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mpire Deathslar, can you penetrate its
Restroyv it

wre it destroys you?
fmachine cod If}'ﬁ you 12 screensof 30D graphics, supes
'Hﬁtﬁaﬁliﬂﬂ.ura elieyle sound effects. music, 4 skill levels
and hiscoretable . this is \e ultimate chalienge! |

=t This game has fo be §layefNo be believed! You have nol |
P 4 seen what the Commpdor®R4 is capable of until you have
oy played Deathstar InfercerN& ! - Comn

Avallagie novwat £9;

7

e

Sl

South Bank House, Black Prince Rog
Tel:(01)587 0873



HARDWARE .
Toshiba's MSX micro: the HX-10

MSX micros may revolutionise games plaving. TVG 'P-ﬁks aI
the first one to hit Britain's shops.

COMPETITION

Win TVG's micro of the month

Don't miss thiz chance to get your hands on an MSX micro-
complete with TV set

HEROES INC

The intrepid duo are stuck inside Pac Man! .

IN DEPTH REVIEWS

Sherlock !
A head start to the latest adventure h'c]r’r Melbm me Hr:nusn? its
even better than The Hobbit

LONTENTS

COVERSTORY

What to ask for at Christmas

Christmas is traditionally the season of giving—and
receiving. For most people, it's the best time of year to add
to, or start, their gamesrange So TV Gamer has rounded up
the best buys to help you get the most enjoyment out of your
games system.

Add-ons galore to fill your Ehnstmaas :::f:klng

A computer for Christmas .
The best games micros amund and :hen’ ]IfE! exp&ctanw

Insight: Elite .
The ultimate space game for the BEBC
Sinistar

How to score 500 II'JL'J[II points in this arcade shoot 'emup
HighNoon .. . .
A Wild West game for the Commodore 64

THE ARCADE SCENE

I Robot, Return of the Jedi, Karate Champ

REVIEWS

There are so many games in the shops, 1t'shard to -:,hmc.a what
1o buy, TVG'sreview panel does the legwork to remove the
CJUEeSSWOrk

REGULARS
Editor Online

News

Micronet News
Dave Raves

Top Twenty Games
Top Scores . .
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250 K OF PURE MYSTERY Ju—
By I‘” ‘f’lﬂﬂ"‘”" _ ' | I*‘ﬂﬂﬂggﬂem

Full-colour booklet, :
packed with cryptic -
clues fo help you :

unravel the mystery —
and win the £25, 000
reward

Music and
sound effects
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w The betleryour score, the stronger ond foster youlibe.

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

graphics. Brilliant music and sound muuumﬂaﬂﬁm;;j TS S

= As port of the *Eurekal” pack, you receive o full-colour iiustrated R

booklet, containing cr riddies and mysterious illustrations. Using o H'- h ukilitis

booklet and screen fogether, you steadily unravel the clues and build nignquaity

up a secref phone number piece by piece. fuli-colour, Siiic and S

m It you're first o ring if, you save the world ond collect the £25,000! moving rapiics 42

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

released simultaneously worldwide on October 31st, 1984. No packs will be

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

OCTOBER will be despatched by post on the 315t right across the world. So

order now, and be one of the first off the mark. ;
THEN THE RACE IS ON!! R e
DEVISED BY ;g}%}ﬂ};;wmmm; A

#,NO STAMP NEEDED 7

IAN LIVINGSTONE R BB 1777 77
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The storylines for "Eureka!” are by lon Livingstone,
whose "Hghting Fantasy” books have sold over
2,000,000 copies. He's dreamed up some rather
nasty tricks and twists for you in this Epic, because
he has also devised the crypfic clues and
conundrums in the booklet that goes with the
progrom. He's the one who knows fhe answers.

“Eureka!” wos progrommed by e
Andromeda feams led by

Hungarians Dondt Kiss and Andras _
Csaszar. I took the equivalentof 5 S
YEARSto creale, and the skillsof 7 ot & {

boockiat, insructions ond rules, of § .98 soch poat &b
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4 graphic artists, 2 musicians < _ "EURENAI" before 26 DCTOBER 1984, you >

and a professor of logic foo. o 7 1Eceive on addifional banus; £ voucher *, ¥
We fold them o sirefch he e e T
hardware’s copabilities, and make / ' -
sure you were kept owake for hours!!

