the Eye of the Moon
which 13 a magical jewel
which can lock into the
future and so help him save
the Land.

Mike Singleton has
taken the opportunity to
extend the features of the

ame from the original
rds of Midnight. For ex-
ample, Eye features a new
system called Randscapin
by which every tree an
mountain is unigue
creating a unique view for
each location.

The e also contains
2586 characters. each with a
different face which werse
created from the identikit
pictured in the screenshot.

Some of these characters
have magical abilities rang-
ing from weather control to
terrain ch g. Indeed,
one of the ob, that you
require is surrounded by
mountains and the only
way that you can get at i5 is
Eg enl the aid of the

aracter t can flatten
mountains,

Beyond hope to have the
memory to include a faecili-
tv, by which two players
can play +the game
simultaneously on two
S8pectrums. One player
would take the role of
Morkin, the other
Tarathiel, and would both
play in the same game with
the 8Specirums ocom-
municating via a oassette
lsad.

The Eye of the Moon will

be available from Beyond in
gﬂ mber.

I

July will see the release
of a rds of a Midnight
spinoff called Elindor. It is
a landscaped adventure
which features a 7850 word
vocabulary and animated
rai)hica. The sereen
ﬁiﬂpaywiuhea lit into 3
parts. The middle section
shows an animated view of
the location you are in. For
example if you are indoors
and open a window you will
be able to see the landscape
through it. Should a storm
blow up, then the sky will
darken and lightening will

flash. ;
The top of the screen is
for text input which ac-
cepte phrases such as
“meet youat noon'' and the
reply and details of the
location will af'pmr in the
bottom third of the screen.
The passage of time is
shown by the sun or moon
travelling across the sky as
well as by a skull that rises
from a fire. When the skull
is at its highest then the ar-
mies of the dead walk the

land. ;
Unlike Midnight, where
you are f to sleep at
night, you can continue
giuur quest in darkness.
owever you will quickly
tire and once you sleep you
can't control when you

wake. If you wake at alll

COMPUTER GAMER JULY 1986




NEWS VEWS VEW,

Swords and
Sorcery

Two and a half years in the
making and & year late, PSS
are a last about to launch,
Swords and Sorcery. This
much awaited game has
cost £50,000 to develop and
is a real time, roleplaying,
arcade adventure.

The game consists of a 4
level dungeon each contin-
ing 100 rooms packed with
monsters, tricks, devious
traps and treasures.

layers will enter the
dungeon as a noviee with
only limited magical and
fighting abilitieas but as you
progress through the game
your powers will increase

The =zcreen display will
show a 3D view of rooms
and their contents along
with a map of part of the

current level, a message
scroll and a series of nested
duckshoot menus from
which you can enter com-
mands quickly with a

Jjowstick.
For example, if wyou
select MAGI from the

master duckshoot menu
this leads you to a submenu
from which you can choose
from your list of spells. You
can even store two phrases
such as ‘“‘Surrender or
Die!"" with which to greet
the games characters that
yvou will encounter.

The object of the game is
to collect and assemble the

ieces of the lost armour of
ob, which is scattered
throughout the four levels.

Swords and Sorcery has
been created using a pro-
gramming system Known
as midas which means that
a sgeries of expansion
modules will soon be
available into which you
can transfer your original
character.

SBwords and Sorcery will
be awvailable from PS5 in
Commodore 64 and Spec-
trum versions for £9.95.

ihe nama m,....-*-m_w

‘ﬂfthEsﬂmE '.h..l

Ocean’s
Hypersports

Hypersport's is the first of
a series of Konami arcade
ga.mes to be converted by

gide and will be followed in
the coming month's by
“Konami's Tennis'', *“‘Yie
Ar Kung-fu", *"Hyper Ral-
cean for the Bpectrum, ly'', and '""Konami’s Golf®'.
Two further arcade
ames, ‘‘'Mike'" and “Comic
akery'' are scheduled for
release in November and
December.

and Amstrad com-
uteps for release under the
magine label.
This multi
gimulation is reviewed

sports
in-
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Battle of Britain

PSS are soon to release a
me based on the battle of
ritain.
In this, the third of their
Warmaster series, players

defend the  south of
England from the attacking
Luftwaffe.

At their disposal the
have a maximum of 18 RA
squadrons as well as 13
radar stations and a

number of land observation
points to track the incom-
ing enemy. Then its
“‘secramble!” and the battle
begins.

he playver can't tall the
number or type of incom-
ing aircraft until they are
engdaged which then leads
the game into one of its ac-
tion games. Here you see
the view from a Spitfire and
must shoot down opposing
aircraft. You only get 30
seconds to make your first

BIGGIN HILL

OFERAT]

] OH AL

“kill” and if you're suc-.
cessful you get bonus time
for further attacks. Your
skill in this stage will affect
the outcome of the battles,
as in Theatre Europs.

The other action screens
find you manning anti-
aircrait guns as you at
tempt to shoot down the
German planes as they at-
tack either one of the nine
airbases or the sixteen
towns and cities that are
gshown on the map.

The game covers only
one day of the battle but
gince the program contains
the required data you can
gither continue the cam-
paign or choose a gpecific
day for an easy or more dif-
ficult game.

Battle of Britain will be
available for the Com-
modore 64, Spectrum, Atari
and Amstrad computers
and will cost £8.98.
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Computer Gamer and
Argus Press software are
teaming up to offer you the

prize of a lifetime — a a
chance to meet Paul Me-
Cartney.

The winner will enjoy an
all expenses trip to London
when they will visit Paul in
his London studios and
teach him how to play the

ame that features him —
ive My Hegards to Broad
Strest.

There will also be
runners-up prizes of six
copies of the Broadstreet
album, six copies of the
video and 50 prizes of £10
worth of software from
Argue Preas Software's cur-
rent range.

O
O

\
T

e
a ge'n a\\- 'Jiﬁ n’;ﬁ

How to Enter

All you have to do to enter
this fantastic competition,
is prove that you ocould
teach Paul, to play the
Broadstreet game.

To do this, simply
answer the six gquestions
below which test your
knowledge of the game.
Then write your answers
on a sheet of paper and in-
clude it with the coupon
below and send it to:

Computer Gamer, (MeCart-
ney Competition)

No.1l Golden Square,
London W1R 3AB.

All entries must reach us
by the 9th of August,
If you haven't already

/ &1 off “Give My Regards to

™

Broadstreset’’.
To take advantage of this

1 Golden Square, London W1E 3AB

Your high score 8. . .. ..

What time of day did you finish . . . . .. ...

The last station Sandra went throughwas. . . .......... /

Name . .

Address .. .....
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got a copy of the game then
gcu can get a £1 discount

simply using the special
offer coupon.

The Questions

1) How many people are
there in the game?

2) What make of car does
Paul drive in the gama?

3) Where do you go once
you've collected the miss-
ing notes?

4) What tube station does
George Martin come oOut
after landing at Heathrow?
5) In the game, which tubs
gtation shows you the
Tower of London?

6) Which tube station do
you go to, to visit the Old
Justice Pub?

- ————— - W N W - —

Street, London W1R 70B
Tick as required.
8pectrum version (RRP

I
+ offer simply fill in this £7.99) £6.99[]
] coupon and send it to: Commodore 64 version
’ Broadstreet offer, APS, (RRP £7.99) £6.99[]
! Liberty House, 222 Hegent
I
I enclose a cheque/postal order for &. . . . . . .. I;'
1 Name . . . ]
I !!
J. AQdress . i...: i
L—_----F—--—-ﬁ-----—--—-------—————ﬂ------————J
______ e
Computer Gamer (MecCartney) Competition, ,"
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DOMARK
presents

AVIEW~AKILL

THE (COMPUTER (FAME
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ORDER YOUR COPY NOW! * B To: Domark Ltd., 204 Worple Road,

Y‘?g"‘:‘g'sb;*;‘:‘"‘;e ook Londonswio gen
A e LT T . e L R
in his first arcade/adventure ADDRESS.............. i E RO D L !
available on BOUNIN e e s e e e e L

Please send me .................... copies of “A View to a Kill - The Computer Game”

Spectrum 48K, CommOdore 64! at £10.99 (includes postage and packing).

lenclose a cheque/P.O. forE..

Enterprise 64 deousip S N e LRI
and watch out for Y, Sy aanes {5 e L Pwinarionn Snpees Ly sont

Amstl'ad, MSX and Others :;Zis:nt:i:::t:myGHEmTEAHDD I ..........

Domark Ltd., 204 Worple Road, London SW20 BPN. Tel: 01-947 5624 Telex: 894475 G S LT ——— s s cGe

© Eon Productions Lid. Glidrose Publications Lid. 1985



Spectrum Top 10

BBC Top 10

Amstrad Top 10

Commodore 64 Top 10
Atari Top 10

Compiled by Gallup for the indusiry's wesakly trads majgasine, Computer and Baftwars
Rastailing, For details contact John Sorrentl, Computsr and Softwary Retailing, Libarty
Houss, 328 Ragent Strest, London WI1E TDBE. 01-434 8131,
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MIX-AMSTRAD-SPECTRUM -ELECTRON- BI

CHRYSALIS... FRANKENSTEIN

Super smooth full colour classic arcade action. G- E v Multi-screen fantasy micro voyage through
BBC...£7.95 Electron...£7.95 % s monsters body. BBC...£7.95 MSX.. .£6.95

MSX...£6.95 Spectrum...£5.95 Spectrum...£5.95 Amstrad...£6.95

CONTRAPTION... CAVEMAN CAPERS ...

Zany Hi-res all action arcade extravaganza Addictive smooth scrolling fast action arcade tun.
BBC...£7.95 Electron...£7.95 MSX...£6.95 Spectrum...£5.95 BBC...£7.95 Electron...£7.95 MSX...£6.95 Spectrum...£5.95
Avallable from most major stockists, .
all good computer shops : :
or direct from us. | % .
To order direct from us: W .[‘ g
Send cheque or P.0. payable ' ' N !
to ICON or quote your e -
;"‘,E,E.E No.
inet SOFTWARE
Tel: (091) 2846966 65 HIGH STREET, GOSFORTH,

TYNE & WEAR, NE3 4AA.



Bond has at last burst onto
the computer screen. Tony
Hetherington takes an indepth
look at A View to A Kill.

My name’'s Bond, James
Bond''. At last the hero of
British intelligence has
burst onto the computer
BCTEarn.

His firat computer
adventure is based on the
current Bond film A View
to a Kill'", and like the real
thing, the game is a big

production.

It was originally
designed by Tigress
Marketing and was

programmed by Softstonse.
The game is accompanied
by the Bond theme which
was digitised by Tony
Crowther. Last but not
least, the whole project was
co-ordinated and the game
sold by Domark, thea

company who brought you
Eureka.

The game beginas with
the usual sequence of Bond
walking across the screen,
framed in a gungsight, but
just in time he turns and
shoota, then blood covers
the screen. All this is
accompanied by Crowther's
version of the Bond theme
which is impressive on the
64 wversion but only a
recognisable series of
bleeps on the Spectrum.

The program actually
consists of three separate

ames based on parts of the
ilm. The first finds Bond
racing a car around Paris
while tracking the evil
Mayday who is descending

from the Eiffel Tower by
parachute. In part 8, Bond
and his girl, Stacy, try and
egeape from the burning
San Fransisco® city hall
Finally in part three Bond
descends into a mine shaft
to disarm the bomb planted
by the villain who plans to
trigger the San Andreas
fault. This would then
destroy 8ilicon Valley
making him the world’'s
major microchip
manufacturer

After parts 1 and 2, you
are given a code which
reflects your performance
in that section. This is then
fed into the next part and
the action continues. This
means that you don’t have
to perfect one part before
{rou can practise the others.

owever it does mean that
you can't actually finish
the game because you will
be without some piece of
vital equipment or have
insufficient time to find
and disarm the bomb in the
mineshaft.
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Paris

The Paris module of the
game is a Broadstreet style,
car maze game in which
you have to track Mayday
to one of 16 possible lan-
ding positions.

The screenshot shows
how the display is divided
into five areas. The bottom
of the screen has a plan
view of the area of Paris
you are currently in. The
corresponding 3D view is
ghown above it. In between
the two, are you CcAT'S COnN-
tols, including a steering
wheel that turns as you do,
a speedometer and a real
time clock.

To the left of the 3D view
iz a tracking device that
shows Mayday's height
andto the right a display
ghowing the amount of
damage the car has sustain-
ed.

Luckily, Mayday gives
you a sporting chance to
catch her as she circles the
Tower before drifting off
towards her destination.
This gives you a chance to
get into the centre of the
road ready for the pursuit.
This is important for if you
drive too close to a wall,
you'll find it difficult to
turn corners which will
halt your pursuit.

To add to your problems
you will have to avoid
numerous dead ends and
the local police.

A few mapping edxcur-
gione will soon locate the

Sy e Bee

City Hall

City Hall is a full blown

arcade adventure which
would quite eagsily stand as
a4 game on its own.

You are trapped in the
city hall, and have to rescue
the girl, before the fire that
is spreading, engulfs you
both. Again the screen is
aplit into areas with the top
left window showing the
room you are in. Below this
is a picture of city hall
showing its windows and
the fire which starts in the
top lefthand window. Your
own location is shown by
the window that is shaded.

To the right of the room
display is the date and time
displays and above them
the command and object
duckshoota.

These are operated either
under ljoyst.lck or keyboard
control and decide your ac-
tions in the game.

Using the command
duckshoot you can select
actions such as Examine,

Use and Give. The objects
that you collect and use are
stored in boxes in the other
duckshoot and can be
gcrolled into view when re-
quired.

For example to pick up
an object that you find in
the game, simply move
Bond to it then select the
duckshoots by pressing the
fire button (or correspon-
ding key). When you select
‘‘EWxamine' a picture of the
object will be displayed in
the object display. Then by
simply pressing the fire
button the object is picked
up and stored for later use.

It is important that you
learn to use this quickly
and efficiently as you can't
afford to waste any time.

Your first problem is the
fire. You can slow down the
rate at which it spreads, by
finding water buckets
which you throw on the
floor in the next room to be
consumed. You may also
find a fountain from which
you can refill the buckets.

However this will only

COMPUTER GAMER JULY 1985

slow its progress and
before you have any chance
to escape, you will have to
find some way to put it out.

The dynamite strewn
throughout the building is
certainly not the answer as

if it is left to near the
flames, it will explode,
spreading the fire even

more, Conseguently you
gshould ferry this away to
relative safety. Whatever
you do, don't be caught to
near the flames holding
dynamite or they'll be look
ing for the next Bond.
You'll know when
you're close to the fire
because you'll slow down
dramatically until you're
overcome by heat. The
room temperature is also
displayed on the lefthand
gide of the screen but I
found that I was too busy to
kergz an eye on that.
bviously all this frantic
activity takes its toll on you
and so you will need some
refreshment. This you will
find in the form of a drinks

machine and you're left

InDIPII

part of the map to avoid
whereas the police pose a
more difficult problem.

These will pursue you if
you exceed the speed limit
or go down a one-way street
in the wrong direction. Un-
fortunately, you will have
to do just that in order to
capture Mayday.

There are two types of
police car, white and red
The white cars shouldn’'t
pose to many problems. If
they get in your way they
can be quickly despatched
by a couple of shots from
your Walter PP45. The red
cars are another story.
8ome of them possess
remarkable acceleration
and the best advice is to ig-
nore them. At best they
push you to close to a wall,
making it difficult to turn
or worst they will pen you
in, ending your chance of
completing the game,

I found Paris to be the
easiest part of the game and
was confident that I had a
good code with which to
enter city hall.

with the problem of how to
get into it. There are a
number of ways to do this
but the only clue I'll give

*you, i= that crime doesn't

pay.

Before you tackle such
problems you will have to
navigate the rather tricky
problem of getting around
the place. This is difficult
ginece most doors requira
gither a key or security
pass which the staff of city
hall have hidden in the
most unlikely places. Then
again, if you find a door
without a key or pass that
fits you can also adopt for
the subtle approach and
shoot the lock off

Be careful with this tac-

15)




tic, for as in the best films,
you only have a limited
number of bullats.

Finally in your travels
you should also find the
combination to a safe,
numbers that form the
security code to get you
out, Stacy, and an item that
will help you find the bomb
in the final part of the
game,

The Mine

This the third and final
part of the game, was ob-
vicusly inspired by the ex-
cellent Impossible Mission.
Bond runs (footsteps echo-
ing), jumps and falls
around the disused mine
where the bomb is planted.
Your first priority is to
collect some vwvital equip-
ment that will help you
find, the now converted
Mayday, before you both
try and disarm the bomb.
The most useful gizmo
you will find is a rope com-
plete with a grappling hook
which can tgr;:t you out of a
number of tricky situa-

lies in the map of the mine
butI didn't know what that
meant either,

During your travels you
will eolleet a number of ob-
jecte including planks of
wood, rope, handles and
gticks of dynamita.

Dynamite when properly
lit is extremely useful in
this part of the game as it

InDEPIH

You should take advan-
tage of the ability to scroll
the screen down (by
pushing down on the
joystick) to look before you
leap. It is also worth climb-
ing up your portable rope
to scout around for useful
objects.

To succeed you will have
to be an incredibly agile
Bond and perform feats
more associated with In-
diana Jones. I would have

referred to take the Roger

oore option and send in a
stunt man to do it for me.
Unfortunately they all
seam to be fully booked and
so I'll have to persevers.
Perhaps someday I'll finish
the game unscathed, until
then, ‘‘Geronimol’' —
“AAAGH!"

Conclusions

A View to a Kill consists of
three distinet games linked
only by a code that is
awarded to you in one part
and passed on to the next.
Only when you perfect all
three parts will you com-
plete the game.

I found Paris to be the
most disappointing section
but since it is fairly easy to
solve it shouldn’t hold you
up for too long.

tions. The mine consists of
a number of caverns and
platforms dug out of the
rock, punctuated by lifts
and ropes.

Mapping this is a major
task, but an important step
to solving the game.

Again the screan has two
duckshoots but this time
they contain useful ecom-
mands such as CALL LIFT
and WINCH UFP and WINCH
DOWN.

The two winch com-
mands are used to lower
you down the shaft that
contains the bomb but
Eefc:re that you have a lot to

0,

For examples you need to
find something to be winech-
ed down in, Mayday to do
the winching and the code
that will disarm the bomb
once you get there.

This is in the form of
numbers scattered about
the mine but onece you find
them, you still have to
work out the order in
which to input them. Ap-
parently, the clue to this

can blowup sections of rock
to allow access to other
parts of the mine.

As in the other two sec-
tions of the game the screen
contains a real time clock
but in this instant, this will
change to a time to detona-
tion, when you find May
day as she knows when the
bomb's set to explode.

However it will take
most players many hours
to get to this stage as you
have to learn how to get
around the mine without
too many uncontrolled
plummets.

Luckily Bond always
lands on his head and so
recovers, however vital
seconds will have been lost.

In comparison, City Hall
and The Mine are good
enought to stand on their
own. Consequently the in-
clusion of them both, make
the game excellent walus
for money.

I found the duckshoots
easy to use and seeing the
commands available, gave
me some much needed
pointers early on.

The graphics, particular-
ly the animation, are excep-
tional and even the scenes
in the mine scrolled
smoothly on the Spectrum
version.

The whole package is
completed by the inclusion
of the opening sequence
and the Bond theme.

All in all, a thoroughly
enjoyable game and all I
want to know is when will
Bond be back?

A View to a Kill is
available from Domark for
£10.99 in Spectrum, CB4
and Enterprise wversions.
These will soon be followed
by conversions for Amstrad
and M8X computers.
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MORE
THAN THE
- OLYMPICS

- ABYSS - ADVENTURE QUEST - AGENT USA - AIR TRAFFIC CONTROL - AMERICAN FOOTBALL - ANT ATTACK - AUTOMANIA - AVALON - AVIATOR * BATTLECARS * BEAC

: BLAGGER - BLOCKBUSTERS - BLUE MAX - BOILER HOUSE - BOULDER DASH - BRAINSTORM - BRAXX BLUFF « BRUCE LEE © BYTE - CAMELOT - CASTLE OF TERRO
EMNAME MAT - DALEY THOMPSON'S DECATHLON - DETECTIVE - DIGGER DAN - DOOMDARK'S REVENGE - DRAGOM FIRE - DRELBES - DUNGEOMN ADVENTURE - EDDIE KII

CHALLENGE - ELITE - EUREKA - FIGHTER PILOT - FIREQUEST - FLAK - FOOTBALL MANAGER - GHOSTBUSTERS - GIFT FROM THE GODS - GOLD RUSH - GRANL PRIX DRIV
EZ‘.LEH HIGH NOOMN - HOT DOT SPOTTER - HULK - IMPOSSIBLE MISSION - INTERDICTOR PILOT - JACK & THE BEANSTALK - JASPER - JET SET WILLY - JETPAC - JINN GENI
HTLORE - KOKOTONI WILFE - LEGIONNAIRE - LEMMING SYNDROME - LORDS OF MIDNIGHT - MANIC MINER - MASTERMINIY - MATCH DAY - MATCH POINT - MOLAR MAL
N PATROL - MR ROBOT - MS PAC MAN - MUGSY - MUSIC MACHINE - MUTANT MONTY * MYCHESS 11 - NATO COMMANDER - NOMAD OF TIME - OLYMPICS 84 - ORIO!
PAM - PIPE LINE * PLOF - POGO * POLE POSITION - POSITRON - PYJAMARAMA - QUANGO - QUIZMASTER - RAID OVER MOSCOW - RATTLER - REDCOATS - RETURN
 RIVER RAID - ROBBER - ROBOTRON 2084 - ROLAND GOES DIGGING - SABRE WULF - SAGA OF ERIC THE VIKING - SCRABBLE - SCUBBER DIVE - SHEER PANIC - SHERLOC
OF THE LINE - SHOOT THE RAPIDS - SKOOL DAZE - SKULL - SMUGGLER - SNOOKER - SMOWBALL - SOFTWARE STAR - SON OF BLAGGER - SPACE SHUTTLE - SPELLBOLUT
GED - SPIDER-MAN - SPIRIT OF THE STOMNES - SPITFIRE ACE - 5PY HUNTER - STAFF OF KARNATH - STAR TRADER - STAR TREK ADVENTURE : STAR WARRIOR - STELLAR
DAVIS SMOOKER - STOP THE EXPRESS - STRIP POKER? SUICIDE EXPRESS » SULTAN'S MAZE - SWAG - TALES OF THE ARABIAN NIGHTS * TECHNICIAN TED - TEST MATC
ALACTIC PLAGUE * THE GREAT SPACE RACE - THE THINEKER - TIR NA NOG - TRANSYLVANIAN TOWER - UGH! - VIZAWRITE 64 - WANTED MONTY MOLE - WEATH
R - WHITE LIGHTNING « WILD WORDS - WIZARD OF WOR - XAVIOR - ZAGA MISSION - ZARM - ZAXXON - ZEN]I - ZODIAC MASTER - Z0OOM PASCAL - ZORK 11 - ZORK

UMMER GRMES IT NOW AVAILARBLE ON OIS FUR L6Y £35.95

When you are looking for the best games in town look no
i further than Software City.

Even if you are just browsing we’ll be happy to show you
; the selection of great games we have to offer.
We stock software for Spectrum, Commodore 64, Atari,
BBC Electron, Amstrad, MSX, Apple and IBM machines,
or we will order if you cannot find the program on the

shelf.

'_w”“’w”m”‘f

THE UK’S NO.1 SOFTWARE DEALER LIMITED
382 Kings Road Chelsea SW3 01 352 9220
14 Thames Street Kingston-on-Thames Surrey 01 541 4911
47 Cheap Street Newbury Berkshire 0635 31696
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You could win an £100 soft-
ware spending in the Virgin
Games Centre in our search
to find the champion Mule
player.

M.U.L.E. is a curious
mix of both arcade and
strategy that attracts all
kinds of games players and
was featured in an indepth
review in last mont
Gamer. It was written by
an American software
house, Electronic Arts but
iz sold in BPBritain by
Ariolasoft in both cassette
and disk wversions for the
Commodore 64 and Atari
computers.

One night in April four

figures met to do battle to
become the Computer
Gamer M.U.L.E. cham-
ions. The plaiyers were
live Brown riolasoft),
Dave Bishop (Tigress
Marketing and Gamer con-
tributor), Jeff Minter
(Llamasoft) and Tony
Hetherington (Gamer's il-
lustrious Editor). After a
keenly fought and often
dirty battle Dave Bishop
and Tony Hetherington
survived to fight again as
Gamers champions.

Now we are looking for
gix challengers to take on

CHALLENGE

opur champions in a
knockout tournament to be
held in Ariolasoft's offices
in the centre of London.

The winner will be able
to celebrate in a £100 spen-

ding spree in the Virgin
Games Centre in Oxford
Street. Although nobody
will go home empty hand
ed.

All you have to do to
eriter the challenge is to
send in your witnessed
high scores on the form
below and the best six will
be invited to do battle to
become the Computer
Gamer M.U.L.E Champion
of Champions. The submit-
ted scores should be achiev-
ed in a 12 turn game played
at Tournament level bet-
ween yourself, playing a
humanoid, against three
computer opponents.

In the event of any ties
the first scores received will
get preference. In the play-
offs each champion will
play against three
challengers with the best two
from each game mesting in
the final. In the play-offs
the players will have a free
choice over the character
they play. Good luck and
may the best humnoid win,
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. Nick Faldo’s

AN

Runs on both

Spectrum 48K
and CBMo64

Accurate
000 screen
scrolling map of the

Roval St. George's

Golt Course, venue for the

Open Championship 1985,

Can you make par on this

course of Champions? With strong
winds and deep bunkers vou'll need all

—_‘______,.n-""'
the help vour caddy can give vou. Full mm
ammation and hve action bring vour game to hie.
Argus Press Software Dud., Liberty House, @M%

222 Regent Street,
Londim WIR TDR
||'h'11|l||llr -39 (Mwitwity
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Mike Roberts presents the pick
of the arcade games.

Arcade games come and go,
but thers are some good old
faithfulls that keep appear-
ing year after year. Some of
these games that appear are
much imitated, take
Daefender for instance.
There have been so many of
this type that there is a
whole genre that is labled
‘Defender games' such
as Scramble, Super Cobra,
and lots of other ‘horizon-
tal' games.

Classification of any
I;i,;pe of game is difficult but
there are three main types
of display with arcade
games and it is through
these that we can break
down the thousands of
games to a few long lasting
classic games.

By far the most common
method of screen produc-
tion is via the raster scan
method. This produces an
image on the screen by
gcanning an electron gun
across a screen. When you
want a dot you turn the %‘un
on and a stream of elec-
trons make a part of the
screen glow. 1f you use
three guns with the three
primary colours you can
get a colour display.

There are sc many of
these games that it is hard
to gick one classic game. 8o
a shot list is in order. In the
field of racing games for in-
stance, Atari's Pole Position
and its sequel Pole Position
II were the first real racing
games to put the player
really behind the wheel of a
Formula 1 racing car.
There were other, such as
Sega's Turbo, but none had
the same feel. More recent-
ly TX1 has taken a great
leap forward with its three
linked gcreens and
vibrating chair, but its high
price (in excess of £2000)
has put off most arcade
OWnNers.

Atari's Pac-Man will
always be remembered for
the almost mass hysteria
that America went through
a couple of years ago. It was
onee said that ‘do you want
to see my new Pac-Man pat-
tern' replaced ‘do you come
here often’ as the most
COMITION ick up line in the
New York's singles bars.
Personally I cannot see the

attraction in the little man
and his munching actions,
but a lot of people do. There
are a great deal of
‘developments’ on the
original theme, but not
many copies due to the fer-
vour of Atari's legal depart-
ment at the time.

Atari wWas suaing
averybody over Pac-Man
clones at the time 8o
naturally there were not
many attempts to cash in
on the vast success of the
little man. I remember one
%udga coming down in
avour of Atari in a suit
against Philips and saying

- that the Philips version was

similar due ‘to the similari-
tﬁ in the gobbling action of
the main character'. There
have been a number of
variations, Ms Paec-Man,
Baby Pac-Man, ete, and the
latest which was looked at
recently in Computer
Gamer — Pac Land, this
uses the characters without
using the same (now long
in the tooth) game play.

In the vertical t.}.rga
ame, first started %r
aito’'s Space Invaders all

those many years ago,
Galaxian or Galaga are still
around along with mors
variations than could ever
been imagined. These types
of games were amongst the
first to be in true colour —
as opposed to black and
white with coloured strips
on the monitor. There are
many variations on the
same theme — ship at bot-
tom, nasties at top swoop-
ing down on you. One of the
most common is Pheonix —
watch out for it.

There are lots of other
raster games that you may
come across — among them
S8py Hunter, Buck Rogers,
Donkey Kong, and Missile
Command. In some cases
they tend to be cheaper that
the norm (10p instead of
20p), but they still give the
same enjoyment.

The next development
from the original rastar scan
was vector fra.ph, vector

raphic displays work by

ectly ‘drawing’ the im-
age on the screen with the
electron guns. This process
must be done over and over
again to ‘refresh’ the image
on the screen. The advan-
tage with this system is
that you get perfectly crisp
images on the screen — in-
stead of being made out of
small dots. However it is
difficult to make solid ob-
jects. Most have to be line
drawings only. It also
makes it easier to produce
3D images. Until now it has
also been difficult to add
colour, but more later.

The first games to reall
use the vector TA
technigque were tari's
Asteroids and Battlezone.
Asteroids wused large
outlines of boulders and a
little dart shaped ship. The
erisp images, and varied il-
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lumenence levels were a
surprise at the time, and
tales have been told of week
long, multi million scores
on the game.

Battlezone, however,
was an entirely different
kettle of fish. 1{1: was the
first real 3D game. The
Iplayers view was in the
irest person, with all
the baddies coming
towards you in perfect
outline.

Nowadays you are more
likely to come across the
stunning Star Wars game
by Atari. This was the first
colour vector game, and to
my knowledge the only
one. The game uses eight
colours by having three
electron guns in the same
way as a colour telly. There
ig algo full stereo sound and
volee synthysis — “‘May
the force be with you® Obi
Wan bellows into your ears.

This game comes in two

types, the best is the sit-in
type where you climb into
your X-wing fighter and ex-
perience the destruction if
the Death BStar yourself,
This game has been around
for the last year or so and is
still guite common, well
worth 20p.

A year or two back the
arcade world was stunned
by the introduction of a

ame called Astron Belt.

his used a technigque call-
ed interactive video disk to
produce an image on the
screen. In this case it was
from a Japanese science fie-
tion film that was never
finished. The space scenes
were taken for the game
and put onto the video disk.

A video disk is similar to
a record, except that each
track has a TV frame on it.
A laser scans these tracks
and produces the picture,
The interactive bit of this is
where 'a computer is con-
trolling the laser. Thus, by
picking which track is
displayed, any desired se-
gquence can be produced.

Onto this i8 mixed a

standard computer video

display of your ship ete.
Whatever you do with your
ship is echoed in the video
disk generated background
display. Explosions of your

ship are handled by the
video disk (and very
graphical it is too) but
knocking out of the enemy
ships is done by blanking
out the video display of the
enemy by putting a com-
puter generated splat over
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the enemy ship.

This game was rather

limited as the video disk
was not designed for it,
however this is still one of
my favourite space games.
Later games such as

ACH

3, and Fire Fox had custom
designed sequences for
them and the gameplay was
much better. What really
was interesting was the
work by Don Bluth and
Atari with Wizards Lair,
Space Ace, and the more re-
cent Super Don Quixote. In
this the movements on the
joystick are mimicked on
the screen by the cartoon
characters, there is8 no com-

puter display interaction
except for the status and
score digplay.

Dragon’'s Lair and
Astron Belt are definitly
clagaice and landmarks in
the arcade scene, and as
they are quite old the price
of a play is comparable
with the normal type of
game, These games are
usually more expensive, as
the equipment and original
capital layout for the
operator is higher — he
needs more 10p bits being
shoved in to get his money
back.

That concludes my
'ﬁmden oldies' roundup of
the computer scene, most
of these games can be seen
at the resort arcades that
are dotted around our coast
and where most of you will
be spending your holidays
— mea? I'll be down the local
arcade in Broadstairs keep-
ing cool whilst the rest of
them roast to death and
turn red on the beach!




Simon
Rockman
rounds

up the best of
the computer
versions of
arcade games.

gince the early days of com-
puters, people have wanted
to play games. It was in the
mid-70's that Nolan
Bushnell realised that de-
mand was 50 great that he
could charge for the pleasure
When micro-computing
was in its infancy the cost
of the hardware was 50
great that the amount of-
money the machine would
take was not enough to pay
for the cost of the eircuitry.
When he saw a cheap pro-
cessor board offered for
sale Nolan realised that
game dedicated machines
were viable. The company
which was founded to fill
the clubs and bars of
California was called
“ATARI"'.

22

¥ THE ARCADE WINNERS

The next step was the ex-
odus of the electronic
beasties to the home. In
America three companies
massud to enter the con-
sumers homes. These ware,
Commodore, Atari and Tan-
dy, in the UK Sinclair also
joined the Dbattle. It was
logical that the games soft-
ware found on the arcade
machines should follow the
hardware into the home.

As the business of pur-
suading the fussy arcade
game player to part with
hiis quarter (or 10p) became
harder the standard of the
games improved. Home
computer programmers
gerambled to keep up.
sometimes they would con
vert the very latest arcade
games sometimes they
would produce versions of
old favourites to run on
new micros.

Nearly every micro nas a
version of ‘‘Bpace
Invaders’” or ‘‘Breakout”
{The new Atari 5208T even
has a Breakout game you
can play in the middle of
doing other things) but
with some of the more com-
plicated games it is harder
to produce a really good
version of an arcade
classic. It is the mark of a
really good DTOgrammer
and of a really good soft
ware house that a player
who is good at a particular
game in the arcades can
eagily master the micro ver
giomn.

The Game
Players find
Difficult

Defender i5 a game which
taxes the finest arcade
games players. To play
Defender well is an art, and
it is only the huge populari-
ty of the game that ensures
that there are many ex-
perienced plagers. History
has to thank Fugene Jarvis
of Williams Electronics for
writing (inventing?)
Defender. Because it is such
a popular game Defender is
an obvioug candidate for
conversion, any software
house with an eye to the
bank balance will want to
produce a game which will
sell. There are loads of ver-
sions of Defender for
micros. Perhaps the most
famous is Planetoid which
was written by Neil Raine
for Acornsoft, This was
originally called Defenda
put the threat of a lawsuit
from Atari was great
enough to persuade Acorn-
goft to change the name.

Planetoid takes the credit
for being the first good
home defender-type game.
Acornsoft Planetoid runs
on & BBC model B (the Elec-
tron version appeared a
long time later) and was
one of the very first Beeb
programs to appear, it
showed what could be done
on the computer and must
be responsible for some of
the success of the machine.
When a first-time user buys
a shiny new BBC B he
usually takes a copy of
Planetoid as well. When
Atarisoft moved into Ppro-
ducing software for the
Beeb they decided that
Planetoid was so good that
it would be unwise to pro-
duce a rival version.
Alligata software did not
agres with this point of
view and produced Guar-
dian for the BBC, Electron
and Commodore 64. Guar-
dian differs from Flanetoid
in that the graphics are less
like those of the dJarvis
original but the playability
iz better. The scrolling is
smooth, the explosions
almost worth getting blown
up for and the movement
flicker free.

On the Commodore 64,
Guardian has less in the
way of opposition. The
main rival to Alligata Guar-
dian is the official Atarisoft
Defender. Atari may pro-
duce some wonderful ar-
cade games and some
beautiful software for the
Atari micros but their Com-
modore 64 stuff is dread-
ful. Defender uses sprites to
such a large extend that it
is only possible to have
gight objects on the screen
at once. The upshot of this
is that opeining a pod when
there is a lot going on has
little effect. If most of the
sprites are being used only
a couple of swarmers ap-
pear. The whole point of
swarmers is that they
swarm. The Atarisoft game
ia far too easy and has some
massive bugs in it, when
your ship blows up the
sprites are expanded,
nothing wrong with that,
but if you hit STOP and
RESTORE during the explo-
sion then all the sprites
stay expanded. This means
that in the next game you
have quadruple size ships,
aliens and humans. Yuki.

The new Amstrad micro
has only one version of
Defender. Fortunately this
jg from Alligata and plays
well. Called Defend or Die it
has sterec sound and
follows the Arcade original
fairly closely. There are
gome bugs in the program
which mean that Hyper-
space can have unpredic-
table results and your laser
pcarries on firing past an

alien, this means that you
can take out a whole row of
landers in a single swoop.

Defender is a modern
classic. the home versions
have out-lasted the arcade
originals, how long before
we see it eonverted to some
of the newer micros, the
Atari BT and Commodore
AMIGA, we ImMAY eVen see all
Enterprise version.

The Hidden
Classic

Missile Command is an
unusual game. You have o
protect bases, not attack
them. Unfortunately very
little iz seen of the best
micro versions of this
game. Ground Zero is a ver-
sion of this game for the
Apple Macintosh and the
best version for a home
micro is Missile GControl
from Gemini which runs on
the BBC model B. Gemini
hide this light under a
pbushel, preferring to sell
boring business packages.
Ground Zero does not pre-
tend to be a 100% clone of
the arcade game, the cities
are drawn in 3D and there
is greater variety of enemy
eraft, including a kamikaze
dive bomber. The Gemini
game is much closer to tha
original, even down to the
stunning end seguence,
The game is, however, a lit-
tle spoilt by the high score
routine whiech plays “‘Con-
gratulations'’. The arcade
original uses a large trak
ball to move a sight across
the sereen. On the Macin-
tosh you can only play the
game with the mouse con-

troller but you have the op- |

tion of either using the
mouse button to fire from
the nearest base or using
the /.z and x keys to select
which of the three bases to
fire from. The Beeb version
is similar in that the Z.X
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and C keys can be used
either when under
keyboard control or when
using the analogue
joysticks, in fact this is one
of the few games which
benefit from the wuse of
those ghastly Acorn
devices,

More than Space
Invaders

Orlando wrote Arcadians
for Acornsoft, this was an
excellent version of Galax-
ians — seen by many as the
logical successor to Space
Invaders — so when he set
up his own software house
he produced a version of
the sequel to Galaxians. In
the arcades this was called
Galaga, Orlando named his
version Zalaga but followed
the game play and the spirit
of the original, if not the
complete storyboard. One
of the major features of
(Falaga is that enemy ships
can capture your fighter
which you can then rescue
by shooting down the offen-
ding enemy. Complseting
this operation gives the
player two ships on the
screen and so doubles the
fire power. Zalaga runs on
the BBC, not known for its
elaphantine mermory, and
g0 the game plan had to be
shortened a little. Instead
of allowing a ship to be cap-
tured by an enemy tractor
beam and then rescuing the
craft a zalagan pilot simply
has to enter the beam to be
awarded a twin ship. It 1s
worth noting that the
newer version of Zalaga —
Electron Zalaga has many
improvements. The sprite
movement is slicker and
the feel beefed up. Even if
you already own Zalaga it is
worth buying Electron
Zalaga for your Beeb. It
may sound a little over-
enthusiastic but Electron
Zalaga is the best of the
left/right/fire shoot-em
ups,

Space Capture

The fundamental difference
between home computer
games and arcade games is
that the latter is designed to
take as much money as

possible, to play as many
games a day as it can
without each player feeling
cheated. For this reason
some games which flop in
the arcades make great
home computer games. One
of these is QIX (pronounced
kick's), in this game you
control a line. Using this
line you have to box off
areas of the screen. Attemp
ting to stop you are two
nasties around the edge of
the screen. They will en-
eroach on any complete
box. In addition to these
hazards there is a thing
called a sparx, this tumbles
around any unfilled section
of the screen and will
destroy you if your line
should touch it before a box
is completed. Qix is a game
of speed and strategy. Prac-
tice is the most important
ingredient of success at
@Qix. Learning the patterns
which allow you to capture
the maximum amount of
space takes time. If riding
up this learning curve is
costing the player a lot of
money he will give up.
Because the player using a
home computer has already
made the investment in the
software there is more of an
incentive to practice. The
best computer version of
Qix is Stix from Supersoft
and runs on the Com-
modore 64. This is a very
simple game but passas the
“*just one more game'’ test
admirably.

Who You Gonna
Call?

Tank Busters from Design
Design is one of the best
new games for the Amstrad
CPC464 (it also works on
the 664). Based loosely on
Battlezone it is a tank game
played in the first person,
that is you sit in the tank
and peer out at the terrain.
Enemy tanks slide across
the ground and will home
in on you. It differs from
the arcade game in that you
only have one life but your
shields can take enough of
a hammering to -survive
enemy shells. You have a
choice of shells or wire-
guided missiles with which
to repell your foes. The
game is in Amstrad mode 1
but uses interrupts to show
more than the usual four
colours. The arcade
machine uses a vector
display (like that used by
Asteroids and Tempest) and
so mode 1 with its square
pixels 18 ideally suited to
replicating the effect. The
explosions are second to
none, even the obstacles
blow up and shatter into
convineing lumps of
shrapnel.

The COIV-0P (’(11,:4”‘[[{};]. '

Using the Force

There are a few games
which are so stunning that
programmers look at them
in their arcades (some pro-
grammers even claim the
cost of visiting arcades
back against tax — it is a
business expense!) and say
that the games cannot be
converted for modern
mieros. It is then that some
smart guy — who doesn't
realise it is impossible goes
and writes a micro version.
Perhaps the best example
of this is 3D-Starstrike
from HRealtime BSoftware,
This is a wversion qf Star
Wars for the Sineclair Spec-
trum. The program
emulates the vector display
beautifully. Always aware
of the threat of Atari
lawsuits the program is
sufficiently different from
the arcade original to be
safe. The programmers ar-
rogantly sﬂg “If we wanted
to write Star Wars we
would've written 8Star
Wars''. The Amstrad ver-
sion is not quite as good as
that on the Speccy due to
the way in which the sereen
memory works (but if
Design Design can do
it.. . .). The speed at which
the ships move across the
screen and the fireballs fly
iz impressive. The second
screen consists of towers
and hostile bases the third
of a trench with catwalks to
be dodged. In the third
soreen of the arcade version
it is possible to get a bonus
by not firing until you
reach the end of the trench,
this is known as ‘‘using the
force'' and has been omit-
ted from Starstrike.

The most impressive
games to have appeared in
the arcades recently are
Marble Madness and
Postboy, both based on the
new Atari modular system.
It may be possible to con-
vert them to the ST and
AMIGA but on current
micros — never. Unless you
know better?

7 X Spectrum
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The boom in computer
games began in the arcades.
Mike Roberts plots their
history and development.

It's hard to imagine that
there had to be a beginning
to all this computer games
stuff. As we all know, the
huge boormn in computer
games started in the ar-
cades and even now the
computer manufacturers
look towards those little
havens of noise and bright
lights for most of their
games ideas and
technological innovations.
If it wasn't for wideo
games and arcade games we
wouldn't be here now —
well, at least I would be rac-
ing -pigeons instead of
blasting the meanies.
Where did it all start?
Well the chap in question
was (and probably still is)
called Steve Russell. In the
early sixties — yes it was
Tea that long ago, I
wasn't even born then! —
he created a game called
‘8 War'.This was play-
on an MIT computer.
MIT is the Massachusetts
Institute of Technology,
and is the mainstay of
American technical innova-
tion.
It was at this university,
and on one of their com-
puters that the first game
was developed. It is believ-
ed that this game was
similar to the ‘Btar Trek'
games of today, but I am
not certain of this and have
never seen the game.
At MIT with Hussell was
a cha called Nolan
Bushnell. He decided to
produce a coin operated
version of the game, At this
point in time it is worth
mentioning what arcades
were like. Most of the
games were mechanical,
one armed bandits really
were — you pulled the arm
and the money came out, or
didn’t as the case may be.

tank games for instance
where the idea is to avoid
the ball rather than hit it!
Pong games were the
original home video games,
they were dedicated units,
this doesn’t mean that they
were excessively loyal to
their owners, but that they
only had one game with a

A little com called number of variatioins and
Sega (remember Zaxxon, no possibility of changing
Turbo, and Buck ers) them. It wasreally thisthat

started public awareness of
computers and the games
we play on them.

The next development

had a game wit a
hellcogtar where you took
off and landed. It was a real
helicopter on the end of a

cable. There were motors was the programmable
and pro};eners on it to keep home video game, this was
it aloft and various called the VC8 or Video

obstacles in the sort of
‘tank’ it was mounted in.
The Bushnell game, call-
ed Computer Space, was a
bit too radical in design —
people just didn’'t know
what to make of it. That
and the anti-war feeling in
America at the time which
was one of the hallmarks of
the sixties, caused the
game not to be the commer-
cial success that it could be.
Bushnell Btﬂgpad back,
licked his wounds and went
back a few steps to a
simpler concept that was

Computer System and was
launched with a single car-
tridge that had similar
games on it to those already
on the more common video
games. However, the pro-
mise was there for more
cartridges in the future, the
system also had colour —
inecredible and all for about

300,

Nolan Bushnell also was
the inceptor of this, he
created a company that was
named after the Japanese
for ‘check!’ as in chess —
He called it Atari, where

also competitive whilst be- have I heard that name

ing nnn-aggreaswﬂ — Pong. before?

Everybody must have That was in about
layed Pong in one of its 1976-1977. The thing that
orms. The original was brought havoc to the arcade

simply two bats and a ball. industr came in

There were two knobs on 1978-1979 from a Japanese

opposite sides of the unit compan called Taito. It

and the two players could was d Space Invaders

and we have been shaking
from the effects ever since.

I shan't bother to
describe the evil little green
men, as everybody must

control the position of the
bats in a vertical axis and
thus bat the ball between
each other. Points are
scored when your opponent

misses the ball. If a rally know them by now. If suf-
got too long the amount of fices to say t the game
spin’ that the bat would caused a shortage o the
impart on the ball wouldin- 100 yen coin 1In Japan
crease, and increase again when the game came out
later on. This ensured that over there. It is also worthy
the game got increasingly of note that after Space In-
harder and that nobody vaders went the most

would hog the machine for popular game in their ar-

too long. cades was a form of
Pong was an instant suc- bagatelle, a mechanical

cess and until the mid- game.

seventies it dominated the Space Invaders had a

number of sequels and the

arcades. The games got
development of the idea

slightly more complex,
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behind it continued with
Pheonix, Galaxian, and
others with one two major
developments — colour,
and individual ‘per-
sonalities’ for each of the
types of meanies attacking.

