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Aggro at closing time at the local. Getaway car
screeches to a halt outside a bank. Ingenious
methods employed by the Mafia to literally
spirit away the loot from the High Street. Never
fear - P.C. Fuzz is on patrol

COMMODORE 64 £7.95

TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322)92513/8

MAIL ORDER: B8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083
o PAYMENT BY CHEQUE PO ACCESS/VISA 50p POSTAGE & PACKAGING

-
LS
-

-"‘--.._1




CONTENTS

N © VEMBE ER 1 9 8 4

FREE! GIANT POSTER
INSIDE THIS ISSUE

Front Runner’s top-selling Storm Warrior

IN DEPTH REVIEWS

Forest uf Dn-:-m
| Puffin Bc
serutimise is first .-_-.‘J'.'L niure

| Inmght Eureka' ......................................................................... 34
World premiere of the game that rewards the lirst person o

ave the wWort

COVERSTORY

Eipaced c:rut on game*s" ............................................................... 14

Clames car N P! slogical 'traps' to get you hooked | HEROES INC

Channel 4 propositions the TVG heroes

COMPETITIONS -
So you think you can dobetter ..... REVIEWS ... st
. avid Crane and Steve Kilchen Good - and bad - buys for the Spectru

] 1 r o
- 3o i 4} " 1% =~ 1 ks 1 r
[y _-I_I' I 111 ¥ Al Lol | 1

il bl 111l 11l EOliFo L B S LN L

If ',rnu ve got ElEp-Ectn:In
Win a complete peripherals kit f

i
1 =y Y .I_I T R Tal s 1T +
L | MIvel lales 4 ol ik il

SURVEY

The gamer in the street

THE ARCADE SCENE

Swat, Mad Crusher, Super Bagman, VS Tennis

REGULARS

Editor Online

Dave Raves

Top Twenty Games
Top Scores

TV Gamer Club Letters
TV Gamer Club eggs




=
Specfrum 48K or

15’ K OF MRE “vsrinr Commodore 64
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m 5 complete Adventures, each with i1s own Mcu&e,‘--.}i’
in oné multi-load mego-progrom: "Eureka!” is the  © - " o SRS : - ==
I o, o G — ‘ 3 Fuli-cotour bookief,

' ¢in scale: “Eureko!” spons five eros of history! . pohl : i Lo :
~ You battle against the dinosaurs, outwit Nero and ' : gﬂgﬁg ﬂ* cryphic
.,I'I ladioiors o E'_ . mmnuund -I-uuEr ... i . s — .-- L2 Eprﬂu
SRS (i oky iato 1984 deteal the ' and win the £25,000

bbean who is hoiding the world R reward

® All 5 Adventures are linked — bul you can choose fo play i
seporately. And they all have REAL TIME built in. So if you don't think
fost, you wind up as a plerodactyl’s lunch, die of overexerion in a Ron
mgz,u' ust lose your mind... B

m “Eur ul'lannljuatmEE::—nM]uﬂmMWn Atthe start of each :
historical era, you face an Arcade Action fest, to decide your strength level for - — T —
the Adventure fo come. ke | || PS—;
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m The betier your score, the stronger and faster you'll be.

m And it'll keep you on your foes, with constantly-changing, static and moving

graphics. Brilllant music and sound effects add fo the excitement. . =415 e |

m As part of the “Eureka!” pack, you receive o full-colour iliustrated = Ny coug
i

booklet, containing cryptic riddles and mysterious illustrations, Using Hiah aualit el
booklet and screen fogether, you steadily unrave! the clues and build A Gfﬂu? e n}:- o A
up a secret phone number piece by piece. moving b'f aphics

m If you're first 1o ”"Er'." you save the world and collect the £25, 000!

m Quite o package! And fo give everyone a fair chance, “Eureka!” will be

released simultaneously worldwide on October 3151, 1984. No packs will be

available until that date. All orders received by mail or phone by 26ih

OCTOBER will be despaiched by post on the 31st right across the world. 50 e I Lo .
order now, and be one of the first off the mork. / . . = =
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DEVISED BY “Eurokal”, FREEPOST, Dep! 400, Maun! Form, Milion Keynes r;ﬂ 14a =~ -%‘ ;-.- N
JAN LIVINGSTONE G sl e

Plenss send me “Furskal” pocks, Compiebe with cossethe, lul-colour
bockke!, instructions and rukes, of & 14,95 eoch PLUS 550 post & pocking. ¥
T | my ceder ks recelved belo 16 Oclobel RE4, | will receive o fres £7
, o YOUCHhas toworh a bojon Bght pen. Please allow 14 By ohel oy or ondens.

o ‘ oded | 18,50 \ 24 HOUR PHONE
) . p— HOTLINE NUMBER
EPECTRUM 48K =i O 01-460 6000
[owis || ForCredit Cord Orders

| encious poymant by chegues/'PO. payable o DOMARK LTT
Of Prease chasge my Crecit Cord e visa [ I access [ [ amex O]
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The storylines for “Eurekal” are by lon Livingsione,
whose “FHghting Fantosy” books have Sold over
2,000,000 coples. He's dreamed up soma raiher
nasty fricks and twists for you in this Epic, because
he has also devised the crypfic clues and
conundrums in the booklet that goes with the
program. He's the one who knows Ihe answers.
"Eureka!” wos programmed by

[ /
Andromeda teams led by —] =

Hungarians Dondt Kiss and Andras ‘
Csaszar. It took the equivalent of 5

ExpryDode. Bl

YEARS 1o create, and the skills of e o

4 graphic artists, 2 musicians AL EUREKAT “’;’I&?{:mﬂmﬁ“ s <<
and a professor of logic too. h." ~ Tocaive on g bonus; £7 vouchet

We told them lo strefch the / "—,-?ﬂr:r:mw;f.f.rr T Mool pics I8 ST1.2
hardwares copabilities, and make 2/ - RN
sure you were kept awake for hours!! /7 WA
They ve done it.. * e ¥
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The race for the £25 000 starts on 31 Oct 1984 and closes on 31 Dec 1985.
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Contributors P et tvir—
Andy Harns L e e e L A S e T
David Harvey 1 -
Lhicky Rowett
Mike Lews .
Richard Porc) A warm hello to our longstanding readers — and also to the
Ly many new ones swelling our ranks. We're happy to report that
E“l':“]"l‘“‘?“ i we've had to increase our circulation to meet the demand.
T 1L
Production manager As you've probably qlrenjdy noticed, thlere's lots of goodies in
Martyn Lonaly this issue. The most obvious is the free action-packed poster of
Front Runner’s top-selling Storm Warrior.
Commercial director
i Then there's two great competitions. Open to all TV Gamer
Editorial, display advertising readers is the chance to join the ranks of world-famous
and circulation departments programmers such as David Crane, Steve Kitchen and Alan
WIR 1AL telenbone 4 i Miller — whether you can program or not. Just send in your
Published by Boytonbrook Ltd ideas for a completely innovative and entertaining game. And
feg. office 12 Great James 3 Spectrum owners can win up to £550 of peripherals: printer,
PO B el Y modem, interfaces, microspeech unit, lightpen, U slot, joystick
© Boytonbrook Ltd. 1884 and software.
'l' MM UG We're not mercenary, but this issue also has the scoop on
S S R g Domark’s exciting adventure, Eureka! This is the big-prize game
manazine are sent al the owner's that rewards the first solver with £25,000. Turn to the centre
IILPI : '-*a'_ll:.l- -l-'.'-ll!-r.ll Are ; s pages for what is FEE!”';.I’ five adventures — and five arcade
|i.-l.-'b'.'l.-=-.|.I.'-I-I::!‘.I.-=r-|=:I.jrr-|l-l‘.I;:I -|II.I i : games — rolled into one.
I OT damag
How to win friends and influence people. . .well, impress them,

Hrinted by Southermprnt Lid

anyway. Read this issue and you can show them how to solve
Bruce Lee, get through the first eight levels of the arcade Star
Wars, and manoeuvre your way through The Forest of Doom.

If you're thinking about Christmas, don’t miss our next issue.
We've rounded up the most popular games, peripherals and
games systems. And come up with some sure-fire reasons to
persuade your parents or friends to put some in your Christmas
stocking.

Happy reading.

Cover picture:

Stonm Warrior by From Bunner




GAMES, GAMES

As the games producers race to complete their
latest products for Christmas, TV Gamer’s
offices have been inundated with news of new
games. Onthese pages we’ve selected what
we think are the best. More details will appear
inTVG’s December reviews.

Ghostbusters

New York city has a pro-
blem: paranormal OC-
currences are plaguing the
city. The only people who
know this are three bright

off-beat university parap-
sychologists. Deprived of
their research grant and
forced into the cold, com
mercial world, they start
their own business - the
aptly named Ghostbusters

S0 runs the storyline of
Columbia Pictures' top film
for Christmas 1984 Ghost-

busters. Released in the US
In June, 1t gave Columbia
Its biggest opening week-
end m its history. It will
wind up as the unchallen-
ged box office leader of
Columbia's sixty years of
filmmaking

Even the theme tune has
achieved fame - it was
number two in the US pop

charts as TVG went to
press. Now, of course,

comes the game

Actually, it's the first time
[ve seen the game before
the film. Ghostbusters the
film will appear in the UK
on 7th December. A proto-
type of Ghostbusters the
game appeared in Sep-
tember. TVG got a sneak
preview of both.

The films stars Sigourney
Weaver, Bill Murray, Dan
Avkroyd, Harold Ramis
and Rick Moranis. Aykroyd
and Ramis also co-wrote

lvan Reiltman produced
and directed
The Ghostbusters are

cosmic crusaders. Because
of their advanced intellig-
ence, they walk that fine
line between genius and
lunacy, They wear sophis-
ticated backpacks and
carry neutrona wands that
emit particle streams. They
also drive the first func-
tional Ectomobile in the
world

This 15 an elegant 1959
Cadillac ambulance fitted
with electronic devices
These allow the GChost-
busters to locate major
psycho-kinetic distur-
bances, retrieve the ecto-
plasmic material, and store
I

The Ghostbusters must

|search out ghosts in New
York public library, City

Hall Columbia University,
The Tavern on the Green
Central Park West Col
umbus Circle and the for
mer New York police de-

| partment lock up.

After shooting, 200 spe-
clal effects shots had to be
put mto the film

Ghostbusters the game
follows the film closely. Its
OpPEening screens are ac-
companied by the chart
busting theme tune - 3ome
of the best sound I've heard
on a Commodore 64, The

graphics are large and
clear, featuring those
famous New York land-
marks

In the game, the Ghost
busters have become =o

famous that they are

franchising their operation

You take the challenge.
You are given $10.000

| You must use this carefully

to buy your car and elec-
tronic devices. There are
four cars, ranging from a
runabout to station wagon
o hearse to 'supermobile’

Gadgets include special
marshmallows, ghost va-
cuums, and neutrona

wands. Ghostbusters trav
elling in pairs trap ghosts
between these; the vacuum
sucks them up

Ghostbusters was des-
igned by top Activision de-
signer David Crane, of Pit
fall T and II. and Decathlon
fame

It will be in the shops by
mid-November, running on
the Atan VCS, Commodore
64, Spectrum, and leading
systems including MSX.

| The funniest game of the
vear ftle could well be
awarded to New Gener-
ation's Cliffhanger

Clhiffhanger is set In the
canyons of the wild west
Hero Cliff must stop the evil
bandit passing through
The best description of
ana mstructions for, the
game are: watch the Road-
runner cartoons.

In these, the hungry
coyole Invents mind
boggling gadgets - which

usually backfire on him - to

stop roadrunner. So, too,
Chif desperately throws
boulders, cannon and

anvils on the bandit. So too
they may boomerang back
on him

New Generation has also

released Trave! with
Trashman. After his first
adventure, Trashman was
awarded a diploma of
trashmanship. He cele
brates by travelling the
worid

To his horror, he sees
tissues at Jerusalem's Wail
ing Wall, empty bottles at a
German beer festival, roses
in Spanish bullrings, coco-
nuts lttering south sea
beaches, and carmival dec
orations on Hong Kong's
streets,

Cliffhanger; CBEM 64, £7.95
Trashman: Spectrum, £5.95
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Eureka! Five

gamesinone

£25,000 is being offered o
the first person to unravel
the mysteries of a new real-
ime advenfure and arcade
game, Eurekal

Eureka! has been descri-
bed as "the most daunting
software puzzle this Christ-
mas" by creator Domark. It's
certainly the best adventure
I've seen. It's a package of
five adventure games and
five arcade games, all on
one cassette. [t 18 ac-
companied by a full-colour
bock with more clues and
symbols.

TV Gamer got a full-
colour exclusive look at
Eureka! Tum to the centre
pages of this 1ssue to see the
excellent graphics.

The theme of the adven-
tures 1s to travel through
tune, locating five shards of
a crystal These must be in-
serted 1n the crystal - other-
wise the moon will break
into millions of meteorites,
crash through the atmos-
phere, and destroy Earth
completely.

Before each adventure,
an arcade game appears
onscreern. You can choose to
skip this - but playing adds
vigour pemnts, The more you
nave of these, the more
chances you have of survival
In the ensuing adventure.

You start in prehistoric
times. There you must loc-
ate the crystal dodging

monsters such as bronto- |

sauri and pterodactyls A
map 15 essential

If you survive this, you
land in ancient Rome. Cap-
tured as a galley slave, you
must work your way up to
defeat gladiators in the Cal-
Isseurn. You are also chal-
lenged by a chariot race, an
orgy and siums. Eventually,
you take on wicked em-
peror Nero. Defeat hum to
find the way to the second
crystal shard

Next comes the age of
King Arthur and the krights
of the round table. This
adventure centres around a
jousting contest. You are — of

course - a kmght in white
armour. Beat the other
kmghts, then

come king of England

Trying to find the fourth
shard, you crashland iIn
Germany - in the middle of
World War IL Tll give you
just one clue here: wear uni-
form or youll be shot as a
spy. You land up in the not-
jonous prison, Colditz. You
must break out,

There are various ways of
escaping from Colditz, but
only one leads to the mising
shard. Along the way, you
must get hold of army dis
guises, [D papers and other
escape ideas,

Finally, you land your air
plane in a James Bond-type
scene In the Canbbean
There lurks arch-villain Von
Berg, who is holding the
world to ransom with a nuc
lear bomb., You must locate

| his base, retrieve the shard,

and blow up the island
Don't forget to escape be-
fore it does blow up!

The world 15 s0 grateful
for your efforts that it re-
wards you with £25,000

The music throughout
Eureka' is excellent In pre-
historic tmes, tom-toms
beat in the background

| There is a fanfare in Roman
times, and mysterious "swir-
ling” music in Celtc times,
The Colditz period features
gunshot and explosions, and
the last adventure is accom-
panied by suitably futuristic

| ITIUSIC,

The five adventures were
written by lan Livingstone,
author of the best-selling
Fighting Fantasy series
With partner Steve Jackson,
he was the first to import
Dragons & Dungeons
games to the UK, and to hold
the first games convention
The duo now nun The

| Games Workshop, the lar-

gest hobby games company
In the UK

Eureka' was then passed
to Hunganan software house
Andromeda. It put over
10,000 man-hours mnto prog-
ramming the game,

Because each adventure
has 48K minimum, the prog-
ram 1s multi-loaded, Luckily,

this doesn't take long as it

help King |turbo lpads It's 250K of pure

Arthur in his quest to be- | memory,

50 how do you get that
£25,000? Well vyou cant
start the final adventuwe
without answerng questions
about the other four. Then
you use that adventure,
riddles in the book, and
clues from five illustrations
o get a telephone number
Ring that number, and claim
your reward.

Eureka' is the brainchild
of Domark - formed from
the fust three letters of
Dominic Wheatley and the
last three of Mark Strachan
They left their relatively se-
cure jobs in a West End
advertising agency earlier
this year to form the com-
pany with computer specia-
list Stephen Byme.

When | first met them 1n
Aprl this year, they were
drumming up the finance for
a prize. Now 1t sits In a
signed bank account wait-
ing. If no one solves the
‘adventure by 3lst Decem-
ber 1985, the money will be
shared out amongst all those
who bought the game. A
coupon 18 enclosed with
each game, just complete i,
and send 1t to Domark to re-
gister yourself on the list

This 18 cne incentive not
to lend your game - or let it
be copied Domark has put
other anti-piracy gadgets
into Eureka' First, the fre-
quency of the turbo load will
obliterate signals when re-
corded Second comes a
system based on audio
signals. Then the most im-
portant clues in the book
will not reproduce on a
photocopier. You will need
 the lllustrations in the book-
let - and m colour. Finally,
there 1s what Dominic calls
"Andromeda's device"

Back in Apri, Dominic
and Mark had no idea what
the game would be — just

Above: Mark Strachan, Dominuc Wheatley, lan Livingstone

that a prize of £25,000 would
be an invaluable marketing
tool They had commis-

| sioned a number of creative

people to put their ideas on
paper, to be expernmented
with by programmers. The
best would be developed
“The game will not be a
Dragons & Dungeons type
It will be complex, with lots
of Ingredients The game
will stand up by itself out-
side the prizer What 15 cif-
ferent 18 the marketing. We

iwill be going on TV, and
|advertising in the Sunday

papers and speclalist
press,” Dominic stated He
has remained true to his
word. More money will be
spent promeoting Eureka!
than The Hobbit or Valhalla

 recelved

In April the duo believed
the game wouldn't be re-
leased until Easter 1985. But
lan Livingstone avalanched
thewr schedule. Now they
are workang flat out produc-

ing Eureka' in vast quan-

fhes

Not until the first rush is
over will they try to come to
grips with — wait for it -
Eureka! II.

1985 will also see other
games from Domark Defi-
nitely on the list is a spooky
mystery from the pen of
Dominics grandfather, the
world-famous author Dennis

Wheatley,

Deirdre Boyd
® Eureka! is available on the
opectrum and Commodore
at £14.95. It wll mitially be
sold through mail order
only, from 228 Munster
Road, London SWE. The first
batch of orders goes out al
the end of October. If you
order before then, you can
get £7 off the price of a
Trojan light pen; this usually
sells at £17.25.
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Deus (andyou) |
ex machma

Starring yourself,
Dury, Jon Pertwee, h-.-a-.-.
Croucher, Donna Bailey
and Frankie Howerd The
story of your hfe. Wel g
ol

o5 . gl
Lelds ex midoiila f1ds

| T} FE—" T, =

ben created by Portsmouth

| software house Automata
known  mostly through
spokesman Piman. What
may pe a computer game
to you or me 15 descrnbed
original au 1o
[tertainment ITl

player actively
part 1n 4 taeley

fully sync i T:
108 stere SO |I|u its a
mix of recorded sound and

~omputer gr -"-}u

as a (ot 1”..
visual er
which the
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'|!-:._., F 1500 package
nves you two tapes OUne
ntains dUk ol memory

Spec
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ernso T*nlm- operallons are
integrated. In 1994, the
computer network be
‘ J"“J""l"TIL—-.'f
of We "’t ]'“ ck. Tuesday
-.-JH!T'T tea and
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The machine
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creates a
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CROLT HER
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il FEANEKI

DEVS EX MACHINA
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Dury the

Above: Tharg. the hyper
intelligent alien editor from
IPC comic 2000 AD. After
extensive negotiations
he's arr: *"u—-i that Quick

|:" lva will release two
games based on the Stron
HILIT “?-:':I" series. These will

|_'|, CEM b4 ana spec
Bghign lln:.' Il”’ 5 . LT

Dog & The Killing ."CEZZ'|-_'.’|'.1

-\.rr """l"

L L e 'he next 158 Stron
= T i ™ o -
[T JI 8L e .-r .".‘:.— L2l
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Also
=1 lvas

at £7.9¢
amongst
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(£6.95), Pro
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Battle
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Mission (£7.95), (Castle ol
B R Y .5 Eo ] b i,
1as0or (Llada ], LUTNGeols

lof Ba (£12.95) and Outpost

!:-..:.-’ 95). 1t has also .t
ted Ant ﬂ."J' ind Snos
iT1an 1'.' the :-. lr_Jr'-'JI "" v |'||'T'".".-"

In Zombie Zombie,

fly ‘_w:ﬂ.lr nelicopter over 4
ted with zombies
landing on roofs, and con
structing bwldings to trap
the zombies. Its a .-:l ) game
with two-channel sound
the first time hf:f-sn-:i
this on a apectrum gaine

.1|". '!'.l' 2 "'-JI -."|'|'T".-'l '.-IJ-
(Spectrum), a reducto ray
has shrunk you
ough to travel
human body

Pro Daris

1'||r-“'

VOoLu

-1||-|| III.!I.'._'.'I

we vig
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throughn a

DS
| & ITiends or EIIC
h:.:.. w. Battlezone 18 an
.Jru.’:_ia; game, and Cutpost
a strategv game. Both
been licensed from Atari
J"L'??:il_l'l'-i" Micro Mission

{{','-H.r'ﬂ Iﬁ-—i_l 15 based on the

[ave

TR0
Ll m

|'|II-'.'- sequences for the TV
i eries. [t 1s a "spool’ acti

| lame where you send you
rabot into the e TNICT

[2.8000T ..-|

'1=_.~:’:~:_: feature Norman the
NAITIOT I"Z:t-.':rl|.| | -'-.|-"--. e
and adventure, you must
golve clues and puzzles
moving nrougi AMDeTrs
and fighting 1n real nme
Leading Ocean’'s games
list for Chnﬂtmas 1S
Hunchb: :'['.' [l b
modos Kev This 15 a
five-st: game in which
Quasimodo must  climb
ropes to pull himself 1o the
top of the bell tower. There
he must collect enough
bells to enter the clock
the bats, de

Nnouses 1
rling cogs and

Sl ders, wihi
oulleys -'i.n get him first
~ And no prizes for gues
sing the subject of Kong
Strikes Back
For rat lans Roland Rat
[MaKes 1S compuier
screen debut 1 a lorty
screen spectacular
Kong .£ Back and
| |.__ uasimodos revenge run
on CBM6E4 at C7.95 and on
s irum al i-..'f' "'.-';." ]"‘I"ilnl:!.j
Rat will appear on both
?I'JHH;— micros, bul the price
| was undeciaed when
| going to press
The other games 1
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Storm Warrior.

He needs no allies, his strength and agility will prove him worthy of the T /
name - ‘Storm Warrior’

Storm Warrior is a 12 screen, all machine code, fast moving graphics
adventure using 58K of RAM. It features 5 levels of play, full playing

demo mode on the first four screens, game freeze facility and a fast
loading system.

Commodore 64 Tape £7.95 Disk £9.95 (including VAT.)

The White Viper.

A great graphics adventure in the land of Demons. Coming Soon.
Commodore 64 Tape £7.95 Disk £9.95 lincluding VAT.)

Dead City Rescue.

The mind blowing, fast loading, 100 screen graphics adventure
featuring 5 different speeds of scrolling to give an incredible depth of
perspective. Mentally stimulating, strategy packed, visually stunning!

Commodore 64 Tape £7.95 Disk £9.95 (including VAT.) Available from your favourite Software Retailer.
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Micronet
update

Have you ever visited the
Micronet Towers? If not,
you're in for a surprise!
Go to page 800 on Prestel
to catch a glimpse of
what it's all about. Or
read on: Lorraine Cox
gives a taste of what can
be found there.

During the recent issues of

TV Gamer, I've reported
on several areas i N ]

database. After a holiday,
Micronets mouse has re
turned to his hole. El
SOueeko s hangout - olnel
WISE L IOWTN as e micro
mouse alternative data
Case 15 setling up nome
a5 a communications area
with information about all
databases 1n existence and
advice about modems

Go debugging with
micCTomouse on padge
*600614497+#. According tc
Adam Dennings game e
View on nage
8001152154, this 15 a un

hours” The game begins
vouve Wwritten your own
program and find its liter
ally crawhlng '.-‘::'h k'_'-L,-'I:!

and wvou must TI
spraying cans ol ]_J.-h.—.i';,l

There are lots of free and
commercial games |urk-

. . =11 1T [ T
L N | oy -y = 1 = I o
flL) all vl | 8 U W O o L
- Tiglh e B
|'| r ¥ L& [ladve o

:_._l" E"l] I\. .'I"u.' x'ir-' l: -'r

n'.'.'--'.r-_[.[:- -:i-‘r'.— 64 .h-= e'll be |

hundreds of games (o
Chnoose [Torr

There are Top Ten
“harts on .[ led every
|_.J.-'I:l = .rii::?"“ :."I':.:'.I.E..;.:ll.