They've done if...

Domdark Lid., 228 Munster Rood, london SW4. Reg. No: 1804184 (Englond).
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Again, a warm hello—and to even more readers. I'm glad to say

that the response to our November issue, with the Storm Warrior
posterand £25,000 Eureka! article, has increased our circulation by
over one-third.

This issue of TV Gamer appears on the book shelves just in time for
Christmas. So | hope that our guide to the best buys ingames,
peripherals and micros helps you choose exactly what you need toget
the most out of your games system.

The run up to Christmas has produced drastic contrasts in games.
Obviously, with large sales in the offing at this time of year,
manufacturers are rushing to release new products. But what a huge
gap between these products!

Gamers are more choosy about what they buy. And.so it is expected
thatabout 50% of the software houses around now will no longer exist
nextyear. The reasons why have never been so obvious.

Prices give no indication of quality. You can usually rely on names
such as Ultimate, Terminal, US Gold and Activision to be consistently
good —and their games retail for under £10.00. Other cassettes —
such as Acornsoft'sElite Domark'sEureka! and Select 1's collection
of twelve top games —give top quality for about £15.00. But the bad
games sell for as much.

Unfortunately, we've received our fair share of these. But at least
we can advise out readers on which ones to save theirmoney.

Some of these software houses have realised thatitisn't easy to
distinguish. So they have made videos of their games, which youcan
watch in selected shops. And top shops will let you play gamesbefore

you buy. In all cases, find out as much as you can before parting with
your money.

If you feel you've been done, do getin touch and we'll investigate
the issue.

That apart—have a great Christmas!
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THE £1 million

GAME HOARD!

like been hidden — but not bur-
with | ied - by the authors on the

It's getting a bit
newspaper Bingo, W
new games appearing
Carrying big-money prizes
The latest is by Commo-
dore - and boasts a hoard
worth £1 million in total.

The game 1s Spirit Of
The Stones, but Diamonds

are Forever would have
been a good alternative, as
playing involves finding
forty-one of these precious
rocks.

The story of Spirit Of

The Stones goes back to
the days of pirates, when

smugglers used the Isle of
Wight as a hiding place for |

contraband. One particular
shipment had a sudden
end when it was met by re-
venue men, muskets
cocked. All the crew were

slain, but the shipment of

diamonds was never found

Legend has it that the
spirit of the cabin boy,
Mark, distributed the forty-
cne diamonds all over the
1sle.

Your quest is to find forty
Wight Eye talismans, each
of which has a diamond in
the centre, These have

Isle of Wight, and each is
worth ten shares of the
royalty fund This fund con-
gists of 80 pence from
every book sold until it
reaches a ceiling of £1 ml-
lion, or until December
1953, or until all the talis-
mans have been found

The talismans will also
lead you to the Great Wight
Eye, a large talisman featu-
ring a
£12,000.

The £12.95 Spirit Of The
stones package consists of
a cassette or disc for the
CBM 64, a map of the Isle of
Wight and a hardback
bock. Unlike The Hobbit
the book does not give
clues to the game - it's the
other way round Solving
the game gives you vital
clues to solving the riddles
in the book,

The game is along the
hnes of Jet Set Willy, but
the rooms -are connected
via a scrolling onscreen
map.

| Fattening us wup

diamond worth |

for
Christmas. Acornsoft is
releasing twenty new titles,
which it hopes will help
double sales for the last
three months of 1984 to £2.5
million compared with the
same pericd last year
There are three home in-
terest titles in the range, in-
ciuding Christmas-binge-
ing before-and-after ideas|
such as a cocktail maker
and a weight-watcher's
program.

5t Michael and British
Telecom take on computer
games. Marks & Spencer is
readying 1tself to test-
market computer games in
six of 1ts major stores, start-
ing with three ‘own-brand'
titles retailing at £6.95,

somewhat cheaper, at
£2.50 each, British Telecom
has released twenty games
under the Firebird label for
the Spectrum, CBM 84, Vic
20 and BBC.

Want to trade in your old
model? A new fortnightly
magazine called Micro

Mart has been launched, |

devoted entirely to the
buying and selling of
second-hand  computers

and all that goes with them.