Another game riding on
8pace Invaders' back, for
an entirely different reason
was Moon Rescue, This
53111& was specifically
esigned to simply replace
the ROMs in the original In-
vaders machine. & COon-
trols were also kKept left,
right, and thrust. This ex-
tended the life of the In-
vaders machine and is a
technique still used today,
but for different reascns.
Nowadays the electronics
in & game are quite cheap.
The expense comes with the
display, coin mechanism,
cabinet etc. 8o a swop of the
main eirecuit board is
gconomically necessary
from time to time. it also

explains why most games
come in the same cabinets.

The next in the line of
games went back to black

and white with Asteroids.
Asteroids came out in 1981
and was a whole new con-
cept due to the vector
graphic display with its
sharp lines and smooth
animation. The psycho-
logists got in here too.
With Space Invaders it was
the rhythmical music that
brought you back time and
time again. With Asteroids
it was the slow almost
graceful movement on the
screen that convineced you
that if it went that slowly
then why did you hit it, so
you go back for another go,
and another, and another.
Battlezone cropped up in
late 1981 as well. This was
the firat real 3D game out,
and is still one of the best
tank games that you can
find. Not only did it require
you to shoot, but you need-
ed some strategy to arrange
your priorities so that you
shoot the most dangerous
enemy first. Battlezone was
one of the first games to
make people think.
Nowadays, of course, your

brain is doing as much
work as your fingers.
1982 was a very busy
%ea.r for arcade games,
efender, Pac-Man and
Missile Command showed
up. All these games WeTe
landmarks and show the
linear, but very fast pro-
grassion of the technology
of the time. Missile com-
mand used a radical new
controller, the trak-ball
with this you flick a large
sphere around and control
a small cross on the screen.
And when you press one of
the miltiple fire buttons the
object does not
disintegrate, but there is a
time lag as your missile
snakes up towards your
target.
efender was written by
ace designer Eugine Jarvis,
he also wrote Robotron
2084, and Stargate — a se-
guel toc Defender. In
Defender the emphasigis on
protecting other objects
that your self, the
humanoids — in a similar
manner to Missile Com-
mand's cites to be pro-
tected. Defender is one of

The COIV-0P COVECTION

the biggest successes of all
time, despite the opinion of
operators initially that it
would not take off due to ita
complex controls!

Pac-Man created mass
hysteria in America for the
two years after its launch.
Everybody was playing it
Since then the maze game
has gone onwards and up-
wards until maze games
can get very complex in-
deed. Dragon's Lair can
probahbl race its roots
back to Pac-Man.

In the three (gosh is it
only threel) years since
then the arcade world has
gone a long way. Forthcom-
ing developments will be
covered in our regular col-
umn ‘Coin-op Connection’.
I wonder if the next five
years will bring as much
technical advance. You
never know, holograms
and all that, are still yet to
come on the scene —
though some companies are
known to be developing
them. Who knows what
might have happened if
Atari had continued . their
Mindlink project?.... ..
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Battle your way to three enemy bases. qu -
Do you have the courage, stamina - £7.99
and skill to become a Game Lord? T ——

From

I : I &

Q The mos powerful gémes in th; Universe?

Available from all good software shops.

In case of dithculty write to:
QUICKSILVA Ltd. Liberty House, 222 Regent Street, London W1R 7DB tel: 01 439 0666




The Einstein is a powerful
# disk-based machine with
a huge range of software,
including a challenging
selection of games. you
could win a collection of
' hardware and software
worth over £1500 in our
- easy to enter competition.
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Tatung and Computer
Gamer are giving you a
chance to win a package of
Einstein hardware and
goftware worth over £1500]

The prize not only con-
tains a 84K Einstein com-
puter but also & colour
monitor, 8 Cookridge com-
gul‘.ar joysticks, and a WB

D00 modem donated by
Miracle Technology which
will allow the winner to lo
into Prestel, Telecom Gol
and Bulletin boards.

The prize also includes a
gelection of the hundreds of
programs available for this
machine with the emphasis
heavily on games. Thess in-
clude gna.mas from Anirog,
Bubblebus, Terminal, Soft-
ware Projects, Electric SBoft-
WAaTrse, yrddin Software,
Bolo Software, Euma and of
course, Binsoft. Indeed the
winner of the competition
will also receive as a gift
from Einsoft, one of ths
first coples of Einstien Elite
as soon as it is finished!

All of the games are sup-
plied on Einstein disks and
Bo there's no waiting round
for the fun to begin. Finally
the winner will also recieve
a football pools predictor
from Bell Software and the
Tasword word-processor
supplied by Tasman Soft-
Ware.
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How To Enter

All you have to do to enter
this competition is study
the eight screenshots of
games on an BEinstein and
then match them up with
the list of a selection of
available Einstein games,
and the names of the soft
ware house, that you think
wrote 1it.

Then fill in the cor-
responding letters on the
entry form. For example if
you think screenshot 1 is
Jet Set Willy by Software
Projects then fill in CC next
to screenshot one on the
coupon.

Then as a tie-breaker
finish the sentence ‘I like
to play games on the Eins-
tein because " in nos
more than 15 words.

When you have com-
pleted your entry, send the
whole coupon Go:

Computer Gamer (Einstein)
Competition

1 Golden Sguare

London W1R 3AB

All entries must reach us
by July 31st.
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Games Titles
A. Elite

B. Le Mans

C. Jet Bet Willy
D

E

F

. Norseman

. Flics

. Manik Panik

. Chuckie Egg

. Boardsllo
Space Trap
Nightmare Park

. Hunchback
F"tht Path 737

ER&HIE

Software Houses
. Hinsoft
. Bubblebus
Boftware Projects
. Anirog
. KEonami
. Firebird

KEuma
. P88

Elsctric Software
Solo Software
.Oecean
CRL

il ol o l=lal. J- o

Computer Gamer (Einstein) Competition, 1 Golden Square,
London W1R 3AB.

Screenshot 1 Screenshot &
Screenshot 3 Sereenshot 4
Screenshot 5__ Screenshot 6_
Soreenshot 7 screenshot 8

“I like to play games on the Einstein because

Name....

Address
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Remember the holographic
chess-like gama played by
C3-PO and Chewbaca in the
film ‘Star Wars'. Each game
piece was a projected fan-
tasy creature and a dispute
for a square results in a
real battle between the
ieces. They must have
gen playing Archon.
Archon is a strategy
game for the Atari, Com-
modore 64, Spectrum and
Amstrad computers,
similar to chess with fan-
tasy role playing
characters as pieces. Set on
a 9x89 squares playing
board, the object of the
game is to control five
power points on the board
or totally eliminate your
ﬂﬁponsnts pleces. Unlike
chess, two things set Ar-
chon apart from other
strategy games. Firstly the
two opposing sides, light
and dark, have totally dif-
ferent pieces that, on the
whole are balanced in
strength. Becondly a
dispute for a square doesn’t
result in the defendin
iece being quietly remove
rom the board but a

o)

geparate arcade-like com-
bat arena where the pieces
battle it out.

Basic Strategy

Archon's strategy screen is
a board of 9 x8 squares,
whilst 48 of these are
almays white or always
black, the other 33 vary in
brightness from black and
white and back continually
throughout the game. The
strength of a plece in battle
is partially dependent on
the colour of the sguare
your piece i on. Light side
pieces are harder to defeat
on light squares than on
dark ones. Conversely dark
side pieces are stronger on
dark squares and weaker
on light ones.

Two important tactice
come out of this, firstly
keep your pieces on their
corresponding colour
whenever possible. Second-
ly launch your attacks so
that the peak of conflict is
when thiz ‘luminosecity cy-
cle’ is to your greatest ad-
vantage. Remember the ey
cle is at its peak for two
turns, use both turns to
your advantage.

The five power points are
indicated on the screen by
flashing red symbols, there
are four mid-ways of each
side of the board and one at
the centre. As well as being
the points to capture to win
the game these points have
strong healing capabilities
for weak pieces injured in
combat. Bo even if you

Archon is a strategy game
based on chess but where
each piece is a fantasy
creature and every square
is fought for on a combat
screen. Nick Walker takes
an indepth look at this
game that’s now available
for Atari, Amstrad,
Commodore 64

and Spectrum

computers.

VALKYRIE  ARCHER
GOLEM  KNIGHT
UMSCORMN  KNBGHT
DUMMI KMIGHT
WIZARD  KNISHT
PHOEMIX  KNIGHT
UMNICORMN  KMNIGHT
GOLEM  KMIGHT

INITIAL STRATEGY SCREEN

GOBLIM DRAGOMN
GOBIN BASILISK
FOBLIN TROLL

MANTICORE  BANSHEE

don't plan to capture all
five immediately it is wor-
thwhile placing a weakened
piece on the power points
when the luminoseity cycle
is in your favour.

Archon is won or lost in
the combat arena, whilst
st.rategi.r is important, a
good player in the combat
arena will aways beat a
good strategist. Action in
the combat arena 1s im-
mediate and simultaneous;
there's no taking turns
here — victory depends on
your arcade skills. Move-
ment around the combat
arena is via joysticks and
pressing the button readies
your weapon and im-
mobilises you, the direction

of the attack is then
selected with the joystick.
Not until the button i3
RELEASED will the attack
occur.
Combat is of thrae
genera,l types. Knights and
oblins, the pawns of Ar-
chon are sword-swingers
and club-weilders, they
must be within sword or
club distance to inflict
damage. The Banshee and
the Phoenix radiate a circle
of fire or a piercing wail
respectively, damage is in-
flicted while the opposing
giece is within this circle.
here i8 no need to select a
direction for the attack
with these pieces. All other
pieces throw missiles &at
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various and
gpeads.

Two wertical bars on
each side of the combat
gcreen represent the
strength of the battling
pieces. When a piece is
wounded in battle its cor-
responding bar is reduced,
when this bar is gone the
piece is dead and the battle
is over.

As I said earlier,
mastery of the combat
screen i1s probably the most
important aspect of Ar-
chon, if, like me, you do not
possess lighting reflexes on
& Jjoystick there are a
number of features you can
use to put up a good battle.
First and foremost — Enow
the pleces, both your own
and the enemies. Each
plece has distinet combat
abilities, a table of the
pleces is given later in this
article. Whilat combat may
seamn all fast and furious
neither you or your oppo-
nent can fire fast and con-
tinuously, it takes a mo-
ment to ready a weapon.
The computer rings a bell
when your ready to attack
again. Exploit this time to
pace your attacks and to
find the times when your
opponent is unable to
retaliate.

Don't be afraid to play
the coward on the combat
gscreen, hiding behind
rocks until the right mo-
ment to launch an attack is
often an effective form of
combat., This strategy is
made all the more effective
by the luminoscity cycle
that these rocks themselves
go through. Normally a
rock is imprenetrable,
however for a moment the
rocks are the same colour
as the background, at this
moment it is possible to
throw & missile or walk
through it. If you lose a bat-
tle, your opponent returns
o the strategy screen,
launching another attack
on the same piece gives it
little chance to recover |,
practice against it until you
can consistently beat it
with pieces of similar

strengths

strength.

The Light Side

The Wizard — the wizard is
an ancient man of wvast
supernatural powers and
the most important piece in
the light side. In battle, the
Wizard throws fairly

devasting fireballs, these in
my mind are not as effec-
tive as a couple of the dark
sides strongest pieces so do
all you can to stop attacks
from these creatures. In
combat keep him at mid to
long distance and in the
open, as his fireballs are
easily effected by the bar-
riers. Do not move him

from the home power point
without good reason as this
opensg him up to the dark
sides magic spells and frees
the power point.

Archers — the archers
arrows are not fast, so she
must get close to do serious
damage. The archers are
ideally suited to take ad-
vantage of the luminoscity
%ycle on the combat screen.

ry and pick opponents
that are slow and cumber-
gome to give a greater
range.

Unicorns — the white
horse of mythology is pro-
bably the strongest piece
with a blinding bolt shot of
energy from ite =single
horn. Use its speed and fast
shooting to stay a long
distance from the enemy.
Respect its ability and use
it for your important bat-

tles.
2

e

The Djinni — the Djinni
I8 a magical being from
another dimension and the
second of the really strong
pieces of the light side. in
combat use this piece ag-
gressively and ‘Get stuc
in'.
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The Phoenix — the
Phoenix is a flaming bird of
immense size and power. In
battle it explodes to a cir-
cular mass of flames, the
nearer the enemy is to cen-
tre of this fire the more
damage it does, 80 get as
close as possible. The

Phoenix cannot be harmed
whilst it is generating a
fireball so keep them com-
ing as gquickly as possible.

Valkyries — are
beautiful blonde war
maidens from the legions of
Valhalla. The speed of their
attacks can be infuriatingly
slow, use the rocks to plan
your attack when your
enemy can't fire back.
Tease your opponent into
ta.kin% a shot at you and
then fire back. Aveoid open
areas.

Golems Golems are
big, strong, slow and thick.
For weapons they tear
boulders from the ground,
if you manage to get a hit
with one of these boulders
the damage will be pretty
dramatic so keep trying. It
takes time to rip a boulder
from the ground so get in
close and be aggressive. At
least they are thick skinned
enough to take this kind of
close combat.

Knights — I was always
taught in chess to never
underestimate a pawn, the
same is true for the Knights
of Archon. While a single

blow from one their
stronger foe can kill them it
iz not unknown for a
knight to kill the likes of a
dragon or manticore. The
secret is to develop an er-
ratie in and attack, out and
hide strategy. Do not stay
still or move in a straight
line for one moment.

The Dark side

The Soceress — the equal of
the old Wizard in power,

the Boceress is eternally
oung and beautiful. Her
ightening bolts are swifter
than the Wizard's fireballs
making her a more deadly
opponent in combat. Play
defensive using the bar-
riers and corners to cap-
ture an opponent off guard
and then zap them. Don't
gtray from the black power
point without good reason.

ol)
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The Basilisk — in many
ways the equal of the lights
gide Unicorn the Basilisk is
a crested reptile. In combat
follow the same guidelines
as the Unicorn using its
spesd of firing and move-
ment to stay at long range.
Intﬁrest.jngl% for a scaled
reptile the Basilisk seems

more suceptible to damage
than the Unicorn.

Trolls — Trolls are slow
moving creatures that
throw rocks, trees or
anything else that comes at
hand. Get in close and use
the fact that Trolls are hard
to destroy, to your advan-
tage.

The Dragon — a
monstrous serpentine
ereature, this plece is in my
view the strongest on the
entire Archon board. Don't
be afraid, find an open

iece of ground and use its
ast and flaming breath to
zap in all eight directions.

A
0(‘

The Shapeshifter — the
shapeshifter is a demonic
creature that takes the
form of anything it attacks.
The great problem with this
piece is that your opponent
ig bound to find a way to at-
tack with a lesser piece
guch as a knight and take
out a strong plece with a
mere knight. When using
this piece for ocombat
yourself only pick dark
gquares and important
pieces of the light side. Not
one of my favourite pieces.

Manticores — The Man-
ticore is a cross between a
lion and a scorpion, its tail
pontains an array of spikes
which can be thrown at the
enemy. These spikes cover
a wWider area than most
other missiles making
them difficult for the
enemy to avold. This makes
it useful to have in the front
line of any attack and
especially effective in wip-
ing out weaker foe.

Banshees — The Banshee
is an undead spirit that at-
tacks with its ferocious
wail. My personal favourite
the Banshee has the great
advantage that once you
have intiated an attack you
ean chase after your fleeing
opponent, great fun. The
Banshees requires a lot of
skill to use successfully but
it's worth it. Attack from
the side where the wail is at
its most effective.

lengthen the time available
for your own attack. To
really upset someone, use it
to change the luminoscity
eyele at the peak of an at-
tack. Don't be tempted to
a.ppl%.r Shift time immediate-
ly after your opponent, if
you withstand there use of
it you will be in a much

Goblins — Goblins are ’ e
hideous ecreatures of stronger position. &
twisted limb and Exchange — This spell

causes any two pleces on
the board to change places.
Use it to frustrate your op-
ponent by sw&p&iing an ag-
gressively placed piece wit
a more innocuous one.

Revive — This spell
restores a piece killed in a
previous combat. Restore
only strong pieces and
avold placing them on an
unfavourable sguare or it
may be killed again im-
mediately.

Summon Elemental —
This spell lets you generate
a temporary adversary in
an attempt to kill off a par-
ticularly troublesomse
piece. Along with the spell
Imprison these two are the
spells you really must cast
at a mage that has
wandered from its power

misshapen feature. use the
gsame stratgey as for
Knights. In Enight/Goblin
econflicts it is possible to
block an attack with your
own sword or club.

Magic

There are seven spells
available to each player, on-
ly the mages of each side,
the Wizard and Sorcerss
can cast spells. The same
spells are available for both
gldes and spells cannot ef-
fect power points. Magic is
probably the greatest factor
in strategy, each spell can
only be used once, so tim-
ing is eritical.

The Spells point. There are four
AL O elementals earth, air, water
Telepori this spell  4nd fire. Asfarascombatis

teleports any one of your
pieces, any distance o
another square. This spell
is useful in the early stage
if the game as an aggressive
opening for transporting a

concerned treat Earth as a
Troll, Fire as a wizard, Air
as an Archer and Water as a
Manticore. There's no point
being particularly cautious
with an elemental, there's

powerful piece to the rank av i 1 be n
and file of the enemy, Lo Qéjm;”t elt‘:‘ar":lia_ RICRITES
destroy as many pleces as Imprison — This spell

possible before your oppo-
nent has time to move them
to the safety of their cor-
responding colour. Alter
natively later in the game
the spell could be used to
transport a powerful piece
to the hub of a battle or to
remove a wounded plece
from the scene of a battle.
Heal — this spell in-
stantly heals any piece of
any wounds it has sustain-
ed in the combat arena. Do
not waste it on pieces over
power points or on pieces
unlikely to be attacked in
the near future. Never heal
the BShapeshifter as it
regenerates for each battle. of the game that gives you
§hift Time — this spell an advantage no matter
has two possible effects. how small. Archon I8
Normally it reverses the available for the Spectrum,
flow of the luminoseity cy- Atari, Commodore 64 and
cle. however if it is cast at Amstrad, the review was
peak lightness or peak written on using the Atari
darkness the cycle will be disk based version and
shifted to the opposite ex some slight differences ap-
treme. Its uses are MAany pear between the three ver-
and varied, use it to extend sions. On cassette Archon
the lengthen of imprision- costs around &1 1.95 on
ment (see imprisonment disc for the Commodore 84
spell below), to stop the ad-  or Atari it costs £14 958, and
vantage of an attack or it's worth every penny.

pins an icon down to the
square it is on, when the
spell is cast. The spell only
laste until the luminoscity
reaches maximum bright-
ness or darkness for the
piece on an unfavourable
square whilst you finish it
off or to blunt an attack.

Prices and
conclusion

To beat a good player or for
that matter the computer at
Archon, the key is concen-
tration. Exploit every facet
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ATARI 600KL ENTERTAINMENT PAGK

freal news for games addicts who appreciate high gquality
graphics and sengational arcade action gameplay. For Only

. you can buy a 16K Atari B00ML Compuler with two top

cade AOM cartridge titles and a joystick. These two ROM
s ame the famous arcade hit Donkey Kong and anoiner

purile Cix (We only have a limited number of packs with
O, Whan thasa run out, Qix may b substituted for an arcade
milamainment cartridge of the same wvalue). The ED0DXL
Enertainment Pack offers real value for money and enables
you o save D63 86, nearly half of the normal RRP's of the pack
flems when purchased mdividually. Silica Shop have a wide
range of ROM cartridges avallable including arcade favourites
sKh as Asteroids, Centipede, Missile Command, Popeye,
OfBerl. Slar Raiders, Super Cobra for only £9.85 each! The
BKL s & programmable home compuler with the Basic
Pregramming Language buill in and If you later add a 1010
Program Recorder (XKLP 1010 - £34), a range of hundreds of
cassefle programs will become available to you. The Afari
BOOKL s recommended as a firs! class games machine,

ATARI PACKS - POWER WITHOUT THE PRICE!

ATARI 600XL ENTERTAINMENT PAEK

16K Atari B00XL .....covvunvnss

Donkey Kong (R} ........cccecu- £14.HEI
[ 1V |- | R e ISR e R e £9.99
Single CX40 Joystick ............ £7.99
Total (il purchased separatalyl ... <. £'|32-'95

Less Discount (approx £8.1%)
PACKAGE PRICE (XLC 1600) .

The G4K BOCKL is packaged here with the 1010 recorder, an
aconamical storage and retrieval unit, 8 smash hit arcade
game and programming aid, all for a package price of only
129 [ref: XLC 1010), a sawing of £65.06 off the RRP's of the
individual items which total £194.96. The game included in this
is Pole Position, Mow on cassette from Atari, Pole
is an accurate reproduction of Atari's own highly
mccessiul arcade driving game which has all the thrilis and
spills ol the grand-prix racetrack., On the reverse of this
cassate 5 a demonsiration program of Atari's amazing sound
and graphics capabilities giving an example of the high quality
mlﬂ of the Atari B0OXL. Also included is an Invitation
1 cassatte which takes you stap by step
w fhe lirst siages of programming in Alari Basic using
Alar's unigue soundthrough facility which allows pre-
| mconded human speech 10 be played through your TV
peakar. All you nied 5 a joystick (ATJ 0400 - £7.90 for Pole
Pesition), to be up and running with this package. The Atari
BOBEL in this pack comes with a Silica two year guarantes

ATARI PACKS - POWER WITHOUT THE PRICE!

ATARI BODXL + PROG. RECORDER PACK
GAK Atari BOOXL  ....... . 0ix: £129.89
1010 Program Recorder ........ £34.99
Pole Position + Demo Prog (C) ... £898
Invitation to Programming 1

Total e purchased separatdly] . oo0ua. E‘“.H
Less Discount (approx 338%} . .....

PACKAGE PRICE (XLC 1010) .

ARI 80OXL AND DISK DRIVE PAGK

This pack includes the S4K BOOXL with a 1050 Disk Drive for
mass slorage and speedy information retrieval as well as a
| beand new ldwmre‘gunu and a powerful home help
| progeam. all for only £248 (ref: XLC 1050), a saving of £115.96
ol the AAP's of the individual items which total £364 08 Tha
first of these programs ks The Payolf on disk, a new adventure
which i3 & lantasy simulation in which you play the
role. An axciting introduction to adventure programs
which are always popular (with & demonstration program of
Mari's amazing sound and graphics on the reverse). Also
Inchudid in this pack is Home Filing Manager to help you
ﬂﬁh your files. It allows you to catalogue and file details
birthdays, books, your stamp collection or anything else
M would normally require you to use filing cards. The
instructions for Homae Filing Manager are on the reverss of the
disk and all the disks which come in this package are in
m paper wallets. You get an extended two year
on ihe BD0XL and 100 free programs with the disk
'l?m 'mu hur this p-u:l;lgn from Silica

ATARI| 800XL + DISK DRIVE PACK
G4K Atani BOOXL .. ccvvenvaes
1050 Disk Drive . ... s, voivaas
Home Filing Manager (D) .......
The Payoff + Demo Prog (D) ....
Total il purchased separabely] ... ... -
Less Discount (approx 31.8%) .....
PACKAGE PRICE (XLC 1050) .

POWER WITHOUT THE PRICE!

EW ATARI 130X

Alars new 128K computer, the Atari 130XE offers an enormous 131,072 bytes of RAM Tor anly £169
The 130XE comes with built in Basic and full operating instructions and is now in a8 nawly designed
casa with & modern full stroke keyboard. The XE is fully compatible with bath the 4007800 and the XL
ranges ol machines, this means that it can run approximately B0% of all Atari Computer soltware on the
markel. This provides a range of over 1,000 software litles as well as a large selection of accessory and
peripheral ibems. |nitial stock of the 130XE will be limited, so it's first come firs! sereed

NOW IN STOGK

£1695

o A 'yh*;i*g 11..."“.-6W

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

ORDER NOW-0OR SEND FOR OUR FREE ATARI BROCHURES

on of Atari Video Games o the UK six
Hﬂ Ehop has been selling Atari products and
fing Alari owners with a specialist mailing service
h we bebeve i3 unbeatable. We stock owver 1,000 Atari
lines and have a mailing st including over
VG35 owners and over 50.000 Atari Mome
. Because we specialise in Atari, we aim 1o
of all the available Atari hardware, software,
s and accessories. We also stock & wide range of
picated books and through us, the owners on ouwr list
eribe 10 sevaral American Alari dedicated magazires,
vide & full sarvice to all Atari owners and are now
d as the LIK's NUMBER ONE Atari specialists.
some of the things we can offer you:
= l PACKING ON MAIL ORDERS

INFORMATION SERVICE

VE PRICES

ER SALES SUPPORT SERVICE
SERVICE ON ATARI PRODUCTS
lika bo register on our mailing list as an Alari
or just because you are interested in buying
bet us know. We will be pleased 1o keep you
ih all new developmanis on the Atan scene free
post off the coupon with your order o enguiry

< NN BN N BN 0N 0 . . .y

~ 1 & ¥ B ¢ B N & 0N N 5 0 B BN _ B _ B OB N N J N J )

To: SILICA SHOP LTD, Dept CGMR 0785, 1-4 The Mews, Hatherley Road, ‘
Sidcup, Kent, DA14 4DX Telephone: 01-309 1111
LITERATURE REQLUEST: l
O Please send me your FREE brochures on Atari Home Compulers.
O 1Ialreadyowna .......... Videogame [0 Isreadyowna .................... Computer l
Mr/Mrs/Ms: ............. ; Initials: .. .. Surname: ...... e Al el .
L L L T R T T T TP PR T P PP P T l
..................... PRGNS . s inin s b i S D R e et I
QORDER REQUEST:
PLEASE SEND ME: l
O 16K 600XL Entertainment Pack ....................... EB69 All prices include VAT
O 64K 800XL & 1010 Recorder Pack .................... £129 [ |
O 64K 800XL & 1050 Disk Drive Pack IR SRR - Post & Packing
O 128K 130XE Home Computer ........................ E169 is Free Of Charge .
O | enclose Cheque/P.0. payable to Silica Shop Limited for the following amount: £ I
O CREDIT CARD - Please debit my:
Access/Barclaycard/Visa/American Expreas/Diners Club My GErd NS e ... e e e

L T T R R R R R P R YR RORRYRERNYROYR

]



| All you have to do is 111 in the following questionnais
(to help us identify your Particular areas of interest)

and seand it to:

Reader's Club

Computer Gamer

Argus Specialist Publications Limited
| 1 Golden Bguare

London W1R 3AB

Do not enclose any other correspondence
in the envelope — ONLY your application,

wamz.. 5 @ ;{;
TABRsEN TN

iy
- '

N
5%

. -th-:-'lfi‘--!

| TYPE OF coMPUTER ownED. S 1M1
ACCESS TO DISCS..(. ..

T R s o Y60 s

[ N et Y Mk

WHAT TYPE OF FILMS DO YOU WATCH? ...

-------

LI T



IT’S 1985 —
THE YEAR OF
COMMUNICATIONS

Why buy programmes for your Spectrum when a world of free ‘telesoftware’ is open to you. Discover
Prasiel, Micronet 800, Viewfax, bulletin boards and open a whole new world. Even user to user.

Everbady's doing it — linking their home computers to giant mainframes and networking to the thousands
of other micro users via the phone and a modem,

A whole new world of mainframe games, electronic mail, free 'telesoftware’, electronic notice boards, real
time conversation, armchair shopping and home-banking will be at your fingertips! And at local and cheap
rate, phone charges are only around 40p for a whole hour's entertainment

Spectrum 16k, 48k, Spectrum + and the VTX 5000 Modem comes complete with all the software (in ROM) &= .

required to access the world of electronic communications, networks, telesoftware and databases (both public and private. User to user software on cassatte
£3.95 as exira).

The VTX 5000 requires no external power and fits under your spectrum to become part of the machine. Only one lead links your computer to the outside world.

FOR THE SPECTRUM 16K, 48K AND SPECTRUM + THE ¥VTX 5000 IS AVAILABLE AT A YERY SPECIAL PRICE

£49.95

inclusive of VAT and P&P
for a limited period only.

SPECIAL, SPECIAL OFFER

Order your VTX 5000 NOW and get a FREE quarter's subscription to Micronet 800 and Viewfax.

All modems provide 1200/75 baud, enabling access to Prestel, Micronet I 2
800, BT Gold, Farmlink, Citiservices, Homelink, and some free bulletin g T |ease send to me:
boards (some databases and networks require a small subscription).

easesendtome: |

(] Spectrum Modem(s) £49.95
] User to user software £3.95

Fully BT Approved.

Simply clip the coupon and send it with a cheque | "5 I lenclose £ I
(payable to Modem House) to: I Name I

MODEM HOUSE | -

lolanthe Drive, Exeter, Devon EX4 9EA
Tel: (0392) 69295

IT’S 1985 —
THE YEAR OF
COMMUNICATIONS

Wy buy programmaes for your BBC whan a world of free “talesoftware’ is open to you. Discover Prestel,
Micronet B0O, Viewfax, bulletin boards and open a whole new world. Even user 1o user

Everbody's doing it— linking their home computers to giant mainframas and networking to the thousands
of other micro users via tha phone and a modem.

A whole new world of mainframe games, electronic mail, free ‘telesoftware’, electronic notice boards, real
I time conversation, armchair shopping and home-banking will be at your fingertips! And at local and chaap

Telephone

Please allow 28 day delivery
This offer applies only while stocks last. gl I

rate, phone charges are only around 40p for a whole hour's entertainment.

BBC Micropack comes complete with Modem 1000, leads and all software (in ROM) required to access
the world of electronic communications, networks, telesoftware and databases (both public and private).

Onky one lead links your computer to the outside world.
FOR THE BBC MICRO A COMPLETE MICRO PACK IS AVAILABLE AT A VERY SPECIAL PRICE

£59.95

inclusive of VAT and P&P
for a limited period only.

SPECIAL, SPECIAL OFFER
Order your Modem 1000 NOW and get a FREE quarter's subscription to Micronet 800 and Viewfax.

All modems provide 1200/75 baud, enabling access to Prestel, Micronet b
800, BT Gold, Farmlink, Citiservices, Homelink, and some free bulletin 3 T ease send to ““é R
boards (some databases and networks require a small subscription). 00 BBC Modem(s) £59.

Fully BT Approved. f:.%:w ’ I
iy B Mg rcmor |
Simply clip the coupon and send it with a cheque | <re sl | :;:i““ £

(payable to Modem House) to:

|
MODEM HOUSE = uine

- Telephone
lolanthe Drive, Exeter, Devon EX4 9EA Please allow 28 day delivery

Tel: (0392) 69295 This offer applies only while stocks last.
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Revs is Acornsoft’s axmnsnt.m“_:’ ng
car simulation, Mike R shows/
computer gamers htm tn m it.

Revs iz one of those odd
games that cannot really be
called a game. It bears a
much closer relation with
the flight simulator games
that have flooded the
market since the year dot.
In fact it was written by the
author of one of the best
flight simulators ever —
Aviator.

The game itself was
reviewed last month, 8o
this month I am taking a
closer look at some of the
odder points about the
game. The manuals and in-
structions are copious and
very informative, however
they do have a very marked
racing slant and could be
very confusing to the nor-
mal run of the mill com-
puter user.

When yvou first get it out
of the box, take a look at
your joysticks. If they are
the standard Acorn type
then either throw them
away or attempt to wrap
themn in rubber bands.
Your controllers need to be
self centering, that is when
you release the stick it will
spring back to the center
line — very useful

I am of the opinion that
Revs cannot be played ex-
cept via the joystick, you
can try to use the
keyboard, but the game
was obviously designed to
be used with sticks — and if
you haven't got any, then
why not?

One problem occurs with
the switch type of joystick,
it makes the game wvery
hard to play. Imagine
trying to drive around us-
ing maximum wheel lock
on a car — it would make it
nearly impossible and cer-
tainly very dangerous, the
same happens with Revs.

Starting

Btarting the engine can
gither be simple or a pain in
the neck. hen you first
start a practice lap or the
race then it is very easy.
The directions in the manual
recommend revving up the
engine whilst the ear is in
gear, but with the clutch in
operation. When the
desired amount of wellie is
achieved you let out the
elutech and roar off.
However when you smash
yourself up the engine may
be a bit hard to start. In
this case the recommend-
ed action is to put the car in
firet gear (instead of
neutral) for starting. Turn
the engine on and rev it up
a bit, then flick it into
neutral. When it goes into
nsutral it will start up nor-
mally.

Straights

These are quite simple, you
Just go straight. However it
is a good idea to take stock
of your status, get your
revs and gears right, and
position yourself for the
next bend. It is also a good
time to overtake. Overtak-
ing on the straights is sim-
ple in as much as the
enemy car is totally predic-
table in its actions and if
you challenge it it will not
try to block you or other-
wise oppose your actions. It
will just carry on as nor-
mal. However it will not try
to hit you, this can be used
to our advantage.
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Wings

A lot has been made of the
adjustable wing settings on
the game, They affect the
handling of the car quite
dramatically. High settings
on them mean that the
steering will be that much
more sensgitive. A low
number on the front will
make the steering a bit
more sluggish, good for
people who are used to
throwin about the
Joystick. It is impractical to
use switch joysticks except
on setti zero for the
front. The rear must
always be high, otherwise
it's like driving on ice. I
tend to use 35/15 because I
am used to throwing about
the stick. David Hunt, who
had a hand in the technical
aspects of the game usually
uses 32/28 for lighter con-
trols and a more responsive
car. However if you are
anything like me, using
this setting will make you
run off the road at corners.

Spins

A quick word about spins.
When you go off the track
ﬁgu have almost certainly

d it. If you are still mov-
ing and in the right direc-
tion then keep on going,
but do not make any sud-
den moves with the steer-
ing. You should then get
back on the track.

If you go off the track
and start rotating then you
can recover in some cir-
cumstances. If d};:ur veloeci-
ty in & perpendicular axis
away from the track is high
then you might onl Efp n
once before you hit the fen-
ging. However if it is low
then g%u may spin four or
five es. You should be
able to recover from this.
What you do is to reduce
your ttle to low, but do
. not violently brake. Then
- when you see the track go
.~ pest push it forward to
- maximum, when the track
~ has passed, reduce it to low
. After two or so of
B ihiese manoeuvres you
~ should be in a better posi-
- tion, or even on the track,
- fully recovered.

% you ever try ‘jumping’
- the chicane then a small tip

is to turn the steering to a
full left lock just as you
take off. Then when you
land you will have a better
chance of ending up poin-
ting the right way.

Happy Racing.

n the bend before the
straight or about a third of
the way through one of the
longer straights, make sure
you are in third or fourth

ear and at about 8000 —
00 rpm. Then you zip up
next to the opposing car.
Position yourself on the in-
side of the other car relative
to the next coming bend.
Then whack your revs right
up and change gear up as
fast as ossible. Due to
ﬂnur high revs you will
ave an increased accelera-
tion and be able to zip past
the car. This should be tim-
ed just before the up and
coming bend. If you are on
the inside of the other car
and it iz on the outsids,
then it will not be able to
take the corner so fast as it
is nearer to the outside
kerb. 5o it must slow down
and pull in behind you. On
the next straight you can
compound this by roaring
off into the distance.

Corners

Corners can be a real pain.
The line that you take can
be extremely critical, not
only to keep you on the
track, but the wrong line
on a corner can drop your
revs, making you change
down even to get them bac
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up again, and generally
logse many seconds of lap
time.

As far as speed is con-
cerned there are three very
wide corners with lon
straights on either side o
them (Maggots, Chapel, and
Abbey), these can be taken
in fitth, at full whack by
taking the inside line on the
approach. One bend that
you can take at full whack,
but the positioning is very
erucial (Club corner), and
three really awkward cor-
ners where positioning is
very crucial and gﬂur speed
must be reduced toc a low
level to get around at all
(Copse, Stowe, and
Becketts). On these corners
if you find yourself slipp-
ing, ull ack on the
joystick. This reduces your
turning circle and stops
you skidding.

When you hit a position
crucial bend the best idea is
to push our joystick
through half of its throw.
Then if you start to lose it
you can use the rest of the
possible joystick movement
to correct yourself. All
bends should be taken on
the ingide. To see perfect or
near perfect ositioning
have a look at the opposing
cars. On a practice lap, in-
stead of overtaking the
slower cars follow them
around the track. The lines
around corners they draw
are always very good.
Remember they only go off
the track if you hit them so
they have to be good.

r



One or two people have
written to me saying that a
score they sent for a game
that doesn't feature on our
list, hasn't been Yrintﬂd or
that a marginally lower
score has been printed as
opposed to their higher
BCOTE.

Well there are reasons
for both of these. If we are
not featuring a game then
we will generally not print
the score unless it is a good
one, however, we do rotate
the games 8o that
everybody gets a crack at
the whip. This month most
of the entries were for one
or more of the Decathalon

ames, but we have added
ots of new games and
deleted some older ones.

The reason for the se-
cond question is that a
marginally lower score will
beat a higher score if there
iz a photograph to accom-
pany it.

I also has one letter com-
plaining that he had beaten
my hi-score on Atari Pole
Position, but on the CE4.
Why, he asked, was he not
featured because the games
are the same. Well we treat
different computers under
different headings because
the gameplay is usually dif-
ferent. This is a case in

oint as due to a bug in Fole

osition on the Atari there
is a physical limit to your
score (at about 112000) and
no more is scorable. This
does not happen on the
ce4.

Remember to enter, all
you have to do is fill in the
appropriate space provided
on the page, get another
person to sign it to say that
they have witnessed this (a
gsocreen shot would be
prefered and takes
priority).

Then send the entire
page to:

Hi Score
Computer Gamer
Argus Specialist
Publications

1 Golden Square
London W1R 3AB

DO

-8 CORE

Game System
Pole Position VCS
Battlezone YC8
Centipede VCS
Mario Bros vCs
veCs
The Em
Strikes vGs§
Smurf vCs
W 11 vGCs
nmltlr

m ;uitlun Atari

Pole Position W
C64

:‘ul:ﬂui:l. Bay Cé4

Elite # BBC

Magic Ce4

Ghostbusters 64

e
Mimion ~ oe
Nmees ST

Spectrum

Scorer Score Your
Bcore

M Roberts 64780

T Powell 56000

T Powell 28008

J Bllis 33600

T Powell 337458

T Powell =247

JEllis 2200

D Raee 100508

R Brown 148000

W La 2170710

AP L

D Boyd 250000

R Moulds 74000

M

M Ro 13800

|
4 1

i i

Square, London W1R 3AB

SBend to: Hi Score, Computer Gamer, 1 Golden




THOUGHTS & CROSSES

37 MARKET STREET, HECKMONDWIK, WEST YORKS.
Shop Hours 9am-5pm Mon-Sat

GENERAL ENQUIRIES 24hr CREDIT CARD
TELEPHONE ORDERS TEL:
0924-402337 (0924) 409753

ClM B4
Cura i Oy
(11 &7 ik (LR
%W [1E ] [11.]
1 50 [1X ] iris
] P1358 T
EAT P13 ET.1
iR [T ET ET A%
e FLET £ 6
e KF18 [74%
i1 80 R S
“ e HEH T
e GET S RT
KA1 R0 £7 .48 [48s
4768 [TET
] 6525 SIS TRAD SOF TWARE
LB52 7.
] 2 T
teos [TET] LEDA
i8.50 R £7.1%
) e T
EiLED 58 Ty
€718 (TR T ]
in s * E3 3% i01%
LR (18] TRT
[HE2 [0 B
£v.18 BEECTRUM SOFTWERE ET. 1% 518
- £7.18 T 06 15
1150 (TR f132a il
£3.80 TR £1320 84
8.5 L ] i 34
i85 ¥ L] [
[IFET P LB 716
Ehd.18 TY (481 R
EE.33 8 0% T Y
£7.18 18 0% LhES -+
BB T EhE 3%
0K I i T ¥H
fid BT iR T
i EB S 708 494
i EB8S w €1L80 [EET
(FEE" EB 2y 4 L £7.53 LT
(T8 1 LB W 85 1119 (TR
£T38 ET. 1 0 0600 2 [TEET
B85 ¥ £T 1% I =t ' i [TE:] . ¥ OO
1353 s o * [LE i3
I (LE11 if s
T ER O % W 25
- L] . EL TS 5 : ET B8 T
i '] K T (T} 1l ¥ (18] 0y
i I (L] f1d %8
i (1111 LT &Y L1
ET &% [LF EB.TY [LE0]
(TR 1 s (LR ] (LR
[T (L1 T4 (EEC
= [ 1] LR ] [T 1]
[ 1] [+5 ] F 53y U ¥ I (LR ]
(L8] i (1811 E L85 . C i
L8 50 . i (¥R Eng £ 135 [l " ir (1 %21
42 3 v i ET 8§ ¥ (k] . " ¥ i (£ %]
[+ R 0] E ] F 1 (8] " B
(i 81 (1811 (481 L # (1 ¥
13 3 ET 6 ras F Bl
[t R0] ET ¥ £ras &
(1 2] KT % £ R
(131 i § Ch A - ikt
(111 i § LR iR

All prices include postage, packing and VAT, Overseas orders welcome. Please order stating, 1) Program Required,
2) Amount Enclosed, 3) Name and Address, 4) Type of computer. *Indicates Half Price

BRITAIN'S BIGGEST!

CRASIMOFF'S WORLD is a Play-By-Mail game of
exploration and adventure. As a player you assume
the role of leader in a band of brave adventurers set
out from a small town knowing little about the
surrounding countryside apart from a few rumours,
As you travel you will learn more about the land
and it's secrets, encountering other parties, races
and creatures. To survive you must rely on your
wits and swords,

Our team of professional gamesmasters have de-
veloped and run the world for over five years, con-
stantly updating and improving. Over 1000 player
parties currently operate in this ongoing fantasy
campaign making Crasimoff's World the most
popular Play-By-Mail game in the UK.

“The effort the gamesmaster puts into each
turn never ceases to amaze me. Most players find
themselves offered a different scenario each turn,
or find that a new twist has happened to an ex-
isting adventure.” WHITE

DWARF
‘So, with its regular newsletter, Crasimoff’s
World is a friendly, efficient, and relatively cheap
game to play, and if you wish to try a commercial
PBM game with a distinctly D&D game-ish flavour,

{ would unhesitatingly | i
IMAGINE

To enrol in Crasimoff's World send £5.00
cheque/PO/international money order payable to
KJC Games. For this you will recieve the rulebook,
set-up material, first three turns and a copy of our
latest newsletter. Future turns are £1.50. Send to
KJC Games, PO Box 11, Cleveleys, Blackpool,
Lancashire FY5 2UL. European players welcome,
rates are same as for the UK.
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Welcome to a new regular
geries in Computer Gamer
in which we follow up last
month's introductory arti-
cle on play by mail games.

Each month we will br-
ing you the latest PEM
news and details of any
new games that start. Com-
puter Gamer will be joining
a number of the games and
so we will bring you first
hand knowledge of how the
games work along with our
progress (or lack of it) in
them. If you have any com-
ments or suggestions about
this eolumn then please ad-
dress them to PEM update
at the normal editorial ad-
dress.

What is a PBM
Game

For those who missed last
month's Gamer, a PBM
game is one that you play
by %)Dst_

hey are loosely related
to computer adventures, in
that you are given a
character (or characters) to
control, with which you ex-
plore a world.

However instead of
entering your instructions
into a computer you send
orders to a Games Master
(GM) who processes them
before sending a report
back to you.

Although this is slow, in
fact some games last
month's, if not years, they
are incredibly detailed and
players get so involved with
them that they eagerly
await the morning post.

Some games have only
25 players, where as others
have nearly a
thousand,which explains
why most are computer
moderated.

Obwiously processin
even 26 orders takes a lot o
time and so PBM games
companies charge on
average £1.50 per turn.
Therefore when you con-
gider some games have

Mame . :.....-

turns every week its not a
cheap hobby but it is an en-
joyable one.

PBM News

Mitre Games, of Tribes of
Crane fame, are launching
two new games. In the first,
Midgard, you are the se-
cond son (or daughter) of a
nobleman. Unfortunatley,
the first son is to inherit all
the family fortune, so you
are given an army of 200
men and sent to seek your
fortune elsewhere. During
the game, you will no doubt
fight battles, enlist armies
or even run foul of the
many religious groups.

Midgard's game reports
promise to be something
gpecial as it is to berun on a
Macintosh.

Global Supremacy I8
their second launch and is
set in a post WW III world
in which 82 players fight
for survival and finally
global supremacy.

ICBM are currently con-
verting their games onto
British computers. Their
games such as BStarweb
were actuall run in
America with ICBM, acting
as a post box.

In September, when the
conversions are complete
the games players will
benefit by quicker turn
round times.

KJC Games have launch-
ed Capitol which they
believe is the most advanc-
ed computer moderated
PEM game in the UK.

It is to be run on a 512k
IBM pc and is a space con-
fliet simulation.

PBM Competition

In our first PBM Competi-
tion we are delighted to be
able to give away six mon-
ths play in either Capitol or
KJC's fantasy game, Ear-
thwood.

To succeed in a FPBM
game you will have to out-
think other postal players
and so we have devised a
competition to test your
ablhﬁy to do just that.

All you have to do to
enter is fill in the coupon
below and then write on the
envelope any whole,
positive number. The prizes
will be awarded to the peo-
ple who send in the lowest
numbers.

There is of course a catch
and that is, if more than
one person chooses the
game number then they
will be eliminated. For ex-
ample, if a lot of you choose
obvious numbers suchas 1,
2 and 3, then all those peo-
ple will be eliminated and
someone who entered 143
may win. If everybody
duplicates their numbers
then the two highest
numbers will win.

! Mynumberis. . ... .ot
/ (Repeat on envelope

! Address ......

Age ... ...

. Tel. .

m—— —_ﬁ

, Computer Gamer (PBM) Competition, No.1 Golden Square, /
London W1R 3AB.