&‘--:_-:n are ‘;:'-3 each compu
ter. These cover programs
from games to utilities for
micro-entnusiasts

[f you like dicing with
death 1n the middle of the
niaght, arm vourself with a
Beeb and follow Sleepy Joe
through the dark world of
the Nightmare  Maze
You'll find the door to es
cape leads only fto a
deeper sleep and more
terrifying regions. There
must be tme to reach that
cup of black coffee l:.-t:-]n'-IH
the ’_JL.II'='1'-'T' ultn.‘h
Pv KM |"|-1‘ come up "'|I"-

ther winner ':'0 downloa i
r. ,h 06000474

ym into the 23rd cent

MICROMET 800 CC» 8001110a

Newsflashes

GOTO S for how to join Micronet

Macsoft (O6-6)
More on Database (0676)
Mational telex (O6-6)
Commodore Show (O776)
Sinclair and Alvey (O776)
Show modem offer (O776)
ICPUG seminars (O776)
What's on show CO776)
Compu-let-down CO7r6)
BT go soft COB-6)
QLnetting DOES work! (OB/6)
Start 'em young! COB-6)
More C'net info... (08/6)

3 e W E T RS T BEEB FL“EH

| your teleporter mal ladder. What happened |past the kngnt inat say
functions, and vou mat next | won't disclose |NIC AAAAARGH Dead

erialise i a place vou don't |COTO page *60099# to |agamn!. If you think you can

recognise. Transform |find out save  im HIgNoO0
Y wrself into a sercerer and fUa 3t 190

lenlist maagical powers fto |There are other B Conway 18 Stuck In a
| banish the demons. It won' cnmpetltmns held over |loop with a gnome and a
i

ey A wpnny =y aid , E o iy . i By 2 ™% t el =Tl T : w | T ¥ "y da¥t=} T.|_|_.--I
| Lol YLl l.'ll_'r':.l [ II'..IJ.L'_.._?'__} 1 L% JI'_ L ] alesa LIl 1Ld [llll LI LLE il ) 8
r*-'-~":'-|~ f the month! |[run |:~.'-_; ?.-_—=_;I-'-'.:-|i and nat- |Fantasia Lhamond el

ol l' ) *T00373133# [1onal computer club mem 1SKs Il anyone ENows 1
.I /ou have a Specirm bers reports on a recent |way out aAre there any

T TR b A U T e e S = ~

there's the Gatecrasher contest held in Windser for |good POk =l tl

|strategy game by Quck- |Nascom n.—"||.'|!.:~".e.a:'-'€%s Each |gizmo's mate stuck in Lords

| silva, voted star program ol home-built computer 1 the |of Midmaght. If you have a
the month by the Netters. |[contest was |1 -l-'- d. Prizes |Spectrum, and have gone
GOTO ‘*eN0614995# |were awarded to the pret- |far on the Moon Alert in this
There are seven levels to |tiest, the ugliest, the best |game Gizmos (mallbox
this game. On the last you |built, the most complex, [494716155) need: YOLL
must break the code and |and the most suiably |hel]

| 1 e 1ts hidden mean ed. last prize wa

% |:rI-'l[I'..:"".':'_-'.'-'_'--.Jh- to the LI As well as Eﬂ,ﬂﬂﬂ electro-
Exploring the database |Hole Thats the computer nic pages ol news, INioIM

the other day | came ac which consumed the most |ation, Ssoliware and com
ross an online adventure |monegy time nardware |[munications, there '

|competition. The prize was |and software! For more lgroup of 11,000 or mor
an IBM FC nr Reading on |news n ch unusual |micro users at the end of

through the frames, the ob- |events, U 'I- ) *:'.i.':.-:i_:-. B phone hine. Theyre spread
ect 15 to work through a | all over the country. Bu
;:u::.:'_-'- of passages, pithng 'The:e are all Iunds uf through J yol
vour wits against police- |elubs to join in Micronet In |can contact any on of them
met telephonists and |the -_-.'_-‘.'_-‘rau_'! area F1" 4 | 2conds — Ol )
|]-J orths nets general access t;.ll |them 1n under twenty-nine

he game be gins in an |letin board — the manager |seconds 'Theres just one
sld warehouse. A rusty old |and :-'.'..|||' give an :;u-;-.w In- |condition, you must be
.--.-_n,.-u.,._. 15 lying '.'Jf] the |vitation t Micronetters. | keen gamel
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Storm Warrior is a 12 screen, all machf
using 58K of RAM. It features 5 levels nf p'l |
fast loading svStem T

m pwng graphics adventure
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Super Sketch
comestothe UK

the last Conr jm N
] &ar show, you 'I'Jz'.é'.-:':, ".-’I._'"J .*_‘.I‘. ce
-aught a ghm ru-—* ratior = |[.

graphic A piece of ROM sof

|'|_|'“' iTE ll.]
f lTJ’q'J'

a rather :

] dTld Z,’Zi;
o
wWare

r". let by r'l IS .r_.n,, |—L included with :'_-'.'._m:nf']'
ipherals. TV Gamer mana- |Sketch. It 1s the !'u art ol the
ged to get one of the [ew | - "'—T1 .': OWE I | pictur
the country o1 1-.-'-.-'|:':-'.’-.' | editor |J rival .'::=_:._, ._.f
shipped to u lirect rom |the more %P_til.lf CAD
the Ub | packages

Your "brushes’ can
defined from a list of me

_ Pex |

comprises oOne plece 0OI |Oplons, da  Lall Y OLLT
irdware which looks |choices of colour and
rather ii_’_-’-.— a Sketch-a- |shape. Mastering the con
graph. Indeed, 1t works in a |trols and menu screen op
milar way. | tions takes no more than fil
The plastic arm 1s con- |teen minutes 5o in no tme
nected to a ‘joystick' |at all you can begmn draw
mechanism which allows |ing, filing fhpping and
proportional movement ictures | a

ither like a 11

oo
ickball SO

NOVEMBER
Leisuretronics

Royal Horticultural Hall,
Victoria, London

CANCELLED
INDEFINITELY

The 6809 Colour Show
(for Dragon and Tandy
users)

Royal Horticultural Hall,
Victorna, London

Entry: £2 adults
accompanied under-2lskl
Saturday 17th 10:00-18:00
Sunday 18th 10:00-17:00
Crganised by Computer
Marketplace

Your Computer
Christmas Fair
Olympia, London
Friday 30th 10:00-18.00
Organised by: Reed

Mistakes can De

Erasel
vour finished

using  ne

and

disc or tape
Super Sk
| Commc

DECEMBER

Your Computer
Christmas Fair
Olympia, London
Saturday lst 10:00-18:00
Sunday 2nd 10:00-18:00
Oraganised by: Eeed

Electron & BBC Micro
User Show

New Horticultural Hall,
Victona, London

Entry, £3 Adults,

£2 Children

Thursday 6th 10.00-18:00
Friday 7th 10:00-18:00
Saturday 8th 10:00-18:00
Sunday Sth 10:00-16:00
Group ticketsavailable
Contact: Database

The factsin this list have
been checked for
accuracy but no
responsibility can be
accepted for errorsor
ormissions. If in doubt,
please check with the
organisers.

etch runs on tf
dore 64. The price

erased

oplion
e

n be stored on standard

N
LCER )T

ORGANISERS'
ADDRESSES
Computer Marketplace
(Exhibitions) Ltd,

20 Orange Street,
London, WCZ2HTED
01-830 1612

Database Publications
Ltd,

Eurcpa House,

68 Chester Road,

Hazel Grove,

Stockport SKT5NY
061-456 B3B3

Montbuild Ltd,

11 Manchester bquare,
London, WIMGABE
01-486 1951

Reed Exhibitions,
Surrey House,

| Throwley Way
Sutton, Surrey,
01-643 8040

Trident International
Exhibitions Ltd,

21 Plymouth Road,
Tavistock,

Devon, PL19BAU
0B22-4671
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|,ROBOT
BREAKS INTO
US ARCADES

“You are an unhappy in-
terface robot in rebellion
a-wams‘ £*1'1 Brother and his
eyes." These words in-
troduce [ Hobot, Ataris
latest 3D coin-op game (o
nit the US arcades

[ Robot contains over
100 waves, It also features
twenty-two "unique geo-
metric playtields with
space waves and bonus
waves in between’, Atar
boasts. [t 15 the result of two
years development, obvi-
ous in the excellent amma-
tion and 3D graphics,

[ FKobot also ncor-
porates Doodle City,
where players manipulate
the graphics “a magnifi
cent alternative to game
play,” Atari modestly des-
cribes

"The evil eye dictates the
The evil eye will kill
yvou if it sees you breaking
the law. Your mission 1s t
destroy the eye,
fobot's screen unsurpris

Fﬂql

| -||l|r

oy
ﬁfhel

ingly tells you

The law 15 no jumping.
But you, as the unhappy In
terface robot, must do just
that to collect red zones
Each time a red zone 1s
collected, Tj"F' evil eye
loses one of its protective
shields »f'."hr-?-n -.:]I the
are collected
completely cie’:ﬂmwypd The
rcbot can then reach the
secret pyramid and ter
minate the evil eye

To move from one red to
another, the robot must
ump when the evil eye Is
not looking If the eve 1s
red, it sees the robot jump-
ing — and will have no hesi
tation 1n zapping i

In the wvarious terrains,
the robot 15 threatened by
ranks of enemies released
by the eye These must be
dodged o1 destroyed.
They include killer birds,
giant beach balls, robot
slicers, space sharks,
deadly SOCCer balls,
pyramd mnes and Dbuzz
Saws

Every third the
robot  must

&rraln,
enter red
eliminate the
[ewels are scatte-

pyramid to
evll eye

reds
the shield 1s

| Richardson

red inside, giving you an

| opportunity to boot up your

|
| SCOre

The robot has just
one chance to collect these
pefore 1t 1s thrust into the
next space wave

Between {—?eir.‘h
the nbu' must ravel
throug space, again

w:u]d'.:l--f and destroying
objects. An extra life is
awarded 1if you spell out |
Fobot by shooting the indi-
vidual letters as they ap
pear sequentally in the
space waves

After level twenty-six, an
awesome viewer killer
appears. He chases you,
the player — not the robot
You avord mm by changing
the "wﬂi'w'[-i-[;frlr-.a'.k-' of the
plaving area or

You control I'.-— robot by
moving the analog Hall
effect :,mnc*k Flrf buttons
are used u-~1u“' “l“':
Unce play begi you use
the slart t,.J|.l.'LI.-.~ Iu.- chanage
viewing angle of the
playlng area.

A transporter allows you
o select higher difficulty
levels for r--:{ns-'; challenge
and }_1-.'-.!:.|_|f.-'|:*£ You can also
change the viewpomnt from
overhead T-:: ground level
where shoo ‘|'1r' enemy
objects  Is WOrtn . more
pOInis

A high-score table re
cords the top ten game
The game also
automatically keeps track
of the highest score ach-
space wave
and the shortest ime to ge
through each terrain. Il you
beat the high score, o1
complete a terrain in a
*‘l"rh'r hime, you are awar-

led bonus points

[errairn

r|_'||. |"'

"LHH

[Nne

SCores

IS II.I__
il 1

|EVeC] ]

You don't have to be
superman (o step mto a
booth. Simutron has a test
centre 1n San Dieago where
sixteen players can play at
once. Just step mnto the
booth and you're part of the
action

Crecdht
used 1n

That'll do nicely
cards can now be
arcade machines. In the
hope of getting us to part
with even more money, Us
companies Intec and Esac
hh.ﬁ developed systems
which will accept custom
1sed credit cards

Three on the honeymoon
Kyle Riley and Jo Linda

met while

|playing Pac-Man, fell n
love, and got married. To
show their appreciation of
the matchmaker extra-
ordinaire, their honeymoon
|suite was fitted out with a
| Pac-Man machine.

$21.75 to play a game!
Rumour 1s spreading that
(the first 3D laser holo-
graphics game will cost
just that much to play. With
the £ falling steeply at injl st
the $, that should put it out
of the range ol ::u.':-:;l
pockets here

Watch the film, then play
the game in the same
cinema '|he popular ar
cade game, Cloak &
Dagager, has been transla
ted into a film starnng Dab
ney Colney. I re
leased in the US this
summer. Now Cloak &
Dagger creator Atarl 1s try-
INg o gel cinema cowners o
place the game in then
cinemas when the fm 1s
SIIOWINa

WwWds

Return of the Jedi alsc by
Atari, was due In the arca
des last month. We'll re
view 1t soon
No squinting?
Health “hers  at
Texas Umversity found that
computer games can work
wonders 1n freating eye
delects due (o soquints
Marked improvement in
evesight was reported for
four of first five adults
treated by prolonged
viewing of ntensely
high-contrast sguare grat
Ings. &0 delighted was one
woman that she tele-
phoned the researchers n
the middle of the might tc
report that, for the first
hime, she could use her

| = & . 1 I
laZy eye
)

more

!l'|_.l\.\_.._. .'|1

] "
the

to watch TV

Until now, patching
good eve to force the lazy
one mto activity has been
the .J..:H-.".ll treatment for
scruints. But this has tended
to help only fairly young
children. The new therapy
could revolutionise treat
ment for both young ana
old

The treatment also 1m
proves interaction be
tween eve and bramn
something TV Gamer rea
ders could have told the
university. Now a con-
trolled study 1= plannead to
compare both techniques.

the
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OnN CANNEY?

Games can contain psychological ‘traps’to

get you hooked. So Deirdre Boyd quizzed

programmer Terry Watts on what makes

playersthink they’ve got a greatgame.

e all have a favourite game
~ but also some we hate,
sometimes without know-
ing why. The graphics lock good, the
ound seems fine, and there's plenty
of action. So why don't we enjoy
playing them?

The answer 1s, In part, subliminal
Thats when something flashes past
so quickly that only our subconscious
recognises it. The answer behind the
subliminal 18 psychology. The prog

rammer must know what emotions

players must go through to feel
they've bought a great game. And
they must plant ingredients into the
game that will induce those same
emotions

Terry Watts has studied the psy-
chology of games for some Yyears
He's put that knowledge - and his
expenences of other games he's
written - into creating Front Runner's

Storm Warrior. Already he knows the

reactions each element he has plan-
ted in the game will arouse

The three most important el-
ements are improving your skill, a
sense of purpose, and a reward
That's not as cbvious as 1t first ap
pears

As a player, you might take a cas-
sette at random from your collection
It must liven you up, you must enjoy
it, just like music. A good computer
game should give pleasure

‘I tend to do these things without |

knowing [ have done them,” Terry
said. "l recogmse them only when
something's gone wrong. Storm

Warrior toock five months to write — |
twice as long as usual — and | enjoy |

every second of every page.”

"Page” 15 a word T'erry uses rather
than screen. It's a legacy from the
books he's written, "They weren't ac-
cepted for publication — but they did
teach me the importance ol conti-
nuity,” he explained. “If | have two
vastly different scenes, | create a link
50 that you have a reason for going
from one to the other.

‘1 started playing screen games
five or six years ago, with Space In
vaders. | really enjoyed it. But the
next two games [ bought were ripoiis
of Space Invaders. | was so dis-
appointed.

"1 do think most people notice

TVGAMER NOVEMBER "84

ripoffs. As a newcomer, | had spent
£25 for a cartndge. | was done. And
why? It's so easy to give value - its

just a matter of thinking up something |

different.”

Somecne once said you could
write the plot of a good film on the
back of a postcard. You should cover
a whole plot in one computer game.

"] start with only the vaguest 1dea -
hke the open-ended principle when

| wrting a book. And [ usually develop
only one out of every ten ideas I |

have," Terry said.

One of the biggest problems is the
starting point. We have all played
gmaes where, all of a sudden, the ac-
tion starts and we're slap bang n the
middle of the game - and have prob-
ably suffered a few hits from the
computer,

“The opening page must stay for a
least a minute. Because this didn't
happen in Space Invaders, my hrst
impression was that there was notn-
ing much to it," Terry commented

"The same principle applies if I'm
not too sure what's going on, or why
['ve got a sudden score. [t leaves me
deflated.

“A lot of writers like demonstrating
multiple scrolls - four hazards
attacking you at different speeds, for
example. They can't understand why

.‘l’uuwmfhm longer on
umlnmm?

® You don't get cross with it
@ You ‘identify’ with the main
& ¥k rechs

@ You enjoy the sound

@ ltis ‘ogeless’

that may not add to the enjoyment. |
stop the scroll and study it If 1t locks
good standing still, it will work

"Once in the game, I like to learn
the tactics. | want to feel I'm playing
better. In Storm Warrnior, for ex
ample, you could stay longer on the
first page to bump up your score, The
psychology is important here, If you
get through easily, youre lulled into
thinking 1t 1s not an important scene,
You want to stay to bump up your
score. But the next time you play
there 15 a different pattern of shots

Every time you play Storm
Warrior, you should find something
new to do. You learn a playing
method which 1s geared up not just to
a higher score but also to surviving
better,

There's more to a game than mak-
ing you feel good. You also must not
feel bad.

'l don't like players to get cross,
Terry confessed. "This often happens
if there Is a scene you cant get
through and you must start all over
again. There are two very difhicult
areas in Storm Warrior, One 15 the
devil's staircase. That's so ditficult to
negotiate I knew it was possible to
play it — but I couldn't! | tested this
section on a lot of people. If they
failed, they groaned - but didnt get
angry. When they succeeded, the
player satisfaction — very important -
was extraorainary.

Most new games have a demo
mode to show the intricacies of the
playing achion

[ve tried a new 1dea in Storm
Warrior," Terry said. “Demo mode
goes halfway through the game, and
the player can take over at any point.
During the second half youre on
yOour owrn.

"Any game with less than six

| screens 1s in trouble nowadays,’

Terry criticised. "It helps the player
identify with the game. But, as [ saiq,
one thing that mrntates people 1s a
sudden break in continuty. If two
scenes flow like one, I'm satisfied. i
they feel like two distinct elements,
they jar.”

In the race to make ongnal
games, programmers put in multiple
hazards, and make difficulhes by n-
creasing speed only. In Storm
Warrior, the hero is engaged in one-
to-one combat with a barbarnan. One
fight — but a lot of moves are needed

“If the player just swizzles the joy-
stick in circles when 1t comes to a
zapping area, the game 15 no good.
Players must dive off the chair trying
to hit the enemy,” Terry summed up
And if there 1sn't a good playing ac-
tion, the game becomes a hotch-

15




SPACED-OUT ON CANREY?

potch, a sign of desperation. Like
hitting things when they are a certain

colour, or collecting numerous ob

"Programmers continually learn
new tricks. things to impress pot
ential buyers. They should re-
member that some things appeal just
because theyre normal For ex-
ample, when lghtning flashes In
Storm Warrior, the birds become
mere silhouettes. The fact that they
react to the storm makes It more rea
l1stiC

"Other programmers experiment
with sound: three-part harmonies, all
the voices possible. [ like to use only
two and keep something for sound
effects. Just for pleasure, you shoulc
have something that sounds like an
corchestra

In the US, music is a game hazard

y game risk, they call it. A certain
type of music or sound at a certalr
stacje will distract you, even though

vou may not notice. [ prefer the usual

distractions. For example, the sec
Il'l. :-""-.T-_.'"-_.'II 111 I.-\'ll\.laTll.':I Il'"l'l.u‘l Fii S -'II.I:"'

thunder and hghtming 1t doesnt
harm you but it does distract you. A

game has not been written properly

if it needs sound for distraction. After
ll, you can always turn it off
Players want a reward for all the
time and effort they've spent on
game. So ['ve put in a victory fanfare
Aath i

a skill-dependent bonus - and you | cessful game. The game play would Terry Watts: “Players must dive ol

also hold vour score for replay. A | have been the same. But people | thechair trying to hit the enemy
score of three million is possible. The | would have thought 1t childish, notn
best | managed is 800,000 over three | ing like zapping aliens and saving | double your score, depenaing

games Then much to my frustration, | the world. The worst review 1 got your remaining energy. This 15 con
[ got a telephone call - forgot to press | for Quintic Warrior — was: 1 think 1if verted into score at the rate of 100 tc
the space bar which pauses the ac- | might please my ten-year old son I | one

tion — and got zapped out think games should be ageless — you 'So the player has completed the

= oy

‘Age, too, 18 important. If Space | should enjoy them until you're sixty — | game efficiently and well He/she has
Invaders had been written with | or older survived with energy
teddy bears trespassing across a "The whole game should be aimed "It's quite easy to get through some

chasing | at the last page. In Storm VWarriors | games, bul 10 come through them

park and park Kkeepezis
en a suc vou must land on a skull You could | well 1s different.” |

them. it would not have be

PROGRAMMERS WAL T T
SHOULDPLAY FAIR! triazera i
“Some distractions are not
honest,” Terry criticises. “They
i feellike cheating to me.” So,
' gamers, beware the following
points in your games:

@ things that happen at random
inthe corners or edge of the

;creenwhllathagnmapiuyls G DR
inthe centre Above: the background grapiiics
enrich this scene from Storm Warrior

- i el - W | -1 r
and cistract the piayer

@ music that changes key or
becomes louder during an
especially tricky section

Above right to add a realistic touch,
hahtning flashes while yvou engage in
._IL_. I| rli':_:'
@ sudden changes of colour— | SEAIC

screen or characters—forno

obvious reason

o II—
i e = 3 P | g i e e e o 3
|-..|I..u|'.|.r A5 1T h"i-_—-..*-fm—f o f
5 - ik

ey R et R A e f KR
one-to-one confrontation involves - o o S
e scanr 001

P B
COMmpiex moves
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EVERYTHING YOU WANT FROM A HOME COMPUTER

1. ATARI B3K BOOXL - £183; The Atari BOOXL has many facilities and includes such advanced specilications thal you will be amazed by ils
performance. Al the new refail prica of only E169 lor & lull specification B4K compuier with & propas full stroke keyboard, we believe that
the BOOXL cannot be beaten. Just look at the foHowing specifications-

COLOUR CAPARILITIES: 16 cobgurs and 16 mignaiies giviig 256 different colours (all of the 56 colours can e disphiyed Al the sams time)

OPERATING SYSTEM: 24K ROM ncluding Atari Basic programming longuage and a self dingnostic tost program

KEYBOARD: Full sirake desgn wilh B2 weys moluding help key 2nd 4 special funclion Beys. inarnationnl charaober st snd 78 graphics keys

SCOUND: 4 irdepandent sound synifesisens epch capable of producing missic across a 3 oclave renge or o wide variely of special sownd etisch. (Additional
programming can achieve an octave rangs of up fo nine oclaves!|

DIEPLAY: 11 graghic modes and § teal modes. Lip 10 330 =192 resgiution. Maimum test display 24 lined by 40 columns

SPECIAL ATARIINTEGRATED CIRCLATS: GTIA for graphics Seplay. Pokéy Tor =ound and controlier ports. Andic for scrann ¢ ondrol and 10 {input O put)
CPU: 65020 mecroprosessar - 050 microsecond cycle and i clock spead of 1,79 MHz.

EXTEMDED GRAPHICE FUNCTIONS: High resciution graphics. Mulli-colpumed characier ssl Soltware sareen paiiching. Mulliple redifined chosacier sels
Plapar missila (speiie) graphscs. Fine screen soralling Changeabils calour registers. Smooth characior movemant, Simple colour animation fagilitiss
PROGRAMMING FEATURES: Budl in Slafi Basic programmeng lenguage suppaing peak. poke and LESH phus 81 least B other lengueges avillable The help
ko will prowide addviional informalian and migny sCreans #ith certain softwade. Full on-screon editing i avaifable as wail as syntax checking on aniry
INPFUT/CUTPUT: Externg! procesaor bus fod aapanson with memory and peripharals, Compasine wideo monilon oulpu? Periphens] part lor direcl connsction
tn Atan standard paripharals, Softwaro cartridge siob s mologed as wali 83 2 poyslsck confroller ports.

SOFTWARE: Over 1.500 fems of softwars are available including sell tanching programs wiih unigue wece cwar. Tha rangs of programs includes Education,
Home Managemend & Programming s, Thare (s atss APE (Alan Program Exchange) and of course Atarn's temous snierisinmant software now at onéy
£9.95. In additian thero is a host of support and help avaslable from spacialest Alar magazines like Anic and Analog and from over T8 Aan books/manuads

2. ATARI B0O 48K COMPUTER - E68: We have a limited number of the Mk1 model B0 computar with 4BK. The price is £69 {as a games
machine} or £98 with the Basic Programmer Kil {Basic cariridge & 2 manuaks), Both come with a full 12 monihs guarantes,

4, ATARI 1010 PROGRAM RECORDER - £34:; For low co5f storage and retrieval capability, Data fransmission 800 baud. Storage capability
100K byles on A sixly minwle cassetie. Track configuration four frack, two channels (digital and audio}, Aulo record/playback/ pauss
control/unique soundthrough facility, Also included is built in 2ccidental erasure pravention and automatic shutoff after each program as
wall &9 8 3 dight lape counler

4. ATARI 1050 DUAL DEMSITY DISK DRIVE - £189: 5" disks holding 127K randomiy accessible bytes provide both espansion and
Tleability for your 400/800 or EL system with new helptul® OS5 3. All custiomers who purchase a Disk Drive from Silica Shop will be
aulomatically given 8 FREE ast of 100 programs on 3 Diaks recorded on both sides

5. ATARI 1020 COLOUR PRINTER - £9%: Printer and Ploltar with four calour graphic print capability, 40 column width printing at 10
gharacters per sacond. Can print 5, 10 and 20 characters poer inch. 64 character slzes. Prints text in 4 directions, Choice of line by pes,

6. ATARI 1027 LETTER QUALITY PRINTER - £24%: For word processing betters in professional type. Print speed of 20 chars per second.

T.ATARI TOUCH TABLET - £48: Enablas vou to draw and paint piclures on your TV, scraen, with (he towch of a stylus

B ATARI TRAK BALL CONTROLLER - £19.95: Enabiles cursor movemant n any direction and aods arcade realism bo your gemes,

5. ATARI SUPER CONTROLLER - E9.95: The ullimate joyslick with doubla fire button to give you a greater competilive edge in your games.

SILICA SHOP ARE THE No1 ATARI SPECIALIST

gilica Shop are now firmly establisned as the No 1 Atan retail/mail order and wholesate specialist in the U K. We already offer our service lo
cvar 120,000 custormers, 10,000 of whom have purchased Aferi Home Computers. Because we specialise {and with & turnover of £1.5
million], we are able 1o Keep prices low by bulk purchases. Ring one of our 45 stall and wé will be glad 1o ba of service io you. Complete fhe
coupon below and we will send you our Afar pack with price st and colour cataioguss:

EXTEMDED TWO YEAR GUARANTEE: Wo arp an Afasl Sarvice Cenire, abs 10 service and repair Afan equipment and have added & 12 monih guearanies 1o e
¥aar offerad by AR, Qiseng you & full 2 year guarantde an vour compular il you Buy it rom ol

SPECIALIST BUPPORT: Our technical sialf are always svaiable on e telephone (o bolp and advise you We endesvour o hold shocks of every Alan
coempalinhs ilam sviilable A e UK. and we S0k Over T Alar boois and manissls

AFTER SALES SERYICE: Your name will autpmatically be addsd (o cur mailing list and you will recess price b, newsleitlen snd details ol new releases and
develnpmenis nd well 55 speceal oten which ate exclusivs 1o Silica Atan Compiatar Dwnars

LOW PRICES: Our prices are sciramely compadidive and wa will nortmally maich any lowar price alfered by owd campeilomn

FAEE COMPLITER OWNERS CLUB: This 15 opan 10 all Atarl compuler ownen imespeciive of whars ¥ou pirchassd your squipmsn Membarship s FAEE and
enfitles you 1o rocaive bullatas giving fetais of new releises and developments, Sand now for your FREE infarmation pack, price lisi & colowr caialogue.

PAYMENT: Wi aconpt ansh, chagimes, poatal ordars and all Cradit Cards. We dlao oHer credit facdlitios over 1, 2.or 3 years, pleass write for g sritben guotation

MEXT DAY DELIVERY - FREE: All goods deapalched from Silica Shop @ normelly seni by first class post or parcel post FAEE OF CHARGE. As a special
introductory oMer for @ limited pariod only we will be sending all Computers ang Disk Drives by & nesi doy delivery servite 0l our expense

So Nl in the coupon below with a literature enguiry or order and

SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111,
ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE

L 0 8 R L B i & B N B B B B &N R 0 R R B B /] °
To: SILICA SHOP LTD, Dept TGA 1184, 1-4 The Mews, Hatherley Road,

Sidcup, Kent, DA14 4DX Telephone: 01-309 1111

LITERATURE REQLEST:

I [J Please send me your FREE colour brochures and 16 page price list on Alarl Compiilers. I

l B TR A I .. Videogame O jowna Computer I

l Mr/Mra/Msa:; ... .. . R Initiale: . ...... Surname l

I Address: l

I T S e L R A T S . Postcode: I
DRDER REQUEST:

I Please send me: O 1020 4 Colour Priniar £33 l
O poOYL 64K Compuler £165 L Letter Quality Printer . [248

I O 80D 48K Compuler (e (LT e ) il ] O Touch Tablei+ Cariridge £49 l
Cl 1010 Program Recorder £34 g [ e e e £19.95

. O 1080 127K Dizk Drive 3 3t '3 £199 O Super Controller £9.58 .
O 1 enclose Cheque/P.0. payable to Silica Shop Limiled for the following amount £

I [0 CREDIT CARD - Please debil my Access/Barclaycard/Viea/American Express/Diners Club I

‘ Card Mumber '

> 1 T T R R R R R R 7 ' F " R R T OTRO -



How many times have you playeda
game, only to think that you could have
written a better one? Well, now's your
chance to dojust that - and youmay
become a national bestselling author!




esssssss———— JOIN THE RANKS OF ACTIVISION'’S TOP DESIGNERS ! mu

Dave Crane: Pitfall | and Il, Decathlon, Ghostbusters,
Fishing Derby, Dragster, Laser Blast, Freeway, Grand Prix
Steve Cartwright: MegaMania, Plaque Attack,
Barnstorming, Seaquest, Frostbite

Carol Shaw: River Raid, Happy Trails

Steve Kitchen: Space Shuttle

Garry Kitchen: Keysfone Kapers, Pressure Cooker
Larry Miller: Enduro, Spider Fighter

Alan Miller: Tennis, Checkers, Ice Hockey, StarMaster
Dave Rolfe: Beamrider

John van Ryzin: HERO

Matthew Hubbard: Zenji Dolphin

Bob Whitehead: Boxing, Skiing, Stampede, Chopper
Command, Sky Jinks, Private Eye

Tom I.nughrr: The Dreadnaught Factor, Worm Whomper
Mark Turmell: Toy Bizarre

Founded in October 1979 in California, Activision now
distributes screen games in over fifty countries. Its five top
gnmef- — Pitfall | and I, River Raid, Space Shuttle and
eamrider — have already been awarded the title of best
game of 1984 by seven US magozines. 1983 had seen
eight owards given — to The Activision Decathlon, Enduro,
Keystone Kapers, Dolphin, Qink!, River Raid and Pitfall!
ow you can join Activision’s hall of fame. Just think up
an original game — go on, you must often have thought
you could do better than most of the games writers around.
Just write to us with the details — the key game elements,
what each screen looks like, and the gameplay involved.