Don't rush out of the
house without eating your
breakfast, Unless, of
course, youre already a
member of the Weetabix
Club. Weetabix versus the
Titchies is a new game
based on the funny TV ad
characters. Available only
from Weetabix at £3.75 1
has been developed for
elght makes of micro,

Feminists will be seeth-
ing at boiling pots. Three |
games aimed at introduc-
ing the housewife to com-
puters mimic ‘real-life
domestic situations. Mad
Dash leaves the player
with a boiling pot, tele-|
phone ringing and a baby
crying. And Harnied
Housewife rewards the
player for successfully
completing her (his?)
household chores with a
warm bath and a rest,

Happy talk, talk, talk
without a speech syn-
thesiser. Tymac Talkies

are fast-action computer
games that talk to the

player - without any extra

hardware. This experience
can be had by all CBM &4,
Vic 20, Atari 400 and 800
owners for £9.95 to £14.95

Youll fire power bolts at
rughless attackers with
Gandalf, search for .treas-
ures in Pegasus And The
Trials Of Perseus, defend
family honour in Samurai
battle deadly bacteria in
your body in Bio-Defence,
and survive nuclear des-
truction with First Strike?

See the January issue of
TV Gamer for an in-depth
review,

After Terrahawks and
The Magic Roundabout
comes Glug Glug, a deep-
sea diving game from CRL.
Alsc released are three
sporty programs. Cricket
64 Handicap GColf and
Showjumping. All are for
the CME 64 and three have
been translated for the
Spectrum,

The computer-made film.
This Christrnas, a revolu-
tionary film will be re-
leased 1n the UK. Twenty-
cne minutes of back-
grounds and complete
scenes were created using
state-of-the-art computer
graphics

The story i1s just what
gamers dreams are made

of Alex Rogan, a teenage
arcade ace, has beaten the
world record on the mach-
ine in the trailler park
where he lives,

The machine i1s called
btarfighter, and Alex soon
finds out that it isn't just any
old coin-op. It's a simulator
linked to an alien world
And it's being monitored to
fight a real interstellar war

Alex meets Centauri, in-
ventor of the simulator and
a bit of a galactic Arthur
Daley. He tricks Alex into
joining him. To make things
worse, an android replica
of Alex (Beta) is put on
Earth so no one will sus-
pect anything has hap-
pened. But Beta's grasp of

TV GAMER DECEMBER ‘84




human behaviour is sadly
lacking - especially when
it comes to Alexs qirl-
friend, Maggie,

The Last Starfighter 15 a
landmark in motion picture
history, It's the first film
where cbhjects are simula-
ted using computer graph-
Ics, not intricate models, It
won't win any prizes for the
story line — but do see it for
the graphics. Starring
Lance Guest as Alex, it
opens 1in London's West
End on 12th December

MNext month, we take a
closer look at the graphics
from the film and the Cray
X-MP supercomputer: the
gohiath behind the graph-
1cs.

The Beeb sets sail (0 take
part in Operation Raleigh.
Eleven BBC B micros are
forming part of a satellite-
linked computing labora-
tory on board the Sir Wal-
ter Raleigh flagship. They
will assist young explorers
in a round-the-world ex-
pedition which began on
13th November. Bon voy-
age!

Popeye, Minder and
Hagar The Horrible zare
three titles forming part of a
software scoop for DK
Tronics. They will be in the
shops next year for the
spectrum, CBEM 64, Amst-
rad and MSX,

8,192 screens! This stag-
gering number of locations
has been incorporated in a
new arcade adventure cal-
led Cadcam Warrior, just
released from Taskset
Costing £9.95 up to four
people can play at any one
time.

And 4,096 screens with
256 creatures to fight await
the player on Xavior. This
has just been released by
P55 for the Spectrum at
£5.985.

Where can you get hold
of over £I10 worth of
games for only £12.497
Computer Records has put
twelve popular games -
from houses like Ocean,

Quicksilva, Anwrog and
Bug-Byte — onto a single
tape called Select I

Familiar titles like Hunch-
back, Kong Mr Wimpy,
Timegate and Denis
Through The Drnnking
Class are included,

| ) :
A new software house : but the famous words of

called Warlock has prod-
uced four £6.99 games for
the BBC — Galactic Fatrol
Tycoon, Balloonacy and

Devil's Causeway.