/
/

/
/
/
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COMMODORE 64
Game RRP Price GLOBEMASTEH
Ghostbusters ., ._........10.85 B.25
Beachhead ........ —_— 7.50
Staff of Karnath,_.........0.85 ;-::
SpyvaSpy ........ vena DG
SPECTRUM Combat Lynx .............085 h_;&
R 8 i
Price or dmi PR, - | o g X
E:MTHW son 2%5 499 Shadowfire. .............085 &0 The 3-D space combat play-by-mail game,
B u-,'-_l a ST A 705 £g95 Brian Jacks, ..785 585
H:;IGH;ELUA ----- T B.TS .ﬁ.ln\'DIT;gg ‘;.g
e o s Aty SR g a4 i Fly your command ship and its fleet of fighters from star to star
Doomdarks Revengs ... .995 598 ool AAHE RS+ Bl into combat with ships controlled by the other players. Find
n M v nrinss f hu
EEETE{’:,H”’ """""" ;% iﬁ World Series Bassbali . 785  5.85 and capture the MASTERSTAR and become
Match Day ...............7.06 &70 'E'I'E"‘E'B”':QD“""“‘Y”'-'" o -gg ;ﬁ GLOBEMASTER.
ItTire S EEseEEsaE nEan - &
S S Sacw ... W00 R (L Ol walr ol Turns 1 fortnightly £1.50 per turn.
BlienB _..................006 725 (Talkies] ............... -gg ;ﬁ The GLOBEMASTER plays for free while he survives. First 2
STORNE PO ... .o 008 448 f;::Ié?:':".dﬁm.h.'???Z'.ZZﬁlg.gs 7.50 moves and rules free.
e I9% 12 The Scrol of Arkbarkhan. 995  7.80
?;uca H?Eﬁ EIH el Sk sl alnd B8 750
g pp‘,ﬁr s &g5 Rockfords Riot/
Sﬁl'lﬂ l.m:é...............g.gﬁ 595 Boidercasnli.............005 7.80
5305 iy ‘set @00 Blagger goes to Hiwood .. 895  7.50
B VBB i nena . Rocky Horor Show ... . . 895 675
World Series Baseball .....695 828 TCCY HEEer -
Deathstar Interceptor ... .. 7.85 ?g o et L bl o E
Herberts Dummy Run .....9.95 i
Twin Kingdom Valley |....7.06 398 AMSTRA STARGLOBE
Dk e ; Daley Thompson's
g¢m9"”°°m-- -ggg gg cnlua':glun................ggg ;g
RSN i e i i e " Ty T e
HGDH:{ Horror Show .. .....8.05 6.75 Fightar pilot S T 5.50
Frankie goes to H/wo0d...695 850 o) caj Willy..............B05  B.50
[t gt ik vied B o man NN o i 585 4.75
RENON S i e 4 7 5.1 { : :
e Vgt 1S 8y AU SR - This is an adventure in space and time. You must navigate
Sanaaey (1t 88 LA Battie of Midway....... 0 your well-equipped starship through 3D space, filled with
1 ' " BN [
T S ) T T DS T 2000 stars. When you reach a star, you can explore the planets,
W E'LT """""""" 555 2as CombetLymr............. 8. B.25 establish colonies and factories, build up an empire, meet
G, v va ramm & v )
IR VTR el s 8 aliens and fight other players.
BBC/ELECTRON Animated strip poker......8.95  6.95 Moves £1.60 each. No deadlines. Details and launch £2.
Confuzion ..... eiass BB 5.75
Combat Lynx.............5.05 ?g
Arabisn Nights ...........700 & Quick Shot Il anly £8.99
ﬁlnlﬁ-mﬂl::::?:: Esi?ﬁ-—amﬂ e o Please mote: if our order extaau:llji frEU you
TN = i e o D 5 A5 4.70 out 10% further discount. Send chequa.”
e 790 =80 PO to Send to: TIMEPATTERNS, 97 Devonshire Road, Birmingham,
.l"uI_IElnB b e P SR Y- 7.99 GOODBYTE (CG), 94 Leather B20 2PG. Tel: 021 523 4446,
Mightlore . ......o00000....8.85 7.88 Lane. London EC1. Tal: 01-
Owerseas orders welcome. Please add 404 4245,
75p

KJC Games, Britains leading Play By Mail company, introduces to you our new Play By Mail
game of Xenophobia, Conquest, and Space Warfare called ...

CAPITOL

BRITAINS MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL GAME!
CAPITOL Features —
: strategic npacae warfare game, completely computer moderated. “CAPITOL is fast becoming the
pproximately 35 players per game. : :
Players design their own race’s characteristics and description. standard against which c:rher”space
Design your own starships and build them at your star bases. warfare games are compared
Expand your empire and conquer other races. — With each rulebook you receive a set of
An ‘advanced stage’ of the game introduces new technologies of overlays to use in mapping the game
stargates and improved ship movement capabilities. and moving ships.
CAPITOL's simplified order formats are easy to remember. No coding — Mapping CAPITOL is extremely
your orders onto computer cards or other gimmicks. interesting, using the computer
CAPITOL has an easy to understand rulebook, complete with printed maps you receive with your
numerous examples. turn results.
CAPITOL was subjected to the largest playtest of ANY commercial — No due dates.CAPITOL allows you
PBM game. Over 100 players played over 1500 turns of CAPITOL prior four turns per month. Most other

to release. computer moderated games have the
— Runs on an IBM PC, using 512K usual one turn every two weeks.

KJC Games has been running Play By Mail games for about 5 years now and our
reputation for giving good, exciting games and a first class service is second to

none. Our team of professional Gamesmasters will usually reply to your turn with
48 hours.

To enrol in CAPITOL send a £6.00 cheque/PO/international money order
payable to KJC Games. For this you will receive the Rulebook, setup and
first two turns. Each turn of Capitol costs £1.75 for the first 60 orders. Each
additional 30 orders costs 75p. European players are welcome. Reply to:-
KJC Games, P.O. Box 11, Cleveleys, Lancashire, FY5 2UL.
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Dragontore is the sequel to
Hewson Consultant's
Avalon and is an excellent
arcade adventure. Its
superb collection of spells
and locations while adding
appeal to the game gives
you unlimited oppor-
tunities to get totally lost.
The following is a blow by
blow account, of how to
start the game and then
%-ngmaamthmugh it almost

its max. Obviously
reading all of this article in
one go will spoil the game.
Therefore we have inserted
headings which show the
important locations. Allow-

you to read only the
help that you need.

Starting Out

From the start take the Seal
of Merlyn. This will open
up the two stone slabe in
Wispwood if it is mowved
over them. Under one is a
missile spell, the other
opens the way into the
aults of Loeris.

The Vaults of
Locris

Move over this and you will
be in the vault. To leave,
you must collect the three
runes X, I and T and move
them over the flashing E in
one room 8¢ as to spell EX-
IT. Thie will make a
rotating cube which, when
moved over, teleports
Maroc to Weirdhenge. The
point to the Vaults of Locris
is to find the Leyrod (as
well as a crown but that
cannot be done yet).

Find three rooms which
follow into each other and
each contains one chest.
The first chest (not the one
in the middle, one of the
other two) can be opened by
moving the servant over it
and inside is a keg. Take
this, but watch out because

a spider appears as 8000 a8
the chest is opened. Move to
the other chest (not the one
in the middle) and this key
opene it, Inside is another
key. Take this but watch
out for the apider! This key
opens the middle chest.
Take the leyrod but watch
out for the epidersl!!

The runes are hidden.
One is in a skeleton which
lies in a room, one is in a
‘“‘treagsure trove'' and the
other is in & chest. This has
been disguised as a stool
but should you move the
gervant over it, it will
become a chest. This is
opened by the key which
opened the Leyrod chest.

Wierdhenge

Onee out of the vaults you
will be in Weirdhenge. Cast
the lea'rnd. spell and a cur-
sor will appear. If you move
this around the stones you
ghould wuncover two
rotating cubes. One to the
left, one to the right. These
are entrances to the
leylines which connect
gach stone cirecle. The left
one takes you to Stoneways
the other to Dragonsteeth.
Take the left one. Once safe-
ly through the leyline you
ghould be in Btoneways.

Stoneways

MAEKE SURE THAT YOU
STILL HAVE THE SEAL OF
MERLYN. Cast the lsyrod
again and you should un-
cover three cubes. Take the
one on the left and you will
be taken to Webwood. This
is the location of Merlyns
CAVE.

Merlyns Cave

F'ind the stoneslab and then
move the seal over it. It
should uncover a trap door.
Move over this and you will
be in the cave. In the next
room, take the door to the
right. Take the WARRIOR
spell and the dish of milk.
ove the servant over the
table and it will become a
cube. Move over it and you
will be back in Webwood.

Webwood

Sesk out a stone, using a
stick move the stone and
you will find an axe. Take
this, now go to a log and
move the milk over it. A
hedgehog will come runn-
ing out. Leave the milk and
take it. Now go to a tree
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gtump and hit it with the
axe. It will fall down. Now
move the hedgehog spike
around the stumg and a
key will appear. It opens
the door to the left. Inside
iz Halgor's seal. You may
drop everything and take
this seal. Leave the cave
and go to the Seven Sisters.
Use Leyrod and a cube will
appear. This takes you to
Wyrmerag. Do not leave the
circle. Cast leyrod to the
right and a cube will ap-
ear. This takes you to the
rollstones. Cast leyrod
and you will find two
cubes. The right one takes
you to the seven sisters but
take the left one to Weir-
dhenge. From here take the
righ leyline to
Dragonsteeth.

Wolfwood

In Wolfwood
many

there are
dangerous
werewolves. Use the war-
rior spell to kill them.
Then find a stone slab and
move Halgor's seal over it.
Go down the hole to the
sanctuary of Halgor. In the
next room are three
spiders. Hit them sach with
the seal and they will
become spells. One of these
is RETURN. Cast this and
you will appear by a tomb
in the sanctuary. Take a
key from this tomb and us-
ing it, leave the room. Open
the next door with it and
ou will see an anvil. Now
gave the sanctuary via the
gtone slab in the first room.
Go the dragomstesth and
cast leyrod. o cubes will
appear. Take the one on the
right and you will be in
dreamdowns.

Dreamdowns

Find a bow and give it to the
elf. He will give you a nut.
3et a sguirrel and make
him hit the nut. A key will
fall out. Enter the ra of
the Canlii and find a cheast.
Open it with the key and
you will find a magic sym-
bol. Now find a stone slab
(still in the ruins) and move
the symbol over it. A hole
will appear. Inside is the
very important DEMON
spell. Do not cast it yet.
Leave the ruins and find a
bush (not the onsa left of the
dreamdowns). Move the
gquirrel over this and a
torch will be revealed. Take
this to the fire and light it.
Go to dreamdowns and take
the left path. You will see

o amcam




Eamon McGing helps players stuck
in Hewson Consultants Dragontorc

with his guide to ancient Britain.

another bush. Push the
squirrel over it and a slab
and scroll will appear. The
scroll is a clue. ove the
magic symbol over the slab
and a trap door will appear.
Go down it. Go through the
door and you will see a
mﬁc symbol on the wall.
Snakes keep coming out of
it. Kill the snakes with the
torch then put the torch
over the symbol and it will
vanish. Open the door by
using your symbol. Kill the
snakes in the next room
and then go through the top
door. Take the missile spell
and open the other door us-
ing the symbol. In the next
room is a chest. Open it us-
ing the symbol but watch
out for the snake. Inside is
a different symbol. Leave
the room using the original
gymbol. In the next room,
use the same symbol to
open the door on the left.

atch out for the axes and
bolts. I find the slow spell
useful herel Go through the
door and then through
another. Here it is dark,
but that's no problem. In
the middle of the room is a
tomb. Using the new sym-
bol, move it over the tomb.
Out comes a dragontorc
crown and a clue seroll.
Take the crown and then,
put the original symbol
over its immobile copy in
the room and a cube will
appear. This takes you out.
Go to dreamdowns and cast
leyrod, you will find one
cube which takes you to
rollstones. From there go to
Wierdhenge and then to
Dragonteeth. Leave the
crown b the anvil and
leave. ow journey Lo
Trollstonas.

Trollstones

Eill the devils using war-
rior. In a stump you will
find a coin. In a bush you
will find a bone spell. And
nearby you will also find a
dove. Find a pool and move
the coin over it. Now you
can entsr hellamouth
caverns. Move over the
pool. Find an axe. Around
the place are three eggs.
Two contain snakes but in
one ig & key. Use the axe to
gmash the egge open. Open
a chest with the key. Inside
is & magic symbol and an
unseen spell. Take the
magic symbol and move it
OVEr & hing slab. This
opens the exit but do not
leave yet. Go to a room with
an immovable key and put
the symbol on it. It can be
taken now. Use this to open
& door. Inside is & demon

face. Now cast the DEMON
gpell. Another face will ap-
?ea.r. When they clash, the
ormer face wvanishes and
leaves another dragontorc
crown. Take this back to
the sanctuary of Halgor
and leave it by the anwvil
Return to the wvaults of
locris and take (if you have
not already done so) the
half moon which says ‘the
vault key lies in sanctuary
go to stoneways.

Witchwoods

In witchwoods find an elf.
He owns another halfmoon.
Either give him a bow or
jewel or kill him using war-
rior. Now moving your half
moon over his and it will
become & full moon. Now
find a herb, a bat (you can
pick this one up) and a fm%
(who is in a pond). Take al

three to a cauldron and put
them in it. A wand will ap-
pear. Find a stone slab and
put the wand on it. You will
find an UNSEEN spell and a
jewel. In another slab you
will find a light spell. Find
a sword which moves on its
own. Hit it with the wand
and it stops. It i8 now the
sword of antimagic. Take it
to an immovable stick and
hit it. Now you can take the
broom. Find a grﬁan bush
and push it aside with the
broom to reveal a large
stone. Move the fullmoon
over it and it turns into a
cube. Enter the leyline to
the Druid’'s last sanctuary.

Druids last
Sanctuary

Kill the goblins. One owns a
key. One owns sunkey
which opens the wvault of
locris. Find the dark tomb
and cast light. In the tomb
is a WALL spell. Find the
locate spell. There is a hall
with many opening with no
doors. In some are spiders.
Hit these with the sword
and they become spells. In
another is a wand. Do the
same then go to the tomb
and wave the wand around
the walls. A key will ap-
pear. Open a door with this
and inside is a chest. Open
this with the goblin's key.
Inside is another key. Open
another locked door with
this. Inside are two doors.
One holds nothing it seems
but cast locate and you will
find a chest. Open this with
the goblin key. Inside is the
key to the cursed crypt. In
the other door i & moon.
Put your moon over this
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and it turns into a sunkey.
Put the sunkey over this
and it becomes a cube.
Travel down this to wit-
chwoods, DO NOT LEAVE
THE ORIGINAL WAND OR
SUNEEY HERE. Go to the
vaults of locris and open
the locked door using
sunkey. Take TUNDO spell
from the tomb then pass
the next room into the long
hall. There is an open way
at the end. Don't go
through yet. Cast UNDO at
the door and a moon will
appear, now go through.

ou will see the erown. Cast
UNDO on the crown and it
will fall down. Take this
back to the sanctuary of
Halgor and strike it to the
anvil. It will be unmade, do
the same with the other two
ecrowns. Now go to
Torhenge via Dragonsteeth.

Torhenge

Find a rabbit and then two
holes side by side. Put the
rabbit over the one on the
left. A key will appear. Take
this then open the chest.
You will find a magic sym-
bol. Take this to a red
gculpture/Funny shape (I
don't know that it's sup-
posed to be) and hit it with




Feeling

Adventurous?

Hi, this month features a
special review of a new
adventure game from
Games Workshop. It is call-
ed ‘“The Runestone’ and is
full of many original con-
cepts. Also some more
answers to your problems.
Anyway, I suggest that if
you haven't a dy heard
of “The Runestone' that
you read on at once.

The Runestone

This adventure really
seems to be a game and a
half. dJust rua.dlnf the
instructions left me in awe
of this new adventure. You
a?;.liiit vs}uuld geem, g0 on

orever until you
gnalll;rgatt.aln the aim of the
game,” And when you do
reach your goal r31-:;’1.:1 be
nowhere near t golden
score of 100%.

““The Hunestone' has
over two thousand
locations and is without
question the largest
adventure game that I have
come across yet. Two
thousand locations makes
gheht.gaa.me uie}?m _ﬂa.lg}uat
rig_ nmg since ves
such a wide area to cover.
Everyone of these locations
is graphically ehown every
time you visit it. The screen
is permanently divided into
two sections. top half is
devoted entirely to the
picture and the bottom to
the description of what is

ha ng.
m.:mmal set up of any

adventure, whether
gaphmu.l or otherwise is

at you play the central
character or the hero of the
gtory and you have one aim
to achieve. Once this is
attained the game is over.
In Runestone there are
three leading characters
:.1?-:1 you play every cne of

em.
*All of them!' I hear you
gasp. Yes but not at
once. You can be whichever
of those you wish to be at

EEEEEEEEENENEN
Marion Champ

ion continues

her help for ailing
adventures and includes an

indepth look at Games
Workshop’s Runestone.

any one time, bearing in
mind that the thres
characters may be
geparated and in locations
miles away from each
other.

The three characters
are:-

MORVAL THE WARRIOR.
ELIADOR THE ELF.

and GREYMAREL THE
WIZARD.

Each of these characters
has a different skill which
you must disecover and use
appropriately. This is not
too difficult to discover if
you combine their titles
with what you can find at
their respective abodes and
make an intelligent i

The main quest this

adventure is to destroy an
evil character known as
'KEORDOMIER THE DARK'.
The game takes place in the
land of Belorn. In the North
lie the Northern wastes
which are inhospitable and
wild, so few of the
inhabitants of Belorn will
venture far north. Many
enerations ago, the happy
and of Belorn was invaded
by the evil Kordomir and
his Orcs. The ancient
treasures of Belorn were
stolen and taken away to
the North. Many great
wizards and elves were
glain. The raids continued
and the land of Belorn
became closer to
succumb to the reign of
Kordomir the Dark. But
there is still hope, for our
three heroes set out to end
the destruction in a final
bid to eliminate Kordomir
forever.

There are several ways
that you can play this
game. One is to start off
with the ultimate aim of
mn?uarmg Kordomir and
retrieving as many of the
lost treasures &8 you can,
or alternatively you may
just. wish to explore the
countryside and meet the
various inhabitants of
which there are about for-
ty. This is perhaps a good

way to begin so that you
can get an idea of how the
game is set out and what
you are likely to find on
your travels.

Once I had begun to pla
this ambitious adventure
soon abandoned my usual
mapping technique to
resort to something a little
less reliable, my sense of
direction. I realised that
with over two thousand
locations my piece of paper
was simply not going to be
big enough, no matter how
small I made my writing,
and with many locations
having no specific land-
marks or name to relate to
it all got too confusing and
I managed to get lost
Mvﬁa.l times. P =

e game only perm
you to move north, south,
east and west, so if you
wish to move northwest
you must go west then
north or vice versa. A ma
is provided (as shown here
DOSLONING of MAJOT poIntS,
positioning o or p ;
and due to the unusual
nature of this particular
adventure, the map is ex-

useful

te :

That last comment refers
to the use of screen shots
for finding out where you
are going. You can logk in
any one of four directions
at any one time, (north,
south, east, or west)
without actually having to
move in that direction.
gives you a view from the
point which you are stan-
ding to as far as you can
see (or as far as the com-
puter allows you to see.) In
other words you cannot see
the location you are in, on-
ly the locations around
you. The text will inform
you of where you are. The
view into the distance will
show you any buildings or
mountains or lakes or
anything that is within
your range of wvision, in
perspective of course. You
will soon learn to reco
the shape of distant blobs

COMPUTER GAMER JULY 1985




evenn though they have no
detail at a distance. You
will therefore be able to
head for a certain point and
watch it get nearer gradual-
ly. This feature in conjunc-
tion. with the map will
enable you to pinpoint your
location fairly accurately
although there are
buildings and landmarks
not shown on the map
which you will have to
discover for yourself.

The best way to
catalogue your progress is
to photocopy the map and
put a numbered key on it 8o
that grcru will know which
buildings are what and the
itemns that you can find
within them. Dra.win% an
intricate map of every loca-
tion i in my opinion ex-
tremely difficult and time
consuming and can con-
giderably ruin some of the
fun of this game,

One more note about the
screen shots. As you enter
each location, the picture
will clear and the new view
will start to appear. The
view builds itself up from
the back to the front and
hence some objects or land-
marke at the back will be
obscured by trees or moun-
tains or whatever is at the
front of the picture. It is a
good idea therefore to
watch as the picture is be-
ing built up. You might see
something that you would
not otherwise have seen in
the final view.

As ] said baefors, you con-
trol all the characters and

ou can choose which one
be at any one time. If you
are lucky and wyou do
manage to keep all three
characters together then
you can ask the others to do
things for you as the
character you are already
Eh:n . You do not have to
eep changing from one to
the other. It iz a good idea
o remember that every
time your chosen character
makes a move or takes a
turn, the other two
characters also take a turn.
If they are not with you
then who knows what they
are getting into, but if you
notice that your score has
suddenly diminished, you
would do well to assume
that one or other of them
has got into some scrape or
other, the most likely one
being that one or both has
been captured by orcs and
you w aeither have to
rescue themn as the free
character or become one of
them and escape. The
oholee i8 yours. If you
change to one of the other
characters and find
yourself in a fortified tower
with a couple of orcs then
you have been captured. All
prisoners are taken to the
same tower but which one
i8 what you have to find
out. The characters in the
g which you do not con-

1, ie those other than the
main three, all have minds
and aims of their own too.

Although they may come
along with you as friends to
help you out they may
unexpectedly wander off to
do their own thing from
time to time so don’t trust
them with anything impor-
tant.

The game is run in real
time so if you don't move
fairly fast then the words
‘Time Passes’ appear and
the warious characters
arocund you will begin to go
about their business
without you. The way to
avoid this is to start a
gentence then think about
what you wish to do next
and after that action. You
must always plan ahead.

8ince the game is rather
large, once loaded it goes
straight into the actual
game, there is no ‘Do you
wish to gla.y again'' option
just as there is no quit atpa
tion since there is not suffi-
clent memory to allow for
this. If you feal you are
likely to want to start again
then save the program at
the start using load when
¥0u wish to recommence.

his is muech quicker than
reloading the whole tape.
None of the three
characters will dis during
the game although they
may become extremely
weak at times. In this way
it is impossible for the
s&ma to end due toc your

eath. The only way it will
end is if you succeed in the
ultimate quest, or pull the

pluﬁjuut.

g instructions do not
state the exact extent of
‘“*The Runestones'’
vocabulary, but it would
seam that it is very wide.
Minor mistakes in
sentences do not seem to af-
fect the computers
understanding of the
sentence although if you
elaborate too much on
description of an object it
tends to misinterpret by
taking the wrong word as
the object,

You can talk to other
characters and tell them
what to do and also you can
input guite complex
sentences.

An excellent feature of
the game voecabulary is its
variety of possibilities
regarding looking and mov-
ing commands. If you
simply state a direction
then your character will
look to the view in that
direction. If you tell it to
move then it will move in
the direction it is facing,
giving you the view in that
direction from your new
location. To save time you
can move several locations
at once in any one direc-
tion, following the instruc-
tions given with the game.
You will see the view at
each of these locations as
you pass through.

One final point on com-
mands, CAPS BHIFT and O
will delete the last
character entered, CAPS
SHIFT and 1 will dslete the
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whole line, CAPS SHIFT and
& will rewrite the previous
line if required, a most
useful addition.

I wae extremely im-
ressed with “"The
unestone'' from Games

Workshop. It is available
for the Spectrum 48K at
£7.95 retail price which is
excellent wvalue for this
amaging game. It is also
available on order on
miecrodrive cartridge. An
entirely new concept in
adverturing with it's com-
bination of real time com-
bat and action, full text in-
terpreter, multiple com-
mand input and what
seems to be a never ending
supply of new characters
and locations. The
Runestone is definately
worth experiencing!

Letters

In your review of ‘Heroes of
Earn’' you asked what a
BARROWIGHT was. Well,
having recently read
Tolkien's Lord of The
Rings, 1 can answer your
question. While Frodo, the
hero of this epic, was cross-
ing the Barrowdowns he
and his friends were cap-
tured by a BARROWIGHT,
This gruesome creature
was intent on robbing them
of their worldly possesions
and then eating them. But
worry not! uckily a
mystic friend saved their
gking, just in time.

I was wondering if, in
the not too distant future,
you would mind doing a
review of ‘‘The Jewels of
Babylon'' by Intercepter
Software. Having seen the
ad for the game in your
magazine I noticed how
good the graphics seemed
in the screen-shot. I would
be deeply grateful if you
would do this for me.
Yours hopefully,

Jonathan Todd
PS8 How's EECANN?

Greetings, 0 warrioress!
My name is Karth
Demonslayer. I have a tale
to tell of great sorrow and
sadness which will surely
lift the heart of every true
adventurer. It follows:
“Once upon a tims,
when the land of Darkness
still existed, and the Heroes
of Karn were living
peacefully, a new
breathtaking parchment
appeared in certain
Alchernists stores (namely
W.H.8miths). Its name was
Personal Computer Games.
‘On hearing the news via
a pesky dwarf, I set off at
once to find the sacred par-
chment. Three moons later
I reached the end of m
quest and there on a she
lay the parchment. I pro-

mptly paid the shopkeeper
my last few gold pieces and
set off home.

‘Natually, I was en-
thralled by the parchment
and every month I trudged
the three day journey to en-
sure my copy. During this
time I made the acguain-
tance of ''‘The White
Wizard''. He ran the adven-
ture section and I wrote to
him as much as possiblae in
the next few months (see
Feb. 1985 adventure letter
section) Then disaster
struck. A scruffy orc arriv-
ed at my deluxe cave apart-
ment with a message: FPC
Games had gone bust! I
went into wild fury and
subsequently hacked off
the orcs head with my
Wilkinson S8word.

‘T wandered in despair
for 2 whole months. I tried
to subscribe to Micro
Adventurer but another
foolish ore informed me
that they too had closed
down. This ore was a little
thicker than most and my
Wilkinson Sword broke on
his skull.

‘Then, while making a
routine wvisit to my
Alchemists store, I spotted
a faint glimmer of light bet-
ween the other par-
chments. I brushed awa
the cobwebs and wiped off
the Goblins bloo and
withdrew the parchment.
It's name? Computer
Gamer.

“By the Zits of Zork!|" 1
cried, ““This is the greatest
thing since MA and PCG!"' I
flicked through and found
122 pages packed with
raviews, competitions, soft-
Ware COIMpANYS, per-
sonalities, and above all,
adventures.

How long can this con-
tinue? Will Marion be as

ood as The White Wizard?
ill there be lots of beeb
games reviewed? Don’'t
miss the next exciting let-
ter from Karth
Demonslayer|'’
Karth Demonslayer
P.8. Happy Hacking!
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I've just read your colour-
ful magazine and find it

very interesting and
helgful,
our magazine is very

different with your layout
of the pages and a change
from ordinary pages with
reviews in a neat line and
columns.

I was particularly in-
terested in your adventure
pages, as I'm a great adven-
turous follower. I noticed
in your reviews that you
didn't include Doomdarks
Revenge. This epic from
Beyond is one of the great
games I've played and there
have been plenty of those.
Great graphics and the
novel short-listed menu in-
take makes this one of the
beast.

The selection of
numerous players make it
very good value for money
and a must for any person
owning a computer.

The cute graphical
features of both Luxor, the
Moeonprince, and further
into the game, Shareth the
Heartstealer, are absolute-
ly brilliant, so much, that
my Spectrum blew it's 48K
and is now in for repairs.
Well done Beyond and
thankyou (although I'm
tempted to send them the
bill).

Eecaan, please bring me
more of your computer
gaming, and as for me I'm
going out to buy Beyond's

hadowfire.
Yours thankfully,
Philip Oself (16)

I'm writing to thank you
for your advice regarding
my early problems with
Hero's of Karn.

Thanks to your help I've
managed to get past the
barrowight and the bear,
taking everything in sight
with me. I was just getting
into the game when my
brain again stopped func-
tioning. This time it is the
pirate and the serpent who
are stopping me travelling,
s0 as I've no-one else fo
turn to, could you pleass
help me again. (One day I'll
get the hang of this adven-
ture business).

I am very much lookin
forward to the next issue O
“Computer Gamer' as its
the r;n‘l‘li,_r1 magazine which
really helps you decide
what sort of game to buy.
Anyway I loock forward to
hearing your reply.

Yours faithfully,
J. Smith
W. Yorkshire

To get rid of the serpent you
need to have in jyour
ossession the songbird
rom the bird chamber. To
get the songbird t-‘f'rﬁﬂ'
“BEREN, ET E
SONGBIRD.'" Then return
to the debris room where
the serpent is and l&:ﬁna,
“BEREN, EILL THE R-
FENT WITH THE BIRD."
As for the pirate, well he
doesn't come into the game
until mueh later on so I
wouldn't worry too much
about him for the time be-
ing. But if you are worried
then I will say that the way
to get rid of him eventually
is to get one of your rescued
friends to do the dirty work
for you with a andy
weapon. The next step is to
rescue Istar but I'mm sure
that you can work that one
out for yourself if you
remember my hints on us
ing every item that you are
carrying in every possible

ADVENTURE

way that you can think of.
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YOURSELF
FOR
THE

HIGHWAY

ENCOUNTER.

APPROACHING FAST...
BRAIN-BLOWING GRAPHICS...MEGA-BLASTING POWER...FAST-ACTION PLAYABILITY...
'HIGHWAY ENCOUNTER’...A TOTALLY NEW DIRECTION FROM VORTEX.

ONCE YOU'RE ON IT...THERE'S NO TURNING BACK.

NI BWAY ENCOUNMNITER FOR SPECITRUM 48K:

VORTEX SOFTWARE (SALES] LIMITED. VORTEX HOUSE, 24 KAMNSAS AVEMUE, OFF SOUTH LANGWORTHY ROAD, SALFORD M5 26
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Dressing

Our Dungeon decorator, Gordon
Hamlett, helps you brighten up your

adventures.

Last month I talked about
leaving ideas out of your
storyline because they did
not fit into the general
scheme of . things. This
month, T want to look at
how to fill in the rest of the
plot.

When I first started
writing storylines, I had a
main theme and a few
gpecific ideas that I wanted
to ineclude. Ha,vin§ put
them onto my map, I fillad
in the surrcunding areas
with any half-baked idea
that came to mind. Not sur-
prisingly, the resulting
story was totall dis-
jointed. To get round this, I
developed the following
method. Having decided on
a theme, I made a list of
everything I could think of
that was asoclated with
that theme. This helped in
two ways. First, it put meat
onto the skeleton atoryline
so that the whole thing
flowed better and second, it
showed up any scenarious
that weren't quite right.

To give an example of
this, I have taken the theme
of pirates (not the software
typel) and written down
ideas off the top of my head
in no specific order what-
S08ver.

— Eyepatch — talking par-

rot — Peg leg — Black spot
— Treasure maps —
Taverns — Wenches —
Yard arm — Iglands —
Pirate ship — Cutless —

Rum — Pieces of eight —
Doubloons — Treasure
chests — Ecurﬁiy —
Flintlock pistols — Mutiny
— Marooning — Skelstons

— dJolly Roger — Hand to
hand fighting — Cannons
and broadsides — Caves —
Smugglin — HRagged
clothes — Prepare to repel

boarders — Yo Ho Ho — Sea
monsters — Bations —
Avast behind — 15 men on
a dead man's chest — Cat
o'nine tails — Keelhauling
— Walking the plank —

Land ho — Crows nest —
Telescopes — Shiver me
timbers — Clap him in
irons — Captain Flint —

$d

Long John Bilver — Jolly
Roger — 8kull and
crossbones

As you can see, the above
is a mixture of loecations,
objects, characters and
pirates’ slang. Not all the
ideas would be used, but
there iz enough raterial
there to develop a decent
story without having to
resort to dinosaurs, robots
or the like.

Reading Material

Two books worthy of
mention this month, one

serious, one not very
serious at all.
Guide to Adventure

Games by Gary McGath
published by Computel is
an American book covering
the history of adventure
games, how to play them,
how to write them and
which are the best games to
buy. A 1lot of the
information contained in
the book can be found
elsewhere — especislly to
readers of this column! but
the examples chosen are
orginal and intelligent and
there are a few nuggets of
information to be gleaned.
The section on -writing
programs is done in
geudocode rather than the
owchart that the British
seem to favour. The
example program is best
used as an illustration of
how to write a program
rather than as a game to
play. The final chapter on
how adventure games are
likely to develop over the
next few years, I found
very stimulating but
overall, I thought the book
was too ""American’’ and at
£10.95, somewhat
overpriced. For the
dedicated fan only.

Much more fun are the
Xanth books by Piers An-
thony published by Futura.
Xanth is a land where ab-
solutely everything is
magical. There magical
talents range from the
useless (like being able to

project a purple spot onto
the wall) to the powerful
(talking to inanimate ob-
jects) and the stories are
based on the interplay bet-
ween these talents as the
characters attempt to fulfill
various quests. The books
are full of awful puns
(nickelpedes are five times
worse than centipedes) and
are worth reading several
times as you are bound to
miss loads of them. There
are currently eight books
in the series (although
more are planned) starting
with A Spell for Chameleon,
The Bourece of Magic and
Castle Hoogna, Piers An-
thony has one of tHe most
fertile imaginations I have
come acrogge and his books
are marvellous sources of
inspiration for anyone
planning to write an adven-
ture. Even if you are not, go
out and read them anyway.
I cannot recommend them
highly enough.

Fascinating
Features —
Sources of Water

This includes wells, foun-
tains, springs and pools
and can be neatly divided
into two sections — the con-
structions themselves and
the 1liguid contained
therein.

There is nothing so sure
that someone coming
across a well in the middle
of an adventure is going to
assume that it is a wishing
well and lob some treasure
down it in hope of greater
reward. This gives you a
chance for a few variations
on a theme. You might just
want to relieve them of
their ill gotton gains or
there might be some useful
treasure stuck in the ooze
at the bottom cast there by
a previous adventurer.
Maybe there is no water at
the bottom, but a passage
leading to other areas.
Perhaps it is a special area
that can be developed — the

well of lost souls or similar.
(GH’s memory of wells is

-none too good. When I was

running a D+D game at
University, I had a well
that was all but marked Ye
Olde Wishing Welle. Bo
what did GH do? He tied up
the hobbit and lowered him
down the well. I ask you —
Ed)

Fountains can be con-
gidered similar to statues
(see issue two for details).

The liguid within these
structures is much more
interesting. Apart from the
obvious water (to drink or
water plants with) you can
use it as all sorts of potions.
Healing wounds perhaps or
increasing strength). Giv-
ing swords and armour
magical ability — or
rusting them. Holy watar
for fighting the undead or
acid needed to dissolve
something. A love S}Jring
that, when drunk from,
causses you to fall hopeless-
ly in love with the first
creature of the opposite sex
you meet, regardless of
gpecies (this explains how
creatures such as centaurs
and harpies came into be-
ing — read the Xanth
books!l) A fountain in the
shape of a satyr asks you a
riddle when you enter a
chamber. If you get it cor-
rect, it recites a clue to a
treasure. Get it wrong and
it sprays you with
something nasty. A pool
that transmutes silver to
gold or copper on a random
basis.

You should have no
trouble coming wup with
original ideas involving
your liquids. HRemember,
some liguids must be
drunk (strength potion)
whilst others must be bath-
ed in (cure wounds). Also,
don't make everything
beneficial to the adven-
turer. Keep him on his toes
with a judicious one of
poison ete.

Next Month

From next month, we're ex-
panding Dungeon Dressing,
to include a supplement for
Science Fiction gamers. So
CGamers who prefer droids
to dwarves and phasers to
swords should lookout for
Starship Scenary. St.a.rtin%
in the next transmission o
Computer Gamer.
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Did you win a prize in our

: competition to design a one location
adventure? Find out as we present
the winners.

The first Transmission of

Computer Gamer set the in-

teresting problem of

designing an adventure

game that would be played

within one location. As an TExT

incentive an Enterprise 64 ' i

was offered as a prize. i VARTCA ‘ Do
|

PR 5
|
|
|

Soon the Gamer offices
were flooded in entries in
which players fought
wizards, snakes, demons
and even school girls bran-
dishing hockey sticks. Dur-

ing these exploits the
players took on the guises Q135 om =3
of brave heros, husbands - —
held to ransom (by their o T
wives), the Editor of Com- Shes, bty v, b e T -
puter Gamer, and even the bar TAWE CHALK ey f -
soul of a person wrongly ATV e
sent to hell who then had to otz h | m\f a ; 3
ﬁgava:a%[? clll his way fto b Yol - i SR i B - | GRORAPHY N, E ER

Eventually a shortlist Eo R T e T I = e ot ﬂ'_r J"E
was selected and a winner cuwaoe Heedoble ¢ 3
chosen. He is Tim Branch a (moves dewen 4o §
14 year old schoolboy from approprae i
Reading who is now the subeject) 1
proud owner of an Enter- .
prise 64. The winner — April Fool by Tim Branch. The games screen display.

COMPUTER GAMER JULY 1985




Hizs winning adventure
Robautis Bk his oWy B
#] 11 no OWTI
1s gm on April 1st. You
ﬂ}f’y the poor Teacher who
g to survive till noon, the
traditional end of April
Fool's Day, without having

a nervous breakdown.
Your stress level is
measurad by a bar on the
screen display which in-
creases whenever you are
caught by or ‘fall for’ an
April fool prank.

It iz possible to lower

your stress level by getting
things done, such as taking
the register or collecting in
homework. The first
diagram shows an exampls
of the screen layout in-
cluding separate text,
graphice and command
windows along with a
timetable that should be
worked through if you are
to survive the morning.
Also displayed are the
stress bar, the time and the
number of detention slips
that you have left. Unfor-
tunately you can’'t leave the
room to get any mors or the
kids will jump at the
chance to set up some more
practical jokes.
The second diagram
ghows the layout of the
classroom along with some
of the jokes. These include
chalk on your chair which
fuu can avoid by examin-
ng chair or your stress
level will rise. Other pranks
include a wvaseline covered
blackboard, a mousetrap in
your drawer and a booby-
trapped cupk¥ird with a
bucket of water that will tip
on you unless you stand
out of the way when you
open it—

Tha runners-up in the
competition were Mr. D. A.

FLAM
=
LoCwERT e T T | —ra-hrEn
T el beies]
Ll 1 ] A deer upeny
ey Toriy O T
¢
PURL'S  Ceas 3 #
] MRS L=ty LT
o CARL TR LT g
TR S Ol E
Dl ool
&—3.-.. 1 | oo
| r JI L
CEuERED -
DL I ERALT oy
e B AT T— —
foumRLD:
W NRCLLER

The plan of the classroom in April Fool.

8mith from Droitwich,
Worcester, Robert
Blacknell from Essex,
Chris Moore from Dart-
mouth and S8am Ayres from
Northampton. r 8mith
chose a railway carriage for
the setting of his adventure
in which you played a
British agent who had to
retrieve a codebook from
Soviet BR:.'E onboard a train
to Holyhead.

In Tragon’'s Study by
Robert lacknell you
played Eecaan in his at-
tempt to find a document
on the future of Computer
Games hidden in the study
of a fellow supreme Gamer.
Throughout the adventure
you are aided by a droid
called Cluebot whose help

Robert Blacknell’s Tragon's Study.

atTugy

TRACON'S

?
No.o/

o

il
-
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you certainly need as the
puzzles were set by so0-
meone with an 1IQ of over

900,

Murder most foul is the
gsubject of Chris Moore's
‘Murder at the Manor'
where you play Inspector
who must solve a classic
murder mystery.

The judges were par-
ticularly impressed with
the way Chris would imple-
ment the game on the com-
puter's screen. The display
contains a graphics win-
dow showing the suspects
gitting in the scene if, the
crime with a cursor that
can be moved over objects
that you wish to examine
or take etc. These command
options are selected from a

acintosh style pull down
menu and effect whatever
is under the cursor. For ex-
ample if you wanted to ac-
cuse someone then you
move the cursor over that
character then select AC-
CUSE from the command
bar. The screen is com-
pleted by a text screen and
a zoom/examine screen
which displays closeups of
any objects examined.

The final winner is a
complete contrast and was
sent in by 12 year old S8am
Ayres. It tells the story of a
Splodget who has trawvelled
to Earth from Cuboid on a
short age holiday only
to land in trouble. His ship
has landed on the top of a
ketchup bottle in a cafe
north of Watford Gap. To
complete the adventure he
must retrieve a screw to
mend is craft while
navigating dangers such as
a spider and a truck driver
who will soon reach for the
sauce bottle destroying the
Splodget’'s ship.

Congratulations to the
winners and better luck
next time to all the other
entrants. Keep watching
these pages for more ex-
citing competitions to win
fantastic prizes.

A Splodget on a sauce bottle by Sam Ayres.

DFC
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Title:

Here is a guide to the sym-
bols used to illustrate the
game reviews, Computer:

Supplier:

Price:

B ¢
I think wyou could
ililﬂt.ifiﬂ.bl,‘,i' criticise Hill
acGibbon for the blurb
they put on the cover of this
gsoftware and book com-
bination. They say that the
cassette includes four ar-
cade games (which are on
side one of the tape) as well
as an arcade adventure
game (on side two). But,
when you load side one of
the tape, there is only one
Erugram on there, not four.
o what you are really get-
ting is a single game with
four screens. I suppose I'm
being a bit picky, but on the
other hand, I don't think
anyone would describe JSW
as being sixty separate
games just because it has
more than sixty screens, so
I do think that Hill MacGib-
bon are being misleadi
by describi side one o
the tape as four separate
games.

I wouldn't mind so
muech, but these four
‘games’ are all very
primitive, being just one
step above space invaders.
Each game is based upon a
character from the book
iMike Teavee, Augustus
Gloop and co.), and apart
from the Augustus Gloop
screen, they are all stan-
dard collect-the-object-
avoid-the-monster games,
with small, flickery
graphics.

ou are sufp%usad to
finish all four of these, and
collect a code which will
allow you to enter the ‘In-
credible 43 room Arcade
Adventure’, but frankly I
found them all so boring
and unaddictive that I gave
up and played the game on
gide two by using the cheat

[] o]

Charlie and The Chocolate
Factory

Spectrum 48K

Hill MacGibbon

£9.95

mode. This cheat mode is a
ood idea, %vlng you in-
11n1taEr livﬂs.f ﬁhnt?tf allow-
ng you to fin e game
completely. If only the
ame itself were as good.
nfortunately, it's just the
usual platform and ladders
formula — again with fair-
ly r graphics. It's not a
bad platform game actual-
ly, and with better graphics
would probably e a
ggad budget game, but for
.95 it's lousy value, even
with the book and the four
screen on side one, thrown

in.

What's .1 thought
that the terin ‘adventure’
implied that a game in-
volves some manipluation
of objects as well a8 just
?ﬂﬂd timing and reflexes
which are arcade skills), in
which case calling the game
an arcade-adventure is also
a bit misleading. I suspect
that Hill MacGibbon's
marketing men have picked
up a bit if software jargon
and %-l::na overboard using it
in their claims for
package.

I don't want to be totally
negative about this packa
(honest!), and I do thi
that attracting children to
books via computer games
iz a good idea, but it has to
be done properly (the way
that Melbourne House did
the Hobbit, for instance),
and frankly, the software
in this package just doesn’t
do justice to the book.

FLANET RATINGS

Originality
Graphice

Use of machine
Value for money

STAR RATING
White Dwarf

o
o
o
L L
[©
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Title:
Computer:
Supplier:
Price:

i # L
FPardon my Franglais mais

Bacre Blue! C'est une piece
de French software avec un

touch of ooh-la-la. Je ne
think pas je can cope.
L'action takes place

dans la henhouse ou nous
find le cockerel avec
l'amour on his mind, L‘in-
ner sanctum avec une heart
sur la porte est where le
real fun et games takes
place. C'est where Madame
Hen waits for le Monsieur's
attention. Ce part de la
game est 'idden from view,
ét quite droite too!

Apres la visite du Mon-
gleur, la hen emerges et
climbs sur les platforms to
lay un oceuf from which un
oeufspring will be 'atched,

Aux meantime, les
various creatures entre
dans le henhouse intente

Title:
Computer:
Icon

Supplier:
Price:

¢

Frankenstein 2000 is a
mildly enjoyable
dodge/zap/collect game,
et inside the body of the
Frankenstein monster.
Riding inside your
miniaturised submarine
gou visit various parts of
g body in order to reac-
tivate the slumbering hulk.

Each location presents a
fairly familiar task — for
instance, when you are in
the trachea you must avoid
hordes of frogs travelling

Chicken Chase
Commodore 64
Firebird

£2.50

on eating les oceufs. C'est le
job de la cockerel to chase
les interlopers away un
sorte de chicken chasseur,

If le cockerel ne defends
pas 1'oeuf avec success then
la hen frappes him sur la
tete avec un rolling pin.

When vous n'est chasing
les beasts, wvous must
mange corn et 1'odd worm
gqul ecrops up to maintain
votre strength. Vous must
also pay 1'occasional visite
to la place d’amour for to
make more oeufs. If vous
ne them make pas et 1'oceuf
'atches, then le chick mar-
che to la porte and rings la
bell. Then la hen will make
avec l'aggro about la tete
again.

Anyone qui thinks that
un cockerel’s list est tres
comfy has un autre think
coming. L'arrival des
creatures’ (hedgehogs, rats,
stoats et les tres fast

snakes) est tres frequent et

Frankenstein 2000
Spectrum 48K

47.98

up the screen
(trachea = throat, frogs in
throat, gettit? Actually, it
took me a while to get that
joke.)

In other locations you
must avoid objects such as
cigarette packets and Car-
bon Dioxide sprays in the
lungs, and certain greasy
objects in the stomach.