If you are submitting a game program, say what
machine it is intended for — and do give details on how to
load! The program doesn't have to be fully coded, but must
be uﬁ;mmpunled by details of how it would operate on the
machine.

Activision’s UK representatives will look at each game
sent in by TV Gamer’'s readers. And if it's good enough, it
r.rill be developed to join Activision’s international hall of
ame.

You've got some good tips from Terry Watt on the
Brevinus pages. For even more, Activision will send you o

ooklet of tips on writing games if you write to: Activision
UK, TV Gamer Competition, 15 Harley House, Marylebone
Road, London NW1.

The competition rules are below. Of course Activision will
respect the confidentiality of all submissions. They will have
the first option on each game idea/program for a period
ending one month after the compettion ends on 15
January 1985. Send your entry to: TV Gamer Activision
Cumpeiitinn, 'IE?H?E Oxford Street, London WI1R 1AJ
Eeun t fnrg&f to attach the declaration below). Winners will

notified before April 1985.

e e L S R R e S TH A CR TS
COMPETITION RULES

1 The game must be original, and not a variation of any
other game, story or film.
2 The game must not be submitted to any other
magazine or software house before 28th February 1985.
3 All entries received by the closing date, 15th January
1985, will be examined; the best entry or entries will be
determined by representatives of Activision UK, and their
decision will be final.
4 |If inthe uﬁinicn of Activision UK, no game is of o
sufficiently high standard for further development, there will
be no winner of the competition. Activision will not
Erccaed with any game.

The prizewinner(s) will be notified by post.
& |f you wish your entry to be returned, please enclose a
sfclrnﬁed, self-addressed envelope. Otherwise, entries
which are unsuccessful in the competition will be destroyed.
7 In the unlikely event that Activision UK is already
developing a game similar to one sent in by a reader of TV
Gamer, Activision will not be bound to make any payment
to, or arrangement with, the reader.

8 All entries must be accompanied by this entry form cut
from TV Gamer. Photocopies are not acceptable. Each
entrant may submit more than one entry with this form.

9  Whilst every care will be taken in connection with this
competition, neither TV Gamer nor Activision can accept
any responsibility for documents, cassettes or other material
sent to them.

[ 1 agree to be bound by the above rules, and | |

confirm that | am over 18 (if under 18, a parent
or guardian must sign on your behalf also). |

Signed |
Parent/guardian (if under 18) I
Ad:lru:sl

iesnsPOSiCOd® ... |




Now’s your chance to become a hardware designer. Usin
the gridsheet below, invent the most revolutionary ?IEEE o

Spectrum hardware ever (whilst remaining plausible). The
only condition is that it must connect to the Speccy via the
rear edge interface. If you think your peripheral needs some
explanation, then enclose additional details.

-

Attach your design and return to
| Spectrum Competition, TV Gamer, 187 Oxford Street, London WIRTAH

3 The competition winner will be odvised by post
COM P ETI Tl O N R U L ES and details will be published in a forthcoming issue
of TV Gamer
1 Allentries received by the closing date, 31 - 4 The prize is io UK standards. Servicing cannot
December 1984, will be examined and judged by be guoranieed overseas,
the Editor, 5 The prize will be owarded 1o the contestont
2  Only eniries submitted with the entry form, cut whose design, in the opinion of the Editor orher
from this issue of TV Gamer, will be accepted appointed panel, is the most eriginal and proctical.
(photocopies ineligible). & The Editar's decision is final,

GRANDFIRSTPRIZE
A complete Spectrum Gamers
Peripheral Kit comprising:

e One Brother M1-009 dot
matrix printer, valued at £200

¢ One Prism modem, to
handle Micronet and the rest
of Prestel. Value £100

¢ One Challenge Research
Sprint data recorder, which
loads games four times faster
than standard tape drives.
Valued at £65.00

¢ One Sinclair Research
Spectrum Interface 1, which
links a printer and
fast-access microdrivestothe
Spectrum. Valued at £50.00

¢ One Currah Microspeech
unit, which gives some
games the ability to talk back
to you. Valued at £30.00.

® One Sinclair Research
Spectrum Interface 2,
allowing the use of both
joysticks and ROM
cartridges. Valued at £20.00

¢ One Trojan light pen,
adding creativity to the
games system. Value £18.00

e One Currah U slot, allowing
anumber of periel"lerufs to

be used atonce. Valued at
£15.00

e One Atari Super Controller,
totake the wear and tear out
ofthe keyboard. Valued at
£15.00

¢ Assorted Spectrum
software to the value of
£30.00

« TOTALFIRSTPRIZEVALUE
NEARLY £550.00!

e Two second prizes of Sprint
datarecorders

e Two thirdﬁrizas of Trojan
light pens

* Five runners-up prizesofa
piece of Spectrum games
software




SPECTRUM PRIZE DETAILS

Brother M1-009(£200.00) A
recent addition to the Brother range
of printers, this combines all the
speed and flexibility of a dot-matrix
printer with a down to earth price.

The printer will interface with the
Spectrum via the Sinclair Interface 1
(also included in the prize), or with
any other Spectrum printer interface
currently available.

The M1-009 will reproduce tex
quickly and neatly, so isideal for
word processing or program listing.
Its greatest assetto the gameris ifs
ability to do hi-res screen dumps of
your favourite games. Much better
and cheaper than the often hit or miss
world of screen photograophy.
Prism Modem (£1 u.m;} Once

ou link up your modem to your
Epecirurn and begin thumbing
through the electronic pages of
Prﬁst;a] and Micronet, you'll wonder
how you ever managed to pass the
time without it. There are literally
thousands of screens full of
information, which are beamedto
sou at high speed via the telephone
ines.
Challenge Research Sprint
datarecorder (£65.00) There
are lots of different tape recorders on
the market all claiming to be the best.
There is really only one that is truly
revolutionary and that's the Sprint,
Why? The Sprint operates at four
times the speed of a standard tape
recorder. gu you will be able to E:c:d

ames in a quarter of the time, which
eaves you with more time to play
and less time twiddling ynuriﬁumbs.
waiting for two or three minutes that
seem like hours.




SPECTRUM PRIZE DETAILS

Sinclair Research Interface 1
(£50.00) This peripheral hastwo
main functions. Firstly, it allows youto
use a wide range of printers,
including the one we offer. ltalso
allows you to use the famous
microdrives which can store up to
100K per drive, with an access time
of seconds rather than minutes. Itis
also useful because it props up the
Spectrum at a more convenientangle
for keyboarding.

Currah Microspeech (£30.00)
How often do you shout at your
computer, hnh?' expecting a reply.
Well, thanks to the Curra
Microspeech add-on, you can
actually give the old ZX the power of
speech. There are already quite a
few games on the market which utilise
the speech, and many more are inthe
pipeline.

Sinclair Research Spectrum
Interface 2(£20.00) Many games
forthe SEadrurn are made almost
unplayable due to the number of keys
you need to press to make your

amepiece do what you want itfo.
?hunks to Interface 2, you can
connect a pair of joysticks. So
gameplaying is much easier and
saves your keybaord from much
wear and tear.

Interface 2 also offers the user

access to ROM cartridge software
made by Sinclair

Trojan light pen (£18.00) With
the aid of this accessory, you can
create video works of art by just
drawing on the screen. In addition to
that, several games are being written
to take advantage of this exiting
peripheral.

Currah Uslot (E1 5.0“% This
handy piece of hardware o It::-wslynu
to plug more than one peripheralin
at a fime (especially useful as part of
this prize). Additional boards can be
obtained so that all your peripherals
can be plugged in once, and will
never have fo be removed again.

Atari Super Controller
(£15.00) Atari's new top of the range
model.

-
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Jo Kearns and Darrin Williamson take to the streetsto meetthe

gaming public. What’s the most popular games system, game or

software house? Who buys games and peripherals? And whatdo
you think about the government’s attempts to ban under-18s from

the arcades? We’ve got the answers.

iaht 1in the muddle of the tournst
seascn and school holidays,
TV Gamer decided to take on

the streets of London with a special

pubhc
We started our first day in the
computer games department of Lion

House Micros in Tottenham Court
Road, moving on later in the after-
noon to Video Palace 1n Oxiord

Street. We ended up in Pilot City
software, Rathbone Place

The first part of the survey was |
concerned with computers and com-
puter games We weren't too sur-

prised to discover that most owners | twenty

questionnaire aimed at the garmng |

nad either a Commeodore 64 or ZA
Spectrum 48K, with the BBC B' and
Atan not too far behind Perhaps the
other owners were congregating in
some other part of the West End

We went on to ask people whether
they preferred cassettes, cartridages
or discs Hardly anyone said they
preterred cartridges. But those who
cid admitted that, despite the easier
loading, they were too expensive for
their pocket

The several people whe paid out
for discs did so because they thought
the tast loading and larger storage

space made 1t worthwhile. One
SiX-year o©ld, who prog-
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BASIC FACTS
Back nd to gamers
' riewed

%
14
34
20

Average age:
-1 Eglqu old
13-15 yearsold
16-19 years old
20-23 years old 12
24-30yearsold 12
30-36 yearsold 8
S ms owned:

Spectrum
Atari
lelle 6

No system:

Egum total more than 100%
ause some people own

more than one system)

Family and friends also
use the system

ettt
' a
b

Method preferred:
Cassettes

Discs
Cartridges

Programming knowledge

76

38

46
38
18

54

rammed his own games [or s
children, said he liked discs because
there were less input/output errors
It would seem that cassettes will
remain the most popular for some
time to come, simply because they
are cheaper and more abundant and
so provide the greatest choice
Everyone hated being asked what
their favourite game was. All wanted
to list at least ten they were currently
nto. Even ruthless prompting from

23




the TV Gamer surveyors - "No, I'm
sorry, you can have only one. Imag-
ine yourself stuck for the rest of your
life on a desert island with your com-
puter and just one game' - we still
had to come back to the question at
the end of the questionnaire.

The exception was one ten-year
old Australian girl who told us with-
out hesitation that her favourite was a
game called Snakers which had
been invented by the computer class
in her school back home. Surprising-
ly, no one particular game stood out
from the others.

Similar results arose when we
asked people if they had a favourite
software house. The reasons people
gave for their choices were, as ex-
pected, connected to what was
avallable for their particular mach-
ine, with quality of graphics getting
quite a few mentions. Adventure
gamers were a bit fussier about the

gaming challenge offered by certain |

suppliers. This seems to be synono-
mous with addiction. More adven-
turers were consistent in their choice
when buying a new game.

There were rmxed f{eelings on
educational games. The ten to thir-
teen age group weren't keen on the
idea at all, and almost resented the
infiltration of education into their
world of tapes and discs. The older
gamers were more recepiive, saying

24

that they found them fun. But, again,
there was a mixed response 10
whether they'd actually learnt anyth-
ing from them.

One fifteen-year old boy inter-
viewed in Video Palace seemed sat-
1sfied that he had genuinely learnt a
lot about the book Homeo and juliet
from a tape on understanding Shake-
speare. Somebody else said he had
limped through learnming to type by
using a teach-yourself tape. In gene-
ral, there was support for the idea of
educational games, but many
thought they needed to be improved

The survey alsc showed that
gamers are certainly not selfish folk.
The majority of you happily share
your computer and games with
friends and families. This is probably
because of the need to talk to other
people who are famihar with the
gaming language and able to share
the enthusiasm.

We would have thought that youn-
ger gamers had a lot of their games
and peripherals bought for them by
parents, but this was not necessarnly
the case. About half of the ten-to
thirteen-year olds liked saving to buy
with their own pocket money.

It's good to hear that all the system
owners questioned have no mntention
of trading in their machines to take
up another pastime! But they werent
too concerned about upgrading theur
present model either only a handful
were thinking about buying a new
one. This would indicate that compu-
ter gaming 1s not so much a passing
fad as an addition to the traditional
growmna household of washing
machines, food mixers, train sets,
bicycles and one-eared teddy bears.

A different attitude appeared from
our guestions on arcades. Frequent
visits to arcades by computer games
were, on the whole, a thing of the
past, except for the odd visit to see a
new game. And the ex-arcaders
confessed to having once played
them to excess, so the appeal was
now neghgible. Amongst the youn-
ger age group, who still visited arca-
des at least once a week, there was
some resistance to paying the
rumoured 30p coin-ops unless they
were ‘really” good. | _

Even so, whether our interviewees
went to arcades or not, nearly every-
body disagreed with government
plans to ban gamers under eighteen,
This opinion was not confined just to
the under-eighteens. Freedom of
choice and the individual's naht to
waste his’heér money was wides-
pread with all ages,

A few people felt that, if supervi-
sion was improved, the 1ssue of a ban
shouldn't be necessary. As one
group of teenagers put It, "It's mostly
the under-eighteens who want to
visit arcades, anyway' Those In
agreement with the ban said the pos-
sibility of housing arcades and one-

armed bandits separately would
make them consider changing their
OPINIoN.

One of the reasons for the ban 1s
the fear that youngsters might be ac-
costed. But when the question of
being approached or accosted In an
arcade was raised, apart from being
pestered by scroungers, there was
only one case of a sixteen-year old
boy having been offered drugs. The
same boy had also been offered the
sale of a jumper (of all things), so that
its owner could have more money for
playing the arcades. Few people we
spoke to said that they made a habit
of staying late at an arcade or visited
them alone. Perhaps this accounts for
the comparatively good report.

Finally, if there's anything you feel
strongly about 1n this report do write
in. It would be interesting to see f TV
Gamer's readers identify with “the
gamer 1n the street”. [

Jo Kearns

TV GAMER NOVEMBER '84







ALL MACHIMES SUPPLIED BY TAITELUK

hen [ first encountered
owat | had great difficulty
trying to work out what the

game was about. Eventually, I gave
up trying to understand, and just
started to play. This was fully in ac-
cordance with Harris's first law of
arcading: "If in doubt - insert 20
pEence .

After some intensive joystick jerk-
ing and button banging, I began to
make sense of Swat It is, in fact a
rather good game.

The player is represented on the
screen by a human-like figure. He 1s
controlled by a familiar eight-way
joystick. Fire and bomb buttons are
strateqically placed, ready for instant
action,

The top of the screen 1s taken up
by what looks like the hull of a flying
saucer or a space colony. Under-
neath this are clusters of square, blue
blocks. Beneath them are similar red
blocks which pile up on each other,
nsing towards the blue blocks,

If these red blocks should meet the

blue blocks or the flying saucer, the
little man's prospects of survival are
about as great as those of a hedge-
hog on a motorway. Balls of flame,
robots and monsters launch into a
mass attack on the helpless fellow. So
the moral of the story is. don't allow
the red blocks to build up too high.

YT #ﬁ‘l’mj‘ﬂ‘fﬂj T
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on home systems.

Andy Harris (aka
King Coinop)
continues his search
tofind the best.

The blue blocks at the top of the
screen can be destroyed by pres-
sing the fire button, and aiming the
man in the right direction by using
the joystick, It seems to me that it's a
good idea to elinunate the blue
blocks as soon as possible. It doesn't
take long and, if's tremendously sat-
1sfying.

Meanwhile, the red blocks below
you are piling up. They can also be
destroyed by shooting, but only from
the side or underneath. They are also
more resistant than the blue blocks.
When you do manage to destroy one,
any blocks above 1t will lloat gently
upwards, turning blue as they go.

The bomb button enables you to
plant bombs in the blocks. When I
tried this, the usual result was that my
man got blown to smithereens by his
own explosion, The exact oper-
ational advantages of the bombs re-
main a mystery to me.

Points are scored for shooting
blocks, and also for hitting the mys-
terious globes which appear at ran-
dom. Contact with the globes means
death for your man, But at least they
can be shot down, unhke what look
like cosmic churns, floating gently
but lethally around the screen.

| had a great time playing Swar. |
stﬂlll don't understand it - maybe you
will,

Left Swat [t'sa goodidea to eliminate the

bilue blocks as soon as possible. Otherwise,

balls of lame and monsters attack

had no problems understanding

Mad Crusher, largely because
Ive played dozens of other
games which are almost identical
Even so, 1t's an entertaining machine
and well worth a few coins of any-
one's money.

The aim of the game 18 to drive
your car along the track, fining at the
pother cars and trying not to collide
with them.

Every so often, a yawning gap
appears 1 the road. A jump button
enables you 1o leap the abyss You
will also come across a power zone
which you drnive into and along - be-
fore emerging as the four-wheeled
equivalent of the Incredible Hulk
The transformation lasts for only fif-
teen seconds or so, but enables you
to knock the other cars off the track
and into oblivion

The best thung about Mad Crusher
12 the graphics In the first section,
action takes place 1n a space en-
vironment, with asteroids floating
sedately past Gnd patterns and all
kinds of pretty colours crop up in the
later stages of the game

Perhaps a selection of phrases
from the Japanese publicity hand-out
can best convey the excitement to be
had from the game

"Fun to soot!(sic), Fun to jump, Fun to
reach the unknown spectacle!”
'Destroy forthcoming enemies with
fire button”

“A jumping avoid enemies’

“‘Crash enemies after through power
Zones',

Thnlling stuff, what? Senously, the
language may not be up to UK stand
the game 15

ards —
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uper Bagman 15 hard at work
underground, retrieving bags
of money and depositing them
in his wheelbarrow. Having collec-
ted all the money bags, he unlocks
his friend from the jaill. And they both
live happily ever alter.

Like lfe, though, wideo games
aren't always as simple as they might
appear to be Super Bagman 18 no
exception. Grabbing the first money
bag 1s an easy task up the ladder,
get the bag, down the ladder, and up
the escalator to the waiting wheel-
barrow while the policeman pursues
you in a decidedly half-hearted man-
ner, He is trying to ull you into a false
sense of security, as you will soon
discover. Not only does he dog your
every footstep, but he calls in re-
inforcements as well, however un-
sporting it may seem.

There are ways of evening the
odds slightly. Scattered around the
mine shafts are bombs, hammers,
guns and assorted implements of
destruction. These can be used to
see off the forces of law and order,
But be warned! The effects of a bomb
blast or a volley of shots from a gun
will stun the policemen only for a few
seconds. Then theyre after you
again.

Super Bagman is unusual in that
you can travel to any of four separate
screens at any time. You can go up

TV GAMER NOVEMBER '84

and down the ladders, up the escala-
tor, down the steps, and up and down
in the lift. Beware of falling down a
shaft to your doom! It may be my in-
eptitude, but | found it impossible to
jump across a shaft while carrying a
money bag. This led to my early de-
ITSe O many 0CCas1ons.

If you wish, you can take the
wheelbarrow full of money with you
around the screens. If you leave it 1n
the same place, It can cause prob-
lems, This 1s because you are given a
certain length of ime to deposit the
next bag. If you fail - you die. Also,
the less time you take, the more
bonus points you earn.

As [ve said, the policemen are
very resihent. They are also very fair,
and will start shoohng at you only if
you shoot at them If that situahon
arises, be very careful theyre very
good shots.

When you have successfully col-
lected all the money bags, pat them
in your wheelbarrow. Once you have
evaded your pursuers, you can think
about releasing your partner from his
subterranean prison. Fust, you must
find the key. That remains hidden
throughout the game, revealing itself
only when the last money bag has
been recovered.

Super Bagman 1is difficult to do well
the first few times you play it. But, like
all maze games, practice makes per-
fect and even practicing Is fun

ot on the heels of Punch
Cut, Nintendo has released
VS Tennis. It comprises two
complete arcade units blended into
one. One, two or four people can
play at the same time, either against
the computer or against each other.
Controls are eight-way joysticks to
contral the players movements, and
push buttons. One 18 for serving,
smashes and ground strokes, the
other 1s for lobbing the ball
Whether voure playing agamst
the computer or another person, the
figure on the court nearest you 1s
your player. 1 found this a little dis-
concerhng, as mine was Wearing a
skirt, but | soon got used to the idea.

You must be flexible these days.

The player throws the ball into the
air and serves by hitting the serve
button. Hit it too early and the serve
will be long, too late and the ball will
go mte the net.

After a successful serve, your op-
ponent will probably manage to re-
turn the ball, recuuring further action
on your part. Positioning is crucial, as
in real tenmis. If you stand too far left
or right, or too far back or forward,
you'll miss the ball By use of the joy-
stick in conunction with the push
buttons, it's possible to place the ball
fairly accurately. But there's no way
of controlling the distance

The excitement starts when you or
your opponent move up to the net 1o
smash the ball. If your opponent tries
it, get to the back of the court. Return
the shot with a lob, so that the ball
goes over his head. When you feel in
an aggressive mood, remember that
if you use a back-hand stroke the ball
will go to the right A fore-hand
stroke will do the opposite.

Once you get into the swing of it,
VS Tennis is surprisingly realistic
The only thing that lets it down is the
lack of interesting sound effects. In-
stead of shouting his decisions, the
umpire has a little word bubble com-
ing out of his mouth,

The game lasts for as long as it
takes you to lose three games 50
value for money 1s very good. When
your money does run out, the mach-
ine offers you the opportunity to con-
tinue the game where you left off

I can see myselfl spending a 1ot of
time keeping my world famous back-
hand volley in shape, courtesy of VS
Tennis - even if 1 do have to wear a
skirt, See you on court, L]
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John Griffiths scrutinises Puffin’s first

adventure: The Furesi nf Doum.

ll ou are an adventurer,
sword for hire, roaming
the northern border-

lands of your kingdom Having
spurned the dullness of village lile,
you now wander the lands in search
of wealth and danger

“Not once during the last
since entering the northern bor-
derlands have you set eyes on an-
other person. This dces not worry

ou at all, as you are happy with your
OWn COI ipany and enjoy the slow
sunny days hunting, eating and
sleeping.

“These are strange lands inhabited
by weird and loathsome beasis
gobhins, trolls and even dragons. As
the flame of your camp fire gently
dies you fall asleep, images of screa-
ming green-laced trolils r'n Lr—rlm_;
through your mind. Suddenly
bushes to your left you hear the loud
crack of a twig breaking under a
clumsy foot. You leap up and grab
your sword from the ground. You
stand motionless but alert, ready to
leap on your adversary. Then you
hear a groan followed by a dull thud
of a body falling to the grouna. Isit a
trap? ;

You'll have to find out by journey-
ing into The Forest of Doom. What
you have just been reading i1s an ex-
ract from a brand new game in the
first of a new range from a totally new
software company. Puffin has brou aht
you virtually every book worth men-
tioning. Now 1t has decided that
there 1s room for expansion, ar.ri has
taken the big, if not nsky, step into
the world of computer -:_rarr.:*

Puffin, unhke some new com-
panies | could mention, has steered
away from the monotonous arcade
shoot 'em ups. [ts new games are
fantasy-rcle playing aaventures

These games do resemble your
basic adventure, of course. You stll
have the theme of 'search, destroy
and collect, But there are a few
added twists. I'm sure that you have
playved, or at least heard of
Dungeons and Dragons (D and D for
short). This 18 the game with maagic,
skill, luck, strength and, most import-
artlj,r dice, If you muix this with a good

d fashioned quest, plus computer
umpht ~s and sound, you'll have some
idea of what I'm talking about

The opening screen is stunmngly
beautiful. It portrays a large light
house-type tower on the right with a
brown path leading into a dark knot
of trees forming a wood. Above the
trees reads the name of the game
And to cheer you up, a glaring skull
rests on a tree stump to the left of the
picture

ten days

I tne

| flecting

The next screen 1s a graphical re
presentation of your character sheet
To the left 15 a good picture of your
sword and shield with the sun re
off them. The rest of the
screen 18 filled with boxes. There 15 a
p1g one at the pottom showing what
you are carrying Moving up,
smaller boxes show your food and
your jewels. Up from these are more
boxes portraying your potion and the
pieces of gold you are C arrying

At the very top, you have skill
stammina and luck boxes To know
how much vyou have ot each, roll
some dice. This i1s done by pressing
the space bar - the main control n
the game Graphical dice appear
and are randomly rolled. When they

stop, their score 15 printed in the
three boxes. Then type n your name
or one suited for a herce warrior. ['he

C "'mIDL-,[l:'I’ will call you "the agile, the
lucky or the strong’, depending on
your score 1n each of the three cat
egories. The maximum throw for luck
and skill 1s twelve but for stamina it's
twenty four

Now you are almost ready for youw
adventure, But first [ must continue
wih the story.

"After the body falls to the ground,
you lock behind the bush to find a
"|1r1r_~" old man with a bushy 'ﬁ"m"] ][f
18 crumpled 1n pain, and has several
F_.-I,_u,,':u.’_l]", lipped arrows 1n his stomach
‘i"r:nl_l cover him with your sheepskin
blanket and manage to understand
his croaking speech

"His name 1s Bigleg and he tells of
a story about Gillibran, present king
of the village, Stonebridge. Bigleg
begins to fade, and on his

FTETLHA
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| .run. In the book

dying |
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SPECIFICATION
Name: Forest of Doom
Machine: Commodore 64

Supplier: Puffin Personal
E omputer Collection

Price: £5.50 (E7.50 with
book)

Rating: Value 5
Graphics 3
Sound 5
Gameplay 3.5

breath asks you to collect the four
bronze talismans to unite the dwarfs
of Stonebnidge. He tells you to buy
maagic items for Yaztromo the wizard
He qgives you thirty gold pieces, and
then dies.'

The talismans were worn by kings
of old but then sto When Gillibran
came to the throne, he had no control
over his people without them Gob
l-T--- had s .:Irun d rI.._- talismans

ound il

After finding Yaztromo's castle
one pictured at the beginning)
yOou pick up some of the magic items
and are ready for your journey

The start. [his game hasnt

|._'..-|
== b &

{(the

ColTle

out of the blue. It was started by
Puffin in the form of adventure books

In the books, you were given prob
lemns like what to do next - attack
you hmi '.Huw' il opti
ons, and your chol lecided
next appropriate _;_u-.-l-._n:

These books have been very pop
ular. But [ am told by some .'.j Ti'lr;
players that, after a while, 1t beco
difficult and annoying ._u-;*-.-n.-h-.|l [..-ﬂ-._rr_-.
have to be held down at once, and
you can easily get in a tangle. The
computer game versions work on the
same principle, with a maximum of
four options to choose from. But this
ime it's much easier than the book
Simply press l-u vs |, 4 3dord

There is no w-..n.;Jt:-uL--aI'f Instead,
the option keys are used. Apart from
these four keys and bar,
there are three function keys plus a

(e

the space

few others used for controls

The game setting 1= exactly the
same as the books: strange lands
with the same monsters, the same
3lackwood forest and, on the other
side of the forest, the same Stonebr-
idge village. However your quest 18
different. In rhr—'- book, you '[u:ﬁ find
two parts of a broken |'|-]T"1[.I.¢—'I n the
computer ;J.:u_u_ there are fi.':'.J!
bronze talismans to collect

Not only is this type of game dif
ferent, but the way 1t 1s presented 1s
unique also. The main difference 1s
music. When you arrive at an inter-
esting location, instead of a graphical
picture you get exceilent music app
ropriate to the situation. The music
also acts as a warning
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I haven't solved the game totally. But [ have done vir
tually everything possible in it, and | have found every
talisman except one. The third is the one that eludes me

For the fight sequences, the fifth and hnal screen is
shown. This, like the character sheet, displays several
boxes. In the top left and nght hana corners are your
name and your opponents name. Then it shows both
your stamina and his/hers, followed by skills and luck
The monsters you fight don't need luck.