“Out, damn spot!” No, nof
a new skin care product,

Lady Macbeth. A group of
disenchanted software
writers have put their
neads together to form Ox-

ford Digital Enterprises.
The dea 15 to educate
through entertainment, |
Macbeth - a popular!

school curnculum drama —

15 the first computer
adventure, cost £14.95,
Know your highway

code. CRL is to release the
first AA-approved highway
code game on Spectrum
and CBM 64,

Below: The Spectrum+
unexpectedly released by
Sinclalr is similar to the ori-
ginal Spectrum, but has a
full-stroke keyboard and a
reset button to clear the
compufer without dis-
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connecting the power
supply, Cost: £179.95 In-
cluding an eighty-page

manual and six programs.

Above: US disc manu
lacturer Dennison brings
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its Elephant discs to the
UK Film buffs will recall
what may be the discs'
most famous moment
when they were used to
break into NORAD's mem-
ory banks in War Games.
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Micro tactics
for Christmas

Want a micro - but your
parents are reluctant to
buy you one? Dave Har-
vey comes up with
something to help you:
micro tactics. These are
dedicated to getting a
micro into your home this
Christmas.

You should try subtlety -
jabbing Dad in the stomach
with a large pile of micro
magazines won't do the
trick. Be casual Bulldoze
mte  his office shouting

through a built-in 72 billion |

watt PA system “Daaad,
can [ 'ave a computer”.

If you can't get through to
Dad, theres always Mum.
Ship hints into your speech:
"Cor, Mum, that's a nice
dress youre wearing, and
that perfume's out of this
world I see the Atan
800XL has gone down in
price — that diet you've
been on worked wonders,
you look a new Commo-
dore - er — woman”,

Try Gran and Grandad
Tell them you can work out
their bills for them with a
micro. But you're in trouble
if the reply 15 "‘No need for
that. My calculator will do
the job just as well. Look
I'll calculate the probability
of you getting a micro this
Christmas. V=u + at, s =
ut+0.5at, Véa = u+das/
g3.7s = a cat in hells ch-
ance .

Don't give up. Here's a
quiz to assess your chances
of getting a micro this
Christmas. Wnte your an-
SWers on a piece of paper,
then check against the an-
swers at the foot of the
page.

Ql. A seemingly intex-
ested relation is thinking
about going to see a demo
of the computer you're
after. Where do you tell
her/him to go?

a) the boot menders (for

kick starters)

b) the computer
depart ment of a well-
known shop

c) Channel 4

d) British Rail's
schedul ing department,

Q2. Having persuaded
your relation to buy you a
micro, you will also need

some software, How do
you go about getting it?
a) wait until it's dark and
break mto the local
micro shop
b) go to your local hard-
ware shop
c) leave an issue of TV
Gamer featuring cheap
games lymg ‘incon-
spicuously’ around the
house
d) say ‘gimme some
games’,

Q3. The local micro
dealer is selling a printer
cheaply - and you want
it. How do you persuade
your relations to buy it?

a) tell them it can print

your high scores to show

off?

b) say you can write your

thank-you letter for the

printer with it?

c) say 1t can print bar

codes to confuse super-

market goods?

d) say Yyou can earn
money by writing arti-
cles with it, use 1its
graphs for homework,
and can lend it to your
parents for their busi-
ness and personal cor-
respondence and files.

Q4. You've taken your
micro out of its box and
have set it up - to find it |
doesn't work. Do you

a) pour it a light ale?

b) gwve it an aspimn?

c) boot 1t?

d) read the instruction

manual?

Q5. It's Christmas day,
and you want to play
games on your micro. But
everyone's watching the
James Bond film on the
only TV. What do you do?

a) wait until the film has

ended

b) forget popularity,
lunge forward and
switch channels

C) start an argument
d) plan how to get it on
Boxing day.

SCORING
0-1 means

youve as

much chance of getting a
micro this Christmas as Jeff
Minter will forget about
camels, llamas and sheep.

2-3 means you mght
have a chance - if you read
this issue of TV Gamer
from cover to cover.

4 15 jolly good!