The graphies are ok, but
not particularly wonderful,
a verdict which I feel ap

plies to the game as a
whole. I found that
each screen presented a

small challenge, but that
after a couple of tries they
all became fairly routine.
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vous will ‘ave votre job Cut
out to keep les ceufs safe,
Les graphigques est un
peu blocky et not gquite
what nous are accostomed
to mais le game n'est pas le
demi bad though 1'appeal
may warle,
JG

Une aspect of the game's
design that became a bit
boring was that the se-
quence of locations is fixed.
You ean't visit them in any
order, as you could in, say,
JEW, so after a few games I
became thoroughly bored
with having to navigate the
same locations over and
over again, After spending
a while getting a fair way
into the game, I just
couldn’'t be bothered to
keep on going back to the
start just so that I could
work my way back to
where I had got to in the
previous game.

Apart from that one
criticism of the game's
design, I can't honestly say
that I have .a particularly
strong opinion about the
Eame one way or the other.
It's just rather un
distinguished, neither very
good nor very bad. o

.

PLANET RATINGS

Originality asese
Graphics [ 1]
Use of machine s
Value for money ey
STAR RATING o
White Dwarf

PLANET RATINGS

Originality 1
Graphiecs e
Use of machine L 1]
Value for money L 1

STAR RATING
White Drawf
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Title:
Computer:

Supplier:
Price:

] &+
2 e L
Ultimate have a name for pro-
ducing games of very high
quality and great originality
Entombed should have been
another one of these, it has
all the right ingedients but
somehow they don’t add up
to a good game.

The story goes that you,

Title:
Computer:

Price:

= ¢ &

The Rocky Horror show
was a peculiar musical and
film, now its a very odd
game.

In it you play either
Brad or Janet, as you try
and rescue the other from
the clutches of the evil Dr
Frank,.n,Furter whose
medusa machine has turn-
ed your partner to stone,

Unfortunately, the De-
medusa machine, has been
dismantled and scattered
throughout some rather
strange rooms. Your task is
therefore to assemble the
pieces, free your loved one
and escape the mad Doctors
castle.

However you will have to
cope with the o¢castles
strange inhibitants as you
pursue your quest. These
include Riff-Raff a manic
depressive butler, Magenta
the maid, Columbia a
groupie, Rocky Horror —
one of Frankie's creations
and Fddie

Fddie is a failed experi
ment who is kept frozen in
the freezer. Unfortunately
he frequently thaws out
when he charges round the
castle on a motorbike. If
your in the way and he

Entombed
Commodore 64
Ultimate

£9.95

Sir Arthur Pendragon have
discovered the Eye of Osiris,
an ancient Egyption magical
relic. However whilst in the
process of exploring the Tem-
ple you have become trapped
and you must now find your
way out. To aid you in this
quest there are two objects
to be found, a magical whip
(shades of Indiana Jones) and
an electrie torch. The whip
can be used to dispose of the
mummies, cats, bees and
flies that constantly assail

The Rocky Horror Show
Spectrum, C64
Supplier: CRL

£8.95

you whilst you wander
around the corridors. The
torch is used to illuminate
parts of dark rooms other tor-
ches cannot reach!

The whip makes a great
crack sound when used and
another good feature is that
the torch beam must be
directed around the room like
a searchlight.

Just to confuse the issue
are the Crows that fly around
from time to time that
sometimes carry Ankh sym

bols with them. If you know
that Osiris, the Egyption god
was part crow and also that
an Ankh is the symbol of life
then you will work out that
by jumping up and touching
the crows you gain extra life.
If however you are ignorant
of these facts then you are
stuck!

Life is not arranged in the
standard way of having a fix
ed number of lives and each
time you die returning to the
beginning. Rather it is arrang-
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gd that you have a life force
that is diminished each time a
nasty collides with you. This
force can be supplimented by
fooling with the crows as I
said but you still die pretty
quickly if caught in a blind
alley without the whip.
After a spot of aimless
wandering you will usually
stumble upon a doorway,
through which the magical
whip lies. Obtaining the whip
i8 not easy though because

as you enter a large number
of rolling balls are released
which you must dodge.

The graphics are what you
would expect from Ultimate,
that is, excellent and the
sound isn't bad either. With
all this gaid I must return to
my openin? statement and
say that I found this gamse
very, very boring indeed
aapecially in the early (pre
whip) stages when the game
consists of wandering

COMPUTER GAMER JULY 1985
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though passages being slow-
ly smegged!

J.D.
PLANET RATINGS
Originality [ ] 2]
Graphies L 1 1]
Use of machine L ] I
Value for money [ 1]
STAR RATING ‘B
Nebula ik

runs you down, you lose
your only life. Consequent-
ly, at least a part of yvour
strategy should be to keep
returning to the freezer to
reactivate it to keep Eddie
under control, Although
Eddie and Riff-Raff can kill
you (with a raygun) the real
pain is Columbia. Bhe
mistakes you for her idol
Eddie and tears your
clothes off. This leaves you
helpless until you manage
to find them again, where
ghe's lying in wait again.
The graphics of the
games rooms are excellent
and there's surprisingly lit
tle difference between the
two versions except of
courge the Spectrum lacks
the 64's excellent music.
My only criticism is that
the animation of the
characters is a little stiff
but that doesn’t alter the
fact that it is a very odd and
even sick game — but great
fun to play.
T.H.

PLANET RATINGS

Originality sSeesw
Graphics ses
Use of machine L 1 1]
Value for money L I I
STAR RATING o
Bright Star
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Title:
Computer:

Supplier:
Price:

i ¢ &
Quasimodo, that loveable
hunchback with a passion
for bells, is having another
swinging time in the belfry.
His problem this time is
that the King's soldiers
hold him responsible for
the missing crown jewels.
Although he didn't take
them, he knows where they
are and he can only prove
his innocence by putting
them back in their cases.
At first Quasimodo must
fend off the soldiers scaling
the walls by throwing
rocks at them, all the time,
taking care not to be caught
in the hail of arrows.
Success at this stage
allows Quasi to gain the
first jewel and descend to
return it to the jewel cases.
The next jewel is not so
gasy to reach and its
recovery involves swinging
rom bell-rope to bell-rope

Title:
Computer:

Supplier:
Price:

*
wl ® L
Knight Lore’ is one of those
games which had achieved
cult status on the Spectrum
computer last year, when it
was released by Ultimate.
Now with the revamped
company is converting
their older S8pectirum
listings onto the BEC

ol

Quasimodo
Commodore 64
US Gold/Synsoft
£9.95

on a long upward climb. All
the time the bats, awaken-
ed by the bells, fly to and
fro. If Quasi is hit by a bat
he will fall to his death
unless he is hanging onto a
bell-rope.

Fach rope has to be set
swinging and jumped from,
at a fairly precise point on

Knight Lore

BBC B & Amstrad
Ultimate

£9.98

Micros & Amstrad. Knight
Lore iz an excellent game,

perhaps the best in its
genre.
The story ocentires

around an adventurer curs-
ed with the terrible malady
of Lycanthropism, that is
turning into a Werewolf at
night, and resuming his
human characteristics in
the day. In order to rid
himeself of this curse, he
must first find the Wizard's
room including Wizard pac-
ing around the room and
cauldron bubbling away,
emitting eerie messages in
the form of ingredients for
the Werewolf cure. Your
task is to find the wvarious
“treasures’ which make up
his cure.

Unfortunately, there are
tasks within the adventure,

its length, if the next rope
is to be grasped. The anima-
tion, which is otherwise ex-
pellent, iz a little disappoin-
ting when Quasi falls, but
hopefully it will not be suf-
fered too many times.
After the recovery of the
jewel the climb down is just
as torturous and therse are

involving walking in and
around, over and under
some of the most surreal
obstacles I have ever met in
a computer game.

For instance, very early
on in the game, you have to
take a treasure, surround-

-ed by spiky balls (looking

like the old world war 2 sea

mines), as soon as the

treasure is taken (& max-

imum of three at any time),

then the balls start descen

ding, normally landing on
ou!

Other characters, intent
on stopping you reach your
gquest are Ghosts, Statues
(looking like Rats with
fangs!) and bouncing balls.
VERY stupid guards, on
patrol duty, and animated
cubes, all very weird!

Pogsibly the most annoy-
ing of all the characters, is
a foree field, whieh pushes
you into the nearest
spike/ball/opponent, and
thus depletes one of your
four lives. There are in total
seven ingredients, and
gome dummy treasures,
although these can be used
to jump over obstacles.

As an adventurer, you
can enter most rooms, in-
eluding the Wizard's rooms
and, the ‘forece fisld' room
without being harmed.
However as a Werewolf,
you are immediately at-
tacked by the force in the
ecauldron, and some of the
gpiky balls come down
faster and the bouncing
balls home in on you, but
you do have the advantage
of being able to jump much

more of those wretched
wall-scaling soldiers 10
overcome, will they never
learn?

The third jewel lies at the
topmost point of the bat-
tlements. Windows oOpen
and close as soldiers take
pot shots at Quasi and near
the top, still more soldiers
rain down boulders on his
head.

S0 the game continues,
the next jewel is not so dif-
ficult to recover but the

_bats are more numerous

and the soldiers efforts to
scale the wall become more
energetic

Another excellent addi-
tion to the US Gold label, I
have a hunch that it will
ring the bells on tills up
and down the country.

PLANET RATINGS

Originality L] ]
Graphics aFee
Use of machine sSeay
Value for money (1 ]1]
STAR RATING 20
Nova

longer distances, so the
spiked floors are less of a
hazard.

In comparsion to the
original version of the Spec-
trum. ‘Knights Lore" is a
well implemented game, it
uses ornly two colours on
the beeb and three on the
Amstrad but the individual
characters are well detail-
ed, and move around
smoothly.

The ‘three dimensional
graphics’ are very good,
giving an added feeling of
space and room in the
game, the bounderies of the
castle in which you are ex-
ploring, are obviously age-
ing and falling apart, and
the sound effects are good,
if a little undemanding.

Knight Lore, is one of
those games, which find
the right balance, pulling
together excellent
graphiecs, a good story and
a character; I must admit to
being a Lycanthrophile
(lover of olves) myself
and the Werewolf is wery
good, es?scla.ll;.r when he
goes ‘flippo’ Dbetween
transformations!

A good game and highly
recommmended. . .

C.G.,d.D.

FLANET RATINGS

Originality ases
Graphics ssasd
Use of machine [ [ 11]
Value for monsey s
STAR RATING I
Nova -m
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Title:
Computer:
Supplier:
Price:
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Oh dear, what have Taskset
done now? I remember
Taskset as being a par-
ticularly refreshing soft-
ware house that produced
reat and original software
or the Commodore 84.

Super Pipeline for the
CB4 was great. Super
Fipeline IT for the C64 was
also quite good, thought it
was only a variation on
Super Pipeline, however
Buper Pipeline II for the
Amstrad 18 no where near
Taskset's usual standards,

The game play remains
similar to the Commodore
version, but it is the
graphics that let the whole
thing down. The Amstrad
has marginally inferior sta-
tionary graphics to the C64
and of course no gprites. To
get the movement right
¥ou have to move around
chunks of the stationary
graphics screen to produce
the right movement effect
Un some Amstrad games
this has been done very
well indeed, but it is the
Tasksst moving graphics
that let down Super
Fipeline IT.

The main problem is
when the moving
gharacters collide with the
background — they disap-
pearl This can be gquite a
problem as a lot of the ac-
tion revelves around duck-
Ing in and out of the pipes

Title:
Computer:
Supplier:
Price:

il ¢ £

A5 a helicopter pilot your
task is to destroy the
enemy power plant. To do
this you must complete
three screens interspersed
with refuelling screens,

On the first screen your
chopper appears on the
right of the screen. You
must dodge up and down to
avold oncoming choppers,
firing as they fire back. Oc-
cagionally, a jet plane or a
large chopper flies across
the screen.

Super Pipeline II
Amstrad

Taskset

£8.90

to fix lsaks and shoot
nasties. This gets very dif-
ficult when you start to col
lide with nasties that you
can’'t even see because
you're behind the pips.
This aside (though you
can't really thrust it aside
that eagily) there iz a lot
less wrong with it than
most games purely because
the gameplay is so good.
The idea behind the game is
that you are Foreman Fred
in charge of a workman
keeping a set of water pipes
in good shape. The water
flows through the pipe and
down into a set of barrels at
the bottom of the screen.
All is not that simple
though (is it ever?), various

Chopper
Commodore 64
Sparklers
£2.50

After a time limit has ex-
pired you must guide your
helicopter to refuel with a
planea.

Next you are on the
right of the screen facing
oncoming balloons, air-
ships and geese with no
weapons to hand. You must
dodge up and (yawn) down
the screen to avoid colli-
sion.

After a (yawn) time limit
you must refuel again.

The final screen is the
power plant which has
three locks hidden deep in
the mountainside. By dodg-
ing the non-dsstructable,
non-firing guardian chop-
pers you can shoot out the

COMPUTER GAMER JULY 1985
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types of nasties are runn-
ing around trying to kill
you and are drilling holes
in the pipes letting the
water out. You must take
your workman down to the
hole and have him repair it.
You are also armed with a
sort of laser pistol that can
eliminate most of the types
of nasties.

Between screens you are
treated to an ‘interlude’ of
animated graphiecs which
are really quite good — look
out for the C5. Each screen
has a different pattern to it,
and the number of barrels

radually increase. The dif-
erent patterns of pipes pre-
sent a different tactical pro-
blem for the pipes' defence.

e AL

=

As I mentioned before
the graphics leave
something to be desired,
but that may not deter
some people ag much as it
did me. The game play is
guite good. Usually it's a
case of ‘nice graphics,
shame about the game’ this
time though it'a nice game
shame about the g:-aphiﬁ.

R

PLANET RATINGS

Originality aseas
Graphics 1)
Use of machine L J 1]
Value for money L2 11

STAR RATING
Eright Star

O

i et
‘“- i‘."-‘-

locks and gain access to the
power plant. That is agsum-
ing a third helicopter
doesn't get you first.
Sounds uninspiring? It
is, a B8parkler without
sparkle. Chopper round for
something else, (ZZZzzzz) -
d

PFLANET RATINGS

Originality
Graphics

Uge of machine
Value for money

STAR RATING
Black Hole
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Title:
Computer:
Supplier:
Price:

2 i #

This started off quite well,
but soon became a bit bor-
ing because it's one of those

as where all the screens
ollow each other in a fixed
sequence, so that in order
to master each new screen,
you have to go through all
the earlier screens time and
time :&am, And, though I
enjoy playing the first
few screens I just got so fed
up with constantly having
to go through them just to
try and see the next screen
that it soon stopped being
fun.

In some of the screens
you have to collect letters in
the correct order to spell
the word ‘Arabian’, whilst
on others it's just a matter
of surviving as you row a
boat, or fly on a magic
carpet and try to avoid the
nasties chucked at you.

Some of the things that
you have to avoid, such as
an eagle or some spirits,
have fixed patterns of
movement, so that avoiding
themn simply becomes a
matter of committing those
patterns to memory, which
makes some of the screens

Title:
Computer:

Supplier:
Price:
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Hyper 8ports is the first of
the onami arcade
machines to be licensed by
QOcean under the Imagine
label (see news).

Anybody who has played
the arcade game will im-

mediately recognise the six
events represented in this

O
DO

il

Arabian Nights

Spectrum 48K
Intercepter Micros
£7.98

{such as the var?r first, 8in-
bad's S8hip)-a bit dull and
repetitive once you've
mastered them.

The graphics actually
look a bit dated and some of
the screens remind me of
the old Imagine game, ‘The
Alchemist’, though the
sprites in ‘Arabian Nights
look a bit smaller than in
‘Alchemist’. I also think
that the collision detection
was a bit suspect on occa-
gions, though mainly on
the first screen, where I got
killed a number of times by
an eagle that looked like it
was still a few pixels away.

Given an infinite lives
POKE, so that you wouldn't
keep having to go back to
the beginning and retrace
gﬂur steps, this would pro-

ably be quite an enjoyable
game, but as it is, that cons-
tant trek through the early
gcreens was too repetitive
for me.

C.d.

PFLANET RATINGS
Originality ase
Graphics [ 1§ ]
Use of machine s
Value for money L 1] ]
STAR RATING O I
White Dwarf

Hyper Sports
Spectrum
Imagine
£7.95

version. They are swimm-
‘%ng, Skﬂﬂr:i Bh?ﬂlt,l ljmrse
ump, archery, triple jump
and weight lxi.?;dn .EI'hE pole
vault has had to be omitted
from the computer versions
because of memory con-
straints however this
doesn’t destract from the
game,

Each event is performed
in the gtandard
“‘Decathlon’’ style by press-
ing user defined keys to
build up Eﬁ)ﬁed before press-
ing another to jump or
breathe in the swimming.

Correct breathing is
egzential for a good time in
the swimming event for
taking a breath underwater
can have predictable ef-
fects.

If you finish within the
get time you qualify for the

Title:
Computer:
Supplier:
Price:
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In Eomplex you play the
part of a ship commander
on one of the strangest
planets ever devised. The
idea is to progress through

the various different levels -

of the planet that is
Komplex. Opposing you in
this task are wvarious
denisons of the planet such
as monitors, wardens and
the millions of surface
lazers.

The screen display is of a
window looking out onto
the planet. At the bottom of
the screen is a large bar
chart that shows the levels
of all the defensive shields
that your craft is equipped
with. In the centre of the
screen is the all important
lazer which is used to blast
the monitors and wardens
into little bits should they
be so foolish as to wander
into your sights. Another
feature of the planet are the
motion detectors and also
loads of black slabs (a la
2010). If you fly over a mo-
tion detector or into a black
glab this sets off An alarm
and even more of the
wardens and monitors
begin to assail youl

next event.

This i8 true of all events
and is my only eritiscim of
the game. The fact that you
have to perfect one event
before you even get a
chance in the next one. Ob-
viously this is true in the
original arcade game where
they want the maximum
games, and therefore 10p's
in a da%. but it
would have been sporting
to allow home users to
practice individual events.

The games graphics are
excellent, a lot better than
in Daley’s Deacthlon, with
faultless scrolling and no
smudging of colours, ThisI
understand is due to a new
technigue Ocean have
developed where they can

et 4 colours into one at-
ribute aquare where only 2
are normally feasible.

I was delighted to see
that they found room to in-
clude all the extra little
features that make a game
so much more enjoyable.
Such as the man winking
after he has achieved a
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Komplex
Spectrum
Legend
£9.98

As the game is called
‘Komplex’ it could not be as
simple as this — it isn't.
There is a central control
computer that can only be
destroyed after the letters K
OMPLE X have all been
found, there is docking pro-
cedure and for some
unknown reason, if you let
the dust from the monitors
that you have just blasted
settla, then your shield
strenght increases!

Also included in the
Komplex editor, this is,
Legend claim a collection of
all the pokes that people
would ave thought up
anyway! Thus this allows
you to switch off all the
nasties and wvarious other
useless things. Graphics
are good, sound as good
and can be expected from a
Spectrum, but the game
itself lacks any lasting ap-
peal. The pictures are all
va?r nice but it just doesn't
add up to a good game, S
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perfect score in the skeet
shoot and the weightlifters
knees wobbling as he strug-
gles to lift the bar. This is
probably why the program-
mers were only left with 2
gpare bytes.

The only question is,
where does it leave Daley
Thompsons Supertest? This
is Ocean’'s own sequel to
Daley’s Decathlon and
features events that are
covered by this and
Durrel’'s Brian Jack’s
Buperstar challenge.
Development of it was well
on its wa.}' when the
Konami deal was signed,
Either way it will do well if
it matches the quality of
Hyper BSports which is
destined for number one.

T. H,
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Title:

Dangermouse in Double

Trouble

Computer:
Supplier:
Price:
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There have been a lot of
criticisms of ‘spin-off’
games, ie games that use
characters or events from
other media. The original
complaints were that the
game play would suffer
merely to keep within the
bounds of the story.
Luckily with games like
Ghost Busters, and The
Fourth Protocol, this has
not happened, but with
Dangermouse I'm afraid
that all the worst fears
were realised.
Dangermouse iz one of
the most appalling games
that T have ever seen. It
tcomes in three sections or
episodes. In part one DM is
ing his aerccar toward a
ungle. Towards him are
ying various robotas, in
earlier levels all you have to
do is line yourself up with
the nasty and it is shot
down automatically!
(yawn). However in later
levels it gets a bit harder as
you need to selsct which
nasty it is that you are go-
ing to shoot on another
Bcreen at the bottom of the
main display. This bit is
Very sasy.
n the second level you
have to jump across a pond

Title:
Computer:

Supplier:
Price:

i} #

My arcade weary brain
wasn't really looking for-
ward to reviewing yet
another ‘official’ version of
F&t another arcade
glassic’, but I have to ad-
mit that Tapper won me
over. This is the first arcads
game that I've played for
quite & while that had me
up until after midnight try-
Ing to beat my own high
800re,
You take the part of a
an who has to ensure
that all the customers in
his bar are served with
drinks, and, at the same

Amstrad
Creative Sparks
£7.98

on the back of an alligator a
la Pitfall. Then jump over a
puma type creature, or for
bonus points he can run to
the top of a tree and do a
Tarzan call and searse the
animals away.

In the third level (great
graphics shame about the
ete. ete.) you have to press
buttons according to col-
ours and which ones the
Baron is pointing to, dur-
ing this time Penfold is run-
ning around being chased
b{d erc and will mess up
DM if he doesn't jump.

Then it's back to the
beginning again. Overall
this is a very tedious and
boring game. The graphics
are quite pretty and on the
highest level it does give
some challenge, but the
game play is still extremely
boring. Considering the
subi;ct matter it is pro-
bab ailmed at a young
(less than 12) market, but
éven so I know a lot of very
%raung players that would
ind it as boring as I did.

M.R.
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Tapper
Spectrum 48K
U.S. Gold
£7.958

time collect all the empties
that they send back.

The screen layout con-
sista of four long bars along
which the customers pro-
gress in their search for
booze. If they reach the end
of the bar, shen your
bartender is flung bodily
along the bar (just like a
Clint Eastwood western)
and loses a life. Pressing
the ‘fire’ button sends a
drink to the nearest
customer and sends him or
her back to the far end of
the bar, but if you send too
many drinks they'll go
ahm:-tin% off the bar and
smash, losing you another
life. The same happens if
you fail to collect any of the
empty glasses flung back at
you.
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Like a lot of the best
games it's really quite simple
to play, but hard to master,
At first, you only have a few
drinkers to cope with, but, as

youp 858, the number of
ng back and forth
and the number of people ad-
vancing towards you (from
opposite directions on some
screens) become really con-
fusing, and youend upina
complete panic prior to
screaming in frustration and
collapsing over a steaming
keyboard. Even so, Tapper is
one of those increasingly rare
games that will have you go-
ing back for one more try,
over and over again.
The graphics are about as
good as you could expect,
iven the limitations of thea
pectrum’s screen display,
and the figure of your
bartender looks suitably
panic-stricken as he mishes to
and ‘fro. The only minor
eriticism I have of the
graphics is that sometimes,
when two customer sprites
overlap closely, they ecan

almost ecompletely ecancel
sach other out and become
virtually invisible, given away
ornly by the occasional flicker,
This can be a bit confusing,
though it doesn’t happen
very often, and certainly
doesn’t spoll what is an en-
Jjoyable and addictive game.

GFJJ
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Title:

Computer:
Supplier:
Price:
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King Otto's beautiful

daughter has captured,

your heart and to win her
hand you must complete
seven tasks.
The first task is to spend
a night in the Valley of the
Zombies. As you watch the
sunset the zombies appear.
Armed with a gun, and
resumably s=some silver
ullets, you must shoot
them and avoid their touch
until the sun rises again.
After mastering this
task you are transported to
a forest housing a very un-
friendly wizard. If you
linger long enough for him
to fire a magical bolt or two,
you may as well give up.
The best tactics I found was
to spin around, rapidly fir-
ing as I did so in the hope
that I could blast him
before he materialised ful-

1y.

The third task is to col-
lect four statues whilst be-
ing attacked by ravenous
vampire bats. Not my idea

Title:
Computer:
Supplier:
Price:

Taskmaster
Commodore 64
Sparklers
£2.50

of a E‘lﬂniﬂ. The 3D graphics
can be a little confusing at
this point but frantic
shooting will usually see
you through.

Evil worshippers are
your next challenge and
quite a %mblam they prov-
ed to be. These cowled
monks have a vVery dirt%
habit of shooting back.
never managed to pass this
challenge so the next two
challenges remain a
mystary.

The seventh task i3 to
face the ultimate challenge:
the Castle of the Birdmen
Exactly what the ultimate
challenge is I don't know
but judging by the other
tasks it must be extremely
nasty indeed. Perhaps I'm
better not knowing.

JG
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Warlord

Spectrum 48K
Interceptor Micros
£7.95

B ¢

I enjoyed ‘Message From
Andromeda’, which as one
of Interceptor’'s earlier

Title:
Computer:
Supplier:
Price:

& %0 4L

Baseball is not a well-
known sport in this coun-
try and yet the success of
Imagine’'s World Beries
Bageball must indicate a
certain amount of interest
in the subject. Now Activi-
sion’s version of the sport
is on the scene, how does it
compara?

The first obviocus dif-
ference is the wviewpoint
which is from the first base
side, parallel to the
pitcher’'s field of action.
Next the less sophisticated

raphice and lack of a
arge, live action projection
soreen is apparent.

e e . VP B - T A S S o e S e ST
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adventures, so I was quita
looking forward to playing
Warlord when it arrived.
However, having played it
for a while, I now have a
rather mixed view of it. On
the whole I quite like it, but
I do feel that some rather
sloppy flaws have been
allowed to creep in, which
ecould easily have been
weeded out in the early
stages of development.

he plot casts you in the
role of a Celtic Warlord,
cast onto some strange
Otherworld. Your task is
not just to find your way
back to the real world, but
to do so before a Roman
Warlord, who has also been
placed on that world. Both
you and the Roman are the
champions of your people,
and the first to return can
claim victory in the war
between your two nations.

Thankfully the plot is
quite original, with nar%y a
dwarf 1in sight. he
graphics of the various
Iocations, though quite
gmall, are instantly drawn
and highly detailed. Ex-
cellent use was made of
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Star League Baseball
Commodore 64
Activision

£10.99

The options available
belie the American origins
of the game, where more
emphasis is placed on tac-
tics for a more informed au-
dience.

To give you a chance ab
batting practice you can
glect to face ‘Heat' Muldoon
in a series of random pit-
ches until such time as you
feel ready for action in the
b %ﬂms.

e options for the bat
ter involve two joytick posi-
tions and the fire button. If
the fire button is held the
ball is bunted and if press-
ed briefly a full swing is

pla‘.-FEd'

he main game consists
of the usual nine innings
and the pitching funections

shading in these pictures,
often using very small
Frnups of pixels, and clear-
v a lot of effort has gone in-
to them. I wish though,
that a similar attention to
detail had been lavished
upon the game's
Vocabulary. Any adventurs
that does not recognise the
verb ‘Open’ i=s clearly going
come in for some criticism,
and rightly so. Another
aspect of the game that I
found irritating was that
often, upon arriving at a
new location, you will b&
told that you can see, fof
example, a tree or a bridgs.
Then as soon a8 you ak
tempt to manipulate or X
amine these things it tu
out that the program does
not recognise the wordd
‘tree’ or ‘bridge’. Ther
doesn't appear to be &
‘Help' facility either, which
is something I missed a 10
Oh, and the dreaded spell@
ing mistakes has croppél
up too, with ‘weapon’ spelf
‘weaopon'.
As I mentioned earlier
those sorts of flaws are jusl
plain sloppy and could eask



r

of the eight joytick posi-
tions depends on the team
selected at the commence-
ment of the game. Here a
little more instruction
would have been helpful to
gxplain knucklers,
sinkers, change ups,
gliderz and screwballs,

When the ball is struck,
the nearest fielder to its
landing place comes under
Joystick control but I found
the 3D view made it dif
ficult to anticipate trajec-
fory, but I have that pro-
blem with many 3D games.

On retrieving the ball the
fielder throws it back to a
base selected by the four
main points of the Jjoystick,
or the pitcher if the stick is
not movead,

Playing against the com-
puter is not the easiest way
to learn tactics. It only has
one level of play and that's a
pretty high standard. As
with most sports game, a
human opponent is always
preferable.

Now for the big ques-
tion, which version do I
prefer? Sorry but I'm going
to duck out of this one
because it depends on
whether game complexity
or graphiec sophistication is
the crucial factor. Ocean
have the graphics but Ac-
tivision have the game.

JG
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ly have been dealt with
b[eifore the game was releas-
ed.

That aside, the adven-
ture, nonetheless, manages
o generate a fair bit of in-
terest right from the start,
and this, I think, ig almost
entirely due to the quality
of the graphics. The text
geems to be fairly
businesslike,

The adventure is rated
“advanced', and I think
I'd agree with that, having
made little progress so far,
and having come to a halt
al a bridge guarded by a
warrior. I will go back to
Wearlord, but I'd be rmore
gonfident if I felt that I
would get the oecasional
helpful response form the
gams,

C.dJ.
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One thing is guaranteed,
this game will make you a
nNew man, or wOoman, or
mixture of the two. Subtitl-
ed ‘building a better body’,
it has nothing to do with
weight lifting or aerobies.
he Mad Doctor, Dr
Franz Johann Blockenspirl
of Btrudelberg, has a

creative urge more akin to
God than an artist. In an
orgy of spare part surgery,
he wants to create a perfect
human being. The Doc's
identity is the one you
adopt if you take up the
challenge.

Btrudelberg consists of
saveral locations: the Doe-
tor’s castle, the poor part of
the village, the centre of the
village, the graveyard and
Lightening Hill. Within
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Mad Doctor
Commodore 64
Creative Sparks
£7.95

these locations are the
rocoms of this 3D graphic
adventure.

The Doctor starts off in
his living gquarters of his
castle and he must venture
forth to find the spare parts
and tools to build his crea
tion. Whila going about his
necromantic deeds he must
not upset the villagers and
underground passages pro
vide a cloak of secrecy for
him whenever possible,

The screen display has
an action window showing
the 3D scene. Under this is
the text and status window.
This shows the state of the
Doctor’s health and energ
levels, his location, time of-
day, attitude of the
villagers and an option
menu,

Each location gives a dif-
ferent set of possibilities
which may be scrolled onto
the menu or selected by

RE-V-l-E- WS-

manipulation of the
Jjoystick with the fire but-
ton pressed. For example,
in his laboratory the menu
relates to the examination
of the corpses. This is
necessary to select the best
parts for his creation. In
the village, however, the
menu relates to examining
the villages, attacking them
and carrying off the bodies,

The villagers lead lives of
their own, wandering
about at random. At night
hardly anyone is around
but during the day the
place is teeming with ac-
tion. Should the Doctor
choose to attack someone
when others are present,
they will rush to the aid of
their friend and the Doctors
life will be in danger.

Easy pickings can be
found in the graveyard but
the condition of the corpses
vary. A certain amount of
GBH is therefore necessary
to accomplish the Doctor's
task. Egquipment is the
other essential for syn-
thesising life and luckily
the village has a college and
a hospital which are fully
equipped. A certain degree
of reading around the sub-
ject is also necessary.

When the creature has
been built it gains life by
being exposed to electrical
disturbances on Lightening
Hill. Next it is presented to
the villagers in the village
hall, where the Mad Doctor
will be judged on his crea-
tion, A perfect specimen
will be hailed as =&
breakthrough, a poor one
will seal the Doctor's fate
and he will be hanged.

Despite the rather lurid
subjeet of this adventurs, it
is totally absorbing. The
graphics are passable,
though not great, but the
sound effects are very good
indeed.

Nice to see a game with
plenty of body.

JG
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Ghetto Blaster
CBM 64
Virgin

£7.95

Title:
Computer:
Supplier:
Price:

Elidon
Commodore 64
Orpheus

£9.95

Title:
Computer:

Supplier:
Price:

L R
It is a fact that computer
gaming has become prin-
cipally a male preserve and
yet any teacher of com-
puter studies will say that
girls are just as interested
as boys in programming.
My theory as to why this
anomaly has occured is
that the herces of most
games fulfil the male
macho image and reinforce
atereotypes. It was
refreshing, therefore, to
find a different approach in
this game from Orpheus.

Elidon is the secret
forest of the fairies where
the seven flowers of Fin-
varra grow. Seven potions
ensure the growth of the
Finvarra flowers but the
Faerie queen has lost them
in her kingdom.

The kingdom of Elidon
spreads over 2850 screens of
action and each new room
could contain a new find or
a danger. The dangers vary
from butterflies to =&
multitude of stirange
ethersal creatures all of
which are hungry for
Faerie dust. The dust
enables you to fly and as
you progress through the

dust to replenish your
stock but collision with a
hungry creature makes the
stock dwindle alarmingly.
The finds not only in-

Title:
Computer:
Supplier:

Price:

clude the potions but also
uzeful objects such as a
torch, pan pipes, and a
strange fruit. Only three of
these objects may be car-
ried at a time so care should
be exercised in choosing
which iterns to carry.

In some of the rooms
tree spirits lurk in the dark
waiting to feed of Faerie
dust. The torch immediate-
ly banishes them to the
other world if carried into
their darkened room.

The graphics are very
good, especially the
Faerie's movement and the
music by Grieg does not ir-
ritate even though it is the
game section repeated over
and over. Non-classical
fans can eagily turn the
music off by the touch of a
key. Even the packaging is
attractive with an Arthur
Rackham style watercolour
illustration and an attrac-
tively arranged instruction
sheet.

The subject of fairies
may at first seemn a little bit
‘wet' but let me assure you
that there are more fto
fairies than meets the eye
in this excellent fantasy
adventure. JG
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Dambusters

Cce4

US Gold/Sydney
Developments
£9.98

On loading the game you
are greeted by a beautiful
picture of a Lancaster
bomber in its prime, on a
runwa¥ in the dead of the
night. It is this standard of
graphics that sets the scene
throughout the game.
When the game starts up
you get a menu of options
in order of difficulty — dam
approach, English channel
onward, or ing off from
Scampton and flying the

-
il =1 # L
‘Ghetto Blaster' marks yet
another release from the
Virgin software stable, this
time under the guise of Gib-
bo software.

Basgically, the story
revolves around you, arm-
ed with a ‘Ghetto Blaster’ (a
large cassette machine of
the kind that are sported
around like suitcases) and
gome of the strangest
characters yet seen in a
computer game. In the
game you have to fire
musical notes at them to
make the inhabitants of
this computerised ‘Empire
Road' dance.

The story goes this, you
are ‘Rockin Rodney’ who
after a stint at unemploy-
ment finally gets a job as a
messenger boy for a record
company. He has to deliver
10 demo tapes to the head
office of the record com-
pany who employ Rodney,
before the end of the day. It
is also Rodney's job to
make sure that people hear
the music from his ghetto
blaster and get them danc-
ing.

whole distance to Germany.
Taking off from Scamp-
ton is just like any other
flight simulator, except
that on a multi engined
bomber a lot of people have
to work in co-operation
with each other. Instead of
plumbing for the easy oOp-
tion 8ydney Developments
have got the feel of all the
people in a bomber down
perfectly. You do this by
switching between eight
different screens. Each
gcreen represents the sta-
tion of somebody in the
plane be it pilot, gunner, or
enginner.
he pilot's screen is the
one that looks most like a
normal, run of the mill,
flight simulator. With a
horizon, instruments, and

COMPUTER GAMER JULY 188

Naturally the game has
ite contingent of peopls
who are either ‘tone deaf’
or who generally act in an
unpleasant way about the
music being blasted at
them.

Among these people are
ﬁﬁlicaman who try to attack

odney and break his ghet-
to blaster. Thus stopping
him from both getting the
eople to dance, and also
rom delivering his tape.

The graphics are quite
well implemented, they are
smoothly displayed with
the option to cross the road
and to search for houses on
the other side to take the
tapes to and from the Inter-
disc head offices.

But sadly, the graphics
are all that iz good about
the game. The so called 12
original tracks of ‘Rockin
Rythms' are repetitive and
quite annoying after a
gshort time, there are also
some serious bugs still left
in the game. For instance,
if you should enter the
park, then the top of the
screen  starts corrupting
with garbage characters
destroying part of the top
line, although the
ushrooms in the park are

T STREE |

view through e cockpil
window of the night sky
over Europe. You can also
see the night fightars, sear
chlights, flack, and barrage
balloons — although jyou
can't do anything aboul
tham. That's up to the gun-
ners, who have a set of
gross-hairs wheres Yyour
guns will fire. However you
must remember that by the
time the bullets get therd
the cross and the targel
may have moved.

The two gunners posk
tions are very much like 8
normal arcade game, you
control cross hairs and
blast away with jyour
machine %una at the sear
chlights, fighters, and bargs
rage balloons. A record i
kept of the number of ak




a nice feature, with Rodney
proclaiming ‘I feel inclined
to blow my mind'.

To make matters worse,
the garbage gets more and
more cocommon in other
screens, in a short while,
the places in which you
visit (named in the top
lines) are soon unreadable.
Another ‘feature’ is that
after any length of time,
there are no ‘ordinary’ peo-
ple left to Ghetto Blast (only
tone deaf walkers) to play
your music to, thus stopp-
Ing you from effectively
playing the game, and gain-
ing points.

he story line is excep-
tionally banal, for a game
of this price; the music,
while being well im-
plemented with some nice
‘Dub’ effects, soon becomes
extremely annoying and
distracting. Luckily there
is a feature to lower the
volume on the ‘Ghetto
Blaster' display at the bot-
tom of the screen.

This is a very poor im-
plementation of a game
with a sound concept, The
idea of delivering tapes to
and from houses in a loose
arcade adventure style for-
mat, is a good one but sad-
ly, the idea never makes it
off the coneeptual stage.

Until Virgin or Gibbo
software take out the bugs,
make the game a little more
exciting, and bring a game
of this standard down to a
low enough price (consider
ing other games of a much
higher standard at this
price), I would certainly
not buy this game. . .Imy
final comment is forget it.

C.G.
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tacks and your successes.
If night fighters are too
successful then wyou are
rewarded with a row of
bullet holes on the screen,

Engines are controlled
from the engineer's station,

there are rev counters,
throttles, fira 8-
tinguishers, and booster

controls. I found that con-
trolling the engines was a
bit difficult and it was
iricky to tell the speed
acurately, but after a while
you can manage.

The navigator's area is
composed of a multi-screen
map of Europe, you move
A& cross with the joy-
stick, this results in a
line appearing on the com-
pass in the cockpit. Line
that up in the centre and

Title:
Computer:
Supplier:
Price:

L3

i

Oh, this is ridiculous. I've
lost count of the number of
times I've played this game
and I still can't figure out
what on earth I'm suppos-
ed to be doing

OK, so the graphics are
upto Mikro-Gen's usual
high standard, and the
game has to be addictive or
else I would have given up
on it by now, but that
doesn't help me one little
bit does it? I still can’t
figure out what to do with
that silly looking little red
whale. I thought that the
chocolate 10p bit went into
the vending machine slot
(the one marked ‘10p’,
seems like a reasonable
assumption doesn't it?),
but I've had that brat
Herbert leaping all over the
place and I can't get the
coin into the slot. I'm ob-
"nrlf}l.J.Elif overlooking
something really obvious
eince I can't seem to
manipulate any of the ob-
jects in the way that they
were presumably intended
to be used.

As usual in the Wally
series, some of the loca-
tions that you visit contain
arcade sequencesgs that
stand on their own, and, as
usual, most of these se
quences leave me totally
baffled. For instance, the
tennis screen is mentioned
in the instructions, as is
the fact that a tennis rac-
gquet might help. The trou-
ble is that even after fin-
ding the racquet I still get
pummelled to death by a
load of tennis balls. Mind
you, I've gotten further
with this game then I did
with its predecesor, so
maybe there’s still a chance

you are flying towards the
Cross.

When you have finally
got to the dam you can go
on to the bomb aimer's
screen. On this, you turn
on the famous spotlights
and fine tune your height.
You can then spin up the
bomb and prepare to drop.

When the bomb is up to
speed the front gunner's
sights are replaced with the
bomb sights. These are ver-
tical bars that you line up
with the towers on the dam.
Line it up then drop the
bomb. If all goes well you
are rewarded with some
nice graphics of the bomb
skipping along the water
and the dam blowing with a
satisfying crump and the
water gushing out.
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Herbert’'s Dummy Run
Spectrum 48K
Mikro-Gen

£9.95

for me to reach some level
of adequacy.

Still, enough about my
problems. As I mentioried,
Mikro-Gen have done their
usual good job in produe-
ing this Heir to the Wally
line. The game itself is quite
addictive, and this is helped
by the now familiar style of
graphics, with those big,
solid sprites that look as if
they could flatten any
number of space invaders
without batting an eyelid.

However, though I like
‘Dummy Run’ a lot, I can't
help wondering what
comes next. Certainly, this
game does not improve
upon ‘Everyone's Wally® in

When you make your at-
tack run you have to drop
the bomb at just the right
height (helped by the
spotlights) and speed. The
aiming must be spot on as
well. If you miss, the pro-
gram will tell you exactly
what you got wrong so that
you can try the next time,

All in all this is a very
impressive game. There are
some problems such as the
engine noise still being pre-
sent when the engines are
all off, and there being no
night fighters, flak, or sear-
chlights around on the
final approach to the dam,
you'd think that the Ger-
mans would protect their
interest slightly better.
Despite these I really like
the game.

Ref-l-f-E- -

the way that, that game im-
proved upon
‘Pyjamarama’. Still, it's an
envious position for a soft-
ware house to be in, when
their new releases are com-
pared with their previous
efforts, rather than to the
work of any other software
house,

ci-a-
PLANET RATINGS
Originality sSssn
Graphics L 2 ] ) ]
Use of machine sSeEN
Value for money llfll!
STAR RATING
Red Giant {:}

FLANET RATINGS

Originality LIl ]
Graphics (1 11])
Use of machine L L LT ] ]
Value for money e

STAR RATING
Red Giant
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Title:
Computer:

Supplier:
Price:

¢ &
A game for the Einstein is a
rare thing and usually
means that the game was
developed on the Einstein
for the MSX range of com-
puters. The leader in this
market are Electric
softeware and it is they
who have released Le Mans.
The game i, surpriss
surprise, about Tace Ccars
gpecifically the large en-
durance type that take part
in the 24 hour races. The
display is of a drivers eye
view of the cockpit of such
s beast. This display
features the most impor-

Title:
Computer:
Supplier:
Price:

s e
In the game, your mission as
gole survivor of your race, is
to collect the pisces of
the Covenant that will reveal
the total knowledge of your
race.

The pisces are unfor-
tunately scattered
throughout a 256 room
pavern filled with 64 dif-
ferent species of critters.

Title:
Computer:
Supplier:
Price:

B ¢ =&

Very rarely is it given to me
to comment on a truly ex-
cellent piece of Bpectrum
goftware, ‘Don’'t Buy This’
by Firebird is five such
games. Firebird claim that
these are five of the worst
games ever and all of the
titles live up to this lofty
claim.

First comes Race Ace, an
inspired title for an ex-
cellently bad game. The
display is awful the sound
terrible and the game itself
totally impossible. Any
serious bad game freak will
simply flip over the blocky
graphics and flickery
animation.

Next comes Fido, which
is not quite as good as Race
Ace as the display is almost

Le Mans
Einstein

Electric Software
£12.958

tant gauge, the rev clock as
well as a rather cute gear
gtick and a pair of wing
mirrors. The idea is of
coursge to win the race, this
involves rather fast reac
tions to keep the car on the
track. Control is left and
right, accelerate and brake
with the gears being chang-
ed automaticlly by the
driver-his hand actually
pops up and moves the
stick.

The graphics are quite
good while not stunning,
giving good pictures of the
other cars in the race, and
gsound is well covered as
well, The game features a
demo which brings me to
the great failing of this

The Covenant
Spectrum, Amstrad
PSS

£6.95

These you must stun and
capture (once you have
found the appropriate
stungun) to transport back
with you to repopulate
your world.

The creature that you
play, is beautifully animated
in no less than 34 steps (per
eycle) and adds tremendous-
ly to the atmosphere of the
game as does the status
screen. This displays the
pieces of the Covenant that
you have found, the critters

Don’t Buy This
Spectrum
Firebird

£2.50

passable but the game
makes up for this by being
excellently boring, this is
mind nummingly boring in
the traditional style. Aftera
few hours of this you could
find watching the grass
grow interesting!

Weasel Willy introduces
a new style of writing for
bad game Pprogramimers,
that is don't let them play
the game until they have
figured out how to define
the keys, which takes ap
proximately 3 hours and
really isn't worth the ef
fort. 8till the display is
rather bad and of course
the sound is pathetic.

Firebird have introduc-
ed another new technigque
with the next game, that is
putting the sequel to a
game on the same cassette
thus we have the long
awaited Fido 8. This was at

game, that is that the only
way to see what lies around
the next bend is to watch
the demo mode. The game
iteelf is too hard requiring
immense skill just to stay
in a straight line. So to
sum, up a reasonable game
but only for people with
hyper fast reactions!

J.D.
PLANET RATINGS
Originality L
Graphics sss
Use of machine L 1]
Value for money [ 1 1]

STAR RATING Q
White Drawf

in your spaceship hold and
your energy that is
represented by three beating
hearts.

The games creator, Paul
Hutchinson, gave me a guid-
ed tour of the caverns and
made the game look
redictlessly easy however it
will take me some time
before I find even a fraction

of the Covenant. T.H.
PLANET RATINGS
Originality . e
Graphics sEen
Use of machine 11
Value for money SPad
STAR RATING ®
Bright Star

firast a bit of a disappoint-
ment as the same, almost
good display is used, but
the addition of some badly
drawn birds and a flimsy
story line to explain them
adds a certain something to
this title.

Finally we have Fruit
Machine which is the
pinacle of Firebird’s
acheivements. It combines
the awful display of Race
Ace with the ineredible bor-
ingness of Weasel Willy and
the terrible additions of
Fido 2 to make a game that
is indescribable. If you can
stay awake long enough to
figure out what is happen
ing in this game of games
then you deserve a prize —
another copy of Don't Buy
This. JD
PLANET RATINGS
Originality
Graphics

Use of machine
Value for money
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Rory Newman
adds graphics
to your games
in the latest
in our games
writing series.