In the centre of the screen is a largish rectangle with a
picture of your enemy; on the whole these are very good
and constitute the main graphics in the game. My fav-
ourite ones are of the wolves, the shadow changer, the
dragon, the hillmen and the werewaoll

Just below this is a space for your dice to roll (press
space). During battle, the number on your dice thrown 15
added to your skill The same happens with your op-
ponent, and the highest score wins that round. Each
round, the loser of the throw 1s reduced by two stamina
points. The one that first reaches zero dies

Below the dice is a score, showing the reduction in
stamina of both players. Finally, below this appear com-
ments on who hit whom, and whether your blows were
blocked. While fighting you can escape by pressing E -
but you lose two stamina points for cowardice, Or press L
for luck; this gives you an extra throw

HINTS AND TIPS

e The map shows a land separated in the middle by a
rniver and dominated at the top by Blackwood forest
After leaving Yaztromo, you can go east or west. If you go
east and do as the crow says, you will have found a route
full of monsters, battles and interesting items. This path
has more than any other. You will find worms with
strength potions, useless ogres, mantraps, ape men with
nifty bracelets, poison-spitting pygmies and bees, be-
fore you arrive at the water's edge

By the way, when you get there [ hope you'll be nice to
horses. But now, unable to retrace your steps, you cannof
return to get the talisman. | therefore suggest going weslt
® Once you have played the game a bit, you will become
used to the routes. There are only four leading to the
river. You will then know what items to buy — no more
than ten - at Yaztromo's castle to help you on your part-
icular route. The main goods [ would recommend are:

anti-poison pot

plant control

headband of concentration

fire capsules

strength armband (buy if your skill 15 below eleven).

Buy carefully and leave some room for items to pick up
on your travels.
® There are a lot of risks 1n this game and many battles
Make sure you are strong n all three categories and be
as adventurous as possible. Pain can be overcome and 18
usually hiding an item (or items) that may help you dur
ing battle. These add an extra point or two to your skill
when fighting and are extremely useful
® General rules towards the bottom of the map are: dont
sit down and don't help anybody else — especially small
SINnewy creatures
® The bottom half of the map houses the first talisman,
while the top half has the other three. The second is not
far from the water (a net could be useful here). The fourth
15 in the forest to the far north. By the way, do you believe
in genies and giants?

IN DEPTH REVIEW
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® My general tip 1s, when you are given the cnance, 1y
to start a conversation instead of drawing your sword
Search places as much as possible. And dont wade
through water — you will lose all your food or be attacked

On the whole, this game 15 a refreshing diflerence
from others, with superb music and geod graphics. But 1f
isn't perfect. Options make the game a bit hmited if
slhightly easier. And sometimes the computer decides
your move, with comments like "You see a mysterious
path but decide to continue north”. So you are continually
forced north, and will miss a lot if you don't go either east
or west at the very beginmng.

There are a few bugs plus a few weird events. At imes
| have had no money but had to pay someone — | offered
non-existent money and the computer accepted it. An-
other time [ tned this - and suddenly died for no reason
There are a few mistakes in the text with words misspeil
and some amusing sentences like "Bigleg was delirious -
he then sat up and spoke 1n his ear”. | thought Bigleg was
a dwarl, not a contortionst

The game loads in blocks throughout the play. Thisisa
good 1dea but a hittle nsky. If your tape deck refuses 1o
load one part, the whole adventure 1s renewed. This
happened to me when [ arnived at Stonebridge with only
three talismans. O
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Star Wars, The Movie, became the best
- money-making film of the decade. It was

obvious that arcade and computer gumes
‘would follow —and become best sellers also.
~ But, unlike the movie, Darth Vader may win

heri_e. Sotake Danny Pearson’stipsandlet

“the force be with you.”

sprang up

I vy oill-cdll
0O KITIC) Very lose to

IC Wenes [rom the
nim: Tallgunner and Starhawk But 1t
wasnt unhl 1983 th | official Siai
-F.‘i-'-ll. Jed D] 111 ”.— ] .'_J."' Al lf:

these machines were scarce. But
now If vou visit an arcade it is more

1 -"""‘l'l'v' |_ vou "-"r'l..- gee One
['ne me mm-;n.
first 1s a stan
other
.I"' |'1""-:I |
death star
As in the film

shapes
Verslon, and the
"'I 2 ._-.'I 302 Ol cockoit

caime 1s o aestr

ome 1n tw
The
CoMmes 1n
f the Y the
this 1s done by firing
a photon torpedo 1nto a sma *JI axhaust
ll"?-r‘: '.-Ir-l F]' : T I.l ." L1 W ||| nlront e
fighters, bunkers towers ."I';!'J Hnally,
the trench. The exhaust port 1s at the
end of it. As Luke Skvywalker, vou
must ov [l and destroy

these

Sl LN all

the death star

When you chimb into the cockpit of
your A-wW ing fighte: displayed on
the screen are the nstructions, the

scores, and

gilely
Wars

the story of Star

After you put your money

110 11 Jalaxy [ar
(wel even years
I..:.'.IiI o JI. .Ji.:'. 'llr 'I, hlllt_—'
became the bes
film o ne decage
=re have been many
1l1keas — { e f[Ignters
Y 11 A [ Ol games

r .".rl = i

a i 5
LA T Il..- i

death s

ars,

the

-
3

Crean

wilh easy,

displ

hard written underneath

alsc

o e
I J!..I..

I o
IJ.t" |_.l.“.'.l"|ll

ore
medium
hree

And on
DOTIUS D

lev

level

DINLS

v displays
for destroying a death star
which
bonus points,

starls at
{0 bonus h;[

e]

YOou del no

The controls

lerent fro

ITh

- I.,I
AiLY A

which
yvou get 400,00
the hard level

starts

you get o

on tnis game

= =
nel

game,

TR E g,

"E"-l '\-ll.:;! Q.H

=T ¥,

'“'n'«.

medium ant

three

the bonuses you

':.-f'[ |

at wave

Cn the
wave
nis.
(000

are oif
Instead

| pull the

IN DEPTH REVIEW

Just stick ana a butlton
have two triggers joined in
middle, The tnggers can move
and down, and the rmddl
left 1o LJ-‘_|3:|‘. You don't move
Wing as you would 1n
I _-lf-‘-‘r'] YOu [Move
when vou pull ‘._"!.‘ tr
where the cursor |
After the three I'_J'_lT.'-::-i"I stars have
appeared on the screen, you must
gselect which death star you want o
attack Simply move the cursor over
1 death star. When Irsor turns

I"_'I:- |I"|"I ‘:|.'|'|ij
the
up
T
the X
.IL.IrJn“ .- § I'I',_"I
CUursor, so thatl
IOJagers you Jgo

part I

the o

yellow, pull the tnigge:

T II'\-I'I""
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You don't have an amc
In this game. Instead you |'.-e.':'f'-
tain amount of deflector shields
usually start with six but this
vary. You l shield
you crash into something

Like an Increasing
games these days,
talk. You may hear phrases from the
film. For example vou lose
your first shield Luke Skywalker says
"Tm hit t*ln not bad, Artoo
YyOou can do with it When vou lose
VOUr Jv.-]:in shield he says "lve lost,
Artoo”. Han oSclo and Darth Vader
also speak

The top por Star Wars
screen 15 splif pleces. To
the right is the wave number you
on. In the middle 1s how many shields
you have left, and on the left 15 your
score

Underneath the score is the value
of the last object destroyed To des
troy anything in the game, you must
place the cursor over the target and
triggers

At the start of the game you are fly
Ing through space, with tie fighters
"];,L[|rr towards you. I you shoot a tie
fighter, the middle section explodes,
and the wings will fly off. After battl
ing the tie hghters i'e:mr a minute or
two, Luke says "This i1s red five. I'm
going in. Then your X-Wimg will

0se one every LT
imount ol
\Wars can

i
P 1w 1

= wher

sSee whnal

1 of the
Inio inree

are
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dive to the surface of the death star

What happens next depends on
which level you are playing. You may
go straight to the trench or fly over
the surface

Wave one When you the
game, three tie fighters are flying tc
wards you Two fly diagonally and
one straight at you — you should be
able to shoot two of these

After you have dived to the surtace
you go straight into the trench. Along
the sides of the trench walls are two
targets: red and green sqguares, The
red ones are guns - like the tie hagh
ters, they spit fireballs. These should
bhe shot : come 1nto
view. If not, you will ind about six
fireballs coming at you The green
squares are harmless and are no

danger. They act as warning ol

Rl
Stdl

15 5007 4ds ney

|H.'\.I.r.- I..II .. .IJII-'. 1-" l..-'..-l:-..lll:' II _-r] I.II:-J.-I II_ .II Ir ...:II

gameas these days Star Wars

manaces 1o .'IJ.J.'I'P'";' ]
characters talk. You will
hear phrases from the
film as you play. ol
example, alter battiing
the hie fighters Luke
Skywalkersayvs

vy
1 PRI B ey
il da TEUT IIWE

you may heal
Darth Vadar
command nis
ships to "stay In
attace

formation’

when you are about to come up to the
exhaust port

As you approach the port, "Exhaust
Port Ahead” flashes on the
under the shield-remaining indica
tor, “Yahoo! You're all clear, kid
COmes shout from Han Scolo
When you get to the port, place the
cursor over it and fire repeatedly. I
vou it it, your fighter 15 hurled into
space and the death star will ex
plode. If you miss, you crash through
the wall behind the port This results
in the loss of a deflector shield. "Ex
haust Port Missed" flashes on screen
and you must fly through the trench
again

Wave two starts with three tie hg-
hters comuing straight at you All of
them will fire if you let them get close
enough. But you should be able to
shoot all of them if you are [ast

You may hear Darth Vader say a
few words hke “Stay in attack form
ation” or "I'm on the leader”. If you do

' o |

=

SCIEEl

=

the

yvou should see him very soon alter
wards. Unlike the other tie fighters,
Darth Vaders cannot be

will

destroyed

Instead., he spin 1nio space,

1 }
only one shield, but 1

| avold
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Darth Vader 1s worth more points
than the other ties: 2000 points
Darth Vader tends to Iy 1n a zig
rather than 1n a circle or
a straight line like the other hghters
He should be shot as scon as you see
mm
After you have dived to the surface
you bunkers. These are
red, like pyramds with the tops cul
off They shoot fireballs at you, and
should be shot as soon as they are n
range. A bunker will blow up n sev
eral directions when shot, like a tank
1n Battlezone
As  you
bunkers, your fighter will fhp round
and enter the trench. This trench 1s
different from the first one, There are
1. Catwalks cannot
1 may be
catwalks and lose
15 better
them. In wave two, catwalks
are scarce and pose no real pri blem
In the trench, the red squares fire
catwalks or no catwalks From
to tuime 1n all the trenches
Kenobi will say "Use the force
or "Let's go, Luke" When he does
will flash on screen
As vou reach the end of the trench
three things will warn you
® The long rows of green sguares

appear along the trench wall

ENCOoUnier

the end of the

[Neal

catwalks across
be destroyed. Yol
crash through two

ible

[1me
L TET
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® "Exhaust Port Ahead llashes
SCTeen

T | 17 e Ly '™ i
® [larth Vader sayr LTe Ioroe

sSrong 1n uus one
I'ne exhaust port is hit
way as 1 wave one
Wave three Deqins
one, with three fighters coming al
you and two of them veerng diagon
t 15 hikely yvou will see good old
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to the death star, you will be faced
with another threat — towers. Towers
are lall and yellow with a white top
Bunkers are also dotted around. Both
the white tops and bunkers shoot
fireballs at you Towers are des-
troyed by shooting their white tops

Underneath the shield-remaining
indicator are two messages. One
shows how many points you get for
the next tower and the other that you
get 50,000 points for destroying all
the towers They're worthwhile tar
gets — but you have to work for your
50,000 points,

There are sixteen towers in all
The numbers of towers left is dis
played under the wave number on
the right. If you miss one, don't worry.
You go through the same set of
towers several himes before going
into the trench. As you get closer to
the trench, your X-Wing speeds up,
so a good strategy is to destroy the
towers on the first few passes

The third wave trench is more dif
ficult than the second, with the cat-
walk doubling up and the red targets
lirng more fireballs. Once again, the
exhaust port 1s destroyed in the same
way,

Wave four beains by scrolling
sideways instead of up as in the pre
vious waves. [t starts with some
music from The Empire Strikes Back
(to all Star Wars followers - the Im-
perial March) which 1s a bit odd. At
first you see only three tie fighters
one of which i1s Darth Vaders The
two orchnary fighters fly in a cucle
and towards you. A good strategy
from now on 1S to concentrate on the
fireballs rather than the tie fighters.
You will know 1if you are doing it right
I you hear Luke say ] can't shake
him”,

By now the fighters are getting
quite fast, and they fire more than
one firepall at a ime. After diving to
the surface, you once again come up
against sixteen towers. First, you see
four towers straight in front of you
these are shot quite easily, The

towers are harder than in wave three
because they shoot more fireballs
more accurately,

—R——r— @H*m

The fourth wave trench 18 even
more difficult, with only just enough
room for your X-Wing to get through
This 1s because at least three cat-
walks are joined - the trench can
take only four Usually, the gap is
either at the bottom or at the top, 50
you have to really weave up and
dowrn.

After you go over the purple triple
catwalk, you see the exhaust port
Unlike the others, it has red squares
beside 1it. There are sixteen in all,
and most of them fire, After you shoot
your photon torpedo, the fireballs
disappear. 5o try and fire as soon as
possible

Wave five starts by scrolling side-
ways, and again there are three tie
fighters. Sometimes one 1= Darth
Vader. Once again, the ordinary tie
haghters fly in circles. They fly very
fast and are increasingly difficult to
mt. "I have you now," Darth Vader in-
tones. At the end of the tie fighter
attack, Darth Vader may fly straight
at you, letting off a volley of fireballs
f his fireballs don't hit you, his ship
probably will. As you dive to the sur-
f[ace you hear the voice of Wedage,
Luke's fnend: "Look at the size of that
thing

Next you face even tougher towers

and now there are twenty of them
At first you see a long line of about
ten towers. You should be able to
shoot at least seven on the first pass.

The trench i1s also ultra hard, with
catwalks everywhere. In particular,
there are two areas where the cat-
walks are more concentrated, Once
again, there are red sguares next to
the exhaust port. As you approach
this, Darth Vader repeats his phrase
from wave two: "The force 1s strong in
this one”. If you then hit the exhaust

port Han Solo applauds you with
"G_-In_'—t-m shot, kid. That was one in a
million"

Wave six starts as i wave four,
with the Impenal March theme from
The Empire Strikes Back, The tie fig
hters are very fast, and there are a lot
of them. Darth Vader is at his very
worst,. To survive, you must shoot
only the fireballs

From time to time, there may be a
break 1n the tie fighter attack so that
cnly one fighter is on screen. Then
you should go for it

Az 1n wave five, there are twenty
towers. Because of the bunkers' fire,
it 18 almost impossible to get a 50,000
point bonus.

The trench 158 a mux of both wave
four and five. It has two areas of con-
centrated catwalks in the hrst hall of
the trench. The second part needs a
lot of weaving up and down. After
you fly over a yellow triple catwalk
and a purple tniple catwalk, you
come to the exhaust port. As you fly
over you will be greeted by about
twenty fireballs. If you manage to fire
in time, you will move on to wave
sSevern.

Wave seven. Tie fighters are near
enough the same as In wave SiX, ex
cept that there are more of them. The
towers are also much the same but
set out differently. The trench s
completely different.

In this wave, a catwalk does not go
from edge to edge but over half the
trench. There are four of these, so
you must weave from side to side.
Then come a few chequered cat-
walks. From now on, the catwalks
become easier with plenty of room
for your X-Wing to get through.

Wave eight starts as in waves four

and six with IhE_ Impenal March
theme. Three tie fighters are i the
distance — one of them 1s Darth

Vader. The fighters are the same as
in waves five, six and seven.

In this wave you get twenty-one
towers. First you see two towers right
in front of you Behind them will be
another five, Behind these lie the rest.

The ftrench begms with four
double catwalks, so you have to
weave up and down Then you come
to a lot of concentrated catwalks
That is as far as | have ever been able
o go.

My already dwindhng supply of
shields always receives a fatal ham-
mering and "GAME OVER" flashes
on screen. After six months of play
ing Star Wars, my score has reached
|.srmlhon. [

- SCORING
TEFIGHVER .o s i, 1,000 points
DARTH VADER'S TIE FIGHTER.......... 2,000 points
BUNKERS...c. i A s 250 points
RED SQUARES .......cconrmnnne <. 100 points
GREEN SQUARES ..o iiissiaimspiomniins evainnne 50 poiNtS
FIREBALLS ...l g i 33 points
ALLTHE TOWER TOPS............... s v 50,000 points
B HAUST PORE. 2 it s 25,000 points
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PFHOTOGRAPHS: PHILIP DE-ASHA

3 st adventure s
,and the pbest | ve recl.
A1l dll ":_ --..- k ; -...:'.. -'. --_ -.'r s
a secret telephone number. Ringand
claim your prize - there are two clues
in our illustration on page 34

It had to come. With
national newspapers ciiering
millions of £iLs to readers, a
software house 1s now offering
big money prizes to players
But Domark s first adventure 1s
fun, and the best ['ve played
heidea isto solve the five
adventuresand ten clues in the
accompanying booklet. These give

Truvel through time to save the world —and earn £25,000!

" Deird re Boyd gives you the firstlook at Domark’s blg -prizegame.

SHAPE 1M THE AIR
G PTERODACTYL IS ¢

FTERODACTYL CATCHES |
PRI o

Your first adventure takes place In

prehistoric imes. Leave quickly! The

pterodactyl moves inreal ime
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Lose the old game of Stone/Paper/
Scissors, and you'll be forced to joust
with Sir Mahn.
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The last adventure! Safe in his
Caribbean hide-away, Von Berg has
threatened to blow up the world,

TV GAMER NOVEMBER 64
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Nota happy scene. You've started the
second adventure in ancient Rome.
But pleasure came before business.

An arcade game appears before
each adventure. Itsopticnal - but
vou build up vigour for survival
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faflE Ml
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| Peer through the windows. But tread
carefully. . .a false step will land you
on a fatal convevyor belt
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ALE FEIGHT SATTARLE

The third adventure explores King
Arthur's era. Again, there 1sdanger.
Fight — your vigour 1s high

More trouble! It's World War I[land
you're trapped in Colditz. Remember
to wear uniform throughout.
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Told you! Turn to page seven for
more detallson Eureka!, avallable
on CBM64 and Spectrumat £14.95

35







IN DEPTH REVIEW

How can Bruce Lee fight his way through

electricbeams, Ninja and Yamo, and other

monsters? Darius Mahbouby and Surijit Patel

show the way —and how to achieveriches

and immortality into the bargain.

ruce Lee’s autoboot game
cassette comes In simple
packaging with a colourful
and very informative card inlay. Not

the great Atan programmmers — Ron |
Fortier who wrote Zaxxon for the
Atan home computer range,

When loading Bruce Lee on the
Atarit 800 you may have to take a 16k
ram board out (the fourth slot). Some
versions show a title display of a few
words after the first minute of lpad-
Ing. The disk version nhas a picture ol
Bruce Lee's face and plays music,

There are four variations in the
game.
® One player vs computer — you are
Bruce Lee and you play against the
computer's green Yamo. You get five

x
TR =1

lives.
¢ One plaver vs opponent — you are
Bruce Lee who plays against Yamo
controlled by a second player. You
get ten lives,
® Two players vs computer — you are
Bruce Lee until you lose your current
life, then the second player becomes
Bruce Lee until a life 1s lost. You play
against the computer's Yamo and getl
ten lives
® Two players vs opponent - you
take turns in being Bruce and Yanlo
in this mode. You receive ten lives.
The scoring system on Bruce Lee
15 as follows

Lantern. e e 125 pts
Choppingopponent.......... 100 pts
Kickingopponent.................. 15 pts
Entering new room o 2,000 pts
Knockingout Yamo............... 450 pts

Knocking out Ninja s 20 pis
Destroyingwizard.................. 3,000 pts
Landingonopponent............. g0 pls
Bonus life at 40,000 pts and others
every 30,000

The game is set 1n ancient Japan on
Mount Fuji. As Bruce Lee, you must
penetrate the evil wizard's twenty
deadly caverns. These are filled with
traps. T'Sung Lin bushes, electrical
charges, flying monsters, pan hghts
and poison spikes. You also have
Ninja and Yamo to contend with

Yamo 18 very fat (ex-sumo wrest-
ler, probably). He chases Bruce Lee
around the screen and delivers fly-
ing kicks and karate punches. You
will have to kick him three times or
punch him six times to knock him out

Ninja, who 1s dressed in black, also
chases Bruce Lee around the screen
But instead of kicking and punching

surprisingly, this was done by one ot

he attacks Bruce Lee with a deadly |

arsenal of weapons To knock out
Ninja, you must punch hirn four tunes
or kick him twice.

You must also face the wizard. The
actual aim of the game is to kill him
and claim his enormous wealth

To get from room to room, you
must collect all the lanterns in each
rcom you enter. There are ninety
lanterns 1n the game. bach lantern is
worth &5 points

Before describing each room 1o
you, here's some advice about the
many dangers in Bruce Lee
T'Sung Lin bushes can be used o
your advantage as well as being the
source of your death

These awesome things appear as
mere stems. But when you run over
them they grow quickly, killing any-
one on the stem or in a half
centimetre radius. But fear not. the
trees last for only half a second

There are no real techniques for
avoiding the trees but there are some
helpful hints. If you are on one side of
the tree and Yamo or Nirmja on the
other, don't try to kick them Wait
until they run to you and the tree ais-
appears, then you may pass.

Also, as soorn as you run across é
tree stem, never run back straight
away, Trees appear In rcoms 4, 6, 11
12, 13, 14 and 15 Room 6 15 probably
the most lethal,

Flying monsters are easy fo
dodge. They appear in rooms 7 and
18. Again, there are no special tactics

but as soon as they pass your feet,

| jump or walk off the edge.

Flying electrical charges 1=
quire skill to dodge, especially the
double ones

These are the second most com
mon traps. You come across them
between the entrance hall and lost
caverns rooms 4, 5, 6 and 8. There 15
one foolproot way of mastering these
futuristic traps. As soon as they pass
your feet (or head), jump or drop
down. That's that!

Pan lights are the small dots
which crawl along the floor. It dep-
ends in which scene you are, but on
the whole they are deadly

These require more skill to dodge;
the best way 1s to develop jumping
patterns. The pan lights travel in
pairs along the dotted floor, occur
ring in rooms 6, 8, 16 and 18

White poison spikes are easy o
dodge and kill you only if you make

SPECIFICATION
Name: Bruce Lee

Supplier: US Gold
(Datasoft)

Price: £14.95 disc,
£9.95 cassette

Machine: Atari HCS +
32k; Commodore 64
(joystick needed)

Rating: Value 4.5
Graphics 4.5
Sound 3
Gameplay 4.5

an out-and-out mistake or have a fit

Lantemms are needed to get from
room to room. In room 5 touch the
lanterns only when they are white

Scene one. Collect the bottom
layer ‘of lanterns quickly. Then chmb
a quarter of the way up the vine, and
wait for Nimja to appear. He will go
down and won't be able to climb up
again. Quickly go to the top, jump
down and collect the other two lan-
terns. Exat right to appear in the next
scene

Scene two. You will appear in the
top or middle left, depending
you entered from in scene one. Try to
appear In the middle lelt as this 1s
easler. Run across and grab the lamp
with a leap. Then run and leap on to
the nght platiorm, collect that lan
tern, and descend

Collect the two lamps on the night,
run to the left. Kill Ninja and Yamo if
they are there. Collect two
lamps and go to the top of the vine
Climb the next one, then leap across
o ext

Scene three. You will start
left. Fall onto the platiorm and get to
the left edge. Then leap across
grabbing the two lamps. Leap back
onto the platiorm and go nght untl
you reach the second platform. Grab
the two lamps, get to the nght edge,
and leap to get to the right. Leap to
get that lantern

You will now fall - and Yamo and
Ninja will most probably be waiting
for you. So keep pulling down on the
joystick until you reach the ground
You should be 1n a ducking position
when you get there. Get up - hope
fully unscathed — and collect the bot
tom row of lanterns whilst defending
yvourself.

Go to the vine, climb to the top,
and re-enter scene two. The door
right at the bottomn should now be
open. Go through 1t

Scene four. You will enter this
scene by dropping in on it. Once you
land, quickly go to the nght and col-
lect the lamp.

Beat up Ninja and Yamo, then col
lect the other lamp which 18 suspen-
ded over the gap. You can do this by
waiting until the beam just enters the
right side, and then leaping

where

" |.|:.'.':“._'

I ine
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When you land, go right and jump

ontc the other ledge, at the same
time collecting the lamp. Wait on the
side with your loot over the edge.
When 'hr-‘—*[—' quarters of the first
b SAITL gOes 1n, jump down

o to the left lantern and wait un
de rr-.;-nti: W}'u'r_t the second beam
has passed overhead, collect the

lamp and nearby. Now
F.--if'..: ge 'mII have o ru‘mri.