5 — shhhhhh! No one likes
a smart alec. Besides, you
don't want to let on how you
got that micro.

LAST RESORT

If you haven't persuaded
anyone to buy you a micro,
copy this out in beld print
Write your name on, and
fold 1t over at the dotted
line so that only the lower
half shows. Then ask a re-
lation — preferably rich and
myopic - for theirr auto-
graph. Onece youve got i,
open the document out.

I, the undersigned,
hereby promisetobuy a

e el i M)

ANSWERS
‘os[e p A1 Ajgeqoid ([ nok
Mg-BSP yPL €0 QT

OWN DP! WHO'S NOBBLED THE
CHRISTMAS PUDDING .7!

8
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To: Front Runner, K-soft distribution,
620 Western Avenue, London W3 OTU

ol S N R S S _Tapeisl of Bollerhouse
Name
Address

POst code

Telephone

| enclose a cheque /PO made pavable to
K-soft aiscrinbution for £ __ [pOst freel

or debit my Access/Visa*
Delete as applicable

| wauld like to hear news of mare Front Runner
releases Yes
Pleate allow 21 days for delivery,

Explosive
Action!

H?% Feel your temperature rise as you
" battle to control the overheating
boilers. Your challenge is to
fight and defeat the machinery,
e but the pressur&‘rf'a::l ?EIFHTEE
L el ! ntole 1
f-«ﬂ '\ Boilerhouse is an all machine
5 f-\:nude game with keyboard

=N

or joystick
options.

: £6.95 inc VAT
48K Spectrum

I'.:



MICRONET
UPDATE

Perhaps yvou've read the
book or seen the film
1984, and been disturbed
by the implications of the
new technological age.
Or perhaps you have a
micro at home and won-
der what the fuss is about
and how you can tap into
this technology. Or per-
haps you want immediate
contact with thousands of
people, or to send and re-
ceive games by the score
from your home. Micro-
net 800 has designed this
facility for you, Lorraine
Cox writes.

You can do it with a sim-
ple mix of your micro, a
modem to ftranslate the
computer signals, a tele-
phone and a TV. An ident-
ity number and password
give you immediate access
to siXx mainframes around
the UK,

Through this wviewdata
network, you can book hol-
1days, find out what's on at
the cinema or local sports
centre, read the latest
news, or buy goods direct-
ly from such stores as WH
omith and Debenham's. All
this 18 stored on 350,000
frames or pages To find
out more, goto *B00#

Downloadable games
have a special section,
backed by Micronetters
comments and IevIews
There 1s also a top forty and |
a top ten chart to show the |
favourites.

The star program for the
BBC is currently Proteans
by DK Tronics. Whisked to
a strange oceanic planet,
Pelagove, you must fight
hoards of multiform prot-
eans In waves. To down-
load, goto *600611888#,

Perhaps youd prefer to
go to sea, as commander of
a frigate on page
*600611759#. There, you
obliterate the lurking sub-
marines in Subkiller by DK
Tronics with your depth
charges Cost: £5.55.

If you have a Spectrum, |
goto *700670309# for a free
star program. This is a
utility which lets you store
an autopage of your fav-
ourite pages and subjects.
The number cne utility is
found on *600614819#.
Called User-To-User, it's

Above: Micronet 800 is now used by the Labour party o contact

eachother,

by OEL at £3.49, and allows
you o prepare messages
and data offline eliminating
the Prestel connection

For a 3D game, goto
*B00614858#. You'll be lost
In a mazZe, pursued by

vicious vampire bats, in 3D |

Bat Aftack by Spectrum
Programs Your only
means of survival are quick
thinking and garlic!
There's also little chance

of survival in Digger Dan
on *600614703#. There,
youre forced to beat off
monsters with a spade.

If you want to follow a

real-life adventure 1¢ ute
to ’mf—* News area and lo
page *8001159371#. A five
man expedilion 15 setting
off to the Antartic armed
with a QL computer! The
900-mile walk to the South

Pole will last a year, follow-
Ing in Scott's footsteps. The
purpose of taking the QL is
o calculate data and even-
tually write a book.

For wvideo and camera
owners, there's a new ser-
vice. If you have a problem
with your machine, fill 1n
the response frame — an el-
EeciTonic coupon — on page
*800113096+#. You'll get an
answer in forty-eight hours.