Hello again! This month we
will be dealing with UDGs
and Hi-res; that means
User Definable Gra.ghwa or
High Resolution. For the
gt three months we have
een using keyboard
characters. is month we
ghall be using our own
phics, made up just how
we want them. ause of
the complexity at a stage
like this, I shall be dealing
with it in sections for the
four main computers we
have been concerned with:
the Vie 20, Commodore 64,
Commodore 16 and Spec-
trum.

UDGEs — User definable
graphics are easily
av ble on the Vic, C 64
?r?d ) t_'31:'[.:1; that is whgn

e charac is replaced
unaﬂyuu designed youraalf:.f

i-res — High Resolu-
tion is when you have a

id, each and oint on
it can be plot § hus is
gasily available for the
Spectrum and the C16.

A Pixel — each square is
made up of 64 pixels, 8x8.
The character A on the Vic
is as follows: « means OFF
and the $ means ON

So for Hi-res the screen
will be a massive grid on
which any point can be
plotted.

UDGs — for UDGs we
shall need to work out the
Bgttﬂm of the graphic to

KE it into memory. For
those who understand
binary, it can either be 1
the square is filled in, or O
the square is empty. Thus
you have a bi pattern.

For exampls, top line
of that A graphic, is 000

POKES1,0:!POKES2,28:POKESS 81 POKESE 28

POKE36873.,8

GosuBzeea
FORT=0TOS11!POKET+7168,PEEK (328768+T): NEXRT
POKE36869,255 PR INT " ua" : POKESS5@ ,255
FORT=7168TO7167+32!POKET Bt NEXT
FORT=7168+32TO7 167 +48:POKET 2551 NEXT

PRINT "33
PRINT"SA

1234567812345678"

FORZ=1TO2:FORT=1TOB:PRINT " @":T7 "M |

PRINT"®

199 PR INT * sisisiaieepeaiaisisf sl ie© - SRRIEC ©
185 PRINT"OE

11000, but the machine on-
ly accepts decimals, so it
must be converted. It is
worked out as follows:

Decimals goes up in
units, tens hundreds,
thousands stc,
multiplying by 10 each
time. Binary, on the
other hand,

multiplies by 2 giving 1,
2. 4, 8, 18, 32 ste.

A graphic is therefore
wor out like this:

this would be:

This, as you can (or will
be able to) see is a feeble at-
tempt at a man. I'm sure
you, especially the artists
among you, will be able to

do better than me; draw an
8x8 grid and one square
can be filled in, or open.

I think this is the time to

TL=7727:CL=38447!PP=TLICP=CL k=1 tY=11MXCX=128:0DL=1080

- it's a utili

show you Program 1. This
is a program for the Vic on-

. It saw it in a ma .
t didn't work, but I fixed
it. Anyway, it's not a game;
. After typing in
the program, save it and
run it. It is a graphics

designers program for
work out the data for
your DGse. You are

presented with a 16x16
d, that's four squares.
ou then draw your
character, using the cursor
keys to move, Funetion key
1 to Plot, Function key 3 to
unplot, i.e. to rub it out,
Function key 2 (Shift +
Function key 1) with start
plot point after point,
gradully filling the screen
up, until you press a key,
and Function key 4 (8h
+ Function key { will do
the opposite; it will unplot,
square after square until
you press a key. If you
want to design just one
graépmc, then just do one
x8 block. When you have
finished press Function
key 8 (Shift + Function key
7) and a message will come

u “CONFIEM —
h&&'%‘?ﬁ, press a key and
it will rint out the

separate data for each 8x8
block, with the graphic and
whole 16x16 block at the
bottom. You don't have to
use every block.
It is a very useful pro-
am to have as it will save
ours of working out the
g&phics on paper until
ey are right and then try-
ing to work out the Data. It
can also be useful for try-
ing to design 16x1l6
graphics. I have designed a

INEXTINEXKT

Ill
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186
187
a8
11@
12@
132
14@
158
168
)
188
19@
caa
218
228
£38
248
258
F=g =1
278
c2a
298
388
31a
32a
33a
348
as5a
368
37a
388
39a
408
41@
428
438
448
458
460
478
480
438
=115
S18
528
538
540
558
560
578
=i={a)
o898
Eaa

PRINT"S m";

FORG=71EB+(8%32)TO7 167+ (B*33)POKEG B! NEXTG

FORV=7168+32TOTV 167 +48 1 POKEY ,255 I NEXTYV

GETA$: IFA®=""THENAF=0:GOSUBS@B:G0TOl 1@

AP =8
IFAFE="MW"THENGOSUBZ3@2 ! GOSUBSAR :GOTO11@
IFAE="O"THENGOSUBZ268 ! GOSUBSAR:GOTO11@
IFA$F="M"THENGOSUBZS2 ! GOSUBSPR:GOTO1 1@
IFAS="NI"THENGOSUB33A:GOSUBSAR:GOTO11@
IFAE="E" THENGOSUB3?B:GOTO1 1@
IFAS="R"THENGOSUBTY 18! GOTOS0
IFAXE="E"THENGOSUB448:GOTO 1 1@
IFA$="R"THENGOSUBS828 : GOTOS8
IFAE="R"THENGOSUBSEA
GOTO118

IFY > 15THENRETURN
Y=Y+1t1AP=22

RETURMN

IFY<{2THENRETURM
T=¥=-11AP=-22

RETURN

IFX > 15THENRE TURN

H=r+1iAP=1

M =MH 28 IFMK< 1 THENM= =128
RETURNM

IFK<ETHENRETURN

H=x-1iAaF=-1

MM =M %22 IFMX > 1 2BTHEMNMX =1
RETURN

CEB=(INTI{(Y  3)%x]l ) +INT(XxA-3)
REMIFY >BTHENPY=Y-1:GOTO488

PY=Y
CV=716B8+(CB*8)+P¥-1

FPOKEPP ,4:POKECP ,7
POKECY ,PEEK (CV >ORMX

RE TURN

CM=C INT(Y S0 %1 2+ INT(X-9)>
REMIFY >8THENPY=Y-1:GOTO4782
PY=Y

CV=7 168+ (CM%3) +P¥-1

FOKEFP . 16R!POKECY ,PEEK (CW ) - {PEEK (CV »AMNDM> )

RETURN

FPP=PP+AP:CF=CP +AP
RM=FEEK {FP ) :CHM=PEEK {CF )
POKEFF ,4 :POKECFP , 1
FORI=1TODL :NEXT

POKEPP .RM: POKECP ,CHM
FORI=1TODL :NEXT

AP=A

RETURMN

PR INT " cegapeegegepeyeeiapejespaieiasieiaeep @iz OrF IRM-ARNY KEY | 8"

CF=8

CF=CF+1: IFCF >300THENFR INT " Eegegepegegefeyegeyeiuu] i i s

RETURM

B1@
B1S
Bz2@

GETCF#: IFCF$=""THENGA®@
FPRINT
FORT=7EEBTO2185!POKET, 1EBINEXT
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good tank, a ship, a car and
wvarious other vehicles. The
pictures become much
clearer, but, remember, if
you want to poke this
16x16 graphic, it is a 2x2
square, 80 when moving
alterations will have to be
made in order to move cor-
rectly. With a bit of com-
mon sense, it's not too
hard.

Now, how do you use it?
We'll start with UDGs on
the Vic 20.

First, we will look at pro-
gam 2. Line 10 clears the
BCTEeen.

Talking of inversed
Video, if, after a while, you
have lots of graphics taking
up the letter set, if you
print in inverse mode:

PRINT ‘* CONTROL
g ...."vou will get the let-
ters coming out as normal
in TDG mode. Anyway this
program when run will
change the @ key to that
man you designed earlier.
After the @ key, therefore,
you go throu the letter
set. Look at page 141 of the
Vic Manual for the com-
plete set. Just a couple of
points: (1) always have a
comma between two pieces
of data; () once a program
has been typed in to get to
the UDG mode just type
POKE 36869,255 and it will
switch to UDG mode, so
there is no need to run the
program.

Well, that't the Vie. Col-
our commands sta the
same and can be used.

-




560
670

680

590

708
71@

728
738

740
750
760
770
78@
798
800

810

CEL)
| 83@
240
258
260
870
| =11
| 890
ana
ale

aze

930

348

asa

S680

a7e

s8a@

' CEL
1 20a
1@18
| 1028
] 1a3a
1 194a
{ 1050
19608
1870
I 1980
y 2een
i zai1e
: 220
. 2A30

630 FORI1=OTO7I!IPRINT"@"!TAB(2)!PEEK(TIE8+1): TAB(14)}PEEK(7168+]1+8) :NEXTIPRINT

648 FORI=16TO23!PRINT"@"
558

Z2agqa
2asa
=l =)
=78
2a9a
=ca9a
2128

0008 GOTCEARAD : REM " KN SN N .
READY.

:TAB(2)IPEEK(7168+1): TAB(14) }PEEK(7168+1+8) INEXTIPRINT
PR INT " S AR DR DR

PRINT " epgsgeigssisdi- iR DR RRE R R

PR INT " MR Ree - S C

PRINT"METYPE C TO CLEAR®E":

GETCC#: IFCC#$< > "C"THENSS®

PRINT"J" :POKE3E686S ,24@: END

DL=1@

PR INT " el KEY TO STOPE": |

FORYY=1TOS8
FORKX=1TO16
GOSUB37@ ! GOSIUB290 ! GOSUBSOR
GETZ$!: IFZ$=""THEN780
GOTOB70
NEXTHX
GOSUB230 : GOSUBS0AA
FORKX=1TO16
GOSUB27R!GOSUB330: GOSUBSEA
GETZ#! IFZ%=""THENS4@
GOTOB7@®
NE X THX
GOSURZ39: GOSUBS2@
NEXTYY
DL=108
Forr] 0 ey pegageiamieiminins I iz e B 1 m";
RE TURM
DL=1@
PR I NT * iRz 7 KEY TO STOPE";
FORYY=1TOS
FORKX=1TO186
GOSUB44@: GOSUB29@: GOSUBSP8
GETZ$: IFZ$=""THENS7®
GOTO 1868
NE X THX
GOSUBZ30: GOSUBSOA
FORMK=1TOILE
GOSUB449: GOSUB330: GOSUBSAR
GETZ$: IFZ$=""THENB4®
GOTOS7®
NE X TXX
GOSUBZ2A: GOSUBESAB
NEXTYY
OL=108@
PR 1MNT " slspeeiupeues]ajeje s« ap]siegagee] -
RETURN
FRIMT". N GRAFPHIC DE=SIMNGER"
PRINT"MEY R.P.NELMAN"
PRINT"M ORIGIMNAL IDEA PERSONAL SOF TWARE "
PRINT"MMCURSOR KEYS TO MOVE"
FEINT"®F! FLOT"
PRINT"MWF32 UNPLOT"
PRINT"XF2 DRAL
PFPRIMT"HF4 UMNDEALS"
PRINT"WFE&8 SEE DATA"
PRINT"HMHIT ANY KET"
FOKEISE.P:WAITISE 1 IPRINT" A" tRETURMN
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Now, we'll take a look at
the Commodore 64. This
will do a UDG as it did on
the Vie 20.

As you can see, Vic 20

(the cursor disappears on
and UDGe are

the Vie as well) and, if you

similar. If you want to use
all the Iletters up with
UDGs, as on the Vig, if you
put it into Inverse Video, it
will print it as though it

press the @ key, the man
we designed earlier will
come up on the screen.
Also, as with the Viec, the
UDGs can be the colour of

were not in UDG mode. ar% normal character.

A ay, run this p A1 ntothe 8 m then.
u.ng Jtar a whilse, rﬁgl;ﬂll

This has UDGs and Hi-res.
say READY, with no cursor First, UDGs:

Once the program has
been typed in and run, you
will have to get it into
Graphies mode, if you want
to see the characters you
have designed. It can be
done in two ways: you can
press Symbol Shift + 9 un-
til a flashing G appears, or
gcm can press Caps Shift +

So, that's UDGs: simple
but neat. Now Hi-res.

This too is very simple,
The colour can be altered

COMPUTER GAMER JULY 1985



Colour can be changed to
what you what (see last ar-
ticle).

amount of pixels from the
center. The width and
height are in pixels; start

TDTD draw t51.1 line 1151; at.?lg H-I';l f:lnil_x:sh f?rri luogtiﬂa
th d x,y at the end o where the at an t
E“’éé‘ﬁ?ﬁadaﬁfﬁ C‘:ﬂ‘rﬁ‘ﬁ draw statement points are. The angle is in
Anyway: 30 DRAW 1,0,0 TO 319,0 clockwise degrees. Point is
10 PLOT 10,10 If this replaces the old start pointanda is the
20 DRAW 10.0 line 30 it draw a line angle of the line. A square,

! any point or e, jus ngle, » BiC, ere

and draw a line 10 pixels  pplaw oyer it usi hrﬂ.«w another command: BOX

along. (See ram 1). Or
Eg D(B.Aw 0,10 will draw

0,x,¥(TO x,¥). The 0 rubs it
out. Also, to draw a line

BOX 1, x co-ordinate of
firat corner, y of first cor-

it 10 pixels up (Bee ¢ “ihe'last
point used, ner, x of second corner, y of
FUsgean Ky, just use gecond corner
So to draw a line, plot the DRAW 1, TC x,y. That That will draw a box. If
starting point and draw the will draw a line from the wanted at an angle, add: *',

amount of pixels alnnﬁ and
then the amount up. Easy!
The diagrams also show the
amount of pixels usable to
you to plot points. draw
lines and define UDGs, but
can it be used together?
Yes, it can. if in f,raphics
mode, you can still use the
plot facilities, so may have
a bac und screen glat-
ted out, and use UD(G as
characters. Easy but ex-

last point to X,¥.
Another command is eir-
cle. Here is a table

CIRCLE 1, Center x, center
% radius circle
TRCLE 1, Center X, center
% width, height oval
IRCLE 1, Center x, center
{, width, height, start,
inish are
CIRCLE 1, Center x, center
y, width, height, angle

reas’’ and, if filled in,
,1"". If you have made
a shape that is fully joined
l.lp, you can fill it in by us-

AINT 1.x.¥
x and y are any point in the
actual shape. It will fill it
up until it reaches a line, so
it must be full up.
Well you've a month to
try out H-res or UDGs. Next

anﬁlu of clockwise rotation
in deg
add *

temely usefull rotated oval month I'll give you a UDG
And now for Hi-res on CIRCLE 1, Center x, center me for the Vic, 64, Spec-

the C186. to plot a point y, width, height point rum and, pﬁa.aihlg, the
10 GRA Ca angle polygon Cl16. I'll also be dealin
20 COLOUR 1,1 his is very versatile. with the mysteries o
30 DRAW x, Center x and center y are sound. Until then — ‘bye!

X is along a.ng is0to 319
y is down and is O to 199

the center points in the eir-
ele. The radius is the

Attributes: R. Hearn, D.
Turfitt, T. Kite, MN.

_L—_——P

18 PRINT "
2@ FORT=ATOS11:POKE7168+T PEEK (327E8+T)IINEKT
3@ s5=1
4@ FORT=1TO(S*2)IREADAIPOKET 1E7+T  AINEXT
58 DATASE ,S6,14E,254 ,56,56,40,499
&8 POKE3E8E63.,255
READY .

18

FRIMT"J"
£0 POKESE334,1:POKEL,51
30 FORT=0TOZ2047:POKE 12288+T ,PEEK (53248+T) tNEXT
4@ POKE1,S55:FOKESE334,0
58 S=1

E@ FORT=1TO¢S*S8) :READAIPOKE 12287 +T AINEXT
78 DATASE ,S6, 146,254 ,56,56,48,40

B@ FOKES3272 .29
READY .

18 CLE

3@ FOR A=USR "A" TO USR "A"+8
4@ READ B! POKE A.Bt NEXT A
s@ DATA 56,56, 146,254 ,56,56,480,48
READY .
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BACK-UP PROBLEMS SOLVED SPECIAL DEAL FOR ATARI
400 / 800 / XL / XE

Enables the guick and easy creation of back-up copies of all
DCL1 Dual Turbes, M/Code, Data Files ato. If your program can be loaded it will

T u ; 1
i, O & o . T oL HIRE your first 2 games FREE from our extensive
Interface Price €30 08 1M 64 & VIC 201 range of software. Up to the minute releases avail-
able. Apply Mow!
A deluxe DCL1 with added facilities so that back-ups can ba made
DOL4 Audio {288 T eeemmetn ioms s o o s OR
f m | the LED indicatin: g’ .
ﬁ_ﬁg?frad:er E.?,L“n?;;r.:"b‘;“.ﬁs‘;‘ﬁﬂ.” irom the datasette, very useful for finding BUY all the latest software titles at best possible
lnal for anyens with oniy one datasetie and one audio cassette prices. (New releases available direct from u.s.)
Price £18.00 (CBM &4 & VIC 20) Atari hardware and modems now available at
' i ' nd S.A.E. to:
1541 LOADER CARTRIDGE discount prices. For further details se
; CHARNWOOD GAMES
This CARTRIDGE will enable your 1541 dlsltt bilzlrivenhu il:‘:nal‘.‘lt 27 WARWICK AVENUE, QUORN,
il 4 faste nd is W MQs
:ﬂﬂga::“[ﬂ’érmm"ﬁ hn.u‘gh' tt?ars arg ;?gr:m Ifastﬂr turbo disc lﬂut!“ﬂﬂ?ggﬂ‘ld:ﬂ EE&TERSHIHE'

Ioaders avallable, TRIGSOFT s GT LOADER is the only one (That we
are aware of) that retains full disk error ehecking and as it is a
1541 GT cartridge Is always available for instant use.
Disk Loader Abbreviated LOAD/SAVE commands are ‘built in’ eg typing LOAD

“filemame will load file etc. Typing LOAD"S will display the direciory :
Cartrid ge ta the sereen without affecting basic memory. An ON/OFF switch s The Secret Df 5t. Bndes where

grown-up girls

flttgﬁlscl there is no nead to remove itin the unlikly event of software experience old-fashioned schoolgirl life
conflict it
Just think, from the moment that you turn on, you will be able ta Last year it hit the headlines in a flurry of controversy

“A school for scandal? asked the Daily Telegraph.

load programs 4 times %ué%hig GT LOADER

Brice £29.00 JCBM 64 WITH 1561 DISK) "All very pukkah.” assured BBC TV News.

“Creepy,” shuddered the Mail's colour 5upplemen1."1 IE-\
What is the secret of St. Bride's? Now you can find out
i
|. RESET1 mi.ﬁ.?ﬂeugf pluga T R A for yourself. Explore the dormitories and classrooms -
ORDER AE- RESET1 Price £3.00 (CBM 84 & VIC 20) but don’t get caught! Find your way to the forbidden
underground passages. Meet the things that lurk

thera. Pass th h the Ti ] d finall
+ % 10 DAY MONEY BACK GUARANTEE * * e R e i ol B b s o

We will refund your payment less pastage If any hardware item is returned undamaged

within 10 days 2
ORDERING: ALL PRICES INCLUDE RECORDED DELIVERY & ARE FULLY INGLUSIVE The Secret Df St. Bﬂde'E

o dh ol A schoolgirl adventure with a difference. Full of twists
send 1o mail crder depts et either Bradford or Grimaby and surprises - exciting, funny, musical. With full

TRIGSOFT Dept ACG TRIGSOFT Dept ACG, supporting package.

29 Holme Lane, 161-163 Rutland Street, For CA4 and Spectrum 48K/Spectrum+ cassette only
Bradford, Gﬂm:b b barside. DN32 TND £6.95 — or £5.95 if you order direct from:

BD4 0QA. ;ﬁra‘nl:"n“? . DN - St. Bride's School {CG), Burtonport, Co. Donegal,
Bradiord dept for mail order only. e Ireland (direct price includes P&P)

Plasss sand SAFE for free catalogue  Callers welcomed at Grimsby dept
L] - »

British Code of Advertising Practice \
ADVERTISEMENTS IN THIS PUBLICATION ARE REQUIRED TO E‘_
0 CONFORM TO THE BRITISH CODE OF ADVERTISING PRACTICE. IN specTRUM oy : 48
RESPECT OF MAIL ORDER ADVERTISEMENTS WHERE MONEY 15 ceresnasnss-ans 383 BANK 5T WRITER DISK . ... 5
: DUN DARACH .., .......... B.00 WORDWISE PLUS . ........ S0.00 ALL INFOCOM DISKS b
PAID IN ADVANCE, THE CODE REQUIRES ADVERTISERS TD DALEVS SUPER TEST .77 850 DISC DOGTOR ... .. 30.00 ULTIMA I ISK_. ... .
FULFILORDERS WITHIN 28 DAYS, UNLESS A LONGER DELIVERY ARCHON e FLIGHT 5|HUL.uTnR i
L PERIOD IS STATED. WHERE GOODS ARE RETURNED TAPPER . R ] AMSTRAD BLUE MAX _.........
UNDAMAGED WITHIN SEVEN DAYS, THE PLURCHASER 5 MONEY g;*;ggr'ﬂ;m“ . e By TR TN e . TP 'To e
m MUST BE REFUMDED. PLEASE RETAIN PROOF OF A VIEW TD HILL . 850 KNIGHT LORE .. vina T
POSTAGE/DESPATCH AS THIS MAY BE NEEDED JET SET WILLY 11 . . B00 COMBAT LYN R L - COMMODORE 64
e e et STt 1R Sacwy Lt o8
|— Mail Order Protection Scheme EATS . LIS uwbeR 18 L) s s s
y . il SOFTEKS ARTIST......... 11.00 DARKSTAR .............. 5.05 pj AGGER GT HOLLYWOOO. . 750
z If you order goods from Mail Order advertisements in this e ATE ciciowy - 1S BMEAMDELE. I8 ghuﬁlﬁ E{I';l!- ROLLAHOOD. . 4.
rragazine and pay by postin advance of delvery WRIGGLER. .. .. ........... 450 FIGHTER PILOT,........... 650 caulpRON . ... 650
weill consader wou for compensaton if the Advertiser should became WARLORD . veenaaianaa 550 EHUST!UHEHE‘----------- 8.9 E?Eﬁmfﬁﬁ.ﬂﬂw 7.50
Ill KOMPLEX CITY . . 800 HUNCHBACK 11 . cvnnens B0 GREMLING . ... iisiss 150
nsolvent or bankrupl, provsded Hum:s,;gﬂf ______________ 6.50 JET SET WILLY. . -EE LEVEL T P 750
: LEONARDD ... ....0. 0.0 750 KONG STRIKES BACK .
> 1. You have not received the goods or had your money BROAD STREET .. .. .. .. 650 LEVELGALL...... s T :,,"nyERE'stmps__j_jj__r‘;ﬁ
returned: amd EUSP'EEE“EIAH ........... l;?él Fulll:‘é.a_FLFﬁfI:n,.ﬁ.l:.l .......... ;-I;Sl MIND SHADOW DISK ...... 1600
D 4. You write to the Publisher of this FOURTH PROTOCOL -~ ~"""""11.00 PYSAMARAMA - oo ooee 550 Mo OEOGE ot vrree=ee T
publication; summarising the situation not earlier than 28 ROCKY HORROR SHOW ..... 780 OWILL .............c.... V350 Wit CAESTA ............ 550
days from the da WORLD 5 BASEBALL ....... 550 RING OF DEHH:HESS------..?.HJ OM-COURT TENMIS . ........ .38
¥ ¥ MINI DFFICE , .. 450 SORCERY. veewwannas 850 AM-FIELD FOOTBALL ....... 8.5
you sent your order and not later than two months from ARNEHAM . .. 750 STARSTRIKE. <-ee 9.50 STAR BASEBALL .......... BES
that day PSYCHEDELIA | .. 500 WORLD GUP FOOTEALL ..... L T B.50
m : EI%E%HUE:‘&IH 5% Emﬂrﬁg:ﬁ ------- . -33550 WORLD 5 BASEBALL ....... 595
: ] N P p . T RACE . ...... 6.50
Please do not wait until the last moment to inform us. When HERBERTS OUNSMY AUN ©.. 750 FLIGHT SIMULATION WD D e
m you write, we will tell you how to make your claim and what RED ARROWS 7.50 MILLIDNAIRE | o ggﬂ SPITFIREAD ......... . 150
2 ; : ALIEN ... 700 FOOTHALL MAN 5GP P e L
S0 €16 o gy s nacuiitesd e 750 INTERCEFTOR ALL 1 AN) eRR R e =
We guaraniee to meet claims from readers made in ANIMATED STRIP POKER ... 550 -;g%'aﬂ" saes --Igﬁ ENTOMBED . _............. _:5-:
aceordance with tha above procedure as soon as possible uc ARTIST ._._.. TR :'érf“"ﬂ.m“m,uﬁ jTﬁ
m after the Advertiser has been declared bankrupt or insalvent REWE..... .. yzsp DEATHAT ............... BB ETE,,....00eoe-s . 10.95
{up to alimit of £2 000 per annum for any one Advertiser so En—gﬁfﬁuggﬂ : 3?% ATARI DAMBUSTERS 1.5
O affected and up to £6.000 per annum in respect of all ALIENS....... _______j_.Tsu DROFZONE ............... 196
insolvent Advertisers. Claims may be paid for higher amounts, WIZADORE .............. 650 DECATHLDN ... . T.50 TAODUOM .......ocoocoo.a 100
han the ab dure has not b i i A HAMPSTEAD . ............. B.50 PITFALLZ.... L7650 MORSEMAN. ... R
A arwhaen the above procedure has notl been complied wi a LEVEL 8 ADY. . 750 POLE POSITION Te8 THEWRECK ............. 12.50
— the discretion of this publication, but we do not guaraniee to COMBAT LYNX .. B.50 BRAUCE LEE .. 1100 BUCK RDGERS ... 10.50
I s 5 : W% OFFICE .. 485 PBOULDER DASH .. .. C1250 TASWORD ,.............. 1200
do so in view of the need 1o set some limit to this commitment EREMLIHS U G50 SMASH HITS. ... 1300 CHUCKIE EGG .. R
< and to learn quickly of readers’ difficulties} 1 QELTE...... L1185 TAXXON | vieoo 1100 BLAGGER................. 6.50
] v:n.ﬁlLE QUEST 1095 HITCHHIKER'S TISK ... .... 30.00 CLASSIC ADVENTURE .. 550
This guarantee covers only advance payment sent in direct ATIC Eum ............... 7.50 BEACH HEAD DISK........ 30.00 é%;r%%asl;ﬁs ---------- }Eg
i i ; REPTI e T95 DIGOUG................. 7.05 GHOBTBUSTERS..........
response to an adveﬂISEmenflnthus magazine (not, for BRIAN J CHALLENGE """ 585 PAINT DISK | 3500 PITFALL 2....crvsrensers 1050
example, payment made in response 1o catalogues eic. ARABIAN KMIGHTS . ... .... S50 MILLIONAIR DISK .. &0.00 HYPER SPORTS 140
received as a result of answering such advertisements|
Classified advertisements are excluded ? CHEQUES/P.0. PAYABLE TO: IT'S ﬁ
SEND TO- HITS, 33 FOSCOTE ROAD, LONDON NW4 3SE. \
; PRICES INCLUDE DELIVERY CHARGES

ALMOST 25% OFF RETAIL PRICE FOR MOST ITEMS
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What a shame! You have

. . been chosen to rid the maze

~ complex of the Rampant
f & to daTsu'o] th‘];?: i%ng
e Wi:l::}t at'.ixlrbtha l‘-%liﬁj’
. orystals u e
m Lm"{%g aliens
~ cannot a in a room
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B FEM #Esbsnsbiadbshbabb b anibasust sy
|-REN %% RAMPART SQUASHY THINGS  #=

2 REN % by i
3 REM #%  Wichael Kempster  #%
N REHER - ¥
3 REM %= APR 17835 L

b REM SSsssamrbinfbrasebnbens e habenss

7 REM

g REM

{8 GOSUB 25@00

2@ GOSUB 2peeR

3@ FOR N=@ TD 3:A=USR{158,N,8,8,0):NEXT N
:POKE 704, 10:POKE 703,47

48 SC=R:X=125:Y=105:MA1X=1:MATY=1:A5=1:F=R
sRST=8:CRA=@:CRY=@:AMC=B:L1=3: POKE 53278,
58 GOSUB [5@e8:PONE 559,62:AX=125:AY=150
99 REM NAIN LOOP

188 ST=STICK(@):5SOUND @,200,10,18:SOUND 2,
¥412,18:POKE 53748,15

11@ X=X+{{5T=7 DR ST=b OR ST=5)-(5T=11 OR
ST=10 OR ST=9))#3:¥Y=Y+{(ST=13 OR §T=9 OR §
1=31-15T=14 OR 5T=1@ OR ST=b))#3

128 N=USR{1568,8,X,Y,F+ib): [F PEEK(53252)¢
8 THEN 10@@

123 IF PEEK(S326B)=4 AND PEEK(53282)=1 THE
N GOTO 1@e@

126 TF PEEK(53268)=2 AND PEEK(53261)=1 THE
N BOSUE S0@

138 IF SUR=& THEN N=USR(15¢8,1,CRX,CRY,F+}
2}

140 IF X200 THEN X=5@:MALY=MAZX+1:605U8 &
@9:60T0 108

158 1F X<30 THEN ¥=208:MAIX=MAZX-1:G60SUE &
8@: 6070 190

168 IF Y<4® THEN Y=17B:MALY=MAZY-1:GOSUB &
Be:607T0 100

178 IF Y2178 THEN Y=4@:MAZY=MAIY+1:60SUB &
@a: 6070 100

289 SOUND @,0,0,0:50UND 1,8,B,8:IF RST=0 T
HEN Jo@

218 AS=1:1F PEEK(53254){>@ THEN AS=2

228 IF XCAX THEN AX=AX-AS:GOTO 248

230 AX=AX+AS:B0TD 248

248 IF Y<AY THEN AY=AY-AS:GOTOD 260

238 AY=AY+AS

268 N=USR(1568,2,AX,AY,F+VB):POKE 53278,0
SO0 POKE 704, F#16+15:F=F+1:IF F=4 THEN F=@
510 BOTD 1e@




B0 MALE (NAZX,MATY)=10: ANC=ANC+1:5C=SC+1R:
N=USR(1568,1,@,8,@) : CRY=0: CRY=0

518 POSITION 6,11:7 #635C;:FOR N=10@ T 28
@ STEP 4

520 SOUND B,N,N/16,N/16:SOUND 1,N,10,N/16+
2:NEXT N:POKE 53278,8

538 SOUND B,8,8,B:50UND 1,0,8,0: IF AMC=30
THEN GOTO Jeee

542 RETURN

480 REM

610 FOR N=B T0 3:0=USR(1568,N,8,8,B) : NEXT
N

628 BOSUB 15808:POKE 559,42

638 RETURN

1008 REN

1818 LI=LI-1:POSITION 18,11:7 #6;LI;

1820 FOR N=8 TO 255 STEP 4:POKE 704,N:SOUN
D B,N,18,N/16+2:50UND 1,N/10,12,15

1838 NEXT N:POKE 784,15:S0UND @,8,@,2: SOUN
D 1,0,0,0:FOR N=1 TO 50:NEXT N

184 IF L1¢=8 THEN 1500

1850 IF SUR=1@ THEN ¥=5@:Y=185:AX=125:AY=1
B5:605UB 1188:60T0 10e

1855 IF SUR=6 THEN X=358:Y=185:60SUB 1100:6
070 160

1060 ¥=125:Y=105:AX=125: AY=170:60SUB 1100:
BOTO 198

1189 N=USR(1568,0,1,Y,F+16):N=USR(1568,2,4

1,AY ,F+VE) :POKE 53278 ,:RETURN

1508 7 #6;CHR$(125):FOR N=@ TO 3:@=USR(156
B,N,8,0,8):NEXT N:POSITION 4,3:7 46;"GANE
OVER"

1505 SOUND 8,2,8,@:50UND 1,0,0,8:50UND 2,8
8,0

1518 POSITION 1,5:7 #6;*PLEASE try AGAIN®
1515 IF SCOHI THEN HI=SC

152@ FOR N=1 TO 100@:NEXT N:60SUB 210@8:60
SUb 20@90:60T0 30

5808 7 #6;CHR$(125):FOR N=B TD 3J:@=USR{154
8,N,8,8,8):NEXT N

3885 SOUND 9,0,8,8:50UND 1,0,0,0

JO18 POSITION 3,1:7 #b;"CONGRATULATIONS®:P
OSITION 4,3:7 #b6;"YOU HAVE WON ":POSITION
9,0:7 Hb;it”

3928 POSITION 6,7:7 #b;"try again®

3838 FOR N=1 TD 1@@@:NEXT N

3840 GOTD 1515

i

15808 ? #4;CHR$(125) :PDKE 559,@:POSITION B

1137 Bb;"score: ";SC:POSITION 12,11:7 #4;°
lives:";L1

15818 COLOR 223:PLOT @,18:DRANTOD 19,1@:COL

=INT(AND (@) #2)+1:COLOR 234:1F COL=1 THEN C

OLOR 196

13020 SUR=MAZE(MAIX,MAZY}:RST=1:1F SUR=4 T
HEN RST=0

15038 IF SURC»& THEM AX=125:AY=1@5:VE=INT{
RND (R} £3) 4

15040 IF VE=B THEN POKE 74,54

15843 IF YB=4 THEN POKE 706,202

150845 1F VG=8 THEM POKE 7RG, 244

13850 ON SUR GOTO 1519@,15200,15390, 15408,
15500, 15608, 15700, 15880, 15900, 15688

15180 FOR N=@ TO 9:FLOT B,N:DRANTD 7,N:NEX
T N:FOR N=B TO 2:PLOT 7,N:DRANTO 19,M:NEXT
N:FOR N=7 TO 9:PLOT 12,N

15010 DRANTO 19,M:NEXT M:RETURM

15280 FOR N=@ TO 9:PLOT 12,N:DRANWTO 19,N:N

EXT N:FOR N=@ TD 2:PLOT @,N:DRANTO 11,N:ME
iITN

15218 FOR N=7 TO 9:FLOT B,M:DRAWTD 7,N:NEX
T M:RETURN

1530@ FOR N=B TO 9:PLOT @,N:DRANTD 7, M:NEX
T N:FOR N=@ TO 2:PLOT 12,N:DRAMTO 19 ,N:MNEX
TN

15318 FOR N=7 TO 9:PLOT 8,N:DRAWTOD 19,N:NE
IT N:RETURN

15480 FOR N=B TO 9:PLOT 12,N:DRAWTD 19,N:N
EXT N:FOR N=8 TO 2:PLOT @,N:DRAWTO 7,M:NEX
TN

15410 FOR N=7 TO 9:FLOT B,N;DRAWTO 12,N:HE
AT N:RETURN

15508 FOR N=@ TO 2:PLOT @,M:DRANTD 19,N:ME
AT N:FOR N=7 TO 9:FLOT @,N:DRANTD 7,M:PLOT
12,N: DRANTD 19, N:NEXT N

15518 RETURN

E5500 ON INT(RND{R)#2)+% GOTD 156@5,154508
13683 FOR N=@ TO 2:PLOT O,N:DRANTO 2,N:PLO

T 17,M:DRANTD 19,M:PLOT @,N+7:DRAWTO 2,N+7
15618 FLOT 17,N+7:DRANTO 19,N+7:NEXT N:PLO
T 3,B:DRANTO 16,B:PLOT 3,9:DRANTO 14,9:PLD

T 5,3:0RANTD 5,4

15628 PLOT 14,3:DRAWTD 14,5:PLOT B,1:DRANT
0 8,3:PLOT L1,1:DRAWTO 11,3:PLOT 8,4:DRANT

0 8,8:PLOT 11,6:DRANTD 11,8

15638 IF SUR=& THEN AX=@:AY=8:CRI=125:(RY=
158: RETURN

15648 CRA=B:CRY=@: AX=125:AY=185: RETURN
15650 PLOT @,2:DRANTD @,@:DRAWTO 19,0:DRAK
10 19,2:PLOT 8,7:DRANTD @,%:DRANTD 1%,9:0R

ANTO 19,7

15668 PLOT 3,3:DRAWTD 3,B:PLOT &,3:DRANTD
b,&:PLOT 9,1:PLOT 9,5:DRANTO 9,8:PLOT 12,1
:DRANTD 12,4

15678 PLOT 12,8:PLOT 13,4:PLOT 13,8:PLOT |

b, 3:DRANTD 16,6

15688 IF SUR=6 THEN AX=@:AY=R:CR¥=133:CRY=
158: RETURN

15698 CRY=0:CRY=0:AK=125:AY=185: RETURN

15788 FOR N=7 TO 9:PLOT @,N:DRAWTD 19,N:NE
AT M:FOR N=@ TO Z:PLOT B,N:DRANTO 7,N:PLOT
12, N: DRAWTO 19,N:MNEXT N

13718 RETURN

15880 FOR N=@ TO 9:PLOT 12,N:DRANTD 19,N:N

EXT N:FOR N=@ TO 2:PLOT @,N:DRAWTO 7,N:NEX

TN

13818 FOR N=7 T0 9:PLOT @,N:DRANTD 7,N:NEX

T N:RETURN

13988 FOR N=@ T0 :PLOT @,M:DRANTD 7,N:NEX

T N:FOR N=8 TO 2:PLOT 12,N:DRANTO 19,N:NEX

TN

15918 FOR N=7 TO 9:PLOT 12,N:DRANTD 19,N:N

<IT N:RETURN

19999 REM MAIN TITLE SCREEN

20000 BRAFHICS 2+16:POKE 708,250:POKE 709,

15:POKE 710,58:POKE 711,122:POKE 756,CHSET

:POKE 559,62:5-@

28095 SOUND 9,209, 1@,10:50UND 1,59,8,10:P0

KE 704,47:POKE 785,54:POKE 706,202:POKE 70

7,244

20018 POSITION 2,8:7 #b;"RANPANT  SQUASHY"
:POSITION 7,1:7 W63 *THINGS®:POSITION 5,312
#b;"crystal”

200870 POSITION 6,4:7 #6;"stramberry”

20838 POSITION 5,5:7 #6; "apple”

20042 POSITION 6,6:7 #6;"potato”

20058 POSITION 1,9:7 #6;"score:”;3C

ZB@6@ FOSITION 13,7:7 #b;"hiz"3HI

20078 POSITION 4,18:7 Bs;"press START®

Z0@8e FOR F=@ TO 3:X=USR(1568,08,70,80,F+12
)+ 4=USR(1568,1,80,98,F): 1=USR{1568,2,78, 11

1,F#4) 1 X=USR (1568, 3, 88,132, F+8)

20898 IF PEEK(S3279)=4 THEN SOUND 0.8,8,8:

SOUND 1,B,@,@:RETURN

20895 S=0+1:POKE 53768,5:1F 5254 THEN S=0@

20188 FOR I=1 TO 1@:MEXT I:NEXT F:GOTOD 208
B

21000 REM DEFINE WAZE
2118 RESTORE 2150@:FOR A=1 TO 8:FOR B=1 T

0 B:RERD C:MAIE(E,A)=C:NEXT B:NEXT A:RETUR
N

21499 REM KAZE DATA

21500 DATA 1,4,6,5,6,10,8,2

21510 DATA 9,6,2,3,6,6,4,8

21528 DATA 9,6,7,6,6,5,6,4

21530 DATA 3,5,6,10,4,7,5,2

21540 DATA 1,7,8,b,6,4,7,8

21350 DATA 9,6,6,6,6,5,56,4

21568 DATA 9,6,5,18,6,7,6,2

21570 DATA 3,10,7,6,6,6,6,4

24999 REM IST TITLE SCREEW

23000 GRAPHICS 1+16:POKE 708,250:FOKE 709,
13:POKE 718,58:DL=PEEK (741} +PEEK (742) 254
POKE DL+18,7:POKE DL+19,7

23810 POSITION 2,3:7 46;"PARAMOUNTAIN":POS
ITION 8,5:7 #b; "SOFTWARE®:FOSITION 5,7:7 #
b "presents"

23820 POSITION 3,12:7 B6;"RANPANT SQUASHY®
tPOSITION 7,13:7 #6;"THINGS®:POSITION 9,14
:7 46; "by"

23030 POSITION 2,19:7 #6;"aichael kempster

I0202 REM INITIALISE - PLAYER ANINATOR
PAGE & - ISSUE 13
I20BS SOUND @,2@@,1@,5:50UND 1,99,12,5
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38810 CHSET=PEEK (186)-B: CH=CHSET#256: 01N N
$(32) ,CHARS (48) MAZE (B,8) :RESTORE 30588:F0
R 1=1 10 32:READ A

30020 M$U1,1)=CHRS (A):NEXT 1:A=USR (ADR (M$)

137344, CH) : CHAR$="ABCDEF GHIJKLMNOPRRSTUVNY
B123456789"

30825 SOUND 1,200,12,8

30030 FOR I=1 TO LEN(CHARS): CHPOS=CH+ (ASC (

CHARS (1))-32)#8: FOR J=@ TO 7:READ ¥:POKE C

HPOS+J K:NEXT J:NEXT I

30042 POKE 106 ,PEEK (1061 -16:PNST=PEEK(186)

tF=PNST#256: RESTORE 3@188:FOKE 756, CHSET:S

OUND 1,10@,12,8

8850 FOR A=1536 TO 1758:READ B:POKE A BN

EXT A:POKE 559,62:POKE 54279,PNST:FOR D=0

TD 3:POKE 53243+E,I:HEIT g

3833 POKE 53277,3:X=USR(1536,PNST) : RESTOR

E Jozee

30060 SOUND 1,208,2,8:FOR A=B TO 318 STEP

Z:RERD B:POKE F+A,B:POKE F+A+1 B:NEXT A

J0070 GOSUB 21@@0:RETURN

J0095 REM DATA FOR H/(

52100 DATA 104,104,104,141,218, b,24,105,4,
141,219,6,149 I 1&2 3,157,200,6,202, 14,250
lﬁ? Ty 152

3!!!! DHTH by168,67,32,92,228,96,169, 1,141
1 220,6, 104, ll4,1l4 170,104,104, 157, ZIE 6,1

04,104,157,212

38120 DATA &,104,104,157,204,5, 169, 1, 157,2

0e,5,169,0,141,220,6,96,171,228, 4, 248,3,78
, 78,228

S813@ DATA 162,3,189,200,5,208, 5,202, 14, 24

8,76,98,228,142,216,4 .1&?.! 157 EEI,& 141,
22[ 1y 139

Illil DATA 204,5,201,16,14,21,189,204,5, 18
,18,10,18,133,205,173, 231 6,24,109,218,4,1
33,286,76

30150 DATA 152,6,173,221,4,24 yI85,1,141,22
1,6,189,204,6, 5& 233,18, 15? 204,6,201,16,4

B 2[3 ?ﬁ

30168 DATA 127,6,173,219,4,24, 189 218,613

3,204,149,0,133,203, 150, 255, 145,283,136,20

8,251,189,212,4

3!1?! DATA 133,203,160,8,177,285, 145, 83,2

09,192,16,208,247,174,214,8, IH? ZHH 6,157,

8,208,24,144,131

8188 DATA 0,2,2,0,0,0,0,0,0,0,0,0,0, 0,0,8
8 B,l.i,i,l 8

Ell?! DATA 192,208,224,240,0,0,0,2,2,8,0

J0199 REM DATA FOR P/ ERIFHIﬂS

38280 DATA 36,24,126,219,124,40, 24,8

38218 DATA 3&,24 126,219,126,40,8,8

38220 DATA B,40,126,219, 126,24,0,0

38238 DATA 3&,24 126,219, 12& L) E )

0240 DATA Sk, 16,56, 124 211,254 68,56

Ja250 0ATA @,18, 5& 124,214,254, 108,56

30262 DATA @,D,56,124,214,254 124*55

0278 DATA 8,16,56,124,214, 254, 108,56

30288 DATA &@,126,90,255,255 255,[2&,&!

30290 DATA 40,126,90,255 1233, 195,126, 40

SB3I80 DATA 60,126,90,255,255, 193,646,608

30310 DATA 48,126,90,255,255 195,124, 40

30320 DATA 64,228,78 I,h# 2!5 18,4

83308 DATA 8,92,232,44,8, 92,232,564

38340 DATA 14,56,80,228,78, 28,356,186
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38330 DATA 32,112,346 ,18,228,72,28,8
J0360 DATA 9,219,48, 24,126,90,24, 40
J8370 DATA 40,99 100,24,126,24,24,60
JR380 DATA bﬁ.!#,bi,?ﬂ,l:ﬁ*24,ﬁ!,i

38398 DATA o8,78,60,24,126,24,24, 40
JB499 REM DATA FOR M/

18508 DATA 104 y 184,133,213,104,133,212, 104
133,215, 1!#,133 y214,162,4,160,0, 177,212,1
45,214,200 ,208,249, 238,213

38518 DATA 230, 215,202,208,240,9

JB8519 REM DATA FOR CHARAETERS

38520 DATA 0,28 102,119,127,119,119,119
J@533e DATA @,126, 115,126,127,115,127,126
JB540 DATA 8,63, 112,112,112,127, 12? 53
J8345 DATA 126, 126,126,0 211,211 ZJI.I
S350 DATA B, lz? 112 124,112,127,127,127
JB355 DATA @, 127,112,124,112, 112,112,112
30568 DATA I,&:,ll?,lii 119,115,127, az
SB370 DATA 8,119, 119,127, 12? 127,119,119
38580 DATA @,127 12?.! 12? 127, 12? 127
38585 DATA 3& 102,195, 24 24 195,182,348
18392 DATA 8,115,119, 124, 124 127, IJ? 115
J0608 DATA @,98, 96,96,96,127,127,127
Jal@ DATA B,99, I?? 127 12?,1!? 99,99
38620 DATA @, 115 123 127,127,119,115,115
J86308 DATA 8,562,119, 119,11%,127,127,62
J8e48 DATA 8,124, 113, 12? 126,112, IIE 112
J@630 DATR 8,42, 11? i19, 11? 127,124, 59
Jgesd DATA @, 126,113,127,12, |1? 119,119
J8678 DATA B,43, 127,126,124, ? 127,126
30580 DATA B,127,127,62, b2,62,62,62
D650 DaTA 8,119, 119, 11? 117, 12? 127,42
Ja78@ DATA @ 119,119,119, 119,127 &E,Iﬂ
8710 DATA @,99,99,187,127, 127,127 599
38720 DATA 8,119, 11? 127 23 28,62,62

38730 DATA B,62,119, 11? 127,127, 121 62

30748 DATA ©,28,40,28,28,28, 127,127
0750 DATA u,au 126,7,14,28,127,127
30760 DATA 9,62,127,7,31,7,127,62
34770 DATA B,119,119,119,127,127,7,7

8780 DATA 8,127,127,112, 126,7,127,126
@799 DATA 8,28,58, 112,126,119,127,62

- J06@8 DATA 2,127, I?? 7,14,28, 5& 48

0812 DATA B,82,119, 62 119 11? 12? b2
Ja820 DATA B,62,127,119, 63,14,28,5
8830 REM DONE/¢yi1
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Galex-Vaders runs on any
BBC micro with 32K or
Electron. If you think it's
another 8Space Invaders

Invaders" with all the ac-
tion you can expect from a
machine-code arcade
game.