Collect the rest of the lamps,
vet another door will open.
througn this

Scene five. You w:]l
the top and fall to the g und L_'j.u-u_
Ly rL;.1 f' the _LZJ-'iI1iC|ff‘ JEealm
across to the night

'hr—1 {—'-du-u l"1|l| '.|'IH

(e one
R 8L |

qu
1r| p 1n from

o

Tross .u
,l'-;-...[l..'IEIJ.
lamp 15 "'||tr~
-:1-;—m |I 10 lmll qll .:u: ground
mckly cross t-:- I"u" Deam again

31 __1 ascend. Get onto the left platform
and repeat the technique to get the
lamp

On reaching the ."""1':'. .-[.3 to the
ladder and chin t’ 1t, Stand on the side
of the wire. Wait ur |l | the beam at the
bottom cross 1 nen go down

Scene si.:. :I-,_ll_l will again land from
the top. Go to the left, collect the
other four lamps, then the single
lamp

Ninia and Yamo will this
scene a real pam for you The door
on the Jmh snould have opened Hm_
irds it when you reach the sec

ohd I:.-'li."';tl. leap over it and stand on

make

1O

ROOM NO.  YAMO

NINJA ~ PAN-LIGHTS TSUN-LIN  ELECTRIC

the edge. Make sure your foot 1S not
| over — that will spell doom
When the beam reaches the night
side, leap nto the air over the gap
You should come down safely. Run
and collect the lamps. A door should
appear on the right-hand side - go
through 1t
Scene seven. C:u-'»"
the platform and wait 'Ln'|' the flying
monster enters the right-hand sie ie,
Then try for a large leap. If all goes
well, you should land on a small
ledge. Give another large leap to the
left, and get that lamp
Go 'hru-'ﬂ' 'hf* -;'-m
appeared on f
pe back In
section
Get to the edge of the pan-light
lloor. As s00M as a
on the opposite side
When it's near, jump over i
two seconds, then jump again
tinue deing this until the end
The lamps will t:r: ready for col
lection. Get them, and run back mnto
scene USINg .lu—- same tech
niques
Now go up the
| first met, to the point whe
started. From here
p]:il I, again using
or dodaing the flying monster. From
.lcrfr go onto the ]TH'L.:J.[':' particle
beam. Go up this, and get the two
lamps
The door

to the edge of

which has
should now

M TR EST
|i:?T JL-*- =

plTr‘ -.-|F'.. IT]

run towards 1
run for
Con

farmy

saven

beam you
re you first
jump [1E1L
the |‘—‘T};:I|u;lli—'

particle

the

will open on the right

INFORMATION TABLE
FLYING
TRAPS

TREES BEAMS

pan light appears |

| hand side of the beam. As soon as
?Wd hth pﬂH591 ”HJvuth’aF]PIH o1
the way down, push the joystick to
the right until you reach the platiorm
safely

Get to the right hand edge, leap to
the right, and get the lamp - another
exit will open on the nght wall

Scene eight. You will appear in
this room at the very bottom, near the
pan lights. Get to the very edge of
these — and as A5 ane appears,
run with it untl you reach the
side, Note; there 1s no jumping

Quickly cross back to the other
side using the same method and re
turn to room seven. Climb the first
particle beam you come across, unti
you reach the Te.;_ Then go thshk Into
room eght

F‘h W I.'['—"f o the e 'i'l_.t "."':- r]'1':'
vou are standing on, leap onto the zig-
zag part _lf beam and work your
way to the platiorm, Position yoursell
’hn. foot 18 just behind the
edge. As soon as the top beam enters
the right-hand side, leap on a ledge
Now get the lamp, which will open
the door

Leap back to the right ’r-'-'i'rs and
chmb up the particle beam to the top
where the l::‘.h:rh 15, This w .II Che !H_JH
the flow of the particle beam and
make 1t go down. Let yoursell down
onto the platform, grab hold of the
right-hand side particle beam and
descend to get the other lamp. Go
back up the beam, through the open
ing that has appeared

Scene nine. As soon as you appeatr
In scene nine collect the pottom row
of two lamps. Then go to the extreme
left ni he screen and up the vine onto
the second floor. First time round
Yamo and Ninja won't follow you up.
Collect all the lamps here - a door

TaTals
SO0

other

surface

SO the

OIL LAMPS  DIFFICULTY
RATING

LAMPS

—
ma
0
m
T
o slee ee
L AR B8 AR BR BN

:

:

sle ele e

#(xd)

EIGHTEEN
NINETEEN

o
[FIREBALLS]

TWENTY

t:hqlh-Lfllhdlljiilulqﬂh-l-h-‘ Bl et e W I e M P

KEY TO THE RATING

5=VERY DIFFICULT 4=DIFFICULT 3=MODERATE 2=EASY 1=VERY EASY 0=NO ACTION REQUIRED
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will appear at the extreme
tRToL |i'| .i.l:-

Scene ten 15 a repetition --r scene
lour — but you :n‘.;::l journey through
here to go back to scene (>et on
the particle 1d go through
natcn at the top -.'. you stop before
this, you can get the two lamps
when you do go thr
nter scene two

Scene elevem bcene eleven 18 a
repeat of scene two. Just leap onto
right-hand .-s:.:.i-. and continue 1
cene twel

acene twelve. [his scene repeats

L2471

""lll '||—- =

ene Uiree Wil “ notice that the
oriental nippo 18 NOW Il |} INg a noise
(20 down to the "E:.'-'IT and keep on
oing to the right, under the hippo
N0 scene [(nirteer

EcEnE thirteen. This represents
the castle gates, Here you must chimb
up the grey rope ladder immediately

wall

apove you, and 1._- onto the
here 18 an alternating l ricoe whnich
moves rom one side to the othe:

et to the edge. As soon as a
' ip and
leaping all the way across the first
ind second gap. Do not stop for a
pridge. Fall
lown and gef 'hn- two lanterns. A
natch in the ground will open
Ecene [uu.rteen. You will start this
scene on the bottom floor, Collect the
o1l lamp, then go up to

and collect the lamj

dipedls, 12 Eceh O
'}

o go up to the 1 floor |
hold of tl nort white vines whicl
row 1n between floors. You must
activate a Tsung Lin bush So just
leap onto the vine nout treading

the bush

20 UD 0 The 10D level next, near
t d and leap irab the re
maimng lamp. This will open the
door on the top level, chmb back up

anda go through this
Scene fifteen

tunnels, eacn ol whicl

ferent di |-:'::_'.' F
particle and get off at the tog

Sr:ene sur.teen. You will appear on
p floor on the left. Quickly run

DeEdTIT]

scene seventeen. Tou will start at

the top in the corner. You must get
the two oil lamps, then a door will
dppear 11 I'::~.- top nght-hand comer
(0 through 1o return | ene I

To climb the spiral stairs ]
pushing your joysticks up so that
Bruce climbs up ttle jumps. When
. : litteen, take the
unnel
Scene mghteen. You start the
ne on the top flo t'il t '::lli. Yamc
and Ninja Iﬁ.-.‘lL across the a:
the right ledge and cx llt ct the
np :]:i'.:_-l: wil open a

pottommost o1l lar

=T =

| |]'_.':

almie =

ground

L e
e p] [
bl I8 =t i

Enter the ground section of room
evenieen only, as this section c
(aln Tip i1 IoOoIm sixXieern o
I1

LI LY 1 | 1 noc sScene
elghteen, chimb the spiral stawrs ic
tne second level and leap across t
get the ol lamp, This lamp will open

| dOOT Into scene nineteen — the dea
aliest roocm, In my opinion

Scene nineteen. [N i1his scene
there are four levels
§ 1

dodge the hrst level wail the

edge. Between a set 0 pan

lants, leaj hen leap all the way

) 'Ir-l"' - e | -."-'l Nall al [12

lge until ol mes out, then run

with it until u reach the centre
[ y the rest of the w 1Y dCTOSS

he third layer 1s the hard: vy all

at the edge, whe 1 Liglh 1 bout

a ;-nr light @n the (o
leap [ ACIOS
YOI W ” red _|I i"-'.":..' 1= !"-'-'F’::I:-."

Scene twenty. | middle
f the screen, here will be a shor
plack |.1-.*_"in'_"—_'-1' Climb up, and the:
the top of the tem et the two ol
lamps there. They are really import

1 the lett-

20 up to the

hand
Get the top then
ther lamp
mound again, and
the top of the temple
(0 right and get the other two oil
amps. Leap across onto the surface
of the new door
Scene twent',r nne. 'This 1= also a

deadly room ppear on the bol

I-I-I:.

grab
make a

lell, run across and

Irl._.. l‘:‘]l"". ._. !_.. Ir
h- fine

;._1;_.-6-5 ired
.-""1“['.- YOl

I.'i— .'.h|-—r'-r' Mk l]*
“. ] trap has

and 18 two seconds 1n front

joystick right. Bru el wwl along
tl =dge, Make surs 3 not ge
' lose to the flying trap
Continue unt the end. Now chim
up this v na 1d up straigh
[

ine right to t
peared

the right
I . > and. I there are no
ps below you, fall to the bottom
o1l lamp. This will make
appear, with which you
W |1.'.Eif- o 1he "'I_:"

Wizard's room. This 15 surprising-
ly easy to do. When you appear, wait
a half second or so, then run for your
hfe to the other side of the room, and
grab the lamp. This will destroy the
wizard You can now go into the
treasure chamber and achieve 1m-

moriality and eternal wealth

B If you want to cheat, plug a joy
stick mmto port two, put your foot on
the trigger button and keep it there
Yamo will now stay in one place and
will keep on punching You have
only Nima to deal with. This wall
make the game easier for you. [

another vine

ITIUSI NC
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PENGWYN

Machine: BBC B

supplier: Postern

Price: £6.95

Type of game: skill

The program loads in three parts
without trouble. Pressing any key
produces a screen partially filled
with blocks of ice, three of whichare
flashing Pengwyn has three lives
anda Welshdaddy .. ared
pengwyn!

The object of the game 1s for
Pengwyn to push the three randomly
placed flashing 1ce blocks into line
He can melt his way through the rest
of the 1ce blocks (by pressing
RETURN), il they are causingan
obstruction. Or he can shift theminto
anavailable space

Making this more than a gentle
afternoon's work for our polar chum
are the nasties, frendly sortof
Pac-Men. Imtally, two ol them
advance on chirpy little Pengwyn
who has two defences. These are
rather deft foot-work, ana the more
extreme resort of pushing anice
block over the advancing nasty

This latter action flattens them, and
gives him a breather toc get on with
the work, But more nasties appear at
random locations to reconverge on
Pengwyn. The number ol nasties
INCTEases as you become more
proficient

Pengwyn is moved by the usual
keys: 4, /, Aand.:.

This is not my favourite type of
game, but I found it quite a

by the fairly quick nature of the
game, and by the absolutely superb
3-D amimation of Pengwyn mmself

He s fully defined, front, back and
sides, so that every movement he
makes appears true to life. His final
death throes are hilarious; the
programmer must be a western fan. |
use the male gender because no
self-respecting female Pengwyn
would ever give up the ghost with
her legs in the air quite ke our little
lad.

Francis Duffin

Value 3.5
Graphicsd
Sound 3
Gameplay 4

GAME
REVIEWS
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TV Gamer's review panel

takes an honest look at
the bewildering choice

of computer and
dedicated-machine
games flooding the
shops.
We recommend what to

buy — or avoid! Above
all, enjoy your game.

JUNGLE JIVE

fachine; BBC B, Electron
Supplier: Virgin Games
Price: £6.95
Type of game: skill
Walking through the jungle, you
suddenly realise that youarent
alone. Looking around, you will see
that you are surrounded by blue
baboons, pink elephantsand red
rhinos (weird jungle).

The point of the game is to shoot all
the animals. But you must beware of
shooting the baboons. They must
survive, but they stll cause as much
hassle asany otherammal Youcan
travel only up and down the centre of
the screen, shooting to your left and
right as yougo.

[ found the Electron version almost

REVIEWS

impossible to play, but the BBC
version is better. This is an oniginal
game, but after a couple ol plays
boredom settlesin. lf youare
thinking of buying this game lor your
Electron, be warned. There are
better games around.

Chris Blatch
Electron BEC
Value: 2
Graphics 3
sound 2
Gameplay
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DEVIL BIRD

Machine; CGL/Sord M5 (Basic | 01 6)
Suppher: CGL Software

Price: £5.85

Type of game: sci-fi shoot 'emup
Devil Bird can be described only as
a simple adaptation of the arcade
game Phoenix. | wouldn't consider it
to be a translation.

One bird-shaped invader comes
down at a ime for you to shoot with
your laser cannon, The reachons
from the keyboard to your laser are
quick, Butit's not easy to dodge the
invaders' fire, because it's so fast.
After a while, youcan learn to watch
out for their fire and 1t'sno longera
problem

The graphics are quite
acceptable, and the invadersare
rather good. But your cannonisjusta
pyramid shape

The overall concept 1s good.
Unfortunately, with invaders corning
down one at a ime, it becomes oo
easy aftera while

Devil Bird 1sa nice game to play,
and | expect some people will geta
lot of emjoyment from 1t. It's not my
cup of tea, but if you like shoot em
ups, this one may be for you

Paul Bessant

B Lad O D

Value 3
Graphics 3
oound &

Gameplay 4

DEVIL BIRD
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HI BOUNCER!
Machine: BBC B (joystick optional)
Supplier; Mirrorsoft
Price: ¥6.895
Type of game: skill
['ve playved very few ornginal games
since [ bought my Beeb, but Hi
Bouncer! 1s likely to change all that
Like Mirrorsoft's previous hit, Caesar
the Cat, thisone 15 totally oniginal and
addictive, possessing all the speed
and excitement of an arcade game.

Set in the land of the Mr Men, you
play the part of Roger Hargreave's
character, Mr Bounce. Histaskisto
leap around town helping all his
friends. There are four different
screens, each with eight levelsof
play. They increase in difficultyan
require different tactical approaches
to successiully complete them

ocreen one features Mr Tall who
can't reach his gloves and scart. Help
Mr Bounce catch them by landing on
them feet first

Screen two shows Mr Lazy who's
too 1dle to finish building his house. If
you can land Mr Bounce feet firston
the see-saw, you'll scon get things
moving

Screen three has Mr Bumpwho's
too bruised to knock any more fruit
off the trees. Help Mr Bounce jump
up and catch the fruit - and [ do mean
catch. You've never seen frult move
like this before. Every time you think
you've caught some, it movesoffto
another part of the tree

Screen four 1sa sunny day. In fact,
it's so hot that poor old Mr Snow 15
melting. Help Mr Bounce reach
those clouds so he can shield Mr
onow from the heat.

Of course, ina game as good as
this, there are hazards to avoid
These include birds, puddles, falling

TVGAMER NOVEMBER ‘84

frut, see-saws and the ever-present
Mr Men who always try their best to
hinder you from your task. Contact
with any of these hazards has you
shooting about all over the screen
and losing one of your three lives. But
vou get an extra hife at 1,000 points.

The graphics are superb, and
portray the Mr Men just asthey
appear in the TV senes. Colour has
been used extensively and givesa
great effect to the 3D ana 20 screens.
Animation is smeooth and flicker free,
just like cartoons.

There are also some nice
humorous touches. For instance, if
yvou go near Mr Lazy when he's
asleep he'll get up with arather
annoyed look. If you leave himalone,
he'll go back to sleep again

Sound 1s a bit scarce apart froma
nifty little tune that introduces every
galne

| know many battle-hardened
games players might say that it looks
simple, and isonly kid's stuff. But,
believe me, from the second leve]
onwards the action really starts to hot
up. It'sso tough that a separate
seven-level practice program has
also been included for kid brotheror
|ncuisitive parent.

Congratulations to H&H Software
and Miurrorsoit for providing a game
that 1s fun, addictive and should
appeal to every member of the

| family
Waseem Asghar

Value 4.5
Graphics4
Sound 2.5
Cameplay 4
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POTTY PIGEON

| Machine: Commodore b4

Suppliers: Gremlin Graphics

Price: £7.95

Type of game: skill

Fotty Pigeon 1s the latest piece of
software from Tony Crowther and, as
usual, it's superb,

The aim of the game 1s to fly Percy
the pigeon over a beautifully
scrolhing landscape, six screens
wide, collecting twigs for his nest,
These twigs are situated in the
middle of the road, and must be
collected quickly — whilst avoiding
cars that move 1n both directions

With a twig safely in his beak,
Percy must take 1t back to his nest -
taking care not to collide with the
homing pigecns. If he hitsone, he
loses his prize

Contact with the catsor any other
hazard meansthe lossof one of his
three ives — an extra life 1sawarded
at 10,000 points.

The hazards include planes, cats,
weasels and balloons. Bonus points
can be obtained by eating
butterflies, or blowingup the cars by
realising an exploded ega. There

REVIEWS

are ten levels, each level bringing
added hazardsand faster play
The graphics are beautifully

| detailled and the sound 18 also good
The gameplay 15 hectic, especially in
the later stages. There are a lew sale
spots, and once these are found
things get a lot easier.

Cwerall, Potty Pigeonisan
excellent, addictive game that
should keep you amused for many
nours.

Michael Boyce

Value 4
Graphics 4.5
sound 4
Game play 4.5

B g ¢
FLAK
Machine: Commodore 64
supplier: Funsoft
Frice £14.95 disc, £3.95 cassette

| Type ol game: shoot emup

| Prepare for battle, make sure your
trigger finger 1s in condition,

| refreshment closeat hand, anda
dependable alarm clock and two
matchsticks for the morning after

staying up most of the might

attempting to reach the penultimate
phase of Flak. An achievement
which I have failed to do despite
many late night sorties with the
enemy.

The idea of flying an aircraft over
enemy territory, avoiding the flak
and bombing the bunkers is far from
original. But this is by far the best
version ['ve seen

Choose levelsand take off. The
terrain looks a bit one-dimensional
but this1s soon forgotten as the
ultra-smooth scrolling and fast action
commences

A truly addictive game with the
added incentive of the high-score
table being updated on disk.

JP Thompson
Value 4
Graphics 3
sound 3
Gameplay 4
43




BLUE THUNDER

Machine: Commodore 64 (joystick
optional)

Supplier: Richard Wilcox Software

Price; £6.95

Type of game: combat/skill

In Blue Thunder (your mission

codename), you are pilotinga

helicopter through a variety of perils,

It1s, asever, a scoring game

beginning in Falcon Fatrol style with

the helicopter being fuelled. In this

case, it fuelsaboard a sea vessel

Three lives are allowed.

After turbo-loading, the game
scrolls from left to right. Hoveringis
achieved by swivelling your craft
around to face the front. Speedis
increased by briefly pressing the
direction controller 1n the direction
of motion

The first peril 1s the clouds. But
these are no ordinary clouds. Youare
in the midst of an electronic storm-
so steer clear! Also avoid diving
down into the sea.

Having escaped surface-to-alr
missiles and armoured ships, you
must negotiate the defensive screen
which protects a remote island,
There your comradesare being held
captive. The screenisinthe formofa
vertically oscillating object which
you blast with your lasers. Thisdone,
proceed to the island - where a
nuclear reactor looms ormnously
beside your companions place of
imprisonment.

Asa second shield prevents your
safe passage, you must destroy the
reactor shield (yes, another shield!),
and enter the reactor room with
appropriate timing to avoid the
periodic fire from a short-range
lethal cannon. Thendropa bombon
the nuclear pile to blow 1tup.

The way s clear, so you fly over
the reactor and gently lower your
'‘copter onto a landing pad. By this
time, tiny white men have begun
filing into your craft. Precisely how
many you can pick up isdetermined
by the time delay before arapidly

GAME
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expanding balloon appears. [t will
drop a bomb directly overhead. If
youare hit, a ife 1s lost, Points
corresponding to the number of men
rescued are awarded

Now the screen automatcally
changes its direction of pixel
scrolling. You must return to base to
safely deposit your comrades, no
more than sixteen of whom can
simultaneously occupy the
helicopter. The previous hazards are
now re-encountered in reverse
order, But you ne longer get points
for destroying armoured barrage
balloons.

If your fuel supply becomes
severely depleted, a warning siren 1s
sounded, Automatic refuelling takes
place on dehvery of passengers.
[ncidentally, the stockpile of bombs
and laser blasts isunlimited. You
have completed mission one, and
must now begin the next

Though its purpose 1sthe same as
before, the perils, speed and
frequency of missiles have
increased. You must dodge wavesof
jet fighters. The surest way istodrop
down to just above sea level. Also,
there 1s a new variety of
ground-based missiles to be

avoided. These cannot be destroyed.

Submarnnes now also appear. I
yvou can bomb them quickly, well
and good. If, as 1smore likely, you
don't, one of them unleashesan
airborne homing device at you
Either you destroy it, or vice versa.

In successive missions, the
general speed and number of foes
increase. If yvouwish, you may begin
the game by pre-selecting your own
choice of mission. one to four,
Mission five may be accessed only
by completing mission four,

Blue Thunder is quite a nice game
which makes good use of sound,
particularly the helicopter's rotor
blades. Butit does not fully realise
the graphics capabilities of this
computer. Nevertheless, it doesload
very quickly and 1s a good buy.
Recommended

Farooq Agha

Value 4
Graphics 3
Sound 3
(Gameplay 4.0
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DARE-DEVIL DENNISII

Machine: Commodore 64 (+ joystick)
Supplier: Visions (Software Factory)
Price: £7.95

Type of game: skill

Poor Dennis! He has been fired from
the BBC. And his Oscar, which he
won for being the worst stuntman on
TV, has been stolen by his cousin,
Decidedly Daft Douglas.

Dennis then receives a letter
saying that, if he wants to see his
Oscar again, he must meet his cousin
in the Commeodore 64.

Dennisobeys. But he must crossa
field of flowers and floating balloons
before reaching his destination. He
has to jJump up to pop the balloons
and avoid crushing the flowers.

Reaching the rendezvous, Dennis
finds that Douglas has built a film set
with old co-stars. He hasalso
smashed the Oscar, fixing the pieces

| COMMODORESS |

to balloons which scatter them
around the scenes. Cn his
motorcycle, Dennis must avoild
various objects as he collects the
pieces of Oscar to put them back
together again.

Added to the objects to be
avoided is the hazard that these
objects, and the pieces of Oscar, are
placed on scaffolding. The various
levels are reached by Dennis
performing stunts on his motorcycle
Six levels of skill and many levelsof
difficulty are available,

There are some excellent
araphics, with an ample supply of
good sound effects. Anorniginaldeath
sequence and catchy tunes
accompany this program. The game
15 good, but I did not find 1t addictive.
| believe it might be more enjoyable
for children under eleven years.

This game 15 totally controlled by a
joystick 1n part two.

Value 2.5
Graphics 4.5
Sound 3
Gameplay 2.5

Deborah Lander
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Thank you, |= uma

All I[!-i'.... [ liked this ac

Whatdoesittaketo
be a computer video
and games reviewer?

If you look behind
the scenes at some of
TV Gamer’s panel,
you'lldiscover that
only one thingis
common tothemall: a
devotionto games.

If you wantto know
more, every month
we'llintroduce you teo

the members of TV

Gamer’'sreview
panel-thereare

soventyinall.

Faroogq Agha

Age: 17

Hobbies: computer programming,
air rifle shooting, driving, playing
chess, DIY improvements, making
pencil portroits and maintaining
an extensive video library

Pet like: making it @ point to eat
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sther story
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| phoned Kuma
The people there were
most obliging in their response
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GEMS OF STRADUS LASER REFLEX
'"v“lw nine: Amstral JCP"_‘IH” Machine: BEC B
supplier; Kuma Computers Supplher: Talent Computer em
Price: £1.95 Price; £1.95
Type of game: graphic adventure To make things easier for our Typeoit jame zr=:-|-f_|_-.'-_;'_-'. ot emup
Thisisa 30 graphic adventure from readers, below is a list of the pages Laser Keflex :I:'.-t*.u_'i;-1'1-.'-:':‘.-_'--_1'1_*.:1
Kuma Computers. Youmust explore | on which you will find reviews for Systems i1s a novel game on the
otradus, home of the great AM, and ourmachine. BUT NOTE: most Space Inva ‘Ir rs he me, In your laser
' ¥ f )
locate the trove room where the ames are being converted to run tank, sited ina g: 1| - pOWel
g 1 .

gems of Stradus are to be found ! EHPGPuiﬂrmm:?linﬂs.KEEPGHWG station, '--'-"=f.J:T| st blast I:* oncoming

You move with the cursor keys . reviews even if the game is notfor aliagers mtent on the Gesiuction o)
f.-‘ :l_l—' -—]l-llj'.__l ,—,T-_—_F.-,_ |:71_|_L|‘_'||I—_' |'-|_— |-_|..J..'| I._; ?ﬂurmﬂChln'ﬂ"iFShkﬂl‘flr mu? WO |: |:|L_|— o _'j' |'-|| 3 W -_..;J must
PICK UP, DROP, USE, and others soon be. pounce your laser lire off a radar
_"C "4..'],_]"' .,.]"'“ nIwWo paris PJ : 'i.ﬂ'. 1(-"".'"—“— J :'E‘.: WO

i 5 j- GAMES Pages : o

one 1sasetoice [.r.[_,l’-'_. hensive ri|}=.l|'—::‘-

e o e T Amstrad 45 47 S SR 1L I v

instructons. Fart iwa is the -__]:1["!_‘— 2 ’ ]| [ssanaliaceEen |||"::-l|
it w][ Atari 48,53 kazi's vt Jrh e, mak hole int

[he screen s split into three {E:BGE 42*‘43*45*33 structure. lf another : e ismi +=r1 it
sections: one part for viewing may sneak through the hole. You will
another for information, and the third gammudara 43,44,47,48, g} lose :-TL.-rT' rofalife
for your e fonse l' e graphicsare Rgon 'Tj' s excess of graphics makesit
welldone. with a vy e Electron 42 e e RN e L S
well done, with a myriad of cbjects fiicult to see your tank in the jumble
_-:.;".E.i |_-"F'|—|i.-| CHATIE j ||— [Tia e aPE;gum 4? 45 ggﬂ g?: gg "'rL _._r _"' I.-T'I_II'-.-\.: - J |.| |'_ Ir-—

sSome of the rooms will transport * i ot Sl The idea uncing :::-- laser offa
you into a different room. Others radar di: ~'r| n't re ;:I'.';.' worked
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nenjoyable game makes a best seller
Andrew Marshall John Bradford
Value 3
Graphic
sound 2
Gameplay

Graham Cook

Age: 28

Hobbies: writing,  reading/
watching science fiction, any type
of game (especially computer

strategy gomes), my cat, classicol
Music

Pet like: my wife, my computer, my
games, my cat and food — not nec-
essarily in that order!

Pet hate: women who clear their
hondbogs out ot 2 om and £40
programs which don't load

Best gome: Wizard of Wor
(Roklan) closely followed by UI-
tima Il {Orngin Systems) — at h:;s.!
solved!

Worst game: Hellcat Ace [Mma—
pose)] and AMack of the Mutant
Comels (Llamasoft)

Stuart Croot

Age: 14

Hobbies: playing tennis and com-
puting

Pet likes: tennis and football

Pet hate: soap operas

Best game: MACH. 3

Worst gome: Asteroids

chinese food whenever I'm abroad
Pet hate: people who regord
themselves as an authority on sub-
jects they have only just become
interested in

Best gome: Donkey Kong

Worst game: Star Strike (Inteflivi-
sion)

Steve Wetherill
Age: 21
Hobbies: music, fontasy books

(Telkien, etc), electronics.

Pet like: Foster's loger

Pet hote: gefting up

Best game: Lunar Jet Man.
Worst gome: Arcadia (Imagine)

Kor Flower

Age: 12

Hobbies: swimming, reading and
Dungeons and Dragons

Pet like: computing

Pet hate: my two elder sisters

Best game: Overdrive

Worst game: Johnny Reb

S Roberts, 25

Hobbies: computer gomes, half-
marathons, tennis, swimming

Pet like: computers
Pet hate: troining for
marathons

Best gome: Hunchback

Worst: Revenge of Mutant Comels

half-
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AVITAL PIECE OF SOFTWARE
NERS

A RUBBER KEYBOARD.

The flat keyboard of the Atari 400
isn't very satisfactory to use.

It simply doesn't put you In touch
with the computer in the same way as
a push button one.

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

Only it does it better.

[t makes programming and game
playing so much easier because you

know instantly which keys you've
depressed.

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

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

And we're sticking a price on it of
only £14.95.

So,whichever way you look at 1t it's
a keyboard that really stands out.

Filesixty Ltd., 25 Chippenham Mews, London W9 2AN, England. Tel: 01-289 3059,

Please send

(qty) Keyboards at £14.95 each (including VAT and P&P).