Planning to stock your
shelves with videos for
Christmas? Micronet lists
the most popular and re-
views them. Included are
Evil That Men Do Where
The Boys Are, Tenms Of En-
dearment and Breakdance.

Now vyou can access
Micronet free! [t's now
operating in most micro
stores and Laskys and
Boots mm the Midlands
North West and London
regions. o0 if you want to
look at the database, visit
your local store or use the
identity number 4444444444
and password 4444 For
more Information on Mic-
ronet mn shops, telephone
01-278 3143

Micronet wishes you a
happy Christmas - goto
*6016121# for our elec-
tromic Christmas mes-
sage.

Spot
-the-
Difference

Tt
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| FURDPEAN NEWS

John Sanders goes to|
Cannes to wvisit MIJID -
the microcomputer off-
shoot of the annual
Vidcom show, now in its
second year.

MIJID was used as a dis
play case by sixty-two ex-
hibitors. Forty-eight of
these were French and
twelve Eritish; there was

one exhibitor each from
Monaco and the US. 10,000
visitors came to see what

they offered
Because of the large UK

presence, information was
rather less than inter-
national But the show did
gwve some Insights 1nto
French and UK home
MICIOS.

The general feeling at
MIJID was that the MSX
system, in spite of its high
price and relatively old
technelogy, has an excel-
lent chance of gaining a
significant slice of the
French market, But there
were doubts voiwced re-

garding the system's future
in the UK

Yvan Coriat 18 from
Vectron France whichH m-
ports Imagic products. He

ance, have yet to establish
a home computer market
on the scale of the UK's.

sald that MSX will ﬂucc..{—:-edl Philip's launch of MSX into

because of the
muscle’ of the Japanese
comparnies, "Even though it
15 old techneology, they
market 1t well — it will be
like VHS wvideo all over
again.” (VHS videos have
now officially won the
battle against the Beta
videos)

Phlps, too, will be laun-
ching 1ts MSX machines in
coutnries which, like Fr-
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‘mighty |

the UK is likely to be de-
layed into the new year,
with the company prudent-
ly waiting for the official
marketing drive to come
from 1ts Japanese format
mates.

Sanyo has been selling
MSX machines in France
sihce st September,
ahead of the UK. It has a
selection of twenty-five
carindges and forty-five
cassettes, This software
base will rise to 150 titles
by Christmas at a price of
3,000 francs (just under
£300). It claims to have sold
10,000 unmits in the first
month of launch, and hopes
to sell as many as 100,000
next year

Thomson, the French
communications  giant,
has promised to introduce
intc Europe - and maybe
the UK — its TOT/70 home
computer. This looks like
any other micro - but
Thomsom has added edu-
cational applicaticns to it.

It has developed a videc
mixer interface with which
you can combine a video
signal with the computer
output. This means that a
home movie can be cap-
tioned, subtitled or qiven
date and time.

Or - and this 1s more ex-
citing — a still video picture
can be retouched using a
light pen. Great fun was
had by wisitors at the show
watching Thomson's artist
gwving President Reagan's
photograph a new, punk
green Mohican hairstyle!

Another interesting
feature of the T07/70 is a
logivision interface to op-
erate with a laser vision
disc player - Philip's
VLP830 - for interactive
learning. And Thomson has
also developed a tele-
phone modem interface to
use the computer as a
videotext terminal.

Thomson is obviously
proud of its TOT/70 — an offi-
clal teld me it 1= making
400,000 computers next
year, mncluding some for

export.

Among the UK companies
trying to sell their
products into the
European market was wr
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Opportunity
Knocks.

This is your big chance -
the top programmer’s job.
All you have to do is be at
the right place at the right
time.

But don't be deceived, the

____—competition is tough out
there!

mplexity of
g graphics
Jing game
play, Interview is a multi-
load game using the
Novaload fast load system
on tape.

Don't wait for the rush,
interview Is available now
from your favourite
software retailer or direct
from us.