As you see the Game is
in two parts: Program 1
contains all the machine

tyvpe it carefully and save
it before you run it other-
wise all your work can be
lost.. Then type Frogram 2
and save it just after Pro
gram 1. To play the game

CHAIN" and

16

game with 48 marching
invaders, & EkKinds of in
vaders, mystery ship and
bombs that erode your
defencesl!|

Well you are right but
you've got all that and
much more. In fact these
invaders get tired of mar-
ching side to side and sud
denly leave formation to
furiously attack your
laser base. S0 what you've
got is a good mix of
“Galax- ians' and “Space

just enter

code and I advise you to that's all.

1@ REM messsssssssssss
28 REM = Balexvaders =
30 REM = by ]

42 REM = (C.Rondap =
58 REM = Lisb/Dez/B4 =
1] REH messsssssssssss
7@ MODE7

B8 PROCTEXT

90 ML=L7F:MHe=L7A:CONT=LTBILPukTCrRET=&TD

1@ LIvVe=1935D0

110 LIVE=LIV+itNYTuLIV@+] tHYL=MYT+1 1 HYH=MYL+1: SHIPDEA
DuMYH+1 s RE=SHIPDEAD+1:CEHOT=RE+1 s GAL=CEHOT+1i BAH=GAL +4§
BL=BAH+4: DRMIS5=5L+4 AS=DRMI85+B: DRNYST=AB+B: TPEXP=DRMY
§T+32

128 SHOT=TPEXFP+3Z:NINV=SHOT+1oLIDEAD=NINY+1 1 BCR=LIDEA
D+11FPL=SCR+11FPH=FPL+1 1 CONT I=FPH+1 s NAV=CONT1+11 THEXP=N
AV+1d1 INVeTHEXP+ibs INVE=INV+1bs s INVIO=INVR+14 INVZI=]NY
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I1R+16 INVIO= [NV #1646 INVIImINVIB+ 1A INV2O=INVILI# 141 INVS
I=INV2B+16
138 DDEF=INV3IL+1b6:IPL=DDEF+B: IPH=IPL+48:D@=IPH+48:FE
NSE=D@+4B8:i PORT=FENSE+48:1D1=PORT+1:COL=D1+48: COH=COL+48:
ROF=COH+48: ROF1=ROF+1
1480 NAL=ROF1+1:GAR=NAL+1:GAl=BAR+]
1580 FE=BAl+11FILaFE+3sFIHmFIL+3
1&8 FOR A=DDEF TO DDEF+7:READ Bi?A=BiNEXT
178 DATA 9,568,153,182,119,34,221,178
18@ FOR A=THEXP TO THEXP+15:READ Ba?A=BiMEXT
1980 DATA 33,63,130,62,18,99,134,64,44,172,20,228,135
,152,108,72
280 FOR A=DRMYBT TO DRMYST+31:READ B:?A=B:NEXT
218 DATA B,90,31,255,255,51,0,0,16,233,255,255,244,25
:!E:Eiﬁ,IZB,IEI.255.255,24&,255.255,&.!1l,2I4.255,2i?,2
"'1r
2280 FOR A=FENBE TO FENSE+471READ B:7A=BiNEXT
239 DATA 0,0,0,0,17,51,119,255,0,51,119,255,255,255,
235,255,25%,295,25%,2599,255,255,255,255,255, 255,295,255
 259,259,299,2595,0,204,238,255,255,259,255,255,0,0,0,0,
136,204 ,238,25%
242 FOR A=AS TOAS+71READ Bi?A=BRiINEXT
250 DATAD,32,64,32,16,32,64,32
268 FOR A=NAV TD NAV+15:1READ Bi7a=BINEXT
2780 DATA Lylyl,3,58,111,14,10,6,8,8,12,206,111,7,5
280 FOR A=TPEXP TO TPEXP+3I1:READ Br7A=BINEXT
298 DATA 0,48,76,131,224,65,48,0,194,21,8,14,124,8,2
1,130,28,46,34,192,162,1,2,20,120,104,596,6,24,40,192,0
JB8 FOR A=INV2R TO INVZ@#135:1READ Br7A=BaNEXT
310 DATA 6B,34,17,35,87,159,174,204,34,568,136,76,174,
159,087,351
3280 FOR A=DRMISS TO DRMISS+TIREAD B:?7A=BsNEXT
338 DATA @,56,96,94,253,255,102,0
340 FOR A=INVZ! TO INVZ1+15:READ B17A=BsNEXT
:EI'DHTH 68,34,221,174,87,35,17,0,34,4608,187,87,174,74
1 134,
J&0 FOR A=INVI@ TO INVI@+15iREAD Ba7A=BiINEXT
370 DATA 224,47,33,71,103,204,68,34,112,44,72 45,110,
51,534,688
360 FOR A=INVI! TO INV3I1+15:READ By 7A=BrMNEXT
390 DATA 224,67,33,71,103,60,136,136,112,44,72,45,110
W I34,17,17
400 FOR A=INVI® TO INVIB+1SiREAD Bi?A=BiNEXT
410 DATA 204,207,101,3,97,192,64,32,51,63,106,12,104,
48,32, 44
420 FOR A=INVI1 TO INVI1+IiSsREAD Br?A=BiNEXT
430 DATA 204,207,101,3,97,44,128,1268,5%1,463,106,12,104
+ 32,146,156 B
448 FOR [X=8 TO2 STEP 2:PimZB3ER
430 [OPT IX
468 .BTART
478 LDY#R
480 .R@
490 LDAN1:6TA D@, X1LDANB:STADI, Xs INXICPX#4B:ENE RO
500 LDAMKERISTA FPLoLDAMLSEISTA FPH
310 .BlE
520 LDANLS@:STALBR:LDAMLTFiETALEL
530 LDAWI&1BTA CONTLIBTA ROFIL
542 LDAN1:STA ROFiLDA®R:ISTA NAL
S50 LDY#LS
J60 .NB
578 LDA NAV,Y:1BTA(LB®) ,YrDEY1BPL N
580 LDA®4B:STA NINVILDA®4:STA CBHOT:STA CONT:LDASR:1S
TA BHIPDEAD:STA SHOTiSTA LIDEAD:ETA LPILDAWB:ISTA MLILDA
#B8i18TA HH
598 LODA#IB:BTA MYT(LDA#118TA LIViBTA ROFiLDA®R:BTA L
Ive
&80 .DRABGAIN
418 LDY®13
620 .R1
4308 LDA INVI®,Y:18TA INV,Y:DEY:'BPL Ri
4408 LDA FPLISTALTB:LDA FPHiSTALTL
630 LDXwR
4460 .R2
678 LDAK7@IBTA IPL,XiLDAK71:8TA IPH,X
480 LDY#1S
£98 .R3
700 LDA INV,Y1S8TA(LTD),Y1DEY1BPL R3
710 INX:CPX#81BEQ MORE:CPi#14:BEQ MORE:CPX®24:BEQ MOR
E'CPX#32:BEQ MORE:CPX®4281BEQ MORE:CPX#481BE@ NEND
720 CLCyLDALTB:ADCH32:5TALTR:ILDAL7 11ADC#RISTALT]
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730
T4
738

760
770
e
790
800
gie
820
B3
CIT)
858
1Y)
870
gee
890
TT)
919
920
930
940
959
F60
370
560

BFL L&

990
1ege
1810
ieze
1030
1p4p
1950
10&0
1279
1080
1298
1100
1110
1120
1138
1140
1150
1140
1170
1168
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1299
1300
1310
1320
1330
1348
1358
1350

CLC:LDAK7B:tADCH1&6@: STALTR:LDALTI:ADCHL1STARTI

JMP R2
+ MORE

TXAtCMP#146:BEQ FCHiCHP#32:1BER SCH
JMP R2

+ FCH

LDY#15

«R3

LDA INV21,Y:BTA INV,Y:DEY:BPL R3
JMP R2

« 5CH

LDY#13

«R4

LDA INVI®,Y:STA INV,Y:DEY:BPL R4
JHP R2

« NEND

RTS

«MOVALL

LDA RET:BEQ WRR

LDAW4B:ETA PORT:JSR DELAY

DEC RET:RTS

.WR@

LDARZO:ISTA RET

LDYW1S

Lé

LDA INVID,Y:STA INV,Y:LDA INVII,YISTA INVO,Y:DEY:

LDx#@
L7
LDA DP,X:BEQ@ DEAD!
LDA IPL,yX1STAK7B:LDA IPH,X:1STALKTI
JER ALE:CHPW20:BCS L@7
JSR DODB
.L27
LDY#LS
LB
LDANB:STA(LTR) ,Y: DEY:BPL LB
CLCLDAL7@:ADC HL:STAL72:LDAL71:ADC MH:STAKTI
LDA LP:BNE P1
LOY®#1S
LY
LDA INV,Y:iSTA(LTR),Y:DEY:BPL LY
JMP DEADR
Pl
LDY#LS
P2
LDA INVD,Y:STACKT®),Y:DEYsBPL P2
.DEADD
LDAR7R18TA IPL, XeLDART1:15TA IPH,X
«DEADI
INKsCPX#14:BEQ PI1CPX#I20BEQ PI:CPXNABIBNE L7
DEC CONT:iBNE F@
LDA HML:CHPWB:BEQ F1
LDA#B:STA ML:LDAWR:1STA MH
LDAWL:STA CONT
JHP FR
«Fl
LDA#248:5TA ML:LDA#255:5TA HH
LDARLIBTA CONT
.F@
LDA LP:iBNE F2
LDA#1:STA LPIRTS
«F2
LOANRIBTA LPiRTE
«P3




1378
1380
1390

BPL P4

14@0
1418
1420
1430
1448

BPL P&

1450
14560
1470
1480
149@
1508
1518
1520
1538
1548
1558
1568
1370
1588
1598
1408
1618
1620
14630
15648
14630
1668
1678
1580
1498
1708
1718
1720
1738
1740
1758
1748
1778
1768
179@
le@e
l81@
1820
183@
lg4@
1E58
iBs@
1870
leea
i87@
1708
191@
1929
1918
1940
1958
1960
1978
198@
1992
20e0
010
2020
2830
2040
2830

LDY#1S
P4
LDA INV21,Y:STA INV,Y:LDA INV2®,Y:STA INVE,YiDEY:

JHP L7
.P5
LDY#1S
«Ph
LDA INVI@,Y:STA INV,Y:LDA INV3L,¥i8TA INV@,Y1DEY:

JHP L7
RTS
 DRFENSE
LDY#47
.ae
LDA FENSE,Y:STA(K7D),Y:DEY:1BPL Q8
LDX#@
B3
CLCiLDAKTR: ADCH#54:STALTR:LDALT 1t ADCH 1 STARTI
LDY#47
.8l
LDAN2SS18TA(LTR) y Y2 DEY1BPL Q1
INXICPX#3:BNE 03
RTS
+ MR
LDA CONT1:CHP#32:BEQ@ B2
LDY#LS
. 50
LDA#R:STA(LBR) ,Y:DEY: BPL 5@
CLC:LDALB@: ADCH#B: STALBR: LDAKBL:ADCHB: STALE]
LOY#9:LDA(KBB) , Y1 BNE JMORT
LDY#13
« 81
LDA NAV,Y:STA(LBR),Y:DEY:BPL 81
INC CONTI
82
RTS
«JMORT
LDA#1:5STA SHIPDEAD:RTS
- MLE
LDA CONT1:BER 85
LDY#1S
83
LDOAN@:STA(LED) ,Y:DEYe BPL 83
SEC:LDALB@:5BCHB: STAKBA: LDAKB11EBCHB1ETALBI
LDY#1:LDA(LBO) ,Y: ENE JMORT
LDY#1S
. 54 "
LDA NAV,Y:STA(LBQ),Y:DEY:BPL S4
DEC CONTI
. 83
RTE
+FIRE
LDX#2
. TRRA
LDA FE,X:1BNE TAR!
SEC:LDAKE@:SBCH64185TA FIL,X
LDAKB1:SBCHL:STA FIH,X
LDA#1:5TA FE,X:LDANBISTA SHOT:RTS

. TARL

DEX:BPL TARR

LDA#1tSTA SHOT

RTS

« OBACK
BEC:LDALB2:SBC#B:18TALB2
LDAXBI: SBCHR: STAKBS

RTS

W3

LDA#I:STA SCR:LDA%@:ETA BHOT:RTS
. WE

JER DBACK:JNF NI

2060
287
2@8@
ze9e
2100
2118
2120
2138
2148
2158
2160
2170

W7

LDA®2:5TA SCR:LDAM@:5TA BHOT:RTS

. WE

JER DBACK:JIMP W7

L L

LDA%116TA SCR:LDA%B:IBTA BHOT:RTS

HTR

JER OBACK:JMP W%

«HR3

CHP#255:1 BEQ W4

LDA®1:ETA LIDEAD:LDA#B:STA FE,X:8TA SHOT
LDY#D:LDA(LB2) ,Y:CHP#208: BEQ WS:CHP#SL:BEQ W&:CHP

#5B:BEQ W7:CMPH34:BEQ WB:CMPHZ224:BEQ WF:CHPN112:BEQ WTE

2180
2178
2200
2218
2228
223e
2248
22350
2240
227@
22680
2298
2iea
2311
2328
2338
2340
2350
2358
2378
2360
239e
24pa
2418
24278
2430
24482
2450
2450
2470
2480
2498
25@e
251e
2520
2533a
2540
2350
2560
2578
2568
2598
2680
2618
2620
2630
2640
2650
26560
2678
2580
2698
zZ7ee
2718
2720
2738
2740
2758
2760
2778
2788
2799
28080
2810
2820
2830
2649

LDA®S1STA SCRIRTS
Wi
LDY#7
Ve
LDA DDEF,YsSTA(&B2),Y:DEY:BPL V@
LDA#R:STA FE,X:1STA SHOT
LDAW25@:5TA PORT1JER DELAY:JSR DELAY:JSR DELAY
RTS
.FIRE1
LDinZ
. TAR2
LDA FE,XtBEQ TARS
LDA FIL,X:5TAKB2
LDA FIH,X:5TAKE3
LDY#7
«TAR3
LDA#R: STA(&B2) ,Y: DEY1BPL TAR3
SEC:LDALB2: SBCHLA: STALE2
LDAKBI:SBCH1:ETALBI
LDY#@:LDA(LBZ) , Y1 BEQD WRI
INP NR3
LRI
LDALB3: CHPH&SC: BCS V2
LDA®@:STA FE,X:1STA SHOT:JMP TARS
V2
LDY#7
. TAR4
LDA#16:STA(KB2) ,V:DEY1BPL TAR4
LDAKB2:STA FIL,X
LDAXBI1STA FIH,X
+TARS
DEX:BPL TAR2
RTS
.DREXP
LDA SCR:CMP#51BEQ@ X1
INC NAL:LDA NAL:CMP#3@:BNE RPD
LDA®R1STA ROF
.RPD
LDY#15
LTI
LDA THEXP,Y1STA(&82),Y:DEY:BPL VTI
RTS
« K1
LDY®31
X2
LDA TPEXP,YtSTA(kB4),Y:DEY:BPL X2
LDA®11STA LIVIRTS
LEFAEXP
LDA SCR:CMP#S:BEQ X3
LDY#15
Vel
LDA#R:STA(KB2) ,Y:DEY:BPL V@l
RTS
K3
LDY#31
T
LDA#@:1STA(KB4) ,Y1DEYIBPL X4
RTS
XS RTS
.COALIEN
LDA SCRiCMP#5:BE@ X5
LDX#®
T2
LDA D@,X:BNE IK7:LDA Di,X:BE@ JK7
LIKT
LDA IPL,X:tBTAK7B1LDA IPH,X:1STARTI
LDY#@:LDA(L7®) ,Y:CHP#331BEG V4
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2852 ,JK7 A/
2B58 INX:CPX®4B:BNE VT2 Y,
2870 RTS J A

2880 .v4

26890 LDAW@:STA D@, X:8TA D1,X

2700 LDX#Q 3420 LDA MYL:CMP#248:BEQ MY!

2918 .VTé J&630 .MY2

2920 LDA D@,X:BNE VT7:LDA Di,XtBNE VT7:INXtCPX#48: BNE 3540 LDANZ24B:STA MYL:LDARZSS5:STA MYH:RTS
VT4 3558 .MYL

2938 .v3 Jb60 LDANBISTA MYL:LDAWNB:STA MYH:RTS

2940 LDYsR 3470 .MYST

29358 .Va J6B8 LDA HYT:BER MYD

2960 LDAW1:ETA DB, X:LDAN®:5TA D1, XsINXsCPX#4B:1BNE Vb 3690 LDA#2:5TA PORT:JSR DELAY

2978 LDA FPH:CMP#LsS: BCS NDAMNCE 3708 DEC MYT:RTS

298@ CLC:LDA FPL:ADCW&4:BTA FPL:LDAFPHIADCH#11STA FPH I7ie .mMYe@

3720 LDAM1B:8TA MYT

2992 . NDANCE 3730 JSR ALE:CHMP#1@:BCS MRY

Joe® LDAWLI:STA ROF:LDAWB:5TA NAL 3740 JSR CHOICE

JB1@ LDA®4:STA CONT:LDAWB:STA MLiLDAWB:STA MH 3750 . MRY

3020 JSR DRABAIN 3760 LDY#31

Ie  LVTT 3778 .MYZ

J24@ RTS 3780 LDAND:STA(LB4) ,Y:DEYtBPL MY3

J@5e .poe 3798 CLC:LDAKB4:ADC MYL:STAKB4:LDALBS:ADC MYH:STA RES
360 LDY#D 3800 LDAKBArCMPHBIBCC MI:CMP#232:BCE M2
Ja7e .Doe 3818 .NOW

Jee@ LDA BL,Y:1ENE DB2 3828 LDY#31

3290 SEC:LDAL7@:SBCHML:STA BAL,Y:LDAK71:SBC MH:STA BAH, 3830 .MY4

¥ 3640 LDA DRMYST,Y:STA(KE4) ,Y:DEYIBPL MY4
J10@ LDAWI:STA SL,Y 3830 .EMY

3118 RTS JB4@ RTS

3120 .DB2 JE7@ .M

3130 INY:CPY#4:BNE DE@ 3880 CLC:LDAKB4:ADCHB:STALB4:LDAKES:ADCHB:ETALES
J14@ RTS 3898 JMP NOW

3150 .BULLET Jepe  .m2

3168 LDA CSHOT:BER@ BTI 3918 SEC:LDALB4)SBCHB:STALB4:LDAKBS:SBCH#R15TALES
3170 LDAW6:STA PORT:JSR DELAY 3520 JMP NOW

J1B@ DEC CBHOT:RTS 3930 .ALE

3199 .BTI 3748 TXAIETA RE

3200 LDA#1:S8TA CSHOT 3950 LDYwe

3210 LDAwO 39608 BB

3220 .BL® 3970 CLC:LDA &73+3

3230 LDA GAL,X:STAL7@:LDA BAH,X:STALTI 37808 BPL IB i

3240 LDA SL,X:BEQ BL& 3990 LDX#2

32350 LDY#7 4o00 .LI

3260 .BLI 40108 LDA &75,X:EDR &72,X:8TA L7S,X

3270 LDAMR:STA(LTR) ,YsDEY:BPL BLI 4220 DEX:BPFL LI

3280 CLCiLDAkT@:ADCHE41STALTR:LDAKT 11 ADC#1:5TALTL 4830 BEC

3298 LDALT1:CMPHLBR:BCS BLRS - 4042 .IB

3300 LDY#2:LDA(&7@),Y:CHPH#255:1BEQ BLI:CHMP#I1:BEQ BLS:C 40350 ROL &75:ROL L75+1sROL &75+21ROL &75+3
MP#B: BEQ BLS 4840 DEY:BNE BB

3310 LDY#7 4878 LDA REiITAX

+320 .BL2 4080 LDA k75+3

3330 LDA AS,Y:STA(LTR),Y:DEY:BPL BL2 4298 .BIL

3340 LDAL7Q:5TA GAL,X:LDALT1:5TA GAH,X 4102 RTS

3350 .BLA 4110 .MIBBIL

336@ INK:CPXW4yBNE BLD 4128 LDA LIVBuBNE BIL!L

3378 RTS 4130 LDA LIVIBNE BIL

33B@ .BL3 4148 JSR ALE:CMP#3:BCC BILR

3398 LDYW7 4138 RTS

3400 .BL4 41608 ,8IL0

341@ LDA DDEF,Y:STA(K7®),Y:DEY:BPL BL4 4170 CLCrLDALB4 ADCHBR18TALBLILDALBS ADCH1:8TALAY
3428 .BLO& 4180 LDA®L1STA LIVe

3430 LDANG:STA SL,X 4172 RTB

J44@ INX:CPX#4:BNE BLR 4200 .SILI

34508 RTS 4218 LOY#W7

3460 .BLS 4220 .8BIL2

J470 LDA#D:STA 5L, X 4238 LDANBIBTA(LBS) ,YIDEYIBPL BIL2

3480 LDAW1:5TA SHIPDEAD 4240 CLCiLDALBG 1 ADCHER1STALBLILDALBT 1 ADCH11ETARBTY
J49@ RTS 4250 LOYWRILDA(KBSE) ,Y1CHPH11BEG SILSsCMP#B1BEQ BILSICH
35080 .mYC F#235:BEQ SUN:CHP#R:BNE SILS

351@ LDA LIV:BE@ MYST 4260 LDALB7ICMPH#LTFiBCS EILS

3520 JSR ALE:CHPW#1@2:BCC CY®

3600 LDANK4R:STALBA: LDANLSC:ETALBSIRTS
3619 .CHOICE

1538 RTS
3542 .CYR

3550 JSR ALE:CMP#12:BEQ CY! -(
3568 RTS

3570 .CY1

3562 LDA#R:ISTA LIV

3598 LDAWB:STA MYL:LDAN@:STAMYH Q
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4270 .SUN 4380 RTS

4280 LDYW7 4998 .E600D

4298 .BILI 500@ LDA ROFi1BNE MT12

4300 LDA DRMISS,Y:STA(LB&) ,Y4DEY1BPL SILJ S@i@ JSR ALE:CMP#3:BCC HWT!1

4310 RTS S82@ RTS

4320 .BILS 5830 .MT11

4330 LDA®1:8TA SHIPDEAD S840 LDiw@

4340 .BILS 5858 .HTi@

4350 LDAMRISTA LIVE 5040 LDA D@, X:BEQ MTY

4360 RTB 5878 JSR ALE:CMPN2@:BCS MT9

4370 .DBMHIP 5080 LDA#1B4:STA COL,X

4388 LDY#1S 5890 LDAW254:5TA COH, X

4398 .DER 5180 LDAN@:STA DR, X:LDA IPL,K:STAL7O:LDAIPH,X:8TALT!
4498 LDA THEXP,YiBTA(LBA),YIDEY:BPL D8R 5118 LDY#B:LDA(LT@),Y:CHP#224:BEQ PTO:CMPH#&B: BEQ PTI
4410 RTS 5120 LDAM1&:8TA D1,XIRTE

4420 .EFBHIP 5130 .PT@ LDA#4B:STA D1, X:RTS

4430 LDY#LS 5142 .PT1 LDA®32:8TA D1,X1RTE

4448 L.EF2 3158 RTE

4450 LDAWNR:BTA(kKBR);Y1DEY!BPL EF2 5160 .MT?

4450 LDAND 5170 IMX:CPXW48B:BNE MT1D

4470 ,JK S18@ .MTI12

4480 LDA SL,X:BER JK3 3198 RTS

4499 LDA BAL,X1BTALTR:LDA BAH,X1BTAKTI 5200 .HOV4E

4500 LDY#7 5219 LDA ROF1:BEQ TTI

4510 .JKi 5220 DEC ROF1i1RTS

4520 LDAW@:STA(LT7®) ,Y+DEY:BPL JKI 5230 .TTI

45319 . JKI 5240 LDA®3:1STA ROF1

4540 LDAWR:STA BL,X 5250 LDX#R

4550 INX:CPXN41BNE JK 5260 .MT13

45460 LDXNWD 5278 LDA D1,XeBEQ MTI1B

4578 .JK3R 5200 LDA IPL,X:STALTBILDA IPH,X:STAKTI
4580 LDA FE,X:1BE@ JK4@ 5290 LDYW15S

4598 LDA FIL,XtSTAL7R:iLDA FIH,X1BTAKTI 5308 .MTL4

44588 LDY#7 5310 LDAN@:STA(KL7R) ,Y:DEY:BPL HT14

4510 ,JK4 5328 JBR ALE:CHP#%:BCE TICO

4420 LDAW@:STA(LTR) ,YeDEYiBPL JK4 5330 JBR TEST3

4530 LDAW@:5TA FE,X:BTA BHOT 5340 .TICOD

4640 . JK4R 5350 .MT1S

46358 INX:CPXW#3:BNE JK3D 5340 CLC:LDAL7@:ADC COL,X18TAL7R

4660 . JKE 5370 LDAK71:ADC COH,X:STALTI

4570 LDA LIVEB:BEQ JKB 5380 LDAL71:CMP#LSBeBCC TESTItCMP#&LTB:1BCC MRTT
4580 LDYWT 5390 SEC/LDAL7@:SBCHLAR:STALTR

4690 .JKé 5420 LDALT11GBCH#LIF1BTALT]

4708 LDAW@:BTA(KBA) ,Y:DEYIBPL JK& 5410 LDA®721STA COL,XsLDAWLI:STA COH, X
4718 LDA#2:5TA LIVD 5420 .mATT

4720 .JKB 5430 LDA BARIADC DI,X:BTAKEE

4730 LDAWLSR)STALBR:LDANLTF1ETALE] 5449 LDA GALISTAKBF

4740 LDY#13 P 5450 LDY#1S

4750 .EFR S460 .MT1S

4768 LDA MAY,Y:STA(LBO) ,Y:DEY:BPL EFR 5470 LDA(KBE) ,Y18TA(LTR) ,YsDEYIBPL HT14
4778 LDAWR:STA SHIPDEAD 54802 JSR ALE:CMP#SR:BCS MTLT7

478@ LDAW1&:STA CONTI =499 JER DOB

4798 RTS s5ee .MT17

4B@@ .DELRY 5510 LDAL7R:8TA IPL,X:LDAKT1:8TA IPH,X
4810 LDXPORT 55208 .MT1B

4820 .E@ 5530 INXsCPX#4B:BNE MTI19

4830 LDY#ZO 5540 RTS

4840 .EI 5550 .MT19 JMP MTI3

4850 NOPyNOP:DEY:BNE E1i ==i@ ,TESTZ

48560 DEX:BNE ER 5578 JSR ALE:CHP#230:BC8S TESTLH:CHP#138:BCS TEBTS
4870 RTSB 5580 LDA#S&:STA COL,X:LDA®L1:S8TA COH,X
4880 .PUF 5590 RTS

4890 LDAWLAR:STALTRILDANKSTISTAKTL 5400 .TESTS

4990 LDXw1X S610 LDA#192:5TA COL,X:LDAN254:5TA COH,X
4918 ,PUF@ 5428 RTS

4920 SECILDAK7D:SBCH#IA:STALTE:LDALT1:BBCHRISTAKTF 5430 .TESTS

4938 LDY#I1S S&40 LDAW72:STA COL,XeLDA®1:STA COH,X
4948 .PUFI 5458 RTS

4958 LDA(LTR) ,Y:STRIKTE) ,YtDEY: BNE PUF1 Seb0 INEXT IX

4940 CLC:LDALT@:ADCH16:STARTO:LDALTI:ADCHRIBTALTL S67T0  7472=k53:17473=LBSr ThTA=LT 4 | LT S=RND
4978 DEX:BNE PUFR 5680 7OAQ=LCT:?BAl=kAC

J492 PROCTEXT

570@ CHAIN"VADERSZ®

5710 DEFPROCTEXT

5720 PRINTTAB(13,4);CHR$(129); "ESMIFRASOFT"

57380 PRINTTAB(15,B);CHR${132) "PRESENTS"

5740 PRINTTAB(11,13);CHR®(141);CHR$(133);CHR$(136);"BA
LEX-VADERS"

5750 PRINTTAB(11,14);CHR$(141);CHR$(133);CHR$(134);"BA
LEX-VADERS"

57408 ENDPROC

COMPUTER GAMER JULY 1985




I8 REM ssssssssmss=sss

Z8 REH = Galexvaders =

I8 REM = part? =

42 REM =sssssssssssmsm

S8 SL=R4CIC:FPL=LACI4;FPH=L4CTS1SHOT=L4CTR:LIDEAD=RACT2;
SHIPDEAD=LACI |1 ETART=k4F4C: DRABAIN=LAFBE PUF=LS&3B1 DRFENSEsL
312B:FIRE=LS1BF:FIREL1=kS278

.1} MR=LS 153 MLE=LS 1BA: MOVALL=LS@4B  NYCu kS 453 HISEIL =LY
I3t BULLET=kS3C4:BCR=LACTI I DEHIPukSSFE: EFSHIPuLSSAT: DREXP=LS2
D@ EFAEXP=LSIR1: COALIEN=LS31D 1 BO0D=LS66C MOVABwLSACS I FE=LEET
3

780 DIN MIX{1@) ,MNIS(10)
B@ MODES
78 VDUZI;BZRZ; 0

100 ENVELOPE1,0,-8,-3,122,227,245,194,125,-76,-1,-6,128, |
28

118 ENVELOPE2,129,9,8,0,100,8,08,127,-2,0,-1,126,128

120 VDU1Y,3,4,0,0,0,19,2,2,0,8,0

13®@ PROCFIRST

148 REPEAT

158 COLOUR 1

168 FOR A=1 TO 94:READ B$:PRINTTAB(15,12);B8:FOR @=1 TO 3
BRINEXTICALL PUF

170 IF IMKEY(-B2) A=9%

188 NEXT

198 RESTDRE 210

220 UNTIL INKEY(-B2)

218 DATA B,B,C, ,I,N,V,A,D,E,R,8, , 1By¥y 4CyeyRyoyn,d,a,
Oy by gRgeg0ityeyrioy 4 G I,= 1,0, 6,t, aly=yrydygihety 48,p,
aycyy-yfydyr,e, o (Byaysyey (Byoyngu,s, ya,t, ,8,0,0,0, , ,
Sy=smytga,r,t, , ,

220 HIX=@;D=2

230 #FILL,0

240 FOR A= TOD Ja7(BL+A)=RINEXT:?k7D=20

252 FOR A=FE TO FE+217A=RiMEXT

260 VDU19,3,4,0,0,0,19,2,2,0,0,0,23;8202;0;0;0;

278 CLs

280 SCX=@sLI%=3pJi=D

298 FPROCSCOREIPROCTI:PROCLI

I2@ PROCEBOOD

318 CALL BTART

320 REPEAT

330 CALL mDVALL

348 CALL BO0OD

350 CALL MOV4E

3468 CALL MYC

370 CALL WIBSIL

388 IF INKEY(=&7)CALL MR i

398 IF INKEY(-9B)CALL MLE

408 NX=INKEY(B)

418 IF X&=32 AND 7SHOT=@ SOUND 1,1,1,2:CALL FIRE

420 CALL FIRE1

430 CALL BULLET

449 IF 7LIDEAD=1 PROCSC

430 IF 7SHIPDEAD=1 PROCDEAD

460 UNTIL LIt=@

470 =FY15,1

468 MODE7

498 [F D=] @GOTO 380

580 RESTORE 57@

310 A=5008

520 FOR I=1 TO 10

330 A=A-RND(3ED)

540 READ BFiNI#([ImB#iNIX(I)ImA

530 MEXT

560 D=l

378 DATA Carlos Rondac,Ana Otero,Paula Rondao,Sergic Tavar
#8,1e V. Matos,J.Nelas,Pedro Jordao,Jose Afonso,Jose Rodrigu
es,Joao Comparada

SB8@ PROCHI

390 PROCHITABLE

4B@ HIZ=MIX(1)

618 IF S#="Y" NODES:B0TO 24@

428 #FKi2,0

638 END

&42 DEFPROCSC

450 CALL DREXP

b6@ BCX=SCY+1@#78CR:PROCBCORE

678 IF SCY>B000 AND Ji=0 SOUND 3,-15,280,5:' "YsLIT+1:PROC
LIidie] )

688 IF 785CR=3 BOUNDLR@1D,2,4,2

498 ?LIDEAD=R

78@ CALL CDALIEN

Ti@ CALL EFAEXP

728 ENDFROC
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738
T4R
Ta0
Ta@
77e
Tee
e
1]
gie
B2e
gie
a40
gse
g&e
Bre
gee
ave
ee
i@
720
38
40
50
760

*Points®

70

Fe@

790
lege
ig1e
leze
183@
lp4e
18358
1eé@
ie7e

1e8e
ie%e
l1ie@
i11e
1128
1138
1140
1158
1ie@
1178
1iee
1iv@
1200

==="1NEXT

1219
1228

1230 FOR A=3 TD 21 STEP 2

1240

1250 PRINTTAB(3,A))CHRS (1310 313", "y TAB(&,A) jCHRS (130) JLEFTS |
("BR00R" ,S-LEN(BTRSNIX (I} ) INIX(I) :
1268 PRINTTAB(®,A+1) jCHRE(129) ;NIS(I)
127@ NEXT

1280
1270

1388 ENDPROC

1319
1320

1338 REPEAT
1340 I=]+1
1358 UNTIL WIX(I)CSCX OR I=i@

1360

=1)1P=P-13UNTIL P=]-1 ELSE BOTOD 1488
1378 NIXL(I)=BCY
1380 INPUTTAB(1,18)"Your Name" NIS$(I)
1398 HIX=NIR(1)
1400 CLE
141@ ENDPROC

N

DEFPROCBCORE
COLOURY
PRINTTAB(L,1}LEFT#("@0000" ,5-LEN(BTR#ECY) ) 1 8CYy
ENDPROC

DEFPROCTI
COLOURY

PRINTTAB (14,1 )LEFT# ("0BB00" ,5-LEM(STREHIL) ) HIY)

ENDPROC

DEFPROCDEAD

CALL DSHIP
LIXsLIX-1

PROCLI
SOUNDRRR1D,2,8,20
FOR Q@=@ TOS@@:NEXT

CALL EFBHIP
PROCBRON
7EHIPDEAD=R

ENDPROC

DEFPROCLI

COLOUR JtPRINTTAB(9,1)LEFT#("20" 2-LEN(STRSLIX)}jLI%;

ENDPROC

DEFPROCFIRST

Vi=3@

FOR Cwé TO 15 BTEP #:COLOUR RND(2)+1sPRINTTAB(&,C) VY ¢

Visyi-10
NEXT
PFPL=k&R: FFPH=LSE
CALL DRAGAIN
PROCEOOD
EMDPROC
DEFPROCBODD
B=kdB: 7hTE=k4B
FOR A=1 TO 4
TRTI=k77
IF A=4 7&71=L78:7L708=L3D

CALL DRFEMBE
B=B+L3R
7LT@=h
NEXT
ENDPROC
DEFPROCBRON .

IF LI%=8 ENDPROC
COLOURIsPRINTTAB(S,24) ; "Press “A°'"
REPEAT S#=BET#: UNTIL Ss=*p*
ﬂﬂLﬂURl:FHIHTTﬂBiE,Z4if'Frlll il e
ENDFROC
DEFPROCHITABLE

FOR A=@ TO 2 BTEP 21PRINTTAB (&, A) jCHRS (129} p¥=mmnaeun

PRINTTAB(&,1) jCHR#(13@) | "Bust Scores"
I=@

Im]+1

PRINTTAB(4,24) jCHR#(130) j "Another Bame 7°
REPEAT:S#=BET$IUNTIL S#="Y" QR S$="N"

DEFFROCHI
I=@

IF NIX{I){SCY Pwi@1REPEATINIX(P)=NIX(P-1)sNIS(P)sNI$(P



By Richard Palmer

In this game you arae a busy
little bee collecting pollen.
You must collect 20 pieces
of pollen in the time given
(3 minutes 20 seconds, 200
on your timer).

f you do not succeed in
collecting 20 pleces of
pollen or you get caught in
a gpiders web then a very
angry spider will drag you

awat;,r.
If you succeed in collec-
ting 20 pieces of pollen the
game moves to the next
level and the next 20 pieces
are harder to collect.

The game will carry on
until your time reaches 200
or you get caught by the
hungry spider.

The object of the game is
to collect as many pleces of
Eﬂllen as you can before the

azards of doom confine
you to infinite darkness.

e P
1 ™
a
11
i2
13
14
15
28
58
BB
Ta
138
11@
128
288
2ia
228
=38
235
I8
205
FIAE
37
3Jia

pr

Wh -;' = \",&
m‘ & ﬂ'ﬁ\ﬁ:"'}
SN_ e

—
i's

RINT*J" t POKES3268 ,6 1 FOKES3ES 1,61 PRINT"
RINT NSS! AM SETTING THE GRAPHICS UP®
POKESE ,481FOKESE , 481 CLR
POKESE6334 ,PEEK (36334 yANDESS e
POKE 1 ,PEEK ( 1 JANDES | - i
. / ,
FORI=@TOS111POKE [ +12288 ,PEEK ( [ +53248 ) tNEXT i
POKE 1 .PEEK ¢ 1 JOR4 J/ /f'xk#
POKESE334 , PEEKLSE334 )0R 1 L T
FORI=BTOS1ISTEFE:!A=12288+1+ 11 B=PEEK (A)tPOKER ,BANDS I NEXT |
PC=431582 ,
READCO: IFCO=- | THEN1@® |
FOKEPC ,COIPC=PC + 11 GOTOGE [ [
PC=13312 lll___.1.———
- 1
I|

% %,,,__

=

REROCO! [FCO=~ [ THEHNZ 28

POKEPC .CO:PC=PC+1!30TOL18 1

FC= 12504 \

READCO: IFCO=- I THEN2 30 L \
S A0

POKEFC ,COIPCsFC+1 1 GOTOZ 1@
GOTOSANOE

POKESI2E0 ,EIPOKES3I28 1,6 PRINT *J" { GDSUBZ0000

V=532481POKEY+21, 135t POKEV+25, | {IFOKEY , 1S IPOKEV+ 1, |58t FOKEZD47 ,216¢5C=0:L=0
POKEV+45 ,TIPOKEV+37 . B{POFEV +36, TiFOKEV+39,0IFOKEV +48 , | tFOKE2041 2182
POKEV+23,2 {POKEV+28 ,2 IPOKEV+4 1 ,@

FPOKES429E , ISIFOKES4E95S ,015=301U=3@:5a=13

POKESIE2TO , 24 IFOKESI27E , 26 WPO0KES3IEEE , 13 POKES3283, &
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¥ N —

315 GOSUBINDD ! GOSUBSADD

228 SYES 49152 :FPOKESE3ES .S

FE1 FRINT " BB EERRRRERERE R RRRRRERRRRRRRRRI NS T1IE "

322 FORN=31TOS395TEF40 IPOKE 1824+, 28 t POKESSE36+M, 10 [4E:T

AT FRIMNT " :epErEERRARERF R R RE D B D B Il © L E

JES FRTUT ! S Er s B R BRI RR RN R R EEIN
330 POKEV+30,.01TIE= "820200"

348 TFPEEK V4305 =1 23THEMSC=3C+ 1 | GOSUES00D

350 IFFEEK (V+30:=3THEN12008

TEB Te=T+1! IFTHUTHEHGOSUEIAOO

FES FRINT "SRRl R R RN RN N - T [ E SRS ¢ =
TEE FRINT 'S FFERRRRREERE RRERERE FEL B EDE B B e el s sl sl ;L
IET IFTIE) "OPPZ010 "AMNDSC (SOTHEH 2000

368 IFSC :SOTHENSSO®

3898 G0TO348 I@S20 GOTOIA 3R

088 T=0 49999 REM MACHIME CODE

3018 O=INTI(RMD: 1225531 IFQI2STHEMNZA 1A =000@a DATA 120 ,1E3,13.141.28,2,183,132
JBED W=INTIRHDC 1 Y2558 [FW{SAORW 238 THEHIBAZD saAia DATA 141.21,.3,88,3E,173,08,.270
3225 POKEWV+2  QIPDEKEV+3 W See2e DATA 281,113,290 ,.2%,201,123,248,34
2028 RETURM Se03IA DATA 281 . 126,240 . 43,201 ,12% . 240,52
5088 X=INT{RMHD{1 %255} [FX(ESTHENSABD Se24d DATA 238,848 ,7,173,.248,7.2801.211
S218 YeIWNTIRHD ] » 2055 [FY:{S00RY :220THEHNS 10 SORSA DATA 240 .9%%,78,49,534,173,0,.208
5815 POKEV+14d HIFOKEV+1S,T =AME@d DATA 2@1,255.240.52,.230.0,2088,7F
SBE8 POKES427E ,BIPOKESA2TE, I29FOKESAET? T, EIFOHLESAET3, 100 =AAT7TA DATA 49,234 ,1732.0,.208.201.2%.240
5828 RETURM

HRAA POKETES ,49:POKETHS 834

B3] FORI=18TOIPBESTEPED:: POKES4ZTE , B FOKES4ETT 4B IFORI=ITOI +10: POKESA4ETE 21

P05 FOEES4Z73, 0

8818 POKES4Z290,81POKES4290, 1T IPOKES4291 , 90 FOKESIZST J

8020 MEXTIREXT

8108 FORM=2SSTORSTEF-Z@!FPOKES4ZVE 8 POKESAETE, | 7 IPOKES4277 .40 i POKESSE73 ., MINEXT

B118 S=S-Z:U=U-SILe=L+]1I50=50+28

B128 IFS<{ATHEMNS =38

2138 [IFUBTHENL=ZA Saaed DATA 49 ,.Z0E .0 ,.Z08 ,7TE 43,234,173
agea GOTO31S SAASA OATA 1.208,.201.50,240 ,27.230F, 1
19888 S=213:FOKEY+5 ,PEEK (53249 :0=PEEK (53245 ) | FOKETE8 , 43 !FOKETE3 . 234 Jvi1e@ DATA 208 ,.7€ 49,834 ,173,1,.208,28]
12818 FORN=ATOOSTEF3 5@110 DATA 230,748, 14,2738 ,1 ,288,76,49
12828 POKESAZTE  AIPOKES4AETE 129 POKESSETT . EIFOKESS273, 100 S@12e DATA 234, 169,208,141 ,.248.7, 76,43
18030 FPOKEERAZ ,SiPOKEV+4 N S@130 DATA 234 ,76.,49,234,0,192,5,173,-1
18848 S=S5+1:[F5*2 ISTHENS =213 SAZAR FEM SPRITE DATA

18858 MNEXT S2219 DATA 9,9,8,.0,0.8,8.0

10855 S=213 SAzZ28 DATA @.8.0.82.8.0.8.8

18888 FORN=OTOBSTEF -3 SA238 DATA @.A.P,.12.0,8,.63.0

10872 FOKES4276 ,0!POKES4276, 1231 POKESAETT B POKES4A273, 78 58248 DATA A ,ES5,192.0,204, 192,373,222
1PA88 FOKEZO4E . SIFOEKEV+d . MIPOKEY M+ 1@ SAaZ258 DATA 2498 .43 ,.294 ,25A,3,255%5.240 .8
12998 S=5+11IFS>2I1STHENS=213 S0260 DATA 247 .196,32.63,1,8.,.12 .8

12198 MNEXT S@azve DATA @.8.PA.0.8.8.8.8

12185 POKEV+2] .8 SAZEA DATA B.A.4.8,8.4.8,132

18118 FRIMNT"J® : PR INT * i e R 0L ' VE HAD vOUR CHIFS MATE * 22298 DATA #,0.,0,.0,8,.0,8,.8

18120 FORJ=OTOZ20BIFPOKES427TE @t POKESA27E , ITIFOKESA273 ,8 POKES4277 ., 136 SA38R DATA @.8.20.8.8.0.98.9

18138 MNEXT @310 DATA 2,.0.0,.12.9.90,63,8

181480 GOTOZOAAR %2328 DATA @.25%5,192.8,.222,192.35,284
EB008 PR IMNT " S5 i o 38338 DATA 242,.11.204.248,3,255.240 .48
ZOA10 PRINT® I WE 3¢ 58348 DATA 247,197.8,.83,8,8,12.8

2|aze PRINT® vil" 50350 DATA B.B.0.0.8.0.0,.32

20838 PRINT® it 1 B SA3Ed DATA ©,.98,16,8,08,16,8, 198

ZA1aa FPRINT - ey |+ 1+ 11+ " S0379 DATA .0.0,.2.8.0,.0.82

28129 PRINT* I | i . SA38d DATA A.8.8.0.8.0.0.8

2A138 FRIMT "+ £ 14 E E 1+ 14 . SA390 DATA 2,.8,8,12,8,0,632,2

EAL4d PRINT"CC(C(ELCCCCCCECCCECCECCCOELECCCED ™ S848@ DATA 9,255,188 .8,204,188,3,2282
20150 PRINT"CICCCCECCCCECCCCCCELECEEECECLEL Sa418 DATA 248,43 ,204,2%0,3 ,25%,2840,8
28168 PRINT "CCCCCCECCCCOCOCCCCCOCCEOCEECCECEE ™ 8428 DATA 247 .,196,.32.62,1.8,.12 .8
2017@ PRINT"LCCCCCOCOCCCCCECCCEECCCEODECCE S94380 DATA A.B,0;;R,B.0,0,8