Enclosed Is my chequefPO made payable to Fi Ies::-e:ty Ltd F’Fease -::harge my / Access BN
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Post to: Filesixty Ltd., 25 Chippenham Mews, London §2AN Engiand Tel: 01-289 3059.
Trade engquiries welcom




HOLDFAST
Machine: Amstrad CPC464
'_“;L'.[ plier: Kuma Computers
F rice 5 f f]L
Type of Game: strateqy
1h1L new game from Kumaisa't
game. Youare the lh.j-.hrr:[ he
rebellious village of Holdfast, a part
of Dictatona. You must campaign to
raise enough support to force the
government of Dictatona to give into
your demands - namely build a new
school and chinic

You have varicus options to c
from, iIncluding negotiation
non-cooperation, and ci ;|I
JJ% bedience. Or, of course, you

ould take no action n:‘|1 -|J|

r'IJrIT d the course of the gam
newsflashes and bulletinsare
jﬁ'p" wyed on rhu screen, teleprinte?
. Youalso receive information
ran ut the government: -"J
philosophical gquotes from
Gandhi

The villagers give up when thelr
determination is low. But if youcarry
out a good campaign you can defeat
the government, It took me two
whele daysof trying to get the
government to listen to reason. Only
after an epic strugagle of twenty
weeksdid it finally co -uwin—

This game isall text, and [ not
afew flips of sound here and there. |
also noticed some mustakes inthe
game, notably in the ultimatum JT
unlike m 'rwlf you like :.le}n
garme with no socund :“1’ Jrap hics
then 1..||L» the game for you F.'4|?|:¢:
more sulted tc -r:-.il_.-_'..-;

; Andrew Marshall
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Value 1.5
Graphics N/A
sound |
Gameplay 2
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FLIP ANDFLOP
""“'""mr'- Commodore 64

Price: Cassette f'%':w Jisk £

Ty Ll*" 1aine H Ze/chase
Youllfhp for thisgameoritll bea
llop. If you're tired of playingQ*bert
and (J*bert wantsarest, then try
your 'n;;:u?i at this. You portray two
ers, Flip the kangaroo and
PuIl‘.-,_-ﬂ .1.1-1:1.'-:|lr{~"-,-' [f ¥

Cnarac
rou found

i by
ISTITY |

.:__.']" "~..:|'r' 8]
Y L

rt easy to control, then j
hgure out the controls for this g
| & screensof the _.km ireallin
1D andsoare || he .'...|=T'f!:'~.
apartiromthenet Y -|'_],.-;re+
|-||| y-S1X E'-'_,I'..".'-.;”-‘- o contenc with
T'he first two screens are the same

ire quite easy after a cou le of

TIE

{1 Il.J
Ooes
Flaying Flipis v
15 hard. After Flip's screen, it
Mitch's turn. This has the same maze
But now you're upside downand it's
nard to figure out how to move
After the first two screens, more
problems appear. Notonly are the

u‘ MH:.'H

.|-_.-,_-\.-||

MAFZAMAED KIFMW/CAADED "D

| or trapping them on sticky

mazes more cifficult, a zoo keeper 15

after Flipand a net 1z after Mitch. The
only way to stop themis by dodging
kﬁ[]IJ 1 ES

[-":".-'T' :__,,.Ir,{.‘ ...['If 1f3'[ L "L"PI I"'“-
any varia ln‘*--r|r;ﬂ;._f.f-1rr-.._J maze. In
my opinion, Flipand Flop 1s more
fun
Mohammed Azhar

Value 3
f'lr.1[.'-r:|.‘.' 3
':rﬂ_], a3

Game "'"-'l:i"-" 4

S N7 S %7 *fif’ ":i‘?
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ASTRO-CHASE

T S T AR R e =
wachine Commodore 64 (recn

|ovstick)
Supplier Statesoft
'.'::J."."— !I_"‘L o0
Type of game: sci-
On first loading this game, | was
;:‘Ir"r'.tf%-fi by a Spectrum-style loading
The whole screen was

11n a multitude of different
colour lines which chai I
American flag with the name of the
game be This remamned even as

the game ¢

1 shoot emup

P L il
I j|_\lr|'|'|

low
ntinued to load

The game beginswitha
gra p;-i*.;-..'ﬂ lly superb screen inwhich
an asironaut |“"-'I";'T:'_'i | :"|'I_;' d |"||:i_
r1|—r- 1,-L aver to the launcn-pad
Inere, ne 1s beamed up to his
spacecralt and hifts off into space

The ship has been ’I-.‘IH.‘“,-MI-.-:.-.E 1nto
the immediate space zone around
the earth ':'I'r *h seems peaceful
encugh Eu craft soon start
attacking a 31 youaway from
your task of protecting the earth and
L.'-”I' J.l--l. tarnts

As you pursue, relentlessly
protecting your beloved planet, you
CU 'L".'f' rh'nll se that you are running
shortof eneray. Thisisdue tofiring
CTi 1“ Ing, using the shield, and othetr

ETergy-consuming expioits. After

re-energising you are back into
action and reaay tor anything

Astro-Chase 1sa very exciting
game with excellent ::-":_-.'-hlf_.'.-'.f-:";-"_'.
superbsound -the 1812 ture by
Tchaikowsky. The SIDchipinthe
Comrmodore 1sused to get really
Jjood sound effect
explosions, and shield-on. Definitely
| game lor any space-fighter o1
anybody whno hikesa good challenge

David Maher

(el
J

~ollisions,

Value 4
Graphics 4
sound 4.5

i? |.“" I '..-." 'i
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| RAPIER PUNCH

Machine: Vic 20 (+ joystick)

supplier: Commodore

Price £4.99

Type of game: adventure shoot
"emup

In Kapler Punch, you have sword,

REVIEWS

have travel. You must fight your way
througha darkened roomtofinda
asure chest

At first, only a small amount of the
roomm can be seen. But as you beagin
o move onward 1nto the unknown,
more ol the room reve: 1If"‘“ ell to you
and weird shapes can be seen

Barners block your path. |
CIOSSes ['Jk: cimmeaigaie |
unless, of« ._ELIH- you bump into
hi~'r| If this should ha ppen to your
joolhardy knight, he i1s promptly
ri'_r wr onto his back,
display of flashing screen colours,
and purned six foot under with a cross
W where he took his laststeps
Dramatic stuff

It's now time to start with anothes
knight, Jnrl have
finding that kettle-shap

chest

i N 1
valuable tre:

52T

treatedtoa

ta shc

T
l'li I 1271

t last '_r"Z_"i -.:-: il:'r:l 'i'H:--
'fr'-d:u...l’"' "-"~|
Il deserved sur 3:'-

plusa bonusof 10 x the time lef
our score reaches |0 00C

DOINtS you are givern an ext

more meanies join the crew
['hese are dragon'’
dragonsthemseaves
ke the chara
to be, The drag
-.=."!..'|]=ZL"F-'T}- i ar

fire-breathing
f

I|II.",':-I I‘ .! -'_. : | 1;'.' i

ET [l | &
iNelther look
~tersthey re supposed
Ons look more like
ged

I neard

v Other win

fiend Tv

| [ _u'._-'|.u

Once again, more || 1086 i |rf' il
15K che: .;-I it ar. aphi ;,-_.
used. An -;|-._~||.—_.-...|J:;-'J L
audible L_-.||Hr (o]}
enjoyment ol the.game
! -|. k"”"l""'“"- moving almost intime with

1o =| _l‘r’ tune, Another 1san
N ..1"' e lives [acuity, which allows
YO [" Carryonw here you left off at

~tly the same number of points

anc :.-.J< 1l level

Allinall, this1sa very good game
andone that |
recommend

' _.,._1

chesadd lothe

T Ty E
LITIE 15 4 T8

would delintely

Lee Mallinder

value 3.5
':1.<-:-r||- 835
Sound 3

| ( 'lr_i[‘.iit'r.'f]-:]‘:.-' 4

=T




GRABIT
Machine: Commodore 64 (+ joystick)
Supplier, Voyager
Price: £6.50
Type of game: skl
After having waited eagerly 1o see
this game, I must confess to being
rather disappointed

Graphics and sound are quite
pleasing, but thisisa very hardand
mnfuriating game to play. ltisturbo
lpading, requiresajoystick and hasa
two-player option. There are six
screens to choose from, going
automatically to the next screen it
successiul.

You contrel an alien who must
collect eight items embedded ina
wall at the bottom of the screen. He
does this by shding over them to pick
them up, and then returning them to
his space ship at the top of the screen

There 1s nothing to shoot at. Buton
screen one you must avoid, atall
costs. a vellow balloon that bounces
around. It will blow youup ifit
touches you

The procedure is the same for
screen two, But now you have the
balloon and a bird to dodge

Screen three has the balloon, the

bird and a kite. Now it starts to get
difficult.

Each screen has an extra cbject to
dodge. Screen six 1s virtually
impossible. It has two balloons, two
birds, the kite, and an Evil Edna-type
TV sel

Pressing the fire button slows
thingsdown considerably, allowing
you o change direction to avoidall
these manic objects. But the three
lives given are soon lost

On the whole, | found Grab It
boring. 1 got fed up being killed by
balloons and kites

Emma Brown
Value &
Sound 3
Graphics 3

N o | iy Ly
Lameplay a
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INSECTAMANIA/PLANET ZEUS
Machine: Vic-20 ( + 8K, optional

joystick)
Suppher: Enmgma
Price: £5.50
Type of game: s5ci-fl shoo! emup
The 1dea of two games on one [ape is
becoming maore popular

The first game on thistape 1s
Insectamania

The idea is to journey to the rightto
collect a powerful laser and, onthe
journey, you try to shoot as many
Insects as possible to gain high
SCOIes

A= the insecis descend, you must
shoot them. Otherwise they will
gradually eat your civilisation,
represented by menat the bottomof
the screen. Before eating your
crvilisation, the insects leave raps ofl

4R

the ground which you cannot pass

The game ends in three ways: your
civilisation is destroyed, you runout
of lives or you return to base without
the laser

Insectamania 1san excellent game
which includes three skill levels
(slow-fast) and a generous five lives

The graphics are quite good, but
nothina special. The sound isgood
and varied and the range of colours
15 cleverly used.

The second game 1s called Planet
Zeus. Again, asseems common with
Emama, the instructions are colourful
and clear. But, although the first
game is original, this 1sa jazzed-up

| versionof Space Invaders

It has to be said that, in jazzing it
up, a great effort has been made
There are more bases to hide
behind, which disintegrate very
quickly. Included 1s the familiar
gpace ship moving across the top.
When this is hit, instead of being
destroyed, the back flaresand the
craft speeds up.

Another added feature 1sthe

ability of the aliens to hide in the dark

zone, Thisimprovesthe gamesoitis
not as tedious as Space Invaaers
The sound and graphics are good,
but | preferred msectamania. A
good feature in both games1san
excellent idea - a button to reset the

| high score which can be very useful

at times. Both games representa
worthwhile buy.

Miles Opie |

Value 3.5

Graphics 3

Sound 3

Gameplay 4 (Insectamania)
3 (Planet Zeus)

o Gl oAb

SUBMARINE COMMANDER
Machine: 16K Vic-20, Atar
Supplier; Thorn EMI

Price. £5.59%

Type of game: skl

There aren't many submarine
simulations around for the Vic-20
Thisone, as well as being rare, 15
very good. The instructions for the
game are very clear and easy to
understand They are printed inthe
form ofa booklet

| gotwas petty officer

REVIEWS

In play you are given a choice of
nine skill levels. The number of
enemy convoys increase as a higher
skill level 1s chosen.

Movements can be controlled by
the keyboard or by a combination ot
ioystick and keyboard Many keys
are used to control the sub, So, if you
do not have a joystick for movement,
you may find the arrangements
fiddly

The game has three modes
periscope, map and sonat

Periscope mode enables you 1o
view the seain front of you. Thiscan
be seenonly at a depth of thirty
metresor under

Map mode enables you to see the
Mediterranean around your sub
Your vessel isshown asa blinking
dot and the enemy as normal dots
The map 15 superbly drawn, with
every déetail included,

Sanar mode 15 the sound system
which shows your sub asa dotinthe
centre of the circular screen, and the
enmy as white blips. When the blips
are above the cross hair, they arein
range.

Also included in the featuresisa
range indicator. This shows the
distance from the bottom of your sub
to the sea bed. When youapproacha
coastline, the sea bed looms into
view, and some clever steering1s
needed to avoid the rocks

Speed i1s controlled by the
numerical keys 1 to 9, and quite high
speeds can be reached. Be warned,
though High speeds can somefimes
wreck your sub, because slowing
down and turning round takea long
time

[t's because of this turning
problem that the enemy can havea
field day attacking your craft, One
strateqy is to dive to a depthof fifty or
sixty metres when depth chargesare
being dropped. Once thisisdone,
the ballast tanks can be blown
These cause the sub to rise to the
surface, and the attack should be
over

The enemy is composed of three

different types of vessel: tankers
patrol boats and destroyers, Allare
worth various amounts of tonnage
when sunk. When the game ends,
youare given a rating which starts at
biloe pumper. The highest rating |

i

[ would rate the game as a classic

It is simply brilliant. Every feature ol
the expanded Vic has beenused.

Jason Habgood |

s

Valued 5
Graphics4.5
Sound 4
Gameplay 4.5

The axeing of the Vic 20 means
fewer reviews as less gomes are
produced for it. So this issue looks
at the newest and most popular.
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8 VEE HAV VAR TQ MAKE
YOU [Liskemoazse

with a humble Spectrum, what kind of games can
we expect for the QL coMPUTER GHOICE

A graphic adventure. Pick your force to locate,

photograph, penetrate and eventually destroy

Hitler's secret germ warfare establishment.

JONNNY REB

DRAGON/TANDY 32K, COMMODORE 64K,

MEMOTECH MTX 500/512 £6.95

e ) - . _ ALSO FOR SPECTRUM £5.50, ELECTRON/
BBC B, ORIC/ATMOS £6.95

™ ‘”‘—*"ﬂ?‘ﬂ“? _. /& “I'could quite easily get addicted . .. very user

friendly...good value for money" ELEGTRON USER

There's still plenty of fight left in the Confederate

South as each side selects forces to do battle on a

full graphics battlefield. One or two players.

PiaTHIS
FOR ATMOS

CONFRONTATION: SCENARIOS VOL |

SPECTRUM £5.95

For use with the Master CONFRONTATION program,

this add-on pack gives you four scenarios set in

~actual 20th Gentury Conflicts; Afghanistan, Angola,
7 *;_J - ?&a& and Kent following the German Invasion in

Laught in a time-warp, Charlie
5 trapped in a sealed

warehouse, Avoiding the

bots and ferocious guards

builds a time deor to

escape to the next A
warehouse. 2 screens, 16 ATMOS/ORIC 48K £6.95
increasingly difficult levels. Attacked by bats, nasties and
sound and smooth everything that moves, intrepid ~ VGGER
machine-code graphics. explorer Hugo First fights his ATMOS/ORIC 48K £6.95

way through the spooky Monsters.in the mineworkings
mansion collecting weapons,.. try to stop you taking your gold
‘wakens Dracula and condemns . to the Bank. Clear the screen
him to a fiery hell. Great effects . and they re-emerge with new
and sound,good machine-code  recruits (up to 60!) and the
graphics. 10 levels. 3 Lives. game speeds up. 4 lives. Great
7 screens. : sound and graphics.

Mf Offer ook out for the couponed placks - shops and mail order. Buy 3 special offer

games (see asterisks). Collect 3 coupons and return to us-for a free Lothignen game of your cholce
Ses pack for details. Offer applies to UK and Eirepnly. Closing date 30th November 1984,

r—_—**—*_—#*____l
[

lease sand me (tick bax) the following gamess el ZX8116K
et T A S Mioromouse £5.95 [

7Y coM E 64
o, * Chioc 1 Bl . £6.95 O
ree GP - Mictomouse £5.95 [

: ‘.' )

22

REALM OF THE UNDEAD SPECTRUM £5.95

SPECTRUM £5.95 _You are commanding a
"Can you fight off the vammpires profotype spacecraft on a test

to reach the subterranean flight when you are attacked by "G - e
E{I.;:‘IQEI]HS ﬂLi [}ram:ﬁsﬂia.lgtle an Alﬁm fnrrﬁ& Dareﬁwlu test ﬁﬂm o nﬁ}? o 7 Spaeky Mansion 06956 *
ere you release the villagers  your Hyperblast and plunge into R = o - DRAGON/TAR A
| and Dracula, who must be Hyperspace? Fast action. 100% - * a 6490 r.smp. . MEMOTECH MTX 50'1"512“"?

p . L
lured to his coffin for the final  ~ machine-code, 15 screens. . send me dfree ol Cataloguésh s ELER

*WMsﬂemaluﬂarmupnn AT .!h‘; "'-’i‘" T

chill? 3 Screens. Keyboard manoeuverability. {nglose 3 choquerPO. mmvaﬁﬂh’ G Lothiorien. .-
i'l:lu I Eind rht‘léll range of Lothiorien ’ AR Lk S 2 ol
RCTIONMASTER 'u"I.!l.H’lM'fﬂl-H (selected fec e " s TR - R "
a0 ADVENTUREMASTER garmes ‘ V.1 ity Ea cutets) e} £ _ _:' a2 ‘ '
i wading record =h Ju-aer-thuua. ¢ de
’ ¥
e shus, Selesiad s i, et frader |, ST = GO .
Hﬂhh‘n from seTecte-'* EIIJT'-:‘.IS af et ] p - makm ‘*ﬂr‘ :

"_s s' (selected  LIGHTNING

uliets) Dealers
For & complete list of Lothiorien Games send for a FREE colour -::.EIEEHJI_:]'.:E_ Fill.in the coupon today.
JME Lothlorien, H6a Park Lane, Poyalon, Stockport, Cheshire. SK12 1RE. Tel: Poynlon (BB25) BTEG42




FACTORY BREAKOUT
Machine : Spectrum48K (+ joystick)
Supplier: Poppy Soft
Price £5.50
Typeofgame "]~’ 1|
"The robot factory on the planet Xial
has beenta .h:en over by allen
monsters. They have activated the
factory's self-destruct mechanism
The only robot left alive is Zirky. Can
you help him to ='~r;'-1.= the monsters
and break out« II e factory? reads
the sCenari  ANSWer to h'a'.
question, for me ut |"="r'l'~||

Factory Rfﬁm. ut Jf‘-.-'rl‘l—‘ v '1
unknown software ¢ ompany Fm '“'III"
games like this, it won't be unknown
for long

Zirky is the very latest design
Zirronium Mr Il Robot The 1dea ol
the game 1s to hatch him out of his
egg capsule, and take him down the
five floors of the building. Each floor
has two screens

First1s the rejection line, where
lasers come down from special laser
mrretson the roof. On later floorsthe
lasers move faster and the conveyor
belt randomly moves either way. But
he can't h“ﬂ"at'“ out because a killer
canary isslowly flcating up

The second screen is the hft room

REVIEWS

* ok Kk ok Kk

Pac-Man. They give him a bnef
-"ru"h e to destroy the monsters. If
you complete the screen, yougetan
':":"-.H’-.i life

You can start at any level. Atthe
start of each game, you must detend

E'_Il{'f while hl— 1s hatchin L | from seven

laser turrets. Youcircle witha
short-range laser. Starting on higher
levels makes the lasers travel faster
To finish the game, youn |.15:~1 finish
the last level - Epsilon - and get into
the next screen, whichi1sa mystery

The graphicsare well-defined and
{3 ]-'_r_d';-_l_._-:_—.ll":.l'!.:|J..-q.ﬁ[.|-|.].-|.|_"|lr|ﬂl—._1: ;_'."l.‘.lhbﬂk-.]_'.l
the smoothest moving [ have seenon

48K ZX SPECTRUM

ARETERHY

ERCAKOUT

witha hift on either .i:!d'“ Zirky must
be sucked up the lift— and can exit at
any opening x:ur the wayup. To
complete the screen, Zirky must
travel throu ’1} the many doors,
changing their colours, until they
disappear. On thisscreen the aliens
appear. They destroy Zirky ifthey
touch him, which is quite hikely as
they home 1in on him.

uu"'llv for Zirky there are four
flashing force fields on the screen -
which act as the power pillsdon

20

| Thesound inthe c
continuous, but whn. s_»::mr_l there 1515

the Spectrum. They are perhaps

mquﬁ]ll'l‘{ only by Fantasy s The
U_r}'T".'.J' and Dooms -a!ﬂ” Castle

alme 15 No|

great. The game makes superb use
of colour and it isapphed *—*-[tré”'m*—rl}f

The game is simple an dthisw la-’-:i

to i1ts lasting ar:rw-—-dl he main part of
the game 1s the hift room. The

hatching and rejection line screens
prevent the game fro r-1 becoming
monotonous

| enjoyed ['-lr.'-.‘,-'u:-:_j the game very
much. [ti1sve
it1s well n-._.TI.-| buying just for the

smooth graphics. What can [ say? Jus!

sheer brilliance

Anthony Ackroyd

'v'rdlmhi‘: 5
Graphics4.5
S _..Jnri4.5

Gameplay 4.5

* % %k Kk Xk Kk X

BOMBER MISSION
Machine Vic-20 (16K expanded)

Supplier: Commodore

Price £5.95

Type of game: skill

mbination of a fight

Thisgame 1saco

v addictive, and [ think

REVIEWS

simulator and a strategy game. The
idea of the program issimple in
concept youmust select a strategic
target and also choose whicr
Weapons can :l'slrr'-';.-' L]
are given an explanation of the
scenario and the performance data
of the aircraft

You must take off in a certain time,
or your plane will be blitzed

When v ouareint the air, enemy
planes fire at youand ’n]II-—*I holes
SpIay across the screen. If youare
lu:‘ln'v vou will escape witha fire, I

10t —1t's free-fall ime

The only problem with the display
1s that you do notsee anything
"Lﬂmd'_ VOUr wi "ll"-,_‘“’ﬂr art fromthe
planes. ' They can be shot down but
'h": takes five hits. When you shoot

n aircraft down, you nﬂ"um'- anace

As you approach the target, you
are attac Lr—-:; consider: 11 ly and lu:
rapidly used up. When you attac I|r
target you are told wh.—:. I-ciF}j__l!__.l':—C'
Then you turn for home - providing
there 1s ample time and fuel. There1s
a time himit of one to ten minutes

[ would rate the -_._!«.-“:=.'[Ju as peing
above average, and it provides
plenty of excitement. Your grandad
may wanta go, asitrelivesallthe
excitement of a World War Il
doghant

Jason Habgood

Value 4
Graphics 3.5
Sound 3.5
Gameplay 4

bl g i+l i e

Creative Sparks has converfed iIs most

popular games to the Atari.

_-_ e ey - ,.ﬁ-.:!_-_i"
SR
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STARBASE

STAR BASE

Machine: Vic 20

oupplier: Commodore
Price: £4.95

Type of game: shoot 'emup
Another shoot-the-invader

game, but
with an extra 1dea thrownin. Inthis
game, you've got to save the planet
X A2 from a large number of
scientist H|‘~ru g aliens

When the game starts, you're
positioned 1n the middle of the
SCIEEn. 1ousee rhc scenarlo through
the crosshairs of a gun. To destroy
the aliens, move -.h&-hr':uES:\EL the
aliens, and they explode. That
sounds easy, but be warned. It'sthe
hardest thing in the game to do

When the aliens first arrive,
they re tiny little dots, which grow to
be scientist-stealing aliens. If you
don't want to lose quickly, race
around t hn~ planet dwnmﬁ-*_j the tuny
dots, which 1simpossible

When the game starts, you have
sixteen scientists. These appear at
the bottom of the screen, running
from one side to the other. [fthe
aliens take up all your scientists, the
game 15 over, But if you destroyall
the aliens, and still have scientists
left, you get bonus points

At the top of the screen, you've got
the radar. Thisshows you how many
aliens there are around the planet -
the planetissplitup into four; N, §, E,
W. The radar shows how many
sclentists you have left ineach
sector, as well

This game also has music. When |
first heard this music, 1t sounded
famihar. The tune kept coming back
tome, then | found out 1t was from
I'I“TH’.u I'H" 1es

Apart from the great music, the

nrﬂl'its are qmd I'he game itself is
a CIoss between wa‘“ u-.‘." ':::L nmand
and Defender, Anexcellent, bu
very hard game

David Cook
Graphics 4
sound 3
'.I'-:-.l.I.L- = -\.\,.l
Gameplay 4

TV GAMER NOVEMBER "84

ROAD ROLLER
Machine: Con IO dore 84
supplier: Knight Software
Pnr e N/A
ype of game maze/skill
T | |'|1'~~H'T|': you control a small paint
roller whose job it 1s to paint the
r-.:mih_hn_i:r},nlef- of all colours! Sound:
easy? Well 1t'snot
Aswell as quiding the roller
-:-Iru_JI]] d blocks (they're supposed to
e puldi m*‘ youre constantly
h ised by ghouls. These closely
It‘-fr—* nble the Pac-Man ghosts
These can be overcome by
p..-umll It 1"JF'I-_ nd of a raillway bridge
i1 the centre jm:-s-ﬁmp" This turns
the ghouls blue. They canbe
squashed by quickly n --.].]!'!-’._:I over
them with your roller
Later levels bring more ghouls,
and a rat who leaves muddy little
footprintsall over your painted road
This means you have to re- *.::-.—'thn
A small black car also joinsin,
mess up the f-J""i But both't hP.‘ar
‘__J he rat can be simply squashed
by the roller, and will not be able to
kill' you
The graphicson this game are
terrible, and the sound is pretty drab
These two elements helpn 1akea
borng game very boring
Gary Anderson

Value 2
Graphics 2
Sound 2

Gameplay 2

* % Kk ok ok ok Kk

SUNKEN CITY

Machine: Dragon 32

supplier: Slik Software

Price: £7.95

Type of Game: graphic adventure
If you liked Wintersoft's Ringof

Fu kness, then the chances are that

you might enjoy this. Instead of

finding a ring this time, you h.n[—*l-
cliscover the whereabouts of the lost
sunken city. Here the fabled wheel of

REVIEWS

tirne lies. You ;_—'Jr:. assistant to
Professor Ellis, must find this so that
he can finish h|'~ |r 1€ ma h' ne
Tr-‘?"q-”]’uf star H'”l'r. VETY
nice hi-res r.‘.-]lf?_.;!l:'-.T-E the v ’_1
around which you must rrc
entering different towns ar ’i ities
located by adoton the map. lt1shere
that yvou may buy food, mortality
PCINLS, weapons, anc [ransport
Anditishere that youare setona
quest by the king. It 1s these pursuits
which will eventually lead youto the
resting place of the sunken city and

SARBEN
sy

the wheel of ime

Comparisons with the Ringof
Darkness are inevitable because
they are so similar. But whereasthe
fu_’irmux wc:r«u—-n hralli ndg, |"rPn—H1}'.-:|
and took me over two monthsto
solve, the latter1s J:-:!-}'.’-;I I needed
oniy two hours to LCI‘“I[“]F"II’ it It might
nold some people's attention for

some time EL*':u-ﬁLlrr-uh—.an ed

| adventurer, or even a plain mediocre

one, thenavoild ’ml e the plague
Andy Jones

Value 2

Graphics 3

| Sound |
| Gameplay 2

DON'T MISS NEXT
MONTH’S ISSUE.
IT'S FULLOF HINTS
ONWHATTO ASK
SANTATOBRING
YOU!

51
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mpire Deathstar, can you penetrate (ls
!"' I destroys you'?

\ you 12 screensof 3D graphics, supef
_ _ ble sound effects, music, 4 skill levels
' ? core IB ,'t 1515 \e ultimate challenge!

s g ' as 10 be laye \ be believed! You have not

‘sgen what the Commpcior®R4 is capable of until you have
.. plavr*rl Deathstar Infercop

" L Avantakle noy

I - ommoxl

‘mbtem 3 .