Tape£7.95
Disk £9.95-i1C. VAT.
Commodore 64

To: Front Runner, K-soft distribution,
620 wWestern Avenue, London W3

Tapeils) __Diskis) of Interview

Rushme___

Name

Address =

. Postcode —=

Telephone

| enclose a cheque /PO made payable to
K-soft distribution for E (post free)

or debit my Access/Visa®
Delete as applicable

| would like to hear news of more Front Runner l P4 - — il
releases [ ] Yes : W - -
Piease allow 21 days for delivery. I j SR

| Meet the Challenge
--?1-:--'-'-_----_‘_ | 3 :

e
. - - ’ _—




FURDPEAN NEWS

Acorn with its BBC micro. |
Elite, of course, was the |
game on display wuhl
1t  Spokesman Martin |
Lowry boasted that French |
schools seemed more In
terested in the good old |
Beeb than 1n the more
familiar Thomson product !
Lowry observed that the|
Acornsoft educational pro-
gram list was ‘over twice
the size of Thomson's" and
the strongest point of a
computer 1s iis software

But Lowry 15 chauvinistic
about the BBC micro. While
admithng that MSX could
be a major competitor 1n
two years time, he said that
the BBC micro still had "a
minimum of four years' life”
left, and was ‘technically
superior to MsSX'

At the show, several UK
cable operators ex-
pressed interest in down-
loading games wvia cable
The Thorn EMI stand was
the centre for discussion.
Let's hope it's taken ser-
iously and well see the
games out of the testbeds
SO0

Despite its financial
troubles here, the most
celebrated computer 1In
France 15 the Oric. Many
UK visttors to the show ex-
pressed amazement that a

R

computer which has not
sold well here should be so
dominant in France. Well-
known companies such as
sinclair and Commodore
suggested that it was ch-
ance: Oric was able to pro-
vide plenty of computers
when demand was high in
France, and other com-
panies were preoccupied
with the UK.

Naturally, Oric-France's
Denis Taleb doesn't agree
with this. "It's down to prof-
essional marketing," he
sald. "We gave our dealers
real support, with plenty of
software and lots of inform-
ation, This meant that they
were able to persuade
customers that they were
getting a good product.”

He continued to say that
Oric-France offers 200
French software titles,
plus, of course, all the En
glish ones. 100,000 Orics
were sold between March
1983 and March 1984. This
represented 30% of the
French market. With the
market now much bigger,
and with the competition
from MSX, Taieb doubted
whether he will be able to
preserve this share. Buf,
obviously, he expects to
sell many more.

Sinclair has recently es-
tablished sales offices in

e

France and Germany =0
was obviously an exhibitor
at MIJID. An official ex-
plained that it had sold
many micros in France be-
fore the Oric. In 1982
200,000 ZXBls were sold
Now Sinclair claims that i
has 30% of the home micro
population 1n France - buf
a lot of this must be made
up of all those ZXBls. And
is sull going strong
smclair expects to  sell
40,000 ZXB1 starter kits af
650 francs each (about £55)
before Christmas.
Christmas sales of the
Spectrum, too, are expec-
ted to reach this level And
next year the company
plans to move over more
fully into sales of the
opectrum and Spectrum-+,

The QL was launched at
the time of the show, and|
attracted a great deal of in- |
terest. Many passers-by|
wanted a demonstration. |
But — surprise, surprise? - |
no one at Sinclair was pre- |
pared to set a target for the |
near future of this micro. I

I

One barrier to games|
flow between the UK and|
France is that French TV |
works on Secam rather|
than Pal The Secam TVs|
cant deal directly with|
computer RF outputs. For

tunately, since 1980, |

TV GAMER DECEMBER '84

French TV manufacturing
standards have specified a

compulsory “peritel RGB
interface”. So those com-

puters with RGE output can
be used directly in France
without modification. Other
micros need an awkward
twelve-volt adaptor be-
tween computer and TV, as
would all micros used with
older TVs.

For this reason, the
newer computers - like
MSX — meet with relatively
little sales resistance 1in Fr-
allie

Here in the UK, we think
we've seen every micro
ever made. But [ saw two
exclusively French com
puters at MIJID, apart from
Thomson's T07/70. These
are the 64K Hector and Ex-
elvision

Hector is a remarkable
example of sales manager
determination, The com-
pany has sold 20,000 units
and has provided 120 pro-
grams, all created by the
manufacturers. There 15 no
third-party software,

The Exelvision had, at
my count, only eight prog-
rams, including a music
synthesiser. But 1t offered
an Infra-red games con-
troller, video mixer input,
and a voeice synthesiser
with some games.
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This issue's cover story is divided
into three: the add-ons for your
micro, books with more informa-
tion, and the best games micros
around.