28188 PRINT"(CCCCCCCCCCCECECCCCEECECEEEELEL Sa448 DATA 8,8 .4.8,.8,.4,8, 158

22198 PRIMNT*CCCCCCCCEOCCCCCOCCOEECCCCEEEDLEL " SP458 DATA 8. 0.0.0.8.0.0.8

2AZ288 FETURRM SA4c@ DATA &.80.9.80.8,.8,.0.0

30808 PRINT"U"tPDKES3I272.281POKES4296 31 IPOKEDSA285, 1t POKES3I27A .24 Sa478 DATA A.B.@8,12.8,.8.683.8

38881 POKES3IZ82, |31POKESSEE3 ,2IPOKES3Z80 ., POKESI2A] .0 52480 DATA @,25%,192,.0,294,182,3,204
INB 1A FORN=ATOZSSSTERPZA 584998 DATA 240,11 .222,248,358,.255,.242.,8
IDBZ8 FOKESAHETE ,AIFOKESAETE , IEFIFOKESAETT 40 (FOKES4ST3 ,BIFOKESAZ34 M 58588 DATA 247,196 ,.8,632,4,.8,12.0

Id4a MNEXT Sasia DATA 8.8, 08,.8,.8,.8,8,2

IS FORM=ATOZSSSTEFED S@52@ DATA 2.8 ,.1.8.8.1,.8,192

J80E8 POKES4276 ,DIFOKESAETE 129 POKES42TY , 40 1FOKES4273 . MNIPOKES4233 ,H S9538 DATA 133,237,136,78,34,112,58,34
30A7T8 MEMT 58548 DATA 48,49 ,254 ,688,75,.37,131,132
30088 POKES4E27E ,@tPOKES4ETE , 123 POKESSETT 2SS IFOKES42 73,2 iFOKES4234 ,0 50550 DATA 249,134 ,234,174,98,153,117,88
20290 PRINT "' EERRERREREE © ¢ ( FEfEEEEE " S@56@ DATA 142,249,162 ,149 246,146 ,25% ,255
ANTAA PRINT " EERRNRERERRRRRDI- N | TTLE BEEDGE" S@578 DATA 255,149,246, 146,158,169, 146, 157
2110 PRINT " :ERERRERRRRRRRIS: - £ CEEEEEEE " SASE0 DATA 117,.114,114,114,58,141,173,38
32128 FRINT"NEM COMNTROL THE LITTLE BEE USIMG" Sa598 DATA T2.248.19%,.89,36,196,33,37
30139 PRIMT"ME A JOYSTICK IM PORT 2.° SAE0@ DATA 48 .98 ,254 .48 ,146,38,.200,177

32149 PRINT"EM COLLEECT 28 PIECES OF FOLLEM EACH LEVEL.®
32158 PRINT*M vOU DIE IF vOU GET CAUGHT IM THE

MBI PRINT"H LEEB"

IS4 PRIMNT"NE OR"

IMISS PRINT"HE IF vOUR TIME REACHES ZaB. "

IBIEA PRINT " DDBEIIRERBRRRFFESS FIRE TO START”

32170 FORM=ATO3IIPOKE 1024 +M,28: POKESSES6 +M, 1D IFOKE | 384 +M,Z8 I FOKESEEZSE+M, 18I MEXT
3BITS FORM=ATOIFIISTEFPAD ( FOKE 1024+, 2B tFPOKESSZI6+M, ISIMNEHT

30180 FORM=38TOS99STEF4R (FOKE LAZ4 4N, ESIFOKESSZI6+M, | StMNEXT

B9 JS=PFEEK (SEIZ2)

IN2PD IFIS=111THEM23S

302 10 POKESIEEE , INTI(RMNOC 1 ) IBY IPOKES3I283, INTCRNDCL 2 %103

'V 14
)
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SPE18 DATA @,8.8,0,0.0,8.8 S886a DATA @,.82.0,0,.8.0,.8.8

sfas=za@ DATA A.8.8,.0,.8.8.8,128 SeATA DATA B.A.A,.A.A.B.8.0

=0E32 DATA O.298,135,.55,4,128 258,28 SA88A DATA &.8.0.8 .48 _.8.8,1Z8

Ses4d DATA 159 .2595.825,161,590,17,71,1E3 Se8s@ DATA 8,.8.48,8.,90,8,8,80

SAESA DATA 137.139 255,668,147 ,2595%,.34,1&1 sSe9aa DATA A2, 2. 8.8.8.8.8

SPEER DATA 254,16 ,8%,134,18 .64 ,.c84,8 S2318 DATA 8.0.0,0,8.8,0,8

SASTA DATA B4,.120,8,.64,.72.8,0.8 sS@928 DATA @,.8.90,8.,8.9.8,13%

SpsEaa DATA B.8a.0.8,.8.8,.8,1=28 Sia08d DATA-1

=AES8 DATA @.8.0,8,.8.0,8,.8 S1288 REM CHARACTER SET DATA

Sa7@@ DATA ©.9.8.9,8.0,.8,1Z8 %121®a DATA 31.51,2904 .255,204 ,255 ,204 ,255
sarvia DATA 3.2849;:135;:;592,16;,128 ,852 ;B Si12e@ DATA 2ll.211.211.211.211.2811,.211.211
Sa72@ DATA 159 .255,132.181,5@8,B7,71.183 51238 DATA @.8.8,42 ,42 .42 ,180,18

=ATIA DATA 168,139 .2%%.144,147.255.72.161 S12498 DATA 48,170 ,138,1682,168,136,.174,198
SAT4A DATA 2549 .38 .85 ,20E ,32 .64 252 , 38 Xi2%a DATA B.8.0.48,.170,138, 168,168

Sa7¥sa DaTA B4 .72 .24 .84 .8.8,.0.8 S1268 DATA A.8.0.0,.0.8,.8,8

Savea DATA @.9.0,0,.0.0,.0,.128 S1278 DATA 198,178,178,138,170,48,.16, 1B
sSav?7a DATA 8.2.2.8,8.8.8.8 %1288 DATA 182.102.1802.9.8.8.0.,8

Sa7E@ DATA @.0.8,0,.8,0.8 .29 51298 DATA 3,15%,.31,31,63,63,I1287.,1287

sS@798 DATA 2,224,389 ,52,16,38 852 .8 Si388 DATA 192,240,248 ,248 252,252,854 .,54
see8d DATA 39,.255,132,.73.50,68,.19,123 51318 DATA 127.127.63,832,31,31,15.,.3

SP8l® DATA 183.35,8595,144,33,855,7VE,73 S1328 DATA 254,294,252 ,.252,.248,.298.2480, 192
sS2828 DATA 254 .48 ,17,.134 .38, 1,284 .32 S1238 DATA BA.2.4.284 .24 .32 .96, 128

Sae3a DAaTA 3E2.129,284,0,72,0,8,0 51348 DATA 128,64,48.48,8,49,32,1

SoEd4 DATA B.8.8,.8,.8.80,.8,1E8 S5i35a DATA A.8.8.8,8,.8,8,255,~1

Sa838 DATA A,.2.0,.0,.8.8,.8.8 REANY

LITTLE BEE

@ PRINT*U"{POKES3260 .61 POKESIZE 1,61 PR INT " A essssSenBRRRIN-1E ASE WALT. "
1 PRIMNT"EERERRE! A SETTIMNG THE GRAFHICE URF*®

18 POKESZ ,94B!FOKESE ,4B1CLE

11 POKESE334 .PEEK (SE334 YANDE54

12 PDKE] ,PEEK {1 )YANDESI1

13 FORI=OTOS11:FOKEI+12288 ,PEEKC ] +53248 ) IMNENT

14 POKE1,.PEEK(1)0R4

1S POKESE334 ,PEEK (SE3340R 1

20 FOR1=BTOS1ISTEFS:A=12288+1+1:B=PEEK (A} 1POKEA , BANDS 1 NEXT

S8 PC=43152

6@ READCOD: IFCOD==] THEN1B28

78 POKEPC .CO!'PCsPC+]11G0TORR

18 PC=133128

118 READCO! IFCO=- 1 THENZP@

128 POKEPLC ,COIPC=FC+1:G0TO118@

o8 PC=12504

218 READCO! IFCOD=- 1 THENZE 38

22@ POKEFC,CO:PC=PC+1:GDTOZ10

2728 G0ToIABaa

255 POKES3Z80@,6:FOKES3Z81,6FRINT U™ (G0SUBZ0000

IBA V=S3IZ4SPOKEV+21,13SIFOKEV+ES, L tPOKEV , ISAIPOKEV+] . 158! POKEZ@47 ,E1615C=2:L=0
3\S POKEV+4E,7¢POKEV+37 . BIPOKEY+38, 7 IFOKEY+39,0: FOKEV+4D, | tFOKEZD4 1,212

IPE POKEV+23.ZIPOEKEV+ES , EIFOKEV+41 .8

387 POKES4296 .15 FOKES429S5 . 0i5=30U=30:50=13

319 POKES3ZTA .24 1POKES3IZTE, 28 1POKESIZE2, 13IFOKES3283,2

319 GOSUBIAAB:GDSUESDRE

320 SYS 49152:POKESE32S,S

SE1 FRINT - SRR ESEEERRRRRRERRREEERRRREERIIUNA |

222 FORM=31TOS29STEP4AAIPOLE 1824 +H 28 IFOKESSE36 +M, 1A MNEXT

323 PRINT ASSSSSSSSEERERReEEeRESD PR RSB B IIINIRINNNE]

SFa PR INT e E R RS E B S S SRR R SRR R BRRRORBRIN C k|

338 FPOEEV+30.2:TI#="02D0pBa"

248 [FPEEXK (W+201= [ESTHEMNSC=SC+ 1 1 GOSUBSD0R

5@ IFFPEEK {W+38)=3THEN1BDHA

60 T=T+1! IFTITHENGOESUB3I®DBD

285 PR INT* SSSESSSSEERERSRSEEREEREEREESERRRRIUNGUNY T 5! SESENOCOUDE | 50
HEE R SRS ERERR R R RRERERRRRE SR B R B NS

AT IFTIS: "PODZ0B"AMNDSC (SOTHEN @028

368 IFSCSOTHENENAR

Jgp E0TDIaAR

3008 T=0

010 O=INTIRHDOCL Y2552 IFR ESTHEMNIB 1B

M@ W=IMNTRMDC ]} #2SS0 1 IFLICSQO0RLISEIDTHEM3DED

ABZS POKEV+2  01POKEY+3 .14

3930 RETURN

SARR M=INT(RMOC 1V 425% 01 IFX/2STHENSDAD

SR18 YeINTIRMHDC! 14285 ¢ [FV{SO0ORY *ZEOTHENS@ 12

SAL1S POKEV+14 HIFOEKEV+1S ., T

SAZA POKESAEZTE . AIPOKESAZTE . |23 IFOKESAZTT , DIFOFRES4ETE, 10
5830 RETURM

8PP POKE?SE,43:POKETES 274

BPB1 FORI=1@TOI0ASTEPEOFONES4ETE ,MIFOFES4ETT, 40:FORI=1TO1+10:POKESA2TE, 21
80P POKES4273,)

8910 FOKES4290.01FPOKESAZ30, | TFOKESAZ3 1,40 1 POKESAEET, ]

BP28 MEXKTIMEXT

81988 FORM=2SSTOASTEF -2ZBIFOKES4ETE  BIFORESIZTE , 17 IPOKES4ETT 40 IFOKESSETI , MINERT
2118 S=S-31U=U-SiL=L+]:50=50+20

u ]
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D

Bl12@ IFS{ATHENS=3A

8138 IFUCBTHERU =22

288 GOTORI1S

1988@ S=2131POKEV+S . PEEK (532491 I0=FPEEK (S3248 1 IFOKETEE ,49:POKETES , 234
1221@ FORM=BTOOSTEFS3

1aaza PnnEﬁﬂE?E,Uanﬂfﬁda?E,LESIPQKESQET?,GIFDKES#E?E,IBE DATA @,.0,.16.0.8,

19R38 POKEZQ42 ,StPOKEV+4 M 5A278 DATA 8.0,08.2,0,8,0.0

10048 S=S+]11IFS»21STHEMS=213 SA3EA DATA @.9.90.0.8,8,8.0

12858 MNEXT S8398 DATA @,8,8,.12,0,08,63,0

18@5s s=213 Se408 DATA @ ,25%, 192,08 ,204,192,3, 822
12268 FORN=0TOBSTEF-3 50418 DATA 240,43 ,204,29%0,3,255,240,8
19072 POKES4ETE ,B!POKES427E, I20IPOKES427 T Bt PDKES42T3, 70 S@420 DATA 247,186,532 ,683,1.,8,12.8

le@dg@ POKEZS@42 ,.SIFPOKEV+4 ,HIPOKEY M+ 12 58430 DATA P,.2.9.0.5.0,0.,5

19990 S=S+11IFS:21STHEMNS=213 58448 DATA @.8.4.8.4,.4 .8, 152

12188 MNEXT 584580 DATA .. @2.8.0.0.8. .0

12185 POKEV+Z21.80 S84EQ@ DATA @.9,.9,0.0,0.,9.8

18118 PRINT W tPRINT " R RN 0L 'VE HAD YOUR CHIPS MATE® =470 DATA @.0.0.12.8.0,.52.0

18120 FORJ=ATO200:POKESAZ7E ,BtPOKES4E7E, I TIPOKESAZTS ,BiPOKESA2TT., 136 50480 DATA B,255,192,8,204, 192,353,204
12138 MEXT | 59490 DATA 242,11 ,.222,248,35,255 242,58
1d14\8 GOTOIOE28 Se%Sed DATA 247,196,.8,.63,.4.8,12.8

28888 FRINT*_ LA S8%518 DATA #,2.8.0,8.8,.8.2

Z8d1a PRINT® ) BE 3" 58520 DATA @ ,.0,1.0.8,1.,.8,132

E0BE2@ PRINT® Han 30332 DATA 133,237.136,79.34,.112,%8 .34
eee3d PRIMT" L " 58548 DATA 48 .49 ,.2%4 ,688,75,.37,131,132
28108 PR INT" e 11+ It 1+ o 305%2 DATA 249,134,234 ,174,38, 153, 117 28
20128@ PRINT" ' ! ! b SOSEd DATA 142,249, 182,149,2496, 146,255,855
ER138 PRINT"+ ¢ 1% £ E I+ 1+ . SQ5TA DATA 255,143,296, 146,158, 169, 148, 157
20148 PRINT"CCCECCCCECCECCCECCCCOECCCOODELEL™ SOSE0 DATA 11T7.114,114,114,%8,141,173.,38
28158 PRIMNTCCCOCCCCCOCECCCOEECCCECCOOOERREL" S@s9® DATA 72.248,135,238,36, 136,33, 37
EAIERA PRINT'[LE[[[IEEI[[[![[Elt[t[tttt[[ti}' S8500 DATA 4948 .38 .254 .48, 146,368,200, 177
EOL170 PRIMT*CCCCOCCCCOCCCCCOCEOCCEECEECEEEL™ SPEIP DATA @.0,.9,8,0,8.,8.8

ES188 PRINT"CCICCCCCCCOCCCCCCCEOCCCECCEEDEEED™ SBEZ@ DATA @.0.0.0.9.0.8., 129

0198 PRIMT*CCCICCCCCCCCEECCrCOERCCECCCERELE™ 90638 DATA B ,298,135,55,4,128,.8%2 .2
28288 RETURM SPEa@ DATA 139 ,.25%%,225,1681,5@,17.71,.123
Iapan PRIMNT®J" :POKES3272,28 i POKES4236,3 1 :POKES4235, 1 1 POKES3270 .24 =PESA DATA 137,139,295 ,.68,147,2%5%,34, IE1
30881 POKES3EEBE, 13:POKES3CE3 . ZIFOKES3Z80 ,2:FOKES3IZEL , 0 SPEE® DATA 254,18,.65,134,.18,64,204 .8
2P FORM=ATOZSSSTEFEA SAETA DATA B4 ,.120 .8 .64 .72,8,.0.9

Iaaze FOKES427E @ IFOKESAZTE , 120 POKES42T7 . 4B IFOKESYZT3, B FOKESIZS4 . N SREE® DATA A.8.8.0.8,8,0,128

IDa38 MNEMT S2E98 DATA 2.0.2.9.0.8.0.8

IAOSA FORM=ABTOZSSSTEFZA savee DATA 0.0,.0.0,9,.8,0.120

2DPEA FOKESAZTE @ IPOKES4ETE, 1291 PCKESIETT . 4DIPOKESAS TS, IIFOKESA=33, =A718 DATA 2,224,135 ,.%2,18,128,25=2.8
3027 MNEXT S@ved DATA 153 .255,132,161 .90 ,E7,71,183
30880 POKES427E.@tPOKESA2TE , 1291 POFKES427T7 .255 1 FOKES4273 E!FDHE54c54 a S@7v30 DATA 16@,133,.2%5%,144.147,255,72, 161
FBATD FRINT " SSSSSRSRRRRY £ £ £EEEEELEE " @748 DATA 254,38 .65 .206,32 .64 ,252,32
D00 FRINT " SEESRERRRRRRRIR: N [ TTLE BEEDE " S@avse DATA B4 ,72.24 .64 .0.8.8.0

3118 FRINT " EEREERRRRRRDON: | £ £ £ FEfEEFEE " Sa7es DATA £.8.98,.0.8.08.0,.128

2D120 PRINT "NNIS COMNTROL THE LITTLE BEE USIIG" Sa770 DATA @.0.8,.0.2,.8.0.0

3130 PRINT"ME A JOYSTICK IM FORT 2," SA7E0 DATA @.9,.8,.9.0.0,8,.249

33148 PRINT"EE COLLECT 2@ FPIECES OF FOLLEN EACH LEVEL. " Sa7a|m DATA 3,.284,38,52,18.32.852.8

32150 PRINT"E YOU DOIE IF YOU GET CAUGHT IM THE * S8R DATA 29.25%,.132,.73,.50,68,13,123
FNISI PRINT "M WEBB" S0218 DATA 1B3,35,.255,0144,38 . 2%% 72,73
IMS4 PRINT"SE OR ™ SPE28 DATA 254.40,17.134,368, 16,204,382
32155 PRINT MM IF YOUR TIME REACHES =re. " S@a3d DATA 32,120.24.8,.72,0.8.0

ANIED PRIMNT" NRRERRRRRREF == FIFE T START®

38178 FORN=ATO3SIPOKE 1024 +1i, 25 FOKESSESE+M, 10 1POKE 13984 +M, 26 POKESE2SG +M, 181 NEXT

3AITE FORFM=ATOII3STEP4P I FOKE 1024 +M, 28 FOKESSZS6 +M, LS IMEXT

IV10A FORM=ISTOOIISTERP4Q I FOKE 1824 +M 28 POKESSESE +#1, ISIMNEXT S48 DATA 0.8,

3@190 JS=FPEEK (SE3Z@) ; Seese DATA 8.8

IBZAA IFJIS=111THENE3S SesEe DATA 0.0

3B2 1D POKES3IZ222 ., INTIRMDC 1418 {POKES3I283, INT(RMD{13£18 ) SAE78 DATA A.2 .,

IA2ZD SOTOIDIA Sa888 DATA 9.8

49993 REM MACHIMNE CODE Ses3@ DATA @.8 .

Se80® DATA 120,169,13,141,20,3, 163,192 Se9e DATA 8.0.0.8.

58818 DATA 141,.21,.3.88,95,175,0,220, Seg1e DATA @.0.0.8,

SBPZA DATA 281,.119,248,285,201, 123,249,334 58928 DATA 8.8.9.8.

58838 DATA 201,126,240 ,43,201 ,185,240,52 518988 DATA-1

See4ad DATA 238,248 ,7,1732.248,.7.801.211 Si2ed REM CHARACTER SET DATA

32858 DATA 248 ,.55,.76,49,234,172,0 .20 S1218 DATA S1.91,.204,.2%5,.204 ,255,204 ,25%

Si228 DATA EIl.-EII;Ell.E!l,EII,E’ll,EII,Eil
512590 DATA ©,.8,8,42,42,42,10.18

51240 DATA 48,170,138, 162, 168,136, 174,190
51259 DATA @.0,0.40,178,138, 168, 166

51260 DATA @,0,0,0.0,0.0.0

S1278 DATA i89,178,178,138,178.40,16,16
51260 DATA 182,102,102,0,.0.0.08,8

S1292 DATA 3,15,31,31,63,63,127,1287

51398 DATA 192,240,248 ,248,052,252, 0% , 254
s131@ DATA 127,127.63,63,31,31,15,3

51320 DATA 2%4,254,252,252,2408,248,240, 198
Se239 DATA B.8.8,12,.0,.8,.63.0 51330 DATA ©.2.4.24,24 32,96, 128

50240 DATA @,2%%, 192 ,8,204,192,3,222 51348 DATA 1298,64,48,468,8,4.3,1
58258 DATA 248.43,204 ,2%0,3,255,248,8 51330 DATA ©.9.9.9.0.8.9.255,-1
S@2E@ DATA 247,.196,32,.63,1,.0,12.0 READY .
SAZ7@ DATA P,.8.8,8,8,0,0,8

SPPEd DATA 281 .255.248 .53 ,.238,0,208,76
3870 DATA 49.234,173.90,208 .20 .25 ,.248
S0280 DATA 48 .206.0,.208,76,49,234,173
S0098 DATA 1 .2808.,201 .58 .240 .27 ,.206,1
Sel1e8 DATA 208,76 .48 ,234,173.1.2088,.281
52119 DATA 230 .249,14,.238,1 ,.208,76 .49
@120 DATA 234,169,.298,141 ,248,7,76 .43
38130 DATA 234,765,489 ,234,.8,.192,5,173,-1
50200 REM SPRITE DATA

382190 DATA 8.8.8,.9.0.0,0.80

S822@0 DATA @.2.8.0,8.,.9.8.8

Se28@ DATA @8,.9,4.8,0.4.,8, 132
59298 DATA @.9.8.8,0,8.8,8
59308 DATA ©.9.9.8,.8,0,0,8
8312 DATA .9.8,12,9,0,82,0

38328 DATA 8.255,192.8,.222,188,35.,204
S9338 DATA 242,110,284 ,248,.3,25%% ,2490.,.498
S@342 DATA 247.197,.9,.63,0.8.12.0

38358 DATA ©.8.0,0,.8,.8.8,.32
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(C) S.SKINNER 19835

ﬁu e e e s e e

8@ KEY 13%9,"MODE 2:INK @,0: BORDER @:INK 1,1

S:FPEN 1:LIST"+CHR%(13)

98 -

1@ * OFENING TITLE PAGE

11@ CaLL =pCB2

120 DEFINT a-z

130 MODE @2:BORDER @: INK @,0:INK 1,21

148

1@ FOR A=2 TO 15:INK A,A+8:MEXT

148 n¥="COMFUTER GAMER"

178 x¥=8:n¥%=1

188 WHILE n¥X<15

198 FOR y¥%=2 TO &4:LOCATE x¥i,y%:FRINT MID#{n

%,n%,1):LOCATE »¥,y¥-1:PRINT" ":CALL &BD1%9:

NEXT

2P0 x¥=n¥E+1l:n¥=ni+1: WEND

218 FOR D=1 TO S@0:MEXT

228 n#F="PRESENTS": x¥=7: yi=Bin¥=1

230 WHILE n¥{9

248 FOR c¥%=129 TO 178:L0OCATE x¥,y%:FRINT CH

R# (c%) :NEXT:LOCATE »¥%,yX:PRINT MID® (n%,n¥%,1
¥

290 n¥=nE+lzxwdl=n¥k+1

268 WEND

278 FOR d=1 TO S@@: NEXT

ZB8@ LOCATE S,12:B$="BATTLE-SHIPS":P=2:FOR A
=1 TO LEN(E#):PEN P:FRINT MID¥(B%,A,1);:F=fF
+1:IF P>7 THEN P=2

290 MNEXT

0@ MOVE 198, 170:DRAW 530,17@,1

Ii@ DRAW S530,240:DRAW 100,240:DRAW 100,170

I20 FOR d=1 TO S0R:NEXT

Z30 PEN 1:LOCATE 4,164: FRIMNT"PRESS THE SPACE
BAR":LDCATE 7,19:PRINT"TO PLAY"

48
I5@ C=INT (RND#*4) +2:NC=INT (RND#4) +2: INK C,NC
Z60 IF INKEY$<>" " THEN 358

378 FOR A=1 TO 15: INK A,A:NEXT

X80 LOCATE 1,1:FOR N=1 TO Z5:PRINT CHR$¥(11)
sENEXT

o

4@ ° DIMENSION ARRAYS FOR THE GRIDS®

418

420 NV=2T; ag=0: ¥YF=23: h=0: NN=0

430 Y#=" Your shot co-ordinates please "5
C#=" My shot co-ordinates are "

440 DIM YG{19,11) ,CE(19,11),¥5(19,11),CE(1%
111}

45@ MODE 1

450 INK D,@:INK 1,1:INK 2,24: INK 3,5: BORDER
a

47@ FOR Y=88 TD SB@ STEF I2:MOVE 40,Y:DRAW

584 ,¥:NEXT

480 FOR X=4@ TO 584 STEF 32

490 MOVE X,B8B:DRAW X ,374

508 NEXT

S1@ PEN 3

520 LOCATE 4,21:PRINT"A BC DEF GHI JK
LMNOPGRE"

SI0 N$="987454321":FOR N=1 TO F:LOCATE 2, (N

#2413 :PRINT MID#F(NF,N, 1)z NEXT

s54@

55@ ° PUT IN THE CO-DRDIMATES OF FLEET

568

578 DATA Battleship,5,B,29,Cruiser-1,3,C,33
,Cruieer-2,3,C,33,5ubmarine-1,2,5,35,Submar

ine-2,2,5,35,Destroyer—1,4,0,31 ,Destroyer-2

4,0, 31,E,0,0,8 e

S8@ READ S5%,5H,MNAf$,LE: IF S$#="E" THEN 788

5908 T=LEMN(S#$)+25

&0B FEN Z:LOCATE 3,23:PRINT" ";S#%;" Co-ordi

nates Please =

510 L¥=INKEY#: IF L¥>="A" AND L¥$<{"R" OR L$>=

"a" AND L#¥<"r" THEM LOCATE T,23:L$=UPFER$ (L

$£):S0UND 1,30,3,13:PRINT L%:X=ASC(L%)-&641EL

SE 6108

L5208 NE=INKEY#: IF N$>"@" AND N${="%" THEN LO

CATE T+1,23:S50UND 1,30,3,13:PRINT N$:Y=ASCI(

MN$)-481 ELSE 420

&38

&4@ LOCATE 1,23:PRINT SPC(3%)

&S50 L=2#ASC(L$)~-12&:N=117-Z#A5SC (N$)

460 IF L>LE THEN LOCATE 3,23:PRINT"Does not
fit on the grid, Try again":FOR DE=1 TO 3@

P@:NEXT:B0TO &0@

&78 CH=@:no=8

&8 IF YGB(X+CH,¥-1)>@ THEN 758 ELSE IF YG(X

+CH,Y+1)>@ THEN 750

&8 IF YG(X+CH,Y¥!>@ THEN no=1:G0TO 750

7@@ IF CH<{SH THEN CH=CH+1:G0TO 4B@

718 F=@:FOR CH=-1 TD 1:IF YG(X-1,Y+CH)>»@ DR
¥GI{X+5H,Y+CH) *B THEN F=1

728 NEXT:IF F=1 THEN 75@ ELSE 7&@

7I0 GOTO SB0

74@ -

758 LOCATE 3,2ZT:FRINT" Touching vessels are
not allowed”:FOR DE=1 TO I@@B:MNEXT:IF no=1
THEN &8@ ELSE FOR AR=@ TO (SH=-1):Y¥G(X+AR,Y
1=@: NEXT:G0TO &0

740 FOR AR=D TO (SH-1):Y¥G(X+AR,Y¥)=SH: NEXT

77@ FOR Z=@ TO (2#(5H-1)) STCP Z2:LOCATE (L+

Z),N:PRINT NAF:NEXT:GOTO SE8@

78@ LOCATE 7,27:PRINT"Your grid is mow comp

lete. ":FOR DE=1 TO Z@@@:NEXT:LOCATE 3,23:FR

INT SPC(3&6)

79a -

8e@ * COMPUTER SETS UF ITS OWM GRID

B1@

820 LOCATE 3,2Z:PRINT® I'm now setting u

p my grid":FOR ¥=3 TO 1% STEF Z:FDR X=4 TO

3& STEP 2:LOCATE X,Y:PRINT" ":NEXT:MNEXT
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This ﬁame allows you to
lay the computer at an old
avourite. For those who
are not familar with the
game here is a brief ex-
planation of how to play.
When the program is
run, a large grid will ap-
pear on the screen. This is
yr::-ur fleet. You tell the com-
where to put your

When you put them on the
grid they must not touch
each other in any way, (the
computer checks this and
informs you that you have
to replace vassel if this
should occur). Once all
your fleet have been
entered the computer sets
up its own grid. After the
game starts, with your first
shot. By tarping in a set of
co-ordinates you will be

another shot. If you miss, a
marker will be placed on
the grid to keep a record of
where you tried, (you will
be allowed another go if ata
co-ordinate already tried).
Then the computer has a
shot and the same rules ap-
ply to it. This continues un-
til either player has found
the opponents entire fleet.
Rem statements are in-
cluded to show what is hap-

ﬁeat This consists of a bat- told whether

tleship (B squares), 2 hit or a miss. If youscorea a fair game to allow you to
destroyers (4 squares), hit the grid show you have a. chance of winning
cruisers (3 squares) and 2 what vessel you have hit. and at no stage does it have
gsubmarines (2 squares). With each t you gain a quick look at the grid!

B30 RESTORE
B4@ READ S5#%,5H,NA%,LE: IF S$="E" THEN 950
B50 X=INT(RMD=17)+1:Y¥=INT (RND*8)+1
B&d IF X+5H>18 THEN 83@

878 CH=0:no=0
880 IF CG(X+CH,¥Y-1)>® DR CG(X+CH,¥+1):>@ THE
N I8
878 IF CG(X+CH,Y)>d THEN no=1:G0TO %38
F0@ IF CH<SH THEN CH=CH+1:G0OTO B8@

1@ F=0:FOR CH=-1 TD 1:1F CE(X-1,Y+CH) >3 DR
CE(X+5H,¥+CH) *@ THEN F=1
F2@ NEXT:IF F=1 THEN 938 ELSE 742
230 IF no=1 THEN B5@:ELSE FOR AR=B TO (SH-1
1:CE(X+AR,Y)=B:NEXT:50TO B58
748 FOR AR=B TD (BH-1):CG{(X+AR,Y)=ASC (NA¥):
MEXT:GOTO 848
958 N=0:FOR Y=1 TO 7:FOR X=1 TO 18
P50 IF CEI(X,Y)>»@ THEN N=N+1
F70 NEXT:MNEXT: IF N<>23 THEN FDR Y¥=1 TO 9:F
OR X¥=1 TO 18:CBI(X%,YL)=0:NEXT:NEXT:GE0TO B3
@

788 PRINT CHR$(7)

9@ LOCATE Z,23:PRINT™" My grid is now
complete ":FOR de=1 TO 30BB:NEXT:LOCATE 3,2
Z:PRINT" Let the battle commence ! ":FD
R DE=1 TO 30@@:NEXT:LOCATE 3,Z3:PRINT SPC(3
&)

1080 GDSUB 14202
1a1@ LDEHTE 3423 PRINT Y#:H=0
1020
1830 ' YOUR TURN TO FPLAY

i@48 °

1058 L$=INKEY#:IF L$>="A" AND L£<"R" OR L#%>

="a" AND L#<"r" THEN LOCATE I4,Z23:L$=UFFERS$

(L%) :SOUND 1,30,3,13:PRINT L#:X=ASC(L#)-&4:

ELSE 1258

18468 NE#=INKEY#: IF N#>"@" AND NF<="9" THEN L

OCATE 35,23:50UND 1,38,3,13:PRINT N$:Y=ASC(

MN¥)-48:ELSE 10&0
1878 L=2#A5SC(L$)-12&6:N=117-2#8A5C (N}

1888 IF YS(X,Y)=1 THEN LOCATE 3,23:PRINT"
You've already tried there '! *“:FOR DE=1
TO 200@:NEXT:G0TD 1218

107@ IF CG(X,Y)=0 THEN LODCATE L,N:PEN 1:PRI

NT CHR#(225):PEN 2:LOCATE 3,23:PRINT SPC(3&

J:LOCATE 15,23:PRINT"You missed":FOR A=S500

TO 70@ STEF 2:50UND 1,A,1,15:S0UND Z,A+4,1,

15:NEXT:FOR DE=1 TO Z80@:MNEXT:YS(X,Y)=11PEN

2
110
1118 IF CG(X,;¥)>1 THEN LOCATE 3,231PRINT"

Oh dear, I've been hit '°® ":FOR NT=1
TO 3:FOR A= TO Z0@ STEF &:1S0UNMD 1,A,1,15:

NEXT:NEXT:LOCATE L,N:PEN 2:PRINT CHR$I(CG(X,

¥11:¥S(X,¥)=1:FOR DE=1 TO 1Z20@:NEXT:NV=NV-1

:GOSUB 1428:H=1
1120 ' CHECK FOR GAME DVER
1138 IF Nv=@ THEN GOSUEB 14Z8:LOCATE 3,23:PR
INT" You've sunk my entire fleet !!":GOSUB
1458:FOR DE=1 TO 300@:MNEXT:LOCATE 3,23:FPRI

NT SPC{3&)sag=1:H=@

114@ IF H=1 BOTO 1@1@
115a@ °
1148 ° ANOTHER GAME RERBUIRED
1178 -
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ou scored a

pening. The co ﬁutﬂr plays

118@ IF ag<>*1 THEN 120@ ELSE LOCATE 3,23:PR
INT SPC(34) :LOCATE S5,23:PRINT"Would vou lik
& to play again 7"
1198 K#¥=INKEY#: IF K#="%" DR K#="y" THEN RUN
$tELSE IF K#="N" OR K#="n" THEMN CLS: END:ELSE |
117@
1208 IF h=1 THEN X=X+1:NN=HNN+1:GOTO 1238
1218 IF h=2 THEN X=X-13:MNN=NN+1:GOTD 1270
1220 X=INT(RND®=17)+1:¥=INT (RND*%})+1
1238 IF X>iB THEN X=%F:1ELSE IF X<1 THEN X=1
1288 IF NN=18 THEN h=@:NN=8:G0TO 1208
1258 IF CS(X,Y)=1 THEN 1200

1268 h=0
127@ IF YF=@ THEN GOSUB 1428:LOCATE 3,23:PR
INT"1 've sunk your entire fleet....":605UB

1450: FOR DE=1 TO 3@0@:NEXT:ag=1:G0OTD 1188
i28@a
129@ * COMPUTERS TURM TO SHOOT
1308
1310 LOCATE 3 ,2T:PRINT 3% “;CH#;CHR$(X+464);
CHR#(¥+48): FOR DE=1 TD ZOD@:MEXT:CE(X,¥)=1
1328 IF YB(X,Y)>1 THEN LOCATE 3,Z235:FPRINT"
I‘ve struck a hit 11111 ":FOR NT=1 TO
J:FOR A=0 TD JI@@ STEF &:50UNMD 1,A,1,15:NEXT
:NEXT: GOSUB 134R: YF=YF-1:G05UB 142@8:FOR DE=
1 TO Z20@@: NEXT:h=1:IF ¥YB(X+1,¥)<{=1 THEN CS5(
E+l,¥)=1:h=2
1238 IF h=1 OR h=2 THEN 1200
1348 IF YG(X,Y)=@ THEN LDCATE 3,23:FPRINT SF |
C{36):LOCATE 15,23:PRINT"I “ve missed...":FO
R A=500 TO 7@0@ STEF 2:50UND 1,A,1,15:S0UND
2,A+4,1,15:NEXT:FOR DE=1 TO Z0@@:NEXT:GE0TOD
181@
13580 IF h=0 THEN 134@
1368 IF ¥<i OR ¥-B8 GOTD 1418
1370 CS{X,¥-1)=1:CS(X,¥Y+1)=]
1788 IF X<1 DR X»18 THEN 1418
1398 CS(X,Y-1)=1:C5(X,¥Y*1)=1
1402 FOR A=-1 TO 1:CS(X+A,Y-1}=1:CS(X+A,Y+1
1=1:NEXT
1418 RETURN
1428 PEM JF:LOCATE Z,1:PRINT"My hits left";:
FEM 2:PRINT ¥F;" ":;:PEN Z:PRINT TAB(Z1);"Yo
ur hits left";:PEN 2:PRINT WV;"
1478 RETURM
144@ -
1450
14568
1478 FOR A=120 TD 802 STEF &£:S0UND 1,A,1,1
S:SOUND 2,A+128,1,15:NEXT
1480 FOR D=1 TD Z@0@@:NEXT
14938 LOCATE 1,1:FOR N=1 TO 25:FPRINT CHR#(11
Y3 eNEXT
1588 RETURM

"END DF GAME SUBROUT INME
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by Adam Manning

In this game, two players
control cp%oslrﬁ govern-
ments, each b for
complete control of the
solar system. Player 1 con-
trols the inner half of the
solar system, whilst player
2 controls the outer half,
Total control of the solar
system can be achieved in
four ways, by taking over

lanets one by one
E:uﬂd:rﬁ uﬁa your Astro
a the time), sur-
TeNn ng, an all out attack

On your opposing navy or
forming an alliance with
your opponent.

‘At the start, player 1

controls the planets from
Mercury to Mars, player 2
controls the rest. make

the naming of new planets
more logleal, planets names
start with the name of their
parent sun and then its
osition out from that sun.
us Mercury (nearest to
the Bun) is called Sol 1,
Venus (next nearest) is Bol
2. In later years (around
2608) the number part was
changed into oman
numerals.
Here 18 the starting data

on the planets, most of
which 1 be useful to the
players:

OO

So0l1l

Pre-8pace Colonisation
Name: Mercury.

Burface Area: 74,815,000
km square.

ctartin population:
29,224,666,

Max population:
1,891,700,000

Capital Btate. Q'icksla

FPopulation of Q'icksla:

113,483,

Date of Colonisation: July

2016,

People working on Feran-

tium 143 at start: 438,700

Planetary rating on Feran

tium 14&: 45%.

Ferantium 143 in stock ab

gtart: 1,893,400,

Satellites: None apart from

several artificial ones.
F.143 is short for Feran-

tium 143,

S0l 23

Pre-8pace Colonisation
Name: Venus.

Surface area: 460,260,000
square kilometres.

Startin {Smpulatiun-
1,372,800,00
Max population:

11,736,650,000
Capital State: Afrotz.
Population of Afrotz:
4 923,3357.

Date of Colonisation:
Jan'ray/ 2013,

Feople working on F.143 at
start: 123,861,000
Planetary rating of F.143
40%,

Fl4d in stock at
4. 320,000 tonnes.
Satellites: None apart from
several artificial ones

atart:

5013

Pre-Space Colonisation
Name: Earth.

Surface Area: 511,180,000
square kms.

Starting population:
12,829,000,000
Max sopulafion:

13,085,0080,000.
Capital State: Bingpors.
Population of ingpore:
36,776,026.

Date of Colonisation:
historic

People working on F.143 at
start: O

Planetary rating of F.143:
0%.

F.143 in stock at start: O ts.
Satellites: Sol 3 alpha. Some
authorities prefer 5ol 3 ba-
ing called Sol 3A and Sol 3
Alpha s 5ol 3B.

Fre-

S0l 4

Pre-space Colonisation
Name: Mars.

Surface Area: 144,710,000
square Kms.

Startln% population:
383,850,000

Max. population:
3,600,106,000

Capital State: Radau.

Population of BRadau:
1.181.713.
Date of Colonisation:

Agust/20185.

People working on F.143 at
start: 38,634,600,
Planetary rating of F.143:
0%,
F.143 in
aa'7,800 ts.
Batellites: Sol 4 alpha, Sol 4
beta.

gtock at start:

Sol 8

Fre-8pace Colonisation
Name: Jupiter.
Surface Area: 240,870,
000,000 Bquare kms.

Max. population: 6,142,
185,000,000,

Btartiné population: 5,688,
200,000,

Capital State: Zetsun.
Population of Zetsun:
2e,088,228.

Date of Colonisation: June/
2065.

Feople working on F.143 at
start: 855,230,000
Planetary rating of F.143:
5%.

F.143 in stock at start
16,000,000 ts.

Satellites: Sol & alpha to Sol
5§ nu (asteroidal types not
included)

Sol 8 _

Pre-Space Colonisation
Name: 8aturn.

Surface Area: 161,880,000,
000 km2
Startin
40.814,000.
Capital State: Riggesd.
Population of Riggsed:
186,718.

Date of Colonisation: June./
=2112.

People working on F.143 at
start: 8,162,800.

Planetary rating of F.14&:
4%,

F.1453 in stock at start:
380,000 tonnes.

Satellites: Sol 6 alpha to Sol
6 iota.

population:

"
-
L

v
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Sol 7
Pre-space Colonisation
Name: Uranus.

8,429,600,

Surface Area:
000 square kms.

gggmng population: 15,902
Max. opulation:
21,6!34.80[),050.

Capital State: Hicronis.
Population of Hicronis:
80,799,

Date of Colonisation:

Jan'ray/220%.

Feople working on F.143 at

%iarttiﬁ?ﬁ Ty f F.143:
anetary rati o

10%. e

F.143 in stock at start:

1,980,000 tonnes.

Batellites: Sol 7 alpha to Sol

7 epsilon.

Sol B
Pre-Bpace Colonisation
Name: Neptune,

Burface Area:
7.,68%,600,000 square kms.
Startin population:
1,889 91

Max. opulation:
196, %B,EUG,&O.
Uapita.l State: M'reen.

Population of M'reen:

10,183.

Date of Colonisation:

Janurar/2326.

People working on F.143 at

start: 566,9786.

Planetary rating of F.143:
18%.

F.143 in stock at start:
1,740,000 tonnes.

Eaﬂmt&s: B0l 8 alpha, 801 8
eta.

COMPUTER GAMER JULY 1985
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S0l 9

Pre-8pace Colonisation

Name: Pluto,

Surface Area: 28,274,334

square kilometres.

Starting population: 1,348,

Max. Démpula.tion:

7,200,865,2

Gaplt&l State: Tobalk.

Population of Tobak: 1,204,

Date of Colonisation:

A'gust/2426,

People working on F.143 at

%ﬁﬂ:t:.?a' ti f F.143
netary rating of F. :

16%.

F.143 in stock at start: 184,

000 tonnes.

Satellites: Sol 8 Alpha, some

authorities prefer Sol 9 be-

ing called 8ol 9A and Sol 9

as Sol 9B.

-4

Hﬂlnh? of Titles.
Pre- gﬂrﬂﬂ Colonisation
Name. This is the name

gﬁvan to the planet before
the Colonisation of Space
program began in 2010.

urface Area. This is the
surface area of the planet in
square kilometres.

Starting population.

This is the human popula-
tion of the planet at the
beginning of turn 1.

ax. population. This is

the maximum human
population the planet can
support. It is 28.5 times the

S'Ll.l" ace area.

Iﬂ,t.ﬂ.l State. The prin-
cipal human settlement on
the planet.

Population of Capital.
Population of the settle-
ment and itz immediate
surroundings.

Date of colonisation. The
date in which the planet
had an Pprecmh sized
number humans living
on it. If the number ie over
2081 it is a computer
assisted prediction.

People working on F.143
The amount of humans
working on the production
of Ferantium 143, a

mineral used to build
houses, hospital, construct
space ships and fuel
vehieles. Curiously it is not
found on Sol 3.

Planetary rating of
F.143. This is the rating (as
a percentage) of how good
%h?él&nﬂt iz at producing

F.143 in stock. How
much the planet has in its
stores in tonnes at the
beginning of turn 1. Tonnes
is termed ts in the program.

Satellites. The name of

satellites the planet has
orbiting it, execluding
asteroidal types.

When the game is first
loaded, the title screen is
dla 13{(&{1 and the computer

the player what his
mla is. Bay you are player 1l
and you wished to be
known as ‘Emperor Ming'.
You would type in Empercor
as your title and Ming as
your name, It is then the
second players go at typing
in his name and title. ft.er
this, the computer will
display the title screen for
the beginning of each turn.
It will print the turn
number, which player is
now playing, and that
players name and title. It
will then say how many
planets he/she rules and
will graphically illustrate
them. Next to be displayed
is how much money the
player has in doruz. The
standard unit of money
throughout the solar
systemn in the doruz, which
the sign for is 'DZ'. One
doruz is egual to approx-
imately £1430, so it is not
surprising that most p'EDTP
deal in the millidoruz
computer will then diaplay
which Pl&nﬂtﬂ the layer
currently rules and will
wait until he/she presses
‘ENTER’ to continue.

The computer will then
display the main menu. The
choices in this menu will
now be described in detail.

Readout on Planets.

This will display the in-
formation above, also ad-
ding the amount of Astro
Navy ships that are guar-
ding the planet. All the in-
formation has been up-
dated and will change as
the game progresses.

Bu ﬂunﬂum 143.
computer will

displa.;r which planets the
player rules, and will ask




OITL W ] Bol DIATIeLS
doas he/she wish to buy
the F.143 from. It will then
display how many ts the
planet has in stock and how
many doruz the planstary
supplier wishes for one ts.
If the player wishes to
return to the main menu
without buying any F.143,
he can do so by typing in
— 1 when asked how many
ts of F'.143 he wants to buy.
It then displays how many
ts the player is buying and
ask what price he is going
to pay per ts. It will then
display whether or not the
planetary supplier agrees
or not. If the supplier does
not agree to sell it at that
price, it will go back to ask-
ing how many ts the player
wishes to buy. A turn is
considered to be over after
the player has bought some
F.143.

War Manoeuvres.

When the player asks for
this option, the computer
will display a sub-menu
with several options on it.
These are:

Spy on next planet.