I". 2
pouth Bank House Black FPrince HO#
- &L | I



COMPUTER WAR

Machine: Vic-20 (8/16K), Atar
Supplier; Thorn EMI

Price: £5.95

Type of game: strategy/skill/shoot

‘emup
This s one of the first games from
Creative Sparks — a subsidiary of

Thorn EMI, which iz better known for
its video tapes than computer games

Thegame i1srather good. It's
LL...':E'.".; I .|'|E! [JJ.'P']. 'H- ar I:.i'r'l TIES ATl
follows the plot scmewhat,

Youare the greatest computer
hacker on the other mje otthe
Atlantic and have broken into the US
NORAD defence ¢ f‘]'"ljl_;l_l'[F-I' (see
TVG May 1984), Nuclear missiles are
trigagered and | nNeading for the main
target in the US

Your job 1s to move your cursor
around the screen map of Amernica,
landing on one small dot out of many
[hen fire. All the ime the 'DEFC {'.‘JN
fn:”..:-lq 15 goindg -.j[_:".-l.'T.- L-'L.[ CONbS1s
peaceand DEFCON | 1iswar. When
youreach DEFCON 1 (D1) the game

ends.

Now you are on screen two which status display and five hines at the | — I haven't managed to get that far yet!
isa bit like Battlezone. Here you are bottom of the screen for input and After you've been through the list
afully armed gunboatand yourjobis | witty responses, of comprehensive on-screen
to shoot the missile down. The little You control Crusoe using the N, E, Instructions, you are presented with
arrows on top of the screen act like S, W directional commands. The a range of possible situations from
radar. rollow them except when game also accepts Drop, Throw which to start the game. These can
pointing up. Then pull back on the Examine and other adventure range from being lost in space to
joystick or go down. Trapitin the V' -:?{:rnn':,aqu—':uU' not Get, only Take. docking. You must use all the
sightsand shoot. When shot the Useful (?) objects er]lldl:[hl"r]n-lp-::l-ﬂ}, controls to ensure success
screen erupts and the rmissile twists a hammu_:r. a parasol and a skull You navigate your craft with the
away with a smoke trail flaming | thought this game was very good lelp of full instrumentation control or
behind it, at first. But it was too difficult and a head up display” Thisgivesa

Your shooting must be accurate, slow —and my copy was partially window view of graphical
pecause In level one you have only bug-ridden information pertaining to your fhight
twenty seconds, in level two fifteen If you're a Pimaniac, you'll status
seconds, etc. Thescrollingisgood. - | probably like Crusoe, Ifnot, test it There are also proficiency points
Screen three isall about crackinga before you buy After each game, youare givena
code and gets you bonus points. This Richard Henderson | score, A low score ]f"]c1"‘i—'-“” u with
game 1s good, sound 1s average Value 3 the catering corps. A high score

The USmap 1sdrawn very Graphics 2 promotes you to membership of the
accurately, considering the Vic's Sound N/A Saturn mission
hmitations, and it 1s this which makes Gameplay 3 Starship Discovery 1sa very good
Computer War above average. The | game, but [ have a few minor gripes

high score is kept. Y % % * % K Y | Thegraphicsare vector. fairly

detailed but not brilliant. The screen

Value 3.5 STARSHIP DISCOVERY tendsto flicker. When you I Ype na
Graphics 3 Machine: BEC new command, the entire screen has
Sound '_ 5 suppher; Alhgata to be redrawn. And your |_"'Ct|t‘rmur‘.d
Gameplay 3.5 Price: £7.95 Inputs must be completed before the

Type of game: space strategy next radar bleep - a few secondsin
{? j‘k 5’:? 7’:{ 'i::? ﬂ? You may think you would like to all. If youdon't, you must type them in

travel in space - but do you have the again
CRUSOE necessary skill to make a useful crew The sound 1sawful, [t seemsto
Machine: Spectrum 48K member? So asks the blurb that have been copied straight out of the
supplier: Automata introduces Alligata's new game Beeb'smanual there are only beeps
Price: £6.00 | Thesceneisset The Starship and squeaks. | think the sound
Type of game: adventure Discovery 1sto embarkona capabilities of this machine could
This 1s the latest adventure from the three-year voyage to Saturn, and nave been used more extensively
company which brought us Pimania needs astronautsto pilot its EVA - Having said that, these quibbles
and Groucho. This time, you play the Extra Vehicular Activity— pods, are made up by good gameplay
partof Crusoe. You have - :-rmu Se— These are to carry out repair work on Starship Discovery 1sworthy ofa
been marconed on a desert island the outside “fDm-:awr.—t-r}rdunnqns place in any software library

and your objective is to eventually space fligh Waseem Asghar
escape | 'Th[:‘all’l"LlJEI’[Cll’*FHTH‘-.-’OLIIEDI]H‘;’T | Value 4

The screen showsa partial map of pilotan EVA pod. You must pass Graphics 3
the island, which changes when you through the eight levels of difficulty sound 1.5
move off screen. There isalsoa | before being allowed on the mission Gameplay 3.5
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ADRIFTINSPACE
Machine: Spectrum 48K
suppher: Mogul
Price: N/A
Type of game: adventure
Ower the years, many varationson
the basic adventure theme have
appeared for the Spectrum. The best
include The Hobbit Valhalla, Fiman
and The Lordsof Midnight. Mogul
has gone for the basic text-only
variant, but with the added
ingredients of brainteasing logic
problems and tons of frustration. "Ah!
Just like all the others, but without the
pretty pictures,” | hear yousay
Wrong; it makes Valhalla look like 1t
was written for five-year olds

The plot of Adrift In Space hurls
youon aspace cruiser. Your task 1sto
find the exit and escape. But youare

amid a large population of psycho
bloodlusting aliens hellbent on your
death. These aliensarea
comparatively small problem -
compared with your others. These
consist of unmentionable puzzles and
problems which must outstrip an IQ
test,

After spending five or six hoursin
one roomi, youmay be tempted to
rush down to the garden shed and
take the power drill to your
Spectrum. Lock it up before you play

Even the Help command isn't very
helpful. It comes up with sardonic
phrases such as "you fool” and "use
logic”, Your encountersarealso
confusing: corridors which lead
nowhere, one-way doors, deadly
traps, sweet papers, bandagesand
flower pots.

[also found the game rather slow
with a lack of commands and
presentation

[ would recommend this game

only to an adventure freak. [ nearly
killed myself playing The Hobbit -
and that had pretty picturesto
relieve the strain.

Matthew Jarvis
Value 3
Graphics N/A
Sound 2
Gameplay 3.5

* Kk Kk Kk Kk Kk %k

PIROMANIA

Machine: Spectrum 48K

Supplier. Automata

Price: £6.00

Type of game: skill

The game is seton a senes of
platiorms, connected by ladders,
These represent the floors of
Automata Towers. The idea oithe
game is for the player — alias Waller
Hose — to extinguish the steadily
growing flames inside Automata
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from taps around the screen. ltcan
put out flames only at short distances
The extinguisher lasts longer, and
works at greater distances than the
bucket. Walter hasalso an extending
ladder for use when others have
burnt down. But, once used, the
ladder stays put

Doors on the platiorms can be
opened and closed. When closed,
they prevent fire passing through for
a short while

There are eight screens. These
repeat on completion, but with a lot
more flames. From the sixth screen
onwards, dynamite occasionally
appears Don't let the flames get near!

Extra points can be gained by
rescuing the panicky residents who
run about wildly; by collecting
valuables such as Spectrums, vases
picturesand mystery objects, and by

| speedy fire fighting. The main points

awarded are for how muchofthe
tower remains after the fire

(Cn the fourth screen and onwards
the Pi-man appears. He lights fireson
the platforms with what appearsto
beatorch-crmaybe acigar, In
which case Groucho would have
been better,

When the player loses a life, an
angel rises to the top of the screen, If
the Pi-man is extinguished, a devil
descends. The point where he

| Matches. It was OK. But the words

| mother, it'son fire again’ with

REVIEWS

departed is saturated with flames.

On occasion, a pink elephant
dances across the top floor, dousing
all the flames in its path. Ifa section of
floor burns continuously, the flame
dies down. The section soor
disappears, as if collapsed

The flames are red; to give the
effect of flickering some are
randomly coloured yellow, white
and magenta, While not being
superb, the effect is quite good. The
flames look very realistic. When
extinguished, the flames give offa
spiral of soke - a nice touch,

The speed of the game 15 not
constant, and slows with the
appearance of the Pi-manor
elephant. The graphicsrange from
the smooth-moving people,
elephant, Pi-man and flames, tothe
flickering graphics of the player, to
the plain spray of extinguisher and
splash of water

Colour 1s used well throughout the
game, but colour clashing isvery
common. Sound 1s also well used, but
of low quality. There 1sa large choice
of control keys, and they are very
responsive

The game hasa hallof fame—or
flame - with space for ten names.
Whilst playing I found quite a few
bugs, but none affected play much.
The game is very addictive and |
enjoyed playing, especially when
the Pi-man was blown up by the
dynamite.

On the B-side of the cassette isa
song called "Put the Cat Out, Mother”
by a company called Safety and

consisted mainly of put the catout,
background noises of fires, sirens

and the screechof the cat.
Anthony Ackroyd

Value 3.5
Graphics 3.5
Sound 2
Gameplay 4

2 ¢
&

g

Towers

This can be achieved witha
bucket, or with fire extinguishers
from amidst the flames. The bucket
must be refilled after a few throws,
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Making musicor
sound effects onthe
Atari can be difficult

forthe beginner—
and tedious for both
beginners and the
experienced.
But helpis athand.
Dave Harvey hasa
few tricks tomake
your Atari go witha
real bang!
Justreadon.

t1s possible, by programming, to

play music on your Atan

computer. But the beginner may
find this painstakingly difficult. [tis
also painstakingly boring,

S0 in this issue we take a look at
music for the Atarl. Inthe nextissue,
we list some short programs for you
to type inand try out. Have fun!

Tostart off, your Atar computer
nasjust over three and a hali octaves.
Eachoctave equals twelve hali steps
or elght notes, Your Atarialso has
four iIndependent sound channels: 0,
I, 2, 3. Thisenables you tocombine
notes to make chords or complex
sound effects. For instance, we could
nave channel | sounding middle C, 2
sounding Eabove middle Cand 3
sounding out Gthus producing-C
major.

[f you want to sound like Depeche
Mode or The Human League you're
out of luck, Both of these bands, and
many others, use a computer
synthesiser called a synclavier
Other machines include Emulators
and Fairlights, which also use
synthesisers. But be prepared to pay
well over the thousand pound mark

Unfortunately, your Atari home
computer has only one pure tone
which you can use for music; a bland
squarewave. Normally, a
squarewave exists in only two states
hiand low. When it'sinside an Atan
computer it exists in only one state
boring. There are other tones, but
using them for music can prove to be
a bit beyond the beginner

Aswell asthese tones, you canuse
distortions or a white noise
generator. White noise 1sa
combination of all the frequencies of
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the audio spectrum. Select VHF/FM
on your radio and go to an off station
position — you are now experiencing
white noise. Aswhite noise hasno
pitch, 1t 1s used for producing sound
effects such as waves or thunder.

S0, while your computer doesn't
have a wide range of pure tonesto
play music, it does have a handy set
of distortions to make sound effects.

Atan has come up with some
music composer-type cartridges
which instantly make music while the
notesare displayed on a stave onthe
screen. These items will set you back
about £30. If you are thinking of
buyingone, think agamn. They
memorise the tunes you playon
screen so you can recall themata
later date, but doing this is, again, a
bit long

For a little over £30 you could buy
a Imini monophonic (one note ata
time) keyboard. This hasawide
range of instrument imitations such
asplano and organ. I[f you're lucky, a
rhythm box will be fitted. Mostof
these can memorise tunes, but it will
probably have only one or two
channels. The Music Composer has
four

You could introduce yourself to the
world of music the easy way, and, if
youor a fnend have a conventional
tape recorder, record your

| masterpieces. Memory facilities are

normally imited, but with a tape
recorder you can record asmuch as
you like

Remember the band Trno? It hada

| number two hit using a Casio VL-1

keyboard, which you can buy for
about £30
If you are going to program your

Atari to play music (via sound
statements), you will also need to
time the notes and the pauses
between them - perfectly. Youdo
this with blank FOR - NEXT loops
These you would put between your
sound statements. Could you
imagine Frankie Goesto
Hollywood's Relax with no pauses
between the notesof the
arrangements?

To start youoff, here sav. short
program
5GR.18
I0OPEN #1,40,"K."
20GET #1,D
22 TRAP 25
25 7#6,D;",

28 50.0,D,10,8:POKE 712, D:FOR

H=1TO 50:NEXT H:50.0.0.0.0
30 GOTO20

By the time you are reading this
article, on the shelves of most high
street shops will be a keyboard with
a difference, That difference is it will
be compatible with most home
computers. Casio 1s making the said
product, but youare likely to see
machines by other companiesas
well

All you need to do 1s hook up your
home computer to the Casio  °
keyboard. Then program the
keyboard, via the computer, to play
the music, Youcan also save your
musical masterpieces to tape (like
computer programs), and load it
back into the computer's memory for

slayback at a later date.

The Casio keyboard will
Incorporate stereo speakers, eight
Instrumental sounds, and a rhythm
box. It also includes stereo chorus

| and automatic bass. Price: £150. O
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JOIN THIS MONTH’S TOP 20 PANEL

Tell us about yourself

Yourage: Ifunder 18, please be exact.......ee.. Do you expect to buy a home computer in the next

E -
18-24 ) 25-34( ) 35andover| } year? (please tick one)
yes [] perhaps [ no [

Do you read any other games or computer
magazines? If so, which ones: What computer(s)/games system(s) do you have?

And when did you getthem®............comummisniossnnnsncinnns

What's your favourite home screen game?

WHATDO YOUPLAYITONZ.........ooooirnrnssrssseneeee. WHAT'S YOUR HIGHEST SCORE®......coiiieae

What’s your favourite arcade or pub game?

WHAT'S YOUR HIGHEST SCORER........cooiismrsmmaasisssmisisisssanmasssssrosniassssssssssostessssstassssissontssess sassssassasssassssasssssssarasse
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Send to TV Gamer, 187 Oxford Street, London WIR 1AJ

SUBSCRIPTION ORDER

I would like to subscribe to TV Gamer.

1 year — 12 issues (UK) £12 [ Half year — 6 issues (UK only) £6.25 [J 1 year— 12 issues (Europe) £17
[11 year— 12 issues (Overseas — Surface Mail) £19 [1 1 year— 12 issues (Overseas — Airmail) £37 O

| enclose cheque/PO no. ... PlEGsE start my subscription with the ... IssUE

i B AR e

IR i e R e

Please send this order with your remittance to

TV Gamer,Subscriptions Department, 187 Oxford Street,London WIR 1AJ

You can give this slip to your newsagent to
ensure that you get aregular copy of TV Gamer

Dear Newsagent,
Please order a copy of TV Gamer magazine for me every month.
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ATARI VCS JR

The Atari 2600 has
beenredesignedfor
Christmas markets.
So Darrin Williamson
took another look at
~ thisunderrated
_____ games system and
some now-classic

Atarigames.

irst, lets lock at the VCS 1 iis

rejuvenated form The original

VOS5 was conceived and des-
icmed in the mud 1970s (is it really a
decade ago?). At the time, it was con-
sidered to be a technological marvel,
which 1t was.

Over the years, however, micro-
chips and microelectronics have be-
come smaller and cheaper. So it was a
logical move to redesign the VCS to
take advantage of more modern tech
nology.

This 15 where the VCS 2600 Jr fits 1n.
It's a smaller, neater, more economic
version of its older brother. All the fun-
ctions of the old VCS are emulated on
the Jr. But it's maybe a bit disappoint-

ing that nothing more was added to the

system to enhance future games. It 1s
but a midget clone of a seven-year old
systemn. Nevertheless, it offers all the
enoyment of many cartridge titles, 1n-
cluding all the coin-op classics from
Arcade-dom during the last five years
We review a few here

Ms Pac-Man

Even though Pac-man was the num
ber one bestseller iIn home wvideo
games in 1982, many fans of the arcade
coin-op cnticised the graphics, the
colours and the game play, saying that
they werent close enough to the real
thing ior ther hking Once news
ieaked out that the aequel to FPac-Man
was In production the fans eagerly
waited in the hope that Atan would
come up with something that-even the
most discerning Pac-Maniac can find
no fault with.

Ms Fac-Man lives up to thus. The
graphics have been greatly umproved
(due to the loss of vanations). Qur little
yellow friend now actually poimnts in
the direction it's taking and the un-
flattering witamins have now been re-
placed by fruit which are actually
quite realistic. You even get several
different patterns of maze to a game. In
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short, if you liked Pac-Man vyou'll
love Ms Pac-Man.
Asteroids

One of Atans all ime best sellers
and one of the first to use an 8k ROM
instead of the conventional 2K or 4K,

The game play 1s very siumilar to
the enormously successful coin-op
origqinal. However, the graphics and
sound, although gquite gocod, are not
up to comn-op standards

This 1s because the arcade game
uses a difierent type of screen and a
different graphics process called
Vectorscan (although Atari uses the
name Quadrascan for some reason).
It's you vs an asteroid field and a
bunch of satellites and UFOs (mick-
named Wally and Beaver by the
Atan programmers).
Battlezone
Thankiully Atar1 hasn't tried to copy
the coin op (direct vector to raster
translations seldom work too-well.).
Instead of the wire frame images you
are given a cartoon like a rasterscan
mage

All our old ‘fnends' are there: the
enemy tank, -supertank, missile and

the saucer (still worth 5000 points). If

youre it by the enemy you get In-
terierence on the screen as il the
tank's video display unit had been
disconnected. All in all this game
runs rings round Combat

Defender

This game has been equally suc-
cessful as a comn-op for Wilhams El-

ectromics and as a VCS game for
JAtant Atan programmer Bob Pularo
had the awesome task of squeezing a
26K game controlled by a lire button,
one lever control panel into a 4k con-
sole and a joystck

All your friends are there to greet
you landers, mutants, bombers,
pods, swarmers and baiters along
with your earthship Defender. Game
play 15 quite complex and will take
even a hardened space gamer dquite
a while to master fully. The graphic
and sound do come reasonably close
to the real thing.

Bearing in mind the hmitations of
both hardware and software, Bob
Polaro has done an incredibly good
1ob with Defender.

Jungle Hunt

This i1s based on Atari's coin-op of the
same name. The game 15 1n several
phases. First you have to swing on
vines to get across a section of scrol-
ling screern. You then have to swim
through a crocodile-inlested niver,
killing crocs as you go and surfacing
for air. Having survived that you have
to get past a number of large and
small boulders, some of which you
must jump and some you must
dodge. Next comes the ultimate ob-
jective, when you must outwit the
cannibal warrior in order to save the
princess. Atari has made good use of
the graphics and sound 1n this game.
All 1n all, a good game with a nail bit-
Ing storyline
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Adventure Games April 1984

|_r i F 'l _1l"_\_| an o e wor ;."__'_-".'."_'f';".‘i.'.-‘

W .".r % trolls and elves

P.dtrenmmﬂam&s _ June 1984

r BWs '\. CHLIE Il._"':' |.".i-_.'.r.'|'.'.’-.'.".\-

Eh:.:agu Ga,mes : August 1984
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Easter Eggs Winter 1983

T___ slari "’.’| |-| "'~1 |—| Srrels

proararmmers i '“.r Ir thedr 11rr--1 {contnued
I'l rl ._l I|- .l__-._' '_ I:|r| -| ] 1

El&ﬂtrumn: Treamue L‘.hestu Eeptem.ber 1984
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Gamen are DI{ April l'BIH

I SEarcn 10 8MawW r|l' | 'rll Tes are oo -H"" Yo

Games Clu.hi Winter IBEJ

.-|'-' rhey worth r'.-‘!l | '-"'.'l wrn Gt VoL ogel f Tl

GEME‘E.[.'!E'EIQI'I.EI'E Aids fo writing your own
Games) HURG, Gamaaneslgner .El:lﬂ'lilt 1984

The ﬂmﬂ Du.-ngenn Builder, Adventure

Creator September 1984
Games from the Movies May 1984
[ ganes reviewead
Games Government Play
A saneas showin gy vhat the really big spenaers
.'I.;\.r It 3OUTr e
Sky wars March 1984
Battlefield Video April 1984
War games May 1984
Games in Space September 1984
.'1..'--'_:'|-.|I!-'.'; of [ire J'r LITLE
Games on Tele :ri:inn July 1984
Ir'll-l_. .:'|r WSS .'| J'
Advenmres in the 1990s July 1984
A lnokat |_._.--.._ W the Future
Hnw Games Sta.rt&d. May 1984
L hack to the early days (and rughts) of
Hnw tn ﬂ;r “Space Shuttle" July 1984
Infantryman 2000 September 1984
Supertroopersof the Future
PHDTDH 4 October 1984
| I-' ||.- g ArCage :_.-:':I_I'_';-_
Ta.nk Games March 1984
llr't.'--?."" budddina .'|j.'-.J! E-:r )
T"J’ Gamer ﬁwar:l.i June 1984
Readers select the best carinage games
1983
Space l.'.‘.ncl.tpit Games April 1984
-J_: mes ray -"\-'\J
SpEcml Deljver',r March 1984

All issues contain the latest news, reviews of
new games, Readers’ letters, High Scores and
Compehhons.

MNote: lssues 1, 2 & 3 were each complete
HSHHFE of all the gomes available for Atari VCS,
Intellivision, Coleco and Vectrex video gomes.
Many of the reviews were reprinted with
omendments from issue to issue. lssue 3, Winter
1983, remains the most comprehensive listing
of gomes for these machines.

lssue 2 (Winter 1983) is now Out of Stock,
but pholocopies of arficles from it may be pre-
vided at £1 eoch.

Or you can subscribe for & or 12 issues,
starting with any issue you choose.

SUBSCRIPTION RATES
UK:12issues£12.00 bHissues E6.25
Europe: 1 2issues £17.00 &Hissues £9.00
Owverseas (Surface): 12 issues £19.00

& issues £10.00
Overseas (Airmail): 12 issues £37.00
bissues £19.00

BACK NUMBERS
UK:£1 each Europe: £1.20
Overseas (Surface): £1.50

Chris Tarrant's view of

Tarrant Ta Ra! June 1984

‘compurter games

INTERVIEWS

The Atari World Champions April 1984
Steve Kitchen, Games Writer June 1984

IN-DEPTH REVIEWS _

BBC ‘B’ August 1984
Colecovision Winter 1983
Commodore 64 October 1984
Controllers Survey Autumn 1983
Intellivision Winter 1983
ORIC-1 June 1984
Sharp MZ 700 May 1984
The Sinclair Computers April 1984
Spectra V5318 July 1984
Supercharger for VC5 Autumn 1984
Texas Instruments TI99/4A May 1984
Vectrex Winter 1982
Vic-20 July 1984

Plaase tick the service you require.

1 Please send me the following back numbers (state month

S P R

71 | would like to subscribe to TV Gamer.
Please start my subscription from (state month and year)

Cheques [pounds sterling only) payable to TV Gamer.
Please send to TV Gamer, Sales Department, 187 Oxford Street, London WI1R 1 AJ

Adventure (5] June 1984
Alchemist (Spectrum June 1984
Atic Atac [Spectrum) June 1984
Aviator ;“HHL*.“: October 1984 ALLTHE GAMESFOR...
Blue Max [ Atar HOS) Rugust 1984
Buck Rngen rm'-r- ' October 1984 | Atari VC5 Winter 1983
Defender (V5 HOS C64, TI854A) May 1984 | Atmos June 1984
Dn-nke]r Kong '.-'1 tari VCS& HCS Intellivision Atari 600XL March 1984
Coleco September 1984 | BBC'B' August 1984
Drag:m s Lair (Arcaae) June 1984 | Colecovision Winter 1983
Front Line (Coleco) September 1984 | ORIC-1 June 1984
Jet Set Willy (= I'_ eCtrun) August 1984 | Sharp MZ 700 May 1984
Jungle Hunt (' "CS) August 1984 | Sinclair Spectrum April 1984
Lady Bug [ Colec May 1984 | TI994A May 1984
Miner 2049er | J". tari HCS, VOS5 Vectrex Winter 1983
Coleco) May 1984 Vic-20 July 1984
Mr Do (Intellivision) March 1984
Night Etn]]:er Intalliv March 1984
Pitfall [Atan HC ‘“' ! ';.':'~' March 1984
Htl.’a.]]E -Atar HCS, VCS) July 1984 THE ARCADE SCENE
Raiders of the Lost ﬁ:.'l-l: Atar VCS)
Partl Hprﬂ 1984 The Laser Game is here! March 1984
Part 2 May 1984 | The“X" Factor July 1984
Scramble (Vectrex) May 1984 | Pier Arcades RAugust 1984
Star Raldem tari } l'n;‘_"i I-:me 1984 | New Arcade Game Reviews
Euper r.:ﬂh-l'l .rq.l ari HCS VG5, Intalli Albegas July 1984
lecs II:I]'F 1984 Bomb Jack July 1984
YarlRevenge q1ar .';'.‘.‘_l' April 1984 | Bubbles April 1984
Zaxoxon (64 LS_L. chrum) October 1984 Circus Charlie July 1984
Crystal Castles April 1984
Dragon's Lair (In Depth) June 1984
| NEWGAMEPREVIEWS [Nl e anes 1904
Formation Z October 1984
Lordsof Midnight (Spectrum)  July1984 | Faserssandbrix Maroh 1663
hllﬂ-]-'.lh.'ltﬁfq'.l:“a e Revenge (Al r!.'s'. L t ;rn"hn'er 1084 Pit & Run SEPtEIﬂh‘EI’ 15984
Tanil (C54) P ctober 1984 | Punch-Out September 1984
iz ' Roller Aces October 1984
| Sinistar April 1984
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" VALUE thats
out of this world

50 GAMES ON ONE CASSETTE

It is ammsmhla to tell you everything IWVOW AVAILABLE FOR (xcommodore &t ELECTRON Atmos

bout the 50 .
CRRRTTE - B0 et ey ihats. . STVION. IEND s Spostoiin Gt NN ORI
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Please send me by return of post, Cassatte 50 at £9.95

missile, tactical and logic gﬂmes ,I EXPRESS DELIVERY - Ser tape. | aicloss & Cheua/posial orderfor I
to suit most tastes in computer ﬂRﬂER A e

; 3 - o de Games Ltd.
CASSETTE - 50 will appeal to | ey S |
people of all ages and the games Name *”"“ . i '
will provide many hours of I o i o it IR . . . l
entertainment for all the family at I Sar coMMODORE 64 1 wic 20 [ ORIC-1 [ ] BBC A% | l
a fraction of the cost of other — — SPECTRUM | | ELECTRON | 7 T-H APPLE [ |
computer games. I ot il ATARI [ ] aTmos DRAGON W | l

- 3 a : Cascade Gamas Ltd.,
v Launtry Suite 4, 1-3 Haywra Crescent, Harrogate,

WE PAY TOP PRICES I Marth Yorkshire, HG1 5BG. England I

FOR TOP QUALITY GAMES Dealers & Stockists enguiries welcome Telephone: (0423) 504526 l,,m_”mu

E & EENTERPRISESLTD.

POBOX8, SALTASH, CORNWALL.

ATARI 400/600/800
MATTEL INTELLIVISION
; COLECOVISION TEXAS T199/4A ATARI VCS

E& EENTERPRISESLTD
COMPUTER AND T.V. GAMES HIRE LIBRARIES
JOIN THE PREMIER LIBRARY IN 1984.

We have a superb selection of software and video games for all the above mentioned systems. %

Join us now and enjoy games such as Alpha Beam, Battlezone, Robot Tank, Wing War, s ",féc‘?‘#ﬂ
Fopeye, Beam Rider and Super Cobra, for only a fraction of their purchase price. f,:‘c'}qﬁi;{ 5
PNk ST
WHAT DOES IT COST? .--*}.ﬁﬁa-i“;‘@** MNP
Our rental costs are from 65p a week, and the initial LIFE MEMBERSHIP ,r‘;:ﬂ?i‘%zﬁﬁ cﬂl&bﬁ
fee is only £5.00. PRI N iﬁ‘?
DO WE SELL NEW GAMES, HARDWARE AND ACCESSORIES? ,-f}uia:q,ﬂﬁﬁ@ﬁi@‘?‘,{‘@«:ﬁ;ﬁ,
Indeed we do, and at excellent discount prices for our members!! f,’;@:ﬁfg&f‘;ﬁhﬁzﬁi*ﬁ% R
e.g. Sinclair Spectrum 48K computer only i :ﬁ" Qx.?‘iﬁ?;'b{;fﬁtg+tﬁixﬁﬁl S
£119.95inc. VAT and delivery. o ¥ O -q&;ﬁ%@”“

Tick the appropriate box if you wish to receive detalils. L S
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TELEPHONE

01-439 2931 THE ARGADE
FORFULL e £15.95
DETAILS

COMPETITION-PRO

PRICE

inc VAT EIE 95

- TELEGAMES *°**°
NEW ATARI CONSOLE
)'I*Q:_I—I_Pife&H PACKAND JOY £49,95|

ATARI GAME OWNERS
BUY any 1 game.....£20.00

any 2 games ... £35.00
any 3 games ... £45.00 MlE""[E Al

any 4 gamas ... £52.00
ANY 5 gamas .. £58.00 £
any B gameas .. £63.00 -?5

any 7 games ...£67.00 EACH
any B games ... £70.00 ]

F'u-!.l | ATV Ilﬂﬂ'l:h:-l.ll game P+ P
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OFFER INCL HH.ES THE mmmsnc PHRI{ER
PARKER RANGE OF GAMES

ARCADE
PROFESSIONAL

PRICE

inc VAT EZH 95

"[ TEL: 0533 BB0445
vision | [CBSE RS
OMPATIBLE ELEGAMES WIGSTUN| BRI et e
'". I."__.-.'}.I_.l_l:_ :.':.-;. = LEICS LEB 11E ﬂ.“ ﬂvﬂilﬂhlE games
intalliveice Modula . N
ntellivoice ADD £1.00 TD ANY :
with any voice B AR Turbo unit with turbo
cartridge £54 .99 I game cartridge £43.95
|.:r|::|

I:.-: : I.I.:.;;:E? ;I.: nunmu"m | W ALL JOYSTICKS: P-n‘ruh:l Luﬂe Industrial Estate, Brdington, N. Humberside
free Computer SPECIAL . ;

Cartridgs £89.99 | Order your & COLECO OFFER COMMODORE, ATARI, Tel: 0262-602541

Music Synihesise ’E'ﬁ393 [;nn:‘putar EBB,BE wiil SPEETHHM EDMFAT'BLE TElﬂ-l;: 52?351 EMA:‘ E

e Cartridge o DONKEY KONG, AND BBC TO ORDER
Eﬁl:;elimlmllirs | ri*.ut:ﬂp_acrm AND ANY TWO

£9.95 cach | Prica OTHER GAMES

- ¥es— 1 games and
M5 ALL SOFTWARE | M
. IN STOCK NOW .

KILBY BRIDGE, WIEEIUH LEICESTER, LEICESTER 880445
and SPRINGFIELD STREET, MKT. HARBOROUGH, LEICS

E ACCESS ACCEPTED

CONTACT US OR NEAREST COMPUTER STORE
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As monitored by TV Gamer readers

a Acorn BBC Computer b CBS Colecovision/Adam ¢ Commodore 64 d Drogon e Acorn Electron f Alori 400/800 Com puters {usually fits XLs)
g Intellivision h Oric-1/Atmos | Philips 67000 | Specirum k Sharp 700 Senes (usually fits MZB0 A/K) | TRS B0 Seres/Colour Genie  m Texas Instrumants T1 ooy

MANUFACTURER

(Software Projects)
(CBS/Datasoft)
(Activision)

(US Gold)
(Activision)
(Beyond)
(Ultimate)
(Activision)

(Atari)
(Micromega)
(Atari)
(CBS/Atari)

(New Generation)
(Activision)
(Activision)
(Legend)

(Mattel)

(Digital Integration)
(Bug-Byte/Software

Projects)
(Parker)

POSITION NAME
1T( 1) JET SET WILLY
2( 2) ZAXXON
3( 7) PITFALL I
4(—) BEACH HEAD
5(8 DECATHLON
6(12) LORDS OF MIDNIGHT
7(—) SABRE WOLF
8(3) PITFALL
9(5) POLE POSITION
10 (13) FULL THROTTLE
11( 4) RAIDERS OF THE LOST ARK
12 (10) DONKEY KONG
13(—) TRASHMAN
14( 9) RIVER RAID
15(17) ENDURO
16 (—) VALHALLA
17 (11) BURGER TIME
18 ( 6) FIGHTER PILOT
19 (16) MANIC MINER
20 (18) POPEYE
*Numbers in brackets indicate last month’s position
44 n Atari 2600 VCS o Vectrex p Commadare VIC 20
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1( 1) STAR WARS (Atari) 6( 5 ) M\A.CH. 3 (Mylstar)

2 ( 2) TRACK & FIELD (Konami/Kaito) 7 ( 7) BUCK ROGERS (Sega)

3 ( 3) DRAGON'’S LAIR(Cinematronics) 8 ( 9) MR DO (Universal)
4 ( 4) POLE POSITION (Atari/Namco) 9 (—) TURBO (Sega)

5 ( 8) DONKEY KONG (Atari) 10 (—) SCRAMBLE (Konami)

TOP GAMES OF THE MONTH

You are invited to vote for your favourite Screen game and your favourite Arcade game. But remember to vote only tor those games that you

own, have rented or have played a great deal.

| 7 To register your vote, use the reply paid card in each issue. One lucky voter will receive a free year's subscription to TV Gamer (decided by
raw)

Last month’s winner: James Eagleton, Sidcup, Kent




JETSETWILLY
(Software Projects)

ZAXXON
(TVG claimed)

PITFALLII
(TVG claimed) _

83 objects

Ross Coleman/Cameron Else

3,350,100
Christopher Brady

199,000
Gavin Disney/Andrew Davis

BEACH HEAD
(US Gold)

no claim made

DECATHLON
(TVG claimed])

LORDS OF MIDNIGHT
(TVG claimed)

SABREWULF
(Ultimate)

11,009
Simon Mills

solved
Mike Johnson

no claim made

PITFALL

(Activision)

114,000
Daovid Ross/Richard Varnie

POLE POSITION
(TVG claimed) B

106,800
Adrian Bunting

FULLTHROTTLE

(Micromega)

no claim made

RAIDERSOFTHELOST ARK
(TVG claimed)

25 points

E_r_ipn Bell

DONKEY KONG
(VG clnimed?

TRASHMAN

(Mew Generation)

e

8,796,600

lan Morrish

no claim made

RIVERRAID

[Activision)

1,000,000

Gavin Davidson

ENDURO
(TVG proven)

47 days

Paul Boselli

VALHALLA
(Legend)

BURGER TIME
(TWG proven)

no claim made

235,600
ﬁ?-. Collins

FIGHTERPILOT
(Digital Integration)

no claim made

MANIC MINER
(TVG claimed)

3,140,777
Mark Bishop

POPEYE
(TVG claimed)

427,550
Frederick Kirk
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TV Gamer invites readers to send in their high scores which can be “clocked" (ie the score reaches a

for any screen game. A claimed score merely needs maximum and then returns to zero) will count only as

to state your name, game fitle, system (eg Atari home claimed scores. Additionally, games which present

computer system, Spectrum, VCS, etc) and claimed score.  short-cuts to high scoring (eg Space Invaders, which
A proven score will require photographic evidence,  can be made to shoot two missiles ot a time) will also

but will take precedence over previous claimed scores.  only be accepted as claimed scores.

We suggest using a SLR auto-exposure camera on a Send your scores to TV Gamer, Top Score Desk,

tripod with cable release, timed at /4 second. Games 187 Oxford Street, London W1.




Well, Halloween is well a
featured on the centre pag

any posters you'd particulo
caught your eye, ©

Christmas rush.
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nd truly over, but Christmas is on the way. To cele

, i+ d exclusive features. For in :
up with lofs of exciting an es. Let us know if you like the idea o I

rly like to see us printé Maybe some of our ;;rewuus covers have
r maybe some advertisements promoting games in shops

' ster-worthy. Let us know if there are. .

beggnﬁﬁorgef to er'.-fer the designer cumﬁehhnn, as | know a great Doy Y Hviion UK.
ood game ideas. Now you have your chance to get your ggr;z marke

ﬁas been said that there’s a best-selling novel in E'V'Er}d'ﬂnEL B S I o oh pesos 20

brate, TVG is coming
stance, the giant poster of Storm Warrior :

posters in the mag. Are there
have struck you as

many of you have some very
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I've also rounded up lots of g

oodies for the Spectrum. J

' ' lar micros.
! [ : Spectrum — the printer will work on most popu
Dagry;emf l&:ﬁﬁrf:?;ijﬂinuﬁhtns:wsy interesting? Thanks to all those of you who answered our

; treets of sunny W1. y T
q"ﬁﬂﬁ":hgjf :br:;n;ﬁc: ﬂ:r; s.t::lce for this ish. But fear not! We'll be back in time for the 2F
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WHY, WHY, WHY?
Could you please tellme if anyone is
going to make a computer or video
game of Nintendo's Punch Out? ]
played it on my holiday and I'm now
hooked!

lam thinking of buying an Atari
VS, Do you think I should wait til]
the 7800 comes to Britain or buy the
normal one? Can VCS cartridges run
on the computer systems” -

[ find your eggs section
interesting. But why don't you call
eggs "bugs"?

Alan Hake,
Bucksburn, Aberdeen

No plans for a home version of Punch
Out. My guess is that Coleco will

produce one, bearing inmind

Coleco's links with Nintendo

Don't wait for the 7800, as it isnow

T IVEAMERNOYEMBER "84

| = s et 1 e e Py e .
anex-system. vVCScartridgescan't

run on anything other thana VCSor
Coleco expansion module 2

We call eggs "eqgas” because they
are different from bugs. Eggsare
intentional special featuresina
game. They have been put there
deliberately by the programmer.
Bugs are unintentional glitches in the
program

The term eggs comes from the
Amernicans and their tradition of
hunting for eggs at Easter time. The

programmers hide something in the

| R e e e e S T | T
game lor gamers to find in much the

HAITIE Wa 'l

GAMING IN IRELAND

As [ write, lam on holiday in Ireland
Let me tell you about the arcadeand
computer scene here

Asfarascomputers go, lhaven't
seen many around. There are a few
Commodore and Oric | machines
pbut no priceson them

[expect they are very expensive
like everything else. TV Gamer costs
3 1.4]

Thearcades are good. They have
most of the new machines, and quite
a lot of the machines cost only 10pa
game. They have all the requlars

T s rr B Fe e o —
Lonkey Kong, Centipede,

: _ . &4 & 31V (GAME
T | . J LY : L L
HE e el o E?:Hq_;.'.j!;” =

ClUJ
oy g o b

R R

Galaxians, Tempest, Froager
Asteroids and Defender

Inone pub, [ played Circus
Charlie at 20p a go. Strangely
enough, I haven't seen Atari's
Position anywhere

‘ | saw games which [ haven't seen

Pole e

in the UK. One1s Catand Mouse, a
| Pac-Man type game, This involves

moving around the screen opening

and shutting doors, eatingobjects

and avoiding dogs and cther .
‘ ferocious animals Adl

Another game was Attack, which =3

18 just a shoot 'em up game, It showsa :-.*..E'.Fi
map of the world where France % |
llashes red and you get a report of
what's attacking,

You have a set time i1n whichto
bilast your enemy, otherwise the Mirv
will be launched. (I don't know what V(.
the Mirvisas|always finished on T
time) T4

On each different country there s
quite good scenario. For example, in
France you have the Eiffe]l Tower
and the Arc de Triomphe
Trevor O'Grady, |!=,%

London SE2 11

Alari has signed deals with Irish

Arcadesn the republic and Caffola
in Northern Ireland to distribute its
&

arcades games Theyshould be up

! v

'l'l I i =5 | I'. '..- .'--' - § .-r - -
ana running now. So Pole Position o~
J% .

| . = s | ] £, T B -
| Nas prooaply maae i (o Ireland .;Lm
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LUCKY PRODUCT?

Could you review Intellivision's
computer, Lucky, ina future issue of
TV Gamer. What does the future hold

for this new company?
L Sermann,
Glasgow

It's very difficult to reviewa
computer which has no software.
This s the problem we face with
Intellivision's Lucky' keyboard One
or two software titles have emerged
from Mattel but we've not received
them for review.

Who can say what the future will
hold for Mastergames?

NOIMPORT

Back in 1ssue two in the sectionon
controllers, you mention a device
called a Y splitter which allows two
joysticks or devices to be plugged
into one port. Could you tell me who
makes them and also the
approximate price,

In the June 1ssue, John Fareham
mentions a memory expander for the
Coleco. You did not verify this but |
can. [ saw it on the back ofa
Colecovision box in Austria when I
was scouting around for prices. It
was described asa Super Game
Module which accepted over
1,000,000 bits of information. Keepup-

the good work.

James Briginshaw
The Super Game Module you
descrnbe will not emerge here orin
the US It wasan early idea which
met with Iittle enthusiasm among the
US trade. Sorry to disappoint you:
Coleco has put all its resources into
the Adam, which is capable of ‘super
games’,

Consumer Electronics of
Manchester did announce one of
these Y splitters this time last year
and, indeed, they exist in the States.
But it did not appear this side of the
Atlantic.

NEW GAMES

[ own a Colecovision and four carts
including Turbo. When the laser
disc player is available, how much
will it cost? Will Dragon'’s Lair and
Space Ace be made forit?

Is Atari making Pole Position for
the CBS system?

Has Parker released MrDo's
Castle for Colecovision?

I'd like to see a Top Score feature

for arcade games.
Darren Ithell,

M
The laser disc attachment won't be
released in the US until next year, so
we probably won't see it until
Christmas 1985, Dragon's Lairand
Space Ace are obviously hot
contenders for the laser disc
attachment, but a non-laser version of

Dragon's Lair 1sscheduled for
release in the near future. Thismay
mean that Coleco is hedging its bets.

Atari is not planning to bringany
games out for the Colecovision.
Parker should be releasing MrDo s
Castle before Christmas.

Please send in your top arcade
scoresand we'll see what we cando.

THE GREEK GAMES

In response to your request for
letters about arcade games abroad, 1
thought I would tell you about the
arcades [ visited in Crete.

The first arcade | saw was on the
sea-front. It was totally unht. [went
back at night, and again the only light
came from the screens. Whether
there was a power fallure or thiswas
just for effect, Idon't know. Butit
made the games seem clearer.

They mostly had the old favourites,
Asteroids, Space Invaders (called
Earth Attack) and Pac-Man. The
newest game was Track and Field -
for the first ime | managed to get
past the high jump, so perhapsthe
lack of light helps!

Another arcade [ visited wasn
town. All the machines were up
against one wall in a small shop. It
had about twenty games, including
Defender, and all those previously
mentioned. This place seemed to be
a hang-out for teenagers who sitand
watch the other gamers when their
OWN money runsout,

Track and Field was by far the
most popular game with a queue of
some thirty people liningup forago
on the one machine,

The arcade scene in Crete1s
popular but there 1s a lack oinew
games. No Dragon's Lair, no Zaxxon
—-evenno Pole Position! Indeed, |
dicn't see a single driving game
which could flag interest.

A nice feature inone arcade wasa
nightly competition to find the
highest score from all the players
The game changes each night, and
onthe Defender night I came third
with 85,000, All winners geta prize
which appeared to change each
night,

Allinall Crete hasa fairold
arcade scene and some nice ideas to
make gaming that little bit more

interesting.
Rob Naylors,
Basildon, Essex

USLOOKS AT
SPECTRUM

[ think your magazine 1s well
presented and interesting. The
coversof the magazines always
catch my attentionin the local
newsagent.

| have had my Spectrum for two
and a half years now. Butuntil
recently [ haven't been interested in

SErious game playing.

My change of mind was caused by
rumours that companies hke Atari,
Parker, US Gold and S5ega were
going to bring out games for the
Spectrum. Please could you tell me
what games are available and when,
as | have been told so many stories
and lies!

None as yet, but titles have been
pronused. Check future issues for
Ireviews.

CHEAP ATARI

[ am writing to find out when the new
3D Star Wars 1s coming out for the
VCS. [ have already mastered the
others - such as Death Star Battle -
and think these games are just
brilliant!

Iwould like to know if the Atar
games will be cheaper in the future.
Other games are being copied for
computers like Acorn's Electron, and
being sold at a much lower price.

Mitchell Green,
Coleshill, Birmingham
Star Wars - the arcade game should
be available before Santa packsup
his sleigh

Atari games have already
dropped significantly in price to
about£10 Isn't that cheap enough for
your

NOPIRACY

Re my letter in the September issue
of TV Gamer —and your reply -1
wouldn't dream of getting involved in
piracy. Indeed, itisthe very enemy
ofloyal gamers suchasmyself

If programs get copied in
abundance, software companies will
SO0N stop Writing great games,
because they will lose money. [t'sas

simple as that!
Michael Lynch,

Liverpool, Merseyside
There 1sobviously a lot of truth in
what you say, and if you got the
impression that I was getting at you
then I apologise. But you mustadmit
that you're ina minority who feel this
way about copying games. Many ads
in other magazines (parficularly the
classifieds) are the selling platform
for small-time pirates calling
themselves software exchange
groups.
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MINING

UPWARDS
While [ was playing on CBS
Coleco's Miner 2049er |
found an easter eqgg. When |
reset the machine [tried
pressing some numbers on
the keypad: #64453## 1
found that [ wentonto the
eleventh layer. If you press
#6453#2 youwillgoonto
the second layer.

Jon I{eel;mg,

STICK IT TO
THE ENEMY

lamwnting to tell you that
have found some bugsona

numbper of my cartridges
For example, on VCS
opeye [ have found a way

of making Brutus walk
through the wallon level one

Firstofall, catchtenor
more hearts and get klled
Immediately after youre
appear, run down to the
spinach; youdont have to
punch it. Brutus should be
running towards you He will
jump up in the air looking for
youon the top platfcrm, but
will not find you. So he will
run over to where you are
but will not catch you Thisis
a safe spot.

After that, he wall turn and

 propeller-type antennae,

linthe bug box

run to the wall on the right-
hand side. Meanwhile, move
away from where you are
standing. Brutus will walk
through the wall and come
out the other end, getting
stuck for a moment or two

[ have also found a bugon
Dig Dug whichenablesyou
to strip sheets,

And did you know about
the bullet that can't kill you

on Phoenix?
Brian Bell,
Dunmurry, Helfant

PRIGHTPULLY
PUNNY BUGS

| have discovered a bugin
Lady Bug (pun?) on the
Colecovision. Thisison
game number five whichisa
two-player version of game
number one

When playeroneis
several screen levelsahead
of player two, strange things
start to happen in the bug
box,

Among such things as
flashing numbersand
wronaly coloured
vegetables (unripe green

TVGAMER NOVEMBER ‘84

'the ship and accelerate to
| full speed. Then lower your
' planeto sea level — carefully!

|comesalong. [t should firea
| missile 1s about two or three

| spacesaway, fireatit The
tuming i1s vital - if you shoot

| 2,010 points just for that,

|ate another pill but itonly

| lasted the normal ime and
the game was back to
normal (pity)

COn Wizard of Wor you
will sometimes hear a nolse
after the game 1s just over -
usually made by one of your
menashe 1seaten

On Zaxxon, inatwo-
player version, youwill
sometimes see the sign 1/2,

tomatoes) | found —well, I'm
atalossasto how to
describe 1it! What on earth s
117

It seems to have

similar to Lady Bug'scwn,
Every attitude Lady Bug
takes is copied by the thing

Stephen L Weightman,
Belper, Derby

AMSOFT’S FIRST
TRICK?

The computer 1snew, and
not many people ownone,
But [ have found a clever
trick on the Amstrad's
Harrier Attack game.

Once loaded, select your
skall level. My trick will work
cnany level Take off from

Wait until the first ship

missile at you. Once its

too early, your missilewill |
not destroy it

Once you are clear of its
missile, hold down YOour
missile button. Your aircraft
will shoot straight through
the ship, leavingcnly flames |
behind you. You will gain

Another hint - save your
bombs for the aity, And,
whilst on land, fly low. The
enemy radar can't pick vou
up, so reducing enemy
harners.
Kenneth Murfitt,
Crawley, West Sussex

WIZARD!

| have found aneggin
Supenor Software's Mr Wiz
for the Electron. If you hold
down Escape and press

Space once, you can flick
through each scene to the
scene you want to play. But
you must release BEscape on
the scene before the one you
want to play
[nd you know Escape 1s
also used to restart a game?
Also, don't use the
*"Fx210. 1 command to turn
the sound off, because the
game won't work.
Paul Joels,
Chinnok, Oxo

R DRACONS

[ have found an easter eggin
the VCS game Phaser
Patrol

[ had loaded side B of the
cassette and pressed down
the reset switch about ten
times. Then I switched to the

Thenthe playeris

1mmediately kKilled - you

don't even see how it
happens The next player
plays on just a second or two
after being killed

If you press game select
during the game, it [reezes,
Pity you cannot play on
through! Also, if you press
game select during a game
any shots fired will continue
to travel.

In my favourite game,

| Battlezone , | have found a

small bug.
| was playing the game
normally and got mysell ina

n] situation where a tank was

directly in front of me and
another directly behind me

Both the enemy tanks
hred at me at the same time.,
The one 1n front hit me and,
just as [ was being
destroyed, | saw the shot
from the tank behind go
through and hit the tankn
frontofme,

front view screen after
warp-nopping to adracon
Infested area

After this I was confronted
by dracons that looked like
dotted lines in the distance
When they came closer the
dotsseemed to formintoa
letter K. Could thisbe an
1nitial?

This has happened only
onceand [am trying to make
It appear again.

James Pocknell,
Wing, Beds

MORE ON VCS

[ thought Iwrould write to tel
youabout some of the bugs |
have found on my Atarn 2600.
On Fac Man, the new
sheet that came up was
darker. But, more
surpnsingly, the power pill
wasoff centre; it wasone
sguare to the right of normal
Another time, late a
power pill and, to my delight
and shock, 1t would not stop
working and kept going. |
naturally chased and ate all

HOW TO PLAY
FOREVER

Here are interesting tricks
| on arcade games
I
| Asteroids malke rocks
pass through you. 51t inthe
lower left corner of the
screen, as far as you can get
without disappearing. Rotate
and fire. The rockswill pass
through you and bullets
won't touch you This works
onold machinesonly

Crystal Castles: score
140,000 bonus points. On
wave one run around the left
side to the back ofthe
structure and hit the jump
| button.

Dig-Dug: making a round
last all day! Kill all the
monsters except one. Stop
the last monster two spaces
under a rock, and hold him
there by pumping just

the ghosts and dots. Then

enough to freeze mim. Then
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Alan Blair,
Ballymoney, Co Antrim
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dig up under the rock,
pumping the monster as you
pass through him.

When you hit the rock,
reverse down inside the
monster and turnaway.
Quickly run around and
explode the monster just
before the rock hits him.
Thus the monster 1s killed
twice. The game will not
advance to the next round
until either you get the frut
or kill Dig-Dug under arock

Donkey Kong Jr: how to
get unhimited lives. Play two
players. Play the first player
normally until youdie. When
the second player starts,
move Jr to the far nght side
of the starting platform with
one foot completely off the
edge. Youmust be ableto
jurnp straight up without
grabbing the vine.

Wait until the blue trap
comes down the apple vine
When it reaches the bottom,
jump! You must hit the water
the same time the trap does
The screen will go blank
and then read PLAYER
ONE' Mow player one will
have the same score and
number of men, but will
have returned to levelone.

How to slow the game toa
snail's pace. Onthe first
screen chimb up both vines
at the startup to the topofthe
screen. If you continue
holding the joystick up,
everything slows
considerably until you
release the joystick. Whilst

HEY! | LiKE TH

NEW APRLE [DMAUTIR !
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not very useful, this trick1s
quite comical.

Defender: how to stop the
action. To freeze the screen
on Defender, you must get
all the humanoids
underneath you, and then
put them all on the planet's
surface. As long as youkeep
your fingers off the thrust
button the game stays stll,
When you press thrust the
game starts playing again.

Galaga: make all the bugs
stop dropping bombs for the
entire game. On the hirst
screen, shoot all the aliens
except for the bugon the
bottom left side. For the next
five to twenty minutesletit
fly around while you dodge
the bombs. It will then stop
shooting. Let 1t pass by four
timesand shoot1it. ..

Joust: scoreover 200
million points, On wave sIX,
joust all the knights except
one. Let thisone get caught
by the lava troll. Position
yourself on the bottom
floating rock or platform.
The pterodactlyes will start
coming out, Simply face the
direction they come from,
and they will run into your
lance every time. Youcan
build up over 1,000 extra
men. NB: Again, thisworks
on old machinesonly.

The sneaky gap trick: on

Joust there are the two lower
right hand ledges. They are
both at shghtly different
heights. lf youland on the
lower ledge of the two
without putting your feet
down, you canshde along
the ledge,; instead of
bouncing off the higher one,
you fall through the gap.

Jack The Giant Killer: win
ninety-nine free games.
Although a rare game thisis
an interesting bug. You
simply jump on Jack's house
and keep jumping until you
die. Some machines have
been modified, but youmay
be lucky

Millipede: get 795,000
bonus points. Thisone is for
prosonly! When your score
reaches 1,080,000 spin the
Trakball. Youwill pick up
anything from 15,000 to
795,000 points,

Ms Pac-Man: win sixty-
four free games: Thisisfor
prosaswell, You must be
able to complete the 137th
screen. Beware: thisis like
no ather screen. All the
characters will be right side
up, but the maze will be .
upside down withall the
dots are in the right places.
Once thisscreen is cleared,
75% of the time sixty-five
free games appear. It will
also give you a borderless

maze of dots
Robotron: make tanksstop
shooting fireballs Tostopa
tank wave becoming too
crowded, the Wilhams'
designers made sure thata
maximum of twenty fireballs
could be on one screen at
any one time. Onany tank
wave, let one tank fire
twenty times. Each shot
bounces off two walls and
then disappears. When it
disappears, 1t 1s not taken
away from the total. 5o when
the tank has shot twenty
rounds the machine thinks
that the maximum twenty
balls are still on the screen
The tank will fire no more,
Ian Boffin

TV GAMER
BANNED!

For anyone who plays Mr
Do inthe arcades, | have
found an egg. If youdiginto
all four sides of a cherry it
will turn into a strawberry.

On Cosmic Avenger for
Coleco, when your first
plane appears, a tune plays.
If you score over 10,000
without losing a life, the
second time you begina
new plane the tune plays
again,

By the way, | have been
banned from my local
arcades because | amtoo
good.

Darren Ithell,
Merseyside
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Hill AAA MacGibbon

amea to atnetch the min
SOFTWARE THAT SETS NEW STANDARDS IN ENTERTAINMENT

Yacht Race

LT

++ Hill Macﬁlhb““ . .

Games to atnetch the mind

This is just half of our exciting range
of games to be found on most leading
retailers’ shelves, and in our superb
FREE 16 page colour catalogue for
home micro users.

For your personal copy see your local
retailer or send a S.A.E. to:

Hill MacGibbon Ltd, 92 Fleet Street, London EC4