After paying the
sometimes quite high fee,
the computer will display
aﬁ proximately how many
ships are guarding the next
planet in or out of the boun-
dary.

Alter Navy Posting.
This section is used to
&mst. ships around planets.
he computer will ask what
Earcent.a.ge of the whole
eet do you want around a
certain planet.

Attack next planet.

Accessing this option
allows the player to attack
the next planet in or out of
the boundary. If you con-
trol the outer half of the
golar system, your ships
will attack the next planet
in from the boundary and
vice versa if you control the
inner planets.

All out attack.

With this the player can
mount an all out attack on
the opposing players fleet.
All your ships will attack
and all your opponeants will
defend. The cost of losing
an all out attack are high,
8o it is not a good idea to do
80 unless you are sure you
have a much more powerful
Astro Navy than your oppo-
nent. Option 8 allows you to
return to the main menu.

90

3

| REM #%- Battle 2891 For System Sol -#+

2 POKE 236@9,80

3 60 SUB 8508

3 60 SUB Ge+2

1@ 60 SUB let3

15 60 SUB 1.%e+3

17 IF menusel=8 THEN &0 TO 9998: GO TD 15

20 G0 SUB (menusel-1)+580+2308

22 1F menusel=1 THEN &0 TO 15

23 IF menusel=5 THEN 60 TO 1@

3@ REM #x- END DF TURN ACTIONS -+

32 DIM e$(1): INPUT "Do you want to change the
amoun-t of F.143 you use?"; LINE eé: IF es$(1)(>
"vy* AND e$(1)(X"Y" THEN GO TO 5@

48 PRINT "The old percentage of F.143 usedwas
"spluser,2)#18@;°%1": INPUT "What is the new perc
entage of F.143 used?";pfused: IF pfused<@ OR
pfused>18@ THEN BEEP .15,-5: BEEP .353,-7.5: GO
10 48

4] LET piuser,2)=pfused/188

42 DIM e$(1): INPUT “Do you want to change the

amountused on the Astro Navy?"; LINE e$: IF e$(
1)="y" OR e$(1)="Y" THEN B0 SUE 400

5@ LET pfuser,!)=pluser,!)#pfluser,2

39 FOR a=1 70 9: IF s{a,b)<>user THEN GO TO 9
9 :

57 LET sia,S)=s{a,S)+{sla,1)¥s{a,B)¥sia,3) 0.0
827397)

98 IF sia,5)>1e+t1@ THEN LET s{i,5)=le+1@

4@ IF sla,l}>sla,2)#25.53 THEN LET sfa,l)=sla,
2)#25.5: 60 TO 99

78 LET add=(.5-pluser,4)#sia,!))+, B@0@A1: LET
sfa,l)=s{a,l)*],80@5+add

75 LET s{a,1}=INT sfa,l)

99 NEXT a

108 IF pluser,2)#{i-pluser,3))<(RND¥.03+.83) OR

piuser,4) > (RND#.2+. 4] OR RND{.8@85 THEN PRINT *
fAs you were badly treating the people they have

overthrown yourgoveraent. You are still playing
but you will have to start again": LET pluser,i)
=p{user, 1) *AND#*,5: LET pluser,2)=RND: LET pluser
,3}=RND*.5: LET pluser,4)=RND¥,5: LET p{user,3)=
p{user,5) #RND*, 5

185 FOR a={ TD 18: BEEF .01,a-18: BEEP .@1,a-Z:
BEEP .@1,a+8: NEXT a

185 60 SUB Joa

118 PRINT *It is now the other persons turn”: P
RINT : PRINT : PRINT :
115 60 SUB 495@: 60 SUB 1458: IF user=1 THEN L
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ET ads=pop/nuapla@.B143691/1438: LET pluser,3)=
pluser ,2)+ads

116 IF user=2 THEN LET ads=pop/numpla*d.@89579
4/1430

117 IF p(user,5)<® THEN LET pluser,3}=0

128 LET user=3-user: IF user=! THEN LET turn=t
urn+l

130 60 SUB 9999: 60 TO 1@

30@ REM ##- CHECK FOR WINNING -##

305 60 SUB 1458: IF numpla=9 THEN 6O 5UB 9J08@
318 RETURN

402 REM *#- INPUT NEW AMOUNT FOR NAVY -##

482 PRINT "The percentage of the used F.!43on t
he Astro Navy was ";pluser,3)#10@;"L"
425 INPUT "What percentage of the F. 143
do you want for the navy?"ipfudnvy

41@ IF ptudnvy{® OR pfudnvy:188 THEN PRINT "In
correct Entry. Re-Enter.®: BEEP .25,8: BEEP .23,
-3: G0 TO 4@5

415 LET pluser,3)=pfudnvy/18@: PRINT "New perce
ntage of F.143 used fornavy:";ptudnvy “New perce
ntage of F.143 used forcivilian needs:";18@-pfud
nvy

A20 DIM e$(1): INPUT "Are you happy with this?"
s LINE e$: IF e${1)="n" OR e$(1)="N" THEN GO TO
40

425 G0 SUB 9999: RETURN

438 REM #*- Data for graphics -##

435 DATA 0,2087,161,162,164,148,207,8

44@ DATA 0,0,0,0,0,08,8,242

445 DATA 1,3,1,7,1,7,11,14

450 DATA 95,127,72,127,61,3,1,8

455 DATA 17,289,225,255,47,56,23,235

448 DATA B,8,3,15,7,8,0,0

445 DATA 7,255,128,255,255,1,8,0

478 DATA 251,191,186,245,255,255,0,0

475 DATA @,9,252,3,223,208,208,232

480 DATA 9,0,8,252,224,0,0,8

485 DATA 244,244,251,252,252,251,244,244

499 DATA 8,8,252,3,3,252,0,8

431 DATA 8,0,8,248,248,0,8,0

492 DATA 232,288,208,223,3,252,0,0,8,08,0,224,25
2,8,0,0,120,94,112,255,255,112,96,128,8,6,14,255
,255,14,6,0,0,8,0,24,24,8,8,0

493 DATA 0,2,24,640,60,24,0,0,0,0,99,189,189,98,
e,8,49,126,255,255,253,235,126,560

508 DIN s(9,8): FOR a=1 TO 9: FOR b=1 TD B: REA
D sia,bl: NEXT b: NEIT a

S18 DATA 2922446b,7.4815e+7,.45,0,1.8934e44,1,1
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Diplomacy.

Choosing option 4 on the
main menu, diplomacy,
allows you to communicate
with your opposing ruler.
There are two options in the
gub-menu:

Force him to surrender.
Choosing this, you can
ask your opponent whether
or not he wants to sur-
render his forces peaceful-

Ask him whether or not
he wishes to form an
alliance. With this you can
form an alliance of govern-
ments, and you will have
unified the solar system
peacefully. Option 3 allows
you to return to the main
Menu.

Readout of general info.

This allows you to ex-
amine all the general data,
such as what percent tax
you have imposed on the
people, how many people
you rule, how strong your
Astro Navy is, ete.

Surrender.

This option on the main
menu allows you to sur-
render peacefully if you are
doing badly.

Alter Taxes.

With this you. can
change the amount of taxes
which is imposed on your
people. The more tax you
impose, the more money
you will obtain at the end of
a turn, but be warned, too
high a level of taxation and
the people will revolt, forc-
ing you to start againl

Save Game.

And finally the last op-
tion allows you to save the
game at the position you
have achieved.

Secret information for

E'IE.HEI‘ one only.
our password to access

the all out attack option is
DNA. This must be typed in
correctly, or else you will
not be able to attack.

At the start of the game
you have:
10ts of F.143 in govern-
ments stock.
20% of the F.143 is used at
the end of each turn.
409% of the F.143 used is
used on the Astro Navy.
A 10% level of taxation on
the people.
No shipe. 8ol 1,2,3.4 under
your rule.
A random amount of doruz
(between 0 and 1 million).

Secret information for
Blayer two only.

our password to access

the all out attack option is
UK. This must be typed in
correctly when asked for
your code number.

At the start of the game

ou have:

ts of F.143 in government
supply.
30% of the F.143 is used at
the end of a turn.
50% of the F.143 used is
used on the Astro Navy.
A 1B% level of taxation on
the people.
Mo ships. 801l 5,8,7,8,B
under your rule.
A random amount of doruz
(between O and 10 million),
5,746,807,300 people
under your rule.

For both players:

Near the start of the game,
both of you will have to
post your ships as they are
not set at the beginning.
“he amount of F.143 you
have in government stocks

will determine how strong

your navy is. For example,
say you have a thousand te
of F.143m and the amount
of F.143 you use at the end
of each turn is 60%. If the
percent of F.143 used that
is used on the Astro Navy is
BE0% then the total amount
of ships in your whole flest
will be 1000 x 60% x B0%
= 300 ships. The amount of
gships you have in opera-
tional condition does not
get added on to at the end of
gach turn, but changes ac-
cording to how much F.143
you are using, It is
therefore imperative to
lmeg up your stocks of
F.143.

On the battle screens,
the attacker is presented by
the x-wings, whilst the
defender is the viper. The
number of ships is not the
actual amount of real ships
the player has, but a ratio.
The defender always is
represented by 7 ships.

As stated under Taxes,
more money can be gleened
from the peoples pockets by
raising tax. However too
high a level of taxation and
the people will revolt. Also
a revolution oceurs if not
enough F.143 is used for
civilian needs.

At the ends of each turn,
the player will be asked if
he/she wishes to change
the amount of F.143 used.
If the player wishes to
change it, he has to type in
the percent used. The rest
will just lie in government
supplies. The player can
also change the amount of
F.143 used on his Astro
Navy.
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61,.13
320 DATA 1.3729e+9,4.6026e+8,.4,0,4.32e+5,1, 141
IW
1
338 DATA 1.2819e+1@,5.1118e+8,8,0,0,1,161,0
940 DATA 3.2395e+8,1.4471e+8,.3,0,337508,1,141,
A
343 REM EXEeRsrssrssbnsnsssssss
300 DATA 3.6882e+9,2.4087e+11,.85,0,1.6e+7,2, 14
4,.15
J62 DATA 4.B814e+7,1.6188e+11,.04,0,360000,2,15
1%
378 DATA 1.5982e+7,8.4296e+9,.1,8,1,98e+5,2, 142
23
jh
388 DATA 1889913,7.6976e+9,.12,8,1.74e+6,2,162,
=
290 DATA 1348,28274334,.15,0,184808,2,161,.35
393 DIN p(2,5): FOR a=1 TO 2: FOR b=t TO 5: REA
D pla,b): NEXT b: NEXT a
0@ DATA 10,.2,.4,.1,INT (RND#le+t)+1,0,.3,.5,.
15, INT (RND#le+7)+i
620 LET attack=8: LET user=|
638 LET turn=1
648 INPUT “What is Player Is Title "; LINE t#:
INPUT "What is Player 1s Name "; LINE n$: INPUT
"What is Player 2s Title ®; LINE u$: INPUT "What
is Player 25 Name "; LINE o
641 LET c$=CHR$ 6B+CHR$ 78+CHR$ 45
642 LET d$=CHR$ 85+CHR$ 73
645 RETURN
1088 REM ##- Title screen for start of turn -##
1881 LET bo=INT (RND#8): IF bo=3 OR bo=4 THEN &
070 1ea81
1085 BORDER bo: PAPER bo: INK 7-be: CLS
1818 CLS : PRINT TAE 13;"Turn "“;turn
1028 PRINT : PRINT TAB 12;"Player ";user;® :-":
PRINT : IF user=1 THEN PRINT PAPER 7; INK 2;t$
;n n;“$
1823 IF user=2 THEN PRINT PAPER 5; INK Qju$;"
"j08
1838 PRINT : PRINT TAB 4;"Ruler of ";: GO SUB 14
a@: PRINT numpla;" planets.®

1833 PRINT TAB 13;: FOR a=1 10 9: IF s{a,b)=user
THEN PRINT CHR$ sta,7);

)¢
3

T

Has "jpfuser,3};" I

1036 NEXT a
1837 PRINT °
1848 PRINT *
1842 PRINT
1843 PRINT * Planets Ruled:- ": FOR a=! T0 9: 1
F sia,b)=user THEN PRINT "Sol “;a,

1044 NEXT a: PRINT

1845 IF attack=1 THEN PRINT "Your opposing rule
r has attackedyour stronghold. However your fo
rces warded off the attack.”

1858 [F attack=2 THEN PRINT *Your opposing rule
r has attackedone of your planets and has inv-ad
ed succesfully."

1833 LET attack=@: INPUT "Press ENTER to continu
e."; LINE e$: RETURN

1458 REM ##- Fnd out how many planets player gov
Brns -+

1455 LET numpla=@: FOR a=1 T0 9: IF s(a,b)=user
THEN LET nuapla=nuapla+!

1458 NEXT a: RETURN

1580 REM ##- Main Menu -+

1583 CLS : FOR a=B TO 21: PRINT AT a,0;_HR$ 1b4:
NEXT a: FOR a=1 TO 31: PRINT AT 21,a;CHR$ 1b4:
NEXT a: FOR a=2@ TO 8 STEP -1: PRINT AT a,31;CHR
$ 164: NEXT a: FOR a=3@ TO | STEP -1: PRINT AT @
,2;CHR$ 164: NEXT a

1318 PRINT AT 1,12;"Main Menu®'AT 2,12;"-----—--

152@ PRINT : PRINT "1. Readout on Planets.”: PRI

NT : PRINT "2. Buy Ferantium 143.": PRINT : FRIN

T "3. War Manueveres.": PRINT : PRINT "4, Diplom

acy."t PRINT : PRINT *5. Readout of general info

.": PRINT : PRINT "6. Surrender.": PRINT : PRINT
*7. RAlter Taxes.”

1521 PRINT '"B. Save Game.®

1325 INPUT "Enter number:-";menusel: IF menusel(
i OR menusel>8 THEN BEEP .5,-23: 60 TO 1525
1538 RETURN

2088 REM #¥- Readout Planets -##

2083 CLS : PRINT TAB 7;"Readout on.Planets"'TAB

7;: FOR a=1 TO 1B: PRINT CHR$ 142;: NEXT a

2810 FOR a=1 T0 9

2811 IF user<}sta,b) AND a{>9 THEN NEXT a

2812 IF a=9 AND user{)s{a,6) THEN 60 TD 2825
2815 PRINT : PRINT TAB 14;"Sol ";a;TAB 14;"s====
“t PRINT *Population:®;s{a,l): PRINT “Surface ar
ea:"js{a,2): PRINT "Max Population:®;sfa,2)#25.5
: PRINT *F.143 Rating:";s(a,3) #10@;"%1": PRINT *N
avy Deployment:"js{a,4)#188;"%1": PRINT "F.143 in
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stock:";s(a,n);" T158.°
2816 PRINT "FPeople working on F.143:";INT (sia,l
J#s(a,B))
2817 PRINT “"Navy Ships guarding planet:";INT (pf
user 1) #p{user,2) #pluser,J) #s{a,4))
20828 IF a<>9 THEN INPUT "Press ENTER for next p
lanet."; LINE e$: NEXT a
20825 INPUT "De you want to see this again”"; LNE
e$: IF e$="" THEN GO TO 2825
2026 IF e$(1)="y" OR e$(1)="Y" THEN GO TD 2002
2838 RETURN
2388 REM #¥- BUY F.143 -##
2318 CLS : PRINT TAB S5;"Buying Ferantius 143.°'T
ﬁH 5; #=============:==I==== N
2315 PRINT "Planets currently under your  rule
1= “: FOR a=! TD 9: IF sf{a,b)=user THEN PRINT
"Sol “:a,
2317 NEXT a: PRINT ° !
2318 PRINT "If you wish to return to the  main
genu without buying F.143, type -1 in when aske
d how many ts of it you wish to buy.”
2519 PRINT "You have *;pluser,5);CHR$ 144
2328 INPUT "Which planet do you wis to buy the F
143 trom?";planet
2321 IF planet{®@ OR planet)y THEN BEEP .1,-13:
BEEP .4,-108: 60 TO 2528
2323 IF siplanet,b6){>user THEN FRINT "You do n
ot rule that planet, so you cannot buy F.143 fro
o thea.": BEEP ,25,-3@8: BEEP .23,-25: 60 TO 2528
2338 PRINT “Sol "jplanet;® has ";s(planet,5);" t
s of F.143 in store."
2335 LET price=58+(le+1@-s{planet,dl)/de+7
2337 PRINT "The Planetary Supplier wants  ";:
LET price=INT price: PRINT price;CHR$ 144;" a ts

2348 INPUT "How many ts of F.143 do vou wishto b
uy?";tsbuy: IF tsbuyisiplanet,5} THEN PRINT "Th
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ey do not have that much in  stock. Try again.”
: BEEP .3,-1@: BEEP .2,-15: 60 TO 2548

2541 IF tsbuy=-1 THEN LET menusel=1: RETURN
2342 PRINT “You are buying ";tsbuy;*ts of F.143

¥
2343 INFUT "What price per tc are you going to p
ay?";offer: IF pluser,d){tsbuy#ofter THEN PRINT
"You do not have enough money to buy that much.
"y BEEP :1,-5: BEEP .4,-1@: 60 TO 2548
2346 PRINT "at "joffer;CHR$ 144;" a ts.": IF off
eriprice*.8 THEN PRINT *The Planetary Supplier
of F.143 will not seil it at that price.": FOR a
=@ 7O -1@ STEP -1: BEEP .@14,a-3: BEEP .@lb,a: B
EEP .B1&,a+3: NEXT a: GO TD 2548
25358 PRINT "The Planetary Supplier of F.143 agre
es. You have ought ";tsbuy;® ts of F.143.°
2355 LET pluser,3)=p(user,3)-offerttshuy: LET pi
user,1)=p(user,l)+tshuy: LET s(planet,3)=s(plane
t,3)-tsbuy
2568 60 SUB 9999: RETURN
3088 REM ##- War Manoceuvres -##
3885 CLS : PRINT TAB 9;“War Manoeuvres" TAB §;"-
3@1@ PRINT : PRINT "1. Spy on next planet.": PRI
NT : PRINT "2. Alter Navy Posting.": PRINT : PRI
NT "3. Attack Next Planet.": PRINT : FRINT "4, A
11 out attack.": PRINT
3815 PRINT "5. Return to sain menu.": PRINT
3028 INPUT "Enter choice:- "jwarsel: IF warsel<l
OR warsel 5 THEN BEEP .2,-21: BEEP .3,-28: 60
T0 3028
3822 IF warsel=3 THEN LET menusel=1: RETURN
3825 G0 SUR warsel#1@@+30@8: PRINT “"TAB &;"Mano
euvres Completed.": BEEP .3,Z3: RETURN
3188 REM ##- Spy On Next Planet -#%
5181 PRINT "This spying mission will ost  vyou *®
1¢ LET cost=INT (RND#le+b)+l: PRINT cost;CHR$ 14
4 LET pfuser,3)=pluser,3)-cost
3185 IF user=2 THEN 60 TO 315
3118 LET pla=2
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3112 IF sipla,b6)¢>2 THEN LET pla=pla+l: 60 TO 3
112

3115 PRINT "The next planet out from the
dary is Sol “jpla

3116 LET ships=INT (p{(3-user,3)#p(3-user,2)#pi3-
user,l)#s{pla,4))

3128 PRINT "There are roughly "3INT (ships#({RND
+.2)+.9));" posted around 1t."

3140 RETURN

3158 LET pla=9

3155 IF s(pla,bi¢>1 THEN LET pla=pla-1: 60 TQ 3
135

3168 PRINT "Sol “"jpla;" is the next planet in to
w-ards the sun from the boundary.®

3162 LET ship=INT (p{3-user,3)#p(3-user,2}#pi3-u
ser,il#s{pla,d)!

3165 FRINT "Posted around that planet are  appr
oximately "3 INT (ship®((RND%.2)+.9));" ships.”
3188 RETURN

3208 REM #¥- Alter Navy Postings -#¥

3281 LET percleft=108@

3205 FOR a=l T0 9: IF sia,b)<>user THEN B0 T0 3
298

3217 IF percleft=8 THEN 6O TO 3298

3215 PRINT "The old percentage posted aroundSol
“sa;" was ";sia,d)#108;"%.": INPUT "Mhat percent
age of your total fleet do you want posted aro
und Sol ";a);" (B-";(perclett);")";percent

3228 IF percentperclett OR percent{(2 THEN PRIN
T "Incorrect. Re-Enter.": 6 TO 3215

3223 LET sta,4)=percent/108: LET percleft=percle
tt-percent

3238 FRINT "There are now ";INT (p{user,l)#¥pluse
r,2i¥sta,4)i;" posted around Sol *;a

329Q NEXT a

3295 60 SUB 9999: RETURN

3380 REM #%- Attack Next Planet -##

3385 IF user=1 THEN LET pla=2: LET add=l

3318 IF user=2 THEN LET pla=8: LET add=-1

3315 IF sipla,6)<>user THEN PRINT “The Next Fla
net is Sel ";pla: 60 TO 3322

3328 LET pla=platadd: 60 T0 3315

1322 IF INT (sipla-add,4)#pluser,3)#p{user,2}¥p!
user,1))=@ THEN PRINT *You have no ships on you

().

boun

r planetto invade with.": 60 SUB 9998: LET menus
el=1: RETURN

3325 PRINT “The cost of this battle is "j: LET ¢
ost=INT (RND¥le+6)+1: PRINT cost;CHR$ 1443 LET p
(user ,5}=p {user,5)-cost

3330 PRINT "Battle Commences.”

3331 FOR a=1 TO RND*4@: BEEP RND/2@,RND*18+28: N
EXT a

3335 LET yatstr=INT (s{pla-add,4)#pluser,3}#plus
er,2)#pluser, 1))

3348 LET hatstr=INT (s{pla,4)#*p{3-user,3)*pi3-us
er,2)#piJ-user,1))

3342 LET fnua=yatstr/(hatstr+.8@0@81): LET range=
fnua+i: LET pick=RND#range

3345 IF pick{=fnum THEN LET win=1: 60 SUB 3500:
CLS : LET s{pla,4)=08: PRINT "Your forces have t
aken the plan-et": "FOR a=1 TO 1@: BEEP .B33,a-I:
BEEP .0833,a: BEEP .833,a+1@: NEXT a: LET sipla-
add 1)-3{pla add,1}*{RND*.1+.83): LET sipla,i!=s
{pla, 1) #(RND#.2+.4): LET s(pla,b)=user: LT attac
k=2: BEEP .2,25: BEEP .2,28: BEEF .25,38: 60 SUB
9999: RETURN

3358 LET win=@: 60 SUB 53@@: CLS : PRINT “The de
fending navy stopped your invasion.®: FOR a=1@ T
0 1 STEP -1: BEEP .83,a+5: BEEP .@3,a: BEEP .D3,
a-1@; NEXT a: LET sipla-add,l)=s(pla-add,l}*{RND
#,25+.85): LET sipla,l)=s(pla,1)*(RND¥.1+.B): LE
T attack=1: BEEP .2,-25: BEEP .2,-2@: BEEP .23,-
38: 60 5UB 9999: RETURN

340@ REM #%- All out attack -#

3405 INPUT “Enter your code number:- "; LINE p¥
3404 IF {user=1 AND p¥=c$#) OR (user=Z AND p¥=d$)
THEN PRINT "Correct code.": BEEP .1,8: 60 TO 3

411

3418 PRINT “Incorrect Code number.": FOR a=! TO
i@: BEEP .1,-18: PAUSE 5: NEXT a: 60 SUB 999%: L

ET menusel=1: RETURN

3411 LET yatstr=INT (pluser,3)#p{user,Z)#*pluser,
1)): IF yatstr=@ THEN PRINT "You have no ships
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in your whole fleet to attack with.": 60 SUB 999
9: LET menusel=1: RETURN

3412 PRINT TAB 8;"ALL OUT ATTACK:BO''":s BEEP .25
o 18: BEEP .25,5: BEEP .25,18

3415 PRINT "This attack will cost ";: LET cost=I
NT (RND#4,Te+b)+1: PRINT cost;CHR$ [44: LET plus
er,a2)=p{user,3)-cost

3420 LET hatstr=INT (p{3-user,3)#pi3-user,2)#p(3
-user,1}): LET fnum=yatstr/(hatstr+.B2000801)
3438 LET range=fnumt1: LET pick=RND#range: IF pi
ckitnum THEN LET win=1: 60 SUB S588: CLS : PRIN
T "You have succesfully invaded  your opponent
s territory, well done!!'!'*: GO SUB 9999: 60 TO
Fe+d

5435 LET win=B: G0 SUB 558@: CLS : PRINT "There
were heavycasualties on both sides. The opposi
ng forcesmanaged to beat off your attack though.
“: FOR a=28 70 -20 STEP -2: BEEP .1,a-35: BEEP .|
ya: BEEP ,1,3+9: MAT a

3448 LET num=INT (RND#9)+1: FOR a=1 T0 num: LET
pla=INT (RND%9)+1: LET sipla,i)=s{pla,1)*#(RND#.5
+.9): LET s(pla,3)=s(pla,3) #RND+.5: LET s{pla,B)
=sipla,B)#1+(RND#sipla,B)): NEXT a

3445 LET attack=1

5438 60 SUB 9999: RETURN

3300 REM #2- DIPLOMACY -#+

3582 CLS

3385 PRINT TAB 12;"Diplomacy” 'TAB 12;"---===~-- :

3518 PRINT : PRINT "{. Try to force your oppoent
tosurrender.®: PRINT : PRINT "2, Try to form an
alliance.": PRINT

3312 PRINT "3. Return to main menu.”: PRINT

3315 INPUT “Enter cheice:-"jdipsel: LET dipsel=l

NT (dipsel+.,3): IF dipsel<1 OR dipsel>3 THEN BE

EF .3,-4@: BEEP .3,-35: 60 TO 3515

3317 IF dipsel=3 THEN LET menusel=1: RETURN
5320 G0 SUB (dipsel-1)+2B@+36@8: GO SUB 9999: RE
TURN

3688 REM ##- FORCE OPPONENT TO SURRENDER -##
5603 PRINT *Your diplomacy groups fee for this
15 “j: LET fee=INT (RND#10@0@)+1: PRINT fee;" "7
: LET pfuser,5)=pluser,3)-fee

3618 PRINT " Player “;3-user;":-"

3615 IF user=1 THEN PRINT u$;" “;of

3617 IF user=2 THEN PRINT t$;" ";n$

3628 DIM e${l1): PRINT "Ruler of ";: GO SUB 1458:
PRINT 9-numpla;” planets. Your opponent is wen

dering wether you wish to surrender or not.": IN

PUT "Do you wish to?"; LINE e$: IF e$(i)="y" OR
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e$(1)="Y" THEN &0 TO 900@

3623 PRINT "Player ";3-user;" does not wish to s

urrender.”: RETURN

3800 REM #%- FORM AN ALLIANCE -##

3805 PRINT *The diplomacy groups fee for doi-ng

this job is "j: LET fee=INT (RND#le+3)+i: PRINT

tee;CHR$ 144: LET pluser,3)=pluser,3)-fee

3818 PRINT * FPlayr ";3-user;":-"

3815 IF user=1 THEN PRINT u$;* “;o$

3817 IF user=2 THEN PRINT t$;" ";n$

3820 DIM e${1): PRINT "Ruler of ";: 60 SUB 1438:

PRINT -nuepla;” planets.” "Your opponent wishe

s to fora an alliance with you.": INFUT *Do you

agree?"; LINE e$: IF e$(1)="y" OR e¥{1}="Y" THEN
G0 SUE @e8

3825 PRINT "Player “;3-user;" does not wish to f

orm an alliance.”

3838 RETURN

4880 REM #¥- READ QUT -+

4282 CLS

4804 PRINT "Read Out on General information.” ':

FOR a=1 TO 32: PRINT CHR$ 144;: NEXT a

4085 PRINT '" Player ";user

481@ IF user=1 THEN PRINT t$;° ";n#

4815 IF user=2 THEN PRINT u#;" “;of

492@ PRINT * Ruler ot ";: 60 SUB 1438: PRINT nue

pla;® planets.”

4825 PRINT "TAX on population=";p{user,4)#18@; "%

4838 PRINT "PEOPLE under your rule=";
4831 G0 SUB 495@

4833 PRINT pop

4034 PRINT "Ships in Navy:";INT (p(user,i)#p(use
ry2}#p(user,3))

4835 PRINT "F.143 in stock=";pluser,i);* ts.”
4048 PRINT °F.143 used=";p(aser,2)#10@;"L"

4045 PRINT "F.143 used in navy="jp(user,3)#piuse
ry2)#100;"L"

4958 PRIRT "Percent of total F.14J used for civi
lian needs=";(1-pluser,J))#(user,2)#188;"%"
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4855 PRINT "MONEY owned="3:pf{user,5):CHR$ 144

4860 PRINT "Planets owned:-*

4865 FOR a=1 T0 9

4870 IF s{a,b)=user THEN PRINT "Sol ";a,

4388 NEXT a

489@ GO 5UB 9999

4122 RETURN

4580 REM #%- SURRENDER -##

4305 DIM e$(1): INPUT "Are you sure you wish to
surren-der?"; LINE e$: IF e$(1)(3"y" AND e$(1)(>
“Y* THEN LET menusel=1: RETURN

4318 CLS : PRINT * Player ";3-user’

4328 IF user=1 THEN PRINT u$;" ";of

4323 IF user=2 THEN PRINT t$;" ";n$

4338 PRINT " Your opponent has decided to

efully surrender all his
aUB 9999: G0 10 700

4930 REM #%- WORK OUT TOTAL AMOUNT OF PEOPLE -

4951 LET pop=@: FOR a=1 T0 9: IF sia,6)=user THE

N LET pop=poptsia,l)

4952 NEXT a: RETURN

c@8@ REM #%- ALTER TAXES -+

o8ez CLS

S8@3 PRINT TRB 14;"Taxes" TAB 14;"====="

J0@85 PRINT " The general tax on the populat-ien
is at the moment ";pfluser,4)*100@;"1*

2810 INPUT "Enter new value of tax:-"jtax: LET p
fuser , 4)=tax/108@

o813 PRINT "New value of tax is "jtax;"%"

5828 G0 SUB 9999: RETURN :

9082 REM #%- Space Battles -+

oo81 BORDER 1: PAPER 1: INK 7: CLS

9382 FOR a=1 TO RND*4@: PLOT RND#235,RND¥175: NE

T .3

9083 LET curve=RND*P1/2: LET start=INT (RND#5@)+

288: FOR a=start TO 255 STEP 2: PLOT a,175: DRAW
235-a,-235+a,curve: NEXT a

3086 PRINT AT 18,@; INK S;CHR$ 152; INK &;CHRS 1

53" INK 3;CHR$ 154; INK 6;CHR$ 155; INK 7;CHR$ 1

ab" INK 3;CHR$ 137; INK 6;CHR$ 158: PRINT AT 18,

29; INK &;" ";CHR$ 145; INK 2;CHR$ 146;AT 11,29;
INK 63" “;CHR$ 147;CHR$ 148;AT 12,29;CHR$ 149;C

HR$ 158; INK 5;CHR$ 131: IF fnum>12.5 THEN LET

fnum=12,5

96

peac
weapons to you.": GO

9987 LET xwings=INT (fnum+.5)#7+1: DIM x{xwings,
2): FOR a=1 TO xwings: LET x{a,l)=INT (RND#22):
LET x{a,2)=INT (RND#4)+4: PRINT AT x{a,1),x(a,2!
;CHR$ 159: NEXT a

2908 DIM v(7,2): FOR a=1 TO 7: LET v{a,1)=INT (R
ND*22): LET v{a,2)=INT (RND#4)+24: PRINT AT v(a,
1),via,2); INK 6;CHR$ 16B: NEXT a

3389 FOR a=1 TO INT (RND#9): LET alp=INT (RND#9)
t1: PRINT AT INT (RND®22),INT (RND#11)+1@; INK I
NT (RND#B);CHR$ sfalp,7): NEXT a

331@ FOR g=@ TO RND#1@@: LET shipick=INT (RND#xw
ings)+l: LET xcord=(x{shipick,2)+1)#8: LET ycord
=iZ22-%{shipick,1))#8-4: FLOT xcord,ycord: LET le
n=RND#1@@: DRAW len,®: 60 SUB 598@: PLOT (QVER |
sxcord,ycord: DRAW OVER 1;len,@

9313 LET shipick=INT (RND#7)+ls LET xcord=v(ship
ick,2)#8-1: LET ycord={22-vishipick,1))#B-4: PLO
T xcord,ycord: LET len=-RND+#1@@: DRAW len,@: GO
SUB 598@: PLOT OVER l;xcord,ycord: DRAW DOVER 1
slen,@

9923 NEXT g

9538 60 SUB win®1808+5008: RETURN

39088 REM #x- FIRE SOUND -+##

39@1 BEEF .@5,RND#2@+28: BEEF .85, RAND#2@+25: RET
URN

6@@@ REM ##- DEFENDER WINS -##

6085 PLOT 231,84: 60 SUB 598@: DRAW -231,8: OVER
13 PLOT 231,84: DRAW -231,@: OVER @: GO SUB 79@
@: RETURN

6999 STOP

7088 REM ##- Attacker wins -##

7005 PLOT 24,84: 60 SUB 590@: DRAW 231,@: OVER 1
: PLOT 24,B4: DRAW 231,@: OVER @: G0 SUB 7908: R
ETURN

7902 REM #x- SHIP BLOW UP -#«

7981 FOR c=1 TD RND#15: FOR b=1@ TO 12: PRINT AT
b,win¥29; PAPER INT (RND#8):"  “3;: NEXT b: BEE

P RND+.@5,RND#-20-2@: NEXT c: RETURN

8499 RETURN

8380 REM ##- TITLE -+#

8582 60 SUB BoD@

8585 PAPER 1: BORDER 1: INK 7: BRIGHT 1: CLS

8318 CIRCLE 127,88,58: PLOT 127,38: DRAW @,109,!
: PLOT 77,88: DRAW 10@,0,!

8315 PRINT TAB 7; FLASH 1;"SPACE BATTLE 2@91°

8528 CIRCLE 5@,158,20: PLOT 5@,130: DRAW @,48,1:
PLOT 3@,150: DRAW 4@,8,!

B325 PRINT AT 108,@; INK 5;CHR$ 152; INK 63CHR$ 1

93" INK 3;CHR$ 154; INK 6;CHR$ 155; INK 7;CHR$ |
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56" INK 5;CHRS 157; INK 6;CHR$ 158

8538 FOR a=1 70 RND#18: PRINT AT RND#21,RND#31;
OVER 1;CHRS 159: MEXT a: FOR a=! TO RND#9: PRINT
AT RND#21,RND¥31; INK 6; OVER 1;CHRS 168: NEXT

i

B540 RETURN \

B60@ REM ##- Set-up graphics -+

8685 FOR a=USR "a* TO USR *u"+7: READ v: POKE a,

viNEfT a2~ -

8610 RETURN

9280 REM *#%- UNIFIED SYSTEM :ﬁl

98 HiHH K 7: BRIGHT @: CLS
Va1l LM 6 : PLOT @,83: DRAW B,1@: REM
Sal

7815 PLOT 3,88: PLOT 5,88: PLOT 7,8B: INK 2: PLO
T 18,868: REM Inner Planets

9828 INK 6: PLOT 33,B8: DRAW 1,1: DRAW 1,-1: DRA
W-1,-1: DRAW -1,1: REM Sol 5

9825 INK 7: PLOT 62,88: PLOT 43,8B: REM Sol &
7838 INK 4: PLOT 124,88: INK 3: PLOT 194,88: INK
@: PLOT 255,88: REM Outermost Planets

9833 INK &: PRINT AT 1,15;CHR$ 132;CHR$ 143;CHRS$
L43;CHRS 134;AT 2,15;CHRS 143;CHR$ 143;CHRS 143
;CHR$ 143;AT 3,15;CHR$ 143;CHRS 143;CHRS 143;CHR
§ 143;AT 4,15;CHRS 129;CHRS 143;CHRS$ 1433CHRS 13
2

9040 INK 7: PAPER @: PRINT AT-1,d;°The Sun ihe o
n "jAT 2,8;"same scale --->";AT 3,0;"as the plan
ets.”

9843 PRINT AT 8,7; BRIGHT 1; INVERSE 13"Plan of

S0l Systea®

7850 PAPER 4: INX @: BRIGHT 1: PRINT AT 13,1;"Yo

u have succesfully unified";AT 14,2;"the Sol sus

tes. Human civ-"3AT 15,3;"ilisation can now prog

r-"3AT 16,4;"ess and spread into t-";AT 17,4;"he

98535 LET oct=0

9868 BEEF .1,-14+oct: PAUSE 2@: BEEP .1,-14+oct:
PAUSE 28: BEEP .1,-14+oct: PAUSE 2@: BEEF .125,
-1B+oct: PAUSE 4: BEEP .1,-11+oct: PAUSE 1@: BEE
P .1,-14+oct: PAUSE 2@: BEEP .125,-1B+oct: PAUSE
4+ BEEP .1,-11toct: PAUSE 1@: BEEF .1,-1d+oct:
PAUSE 50

9865 LET oct=INT (RND#21)-18: 6O TO 9840

999@ CLS : PRINT TAB 12;"Save Game."'TAB 12;"---

"

9991 PRINT """"File name:-";: LET f$="Turn *+SIR
§ turn: PRINT f$: SAVE t$ LINE 9993: PRINT "Frog
ram saved, rewind tape for verification. If it
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SPICTRUN 48K

does not verity then type 6O TO 9991.°: BEEP =
.5,-25: VERIFy v 3
9992 PRINT “"Program Verified., [o you wish tocont
inue this game?": INPUT "(Y=yes/N=no)"; LINE r$: =
IF r§(1)="n" OR r$(1)="N" THEN RANDOMIZE USR @ =
9993 LET menusel=1: RETURN ;
Y998 REM #%- ENTER prompt -## :
7999 INFUT FLASH 1;"Press ENTER to continue.®; B
LINE o%: BEEF .@5,RND#1@: BEEP .BS,RND#1d: EETUH_"
N SR R




Square, London W1,

A.S5.P. Lid., (P.H.)
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CLASSIFIED DEPT. (CG) A.S. p\, Ltd., 1 Golden

CLASSIFIED RATES — 40p privatz per word. Semi
display £9 per single column centimetre. Series
rates on application. Please note that all classified
advertisements under £20 must be prepaid. All
cheques or postal orders to bé made payable to

Telephone Dave 01-437-0699

=3
—Ey =
i

ATARI
400/600/800 XL/XE SOFTWARE
We have an all round selection of
disks, cassettes and cartridges
FOR HIRE. Apply now and hire
your first 4 games free. Well over
800 different original titles. For
full details send stamped
addressed envelope or telephone
avenings 7pm=10pm or week-

ends.
LOW ATARI PRICES

800 XL Computers £94.95
(P&P £2.95)
1050 Disk Drives £174.95
(P&P £2.95)
Save £10.00 when you purchase both
Memorex disks, bowxes of 10 single
density disks £16.50, double density
disks E£18.00. Antic and Analog
magazines available
Six subscriptions £18.00

Games & Software Club,
Dept CG, 35 Tilbury Read,
Thorney Close, Sunderland,
SR3 4PB. Tel: 0783 286351.

—WIN A COLOUR T.V.—

Spectrum - Oric - Atmos - QL
Softwane Library
Free membership. Free aniry 10 draw.
SAE lor details to: Hire Soft, (Depl CG),
113 Broomfield Rd., Marsh, Hudders-
fleld, Yorks. (State micra)

JOKES

FREE

Britain's Ma: 1 Joke
Catalogue packed
with over 500 practical jokes lmm Sp
Stink bombs, Whoopee cushion, wob-
bly lager glass, laxative tea bags,
smoke bombs, willie sugar, cigaratie
bangers, joke blood, sick, mess, soap
sweats, wet jokes, exploding jokes,
magic tricks, party fun kils, masks,
make-up, sea monkeys, girl strip pens,
adull party packs, saucy novelties,
naughty presents, posters, badgers,
the complate Joke Shop by Post.
Send 13p stamp with your name and
address for bumper colour catalogue
and Free Gift to

MATCHRITE, THE FUNNY BUSINESS

{Dept C.G.) 167 WINCHESER ROAD,

T198/4A BASIC
Seven games on Iwo lapes one price
Bagbounder Food of the Gods, 30 Maze
Hunt, Eat-Up. Laundry Man, Lower and
Higher and Rebound Sector £8.86. 50%
prodits for Ethiopia. PAFP Free. Send
Cheugques/PO’s to
KEABEE SOFTWARE, T2 Thornes Park,
Rasirick, Brighouse, W. Yorks HDE JDA,

fick,2041)#8: LET yc:

BRISTOL BS4 INJ.

LIBRARIES

BBC / ELECTRON / DRAGON
software library. Membership
£5.00, tapes 1 (+30p P&P). Stamp
tor details. E. Tucker, 58 Blenheim
Walk, Corby, Northants.

PUT YOUR
SALES
FIGURES
INTO ORBIT!
TO
ADVERTISE
PHONE DAVE
ON
01-437 0699

For Gomm 64, 16 : "u"IC 20 :
SPECTRUM : AMSTRAD :
DRAGON : ATARI 400/800/

1200 MSX : BBC :
ELECTRON SAE FOR
PRICE LIST

(state which micra)

ARCADE SOFTWARE
202/3 Shopping Hall, East
Ham, London E6. or phone
01-471 S900 FOR A PRICE

ATARI
FREE GAMES

Yes jus!t send large SAE for our |latast

list and you will receive a space shool-

up FREE on tape, disc owners send
blank disc Mail Order only

STOCKSOFT

15 Woodbrook Road,
Birmingham B30 10E.

COMPUTER GAMER
CLASSIFIED ORDER FORM

A.5.P. LTD)

SEND TO: 1 GOLDEN SQUARE, LONDON W.1.6L20 7AR.

88

Please place my advert in CG for.
commencing as soon as posmble I am enclc:s.l ng
my cheque/P.O. for £. .

Signature.......

. iIssues

. {made payable to

Phot® NO. .....covieinieiismsnssrassrsssmsisssssssnsvnanes

Pl
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“—  THE ULTIMATE GRAPHICS PACKAGE . FOR THE COMMODORE 64

I I I T a3 ABEDEFGHI JEL MNP 12345678 DATA
{ i ikl :1 . 255
. | 9.\, & 133 :
. 1 /2 7 143
‘ . | s O v 0 123
1 1 [ rd | 129
' . 29 HOUE 7 255
- lﬁﬁ YEXP - o
M IRIGHT QIEM DISPLAY INPUT
M INESG
: H ['E5e SO0
R ;
- L 1] FLIP HACKA STOR ILL
N 1 |GRID  ERAS D OMM REY anui. Eun-si Ftkc[
ALK 2 CALL DLIST
dAD CELEAR HLIST
AUE FULL EXLT
[corLour mem | AT 2.C
GYRON ART STAR KEYROARD MODE
P. ITEEEDITOR — CHARACTER EDITOR
—_— ! | % } - 1 4 -

HI-RES MULTI COLOUR T 4 mo‘
I PAINT BOX ~ . '

100% Machine Code. #* | Save Sprites, Characters or Hi-Res Screen forluselin
Full Sprite Creator and Editor with 64 your own Programs.

Sequence Sprite Annimation. Laad Previously Saved Screens for Alteration|
{Full Character Creator/and Editor. Full Sereen Canvas. .

Hi-Res Multi-Celour Paint Box including: Full 16 Colour Palette.

Block Move * Verticle and Horizontal Full Documented & lllustrated Instruction
adjustment, ¥ Rapid Fill »* Circle etc. Manual.

Xk |y

XX KX

* Keyboard, Joystick or Light Pen Opperation. * J
* Menu Driven Stack Light Pen or Compatable.®
_ Msend to Gyron Software Ltd. P.O. Box 194, Manor Park, "l
%ﬂ"'ﬂr/ | London. E12 BaL | Please supply Copy/Copies of ARTSTAR on |
. v : Cassette @ £15.95 [ ] [Jpisk @ £17.95 Please tick box. |
| = T 1 - I | enclose cheque/P.O. for £..oviiveines payable to Gyron Software Ltd. |
\(‘]/; T/Fj-}/ \Hj j//}!/- --/-1 | VBT s s s s s s I
AN ¢ 446
. I N |

I
P.0O. Box 194 |Mangr Park, Landon E1260L b A e e e R S e Post Code......... |
Sold acoording to the Gyron Softiware terms of trading | |

—— —— ———— e —— e S S S S, S e e — —

copies of which arp avaljablejon rgquest. Orders returned by first class post. Post & Packaging FREE
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IR A CHALLENGING ARCADE-STYLE ADVENTURE

THE INTRODUCTORY SCREEN

SCREEN L . T SR 4 _ 95 ca
Your mission is fo retrieve all the diamonds from a series of underground caves; some of the
diamonds are easy to collect but many are located in cleverly-constructed traps of falling
rocks and boulders. Other diamonds lie nearby giant eggs which hatch into ferocious
reptiles. You are aided by maps to guide your way through the 12 increasingly difficult
levels. Each level features 4-way screen-scrolling over an area of 16 times the size of the
screen — an enormous challenge by any standards! A fascinating strategic game with an
ingenious "password” feature which enables you to skip screens which you have already

completed once. Our best game yet!
e,_®
@ﬂ?ﬂél‘lfm When all 12 ievels of Repton have been completed in succession,

a congratulatory message is displayed on the screen. The first person to send us a
photograph of this screen will win £400. Closing Date: 30th September, 1985,

T "*‘ﬁ* o S ACORN ELECTRON VERSION
. gl i

RACORN
€ELECTRON

WEPAY UPTO 20% ROYALTIES FOR HIGH QUAUTY BBC MICRO AND ELECTRON PROGRAMS.

/  SUPERIOR SOFTWARE LTD.

OUR GUARANTEE

<’ (1] Al our saffware is despatched within 48 hours
™ DEﬁf MU?, QGQEHT HOUSE, Ery first-chass post
(2] In the unlikely event thal any al aur soffwarne
fails o koad. return your cassatte o us and we

will immediately send a replacemeant

> Skinner lane, leeds /.
A Tel: 0632 459453, E