Deirdre Boyd starts with a look at
some essential peripherals,

here are 50 many per-
ipherals - or add-ons — for
your micro nowadays that
any choice must be personal You
wont find an analysis of every per-
ipheral in this article — there isn't
room. Nor have I mentioned memory
upgrades where games for them are
virfually nonexistant. What you will
find are the proven reliable, vale-
for-money products that support a
large number of games.

A datassette must be your first buy
f you own a Commodore 64 or an
Atar], Other micros can play data
tapes from conventional music cas-
sette recorders if those recorders
are on the right frequency. But it's
worth noting that recorders manu-
factured especially for data storage
give much higher quality, and are
more reliable. A lead to connect a
recorder to your micro costs about £3.

Joysticks are usually the first buy
for owners of other machines Again,
Commodore and Atari have their

traditionally the
season of giving —

and receiving. I's
the best time of year
to add to, or start,
your games system.

own makes which are inter-
changeable. BBC joysticks plug into
the analogue port so are fifteen-way
rather than the standard nine-way.
And the Spectrum needs an interface
1o use your joystick,

There are three basic types of joy-
stick: four-directional, eight-
directional and the 360° potentiome-
ter. Joysticks at the lower end of the
scale will have only one fire button,
cthers will have two, with an option
for rapid fire, Mbost joysticks have
suchon pads on their base to fix
them. Ignore these if you're dithering
on choice.

For two-player games, you can
buy a pair of joysticks joined just be-
fore the interface to fit intc one port

Memory upgrades are also high on
the priority list of micros with less

than 32K. These usually appear as
16K or 32K Rom cartridges. Check
carefully before you buy — prices
vary enormously. And for Spectrum
owners, Cheetah makes an upgrade
that fits to the outer casing. This re-
moves the need to send your mach-
mme back to the manufacturer for up-
grading, or losing your guarantee by
doing it yourself,

Disc drives are the other obvious
method of upgrading But they are
expensive — about £200. So they're
used mostly for small businesses,
and there aren't many disc games
Rumour has it that prices may halve.

Monitors and TV sets are also pop-
ular buys. Prices again vary en
ormously — and the choice is difficult
A family with a TV will scon want to
buy a second screen, as battles erupt
between watching TV programmes
or playing computer games. A sec-
ond TV allows you to play games,
and watch other channels when you
stop. The screen on a monitor has
higher resclution and so qgives a
clearer picture,

Finally, you can buy a modem.
This connects your micro to Prestel
with 1ts 1000s of pages of news — and
to Micronet with its hundreds of
games pages. The cost vanes from
210 to £150, depending on your micro
and modem manufacturer,

SRR PR OO BT e L S L R e e R A T

AMSTRAD CPC464

The Amstrad comes with its own
datassette and monitor - the differ-
ence between colour and black and
white i1z £100,

Amstrad’s  joystick is four-
directional with one fire button An
unusual feature 15 a socket in its base
to take a second joystick. Cost: £14,95

There is also a disc drive with 178K
storage per 3' single-sided double-
density disc. Youll need an inter-
face. Total cost is £199.95. If you want
to add a second disc drive, you won't
need another interface, so the cost is
reduced to £159.95.

ATARI 800XL

Most of the peripherals for this
machine have been made by Atan
The range includes:

1010 datassette, £34.99. This can
store 100K on each 60-minute tape.
Price includes a quude, lead and AC
power adaptor;

CX40 joystick, £7.99. This 1s four-
directional with one fire button on the
top left of the base;

super Controller, £8.99. This is
eight-directional and self centred. It
has two fire buttons, to accommodate
right- or left-handed players;

Trak-Ball, £1999 The first thing
you notice about this is that a ball is
sunk nto the base, replacing the
usual upnight stick Roling the ball
lets you turn corners tightly and blast
more accurately. There are two side-
mounted fire buttons:

1050 disc drive, £19999 This
stores up to 127K on each dual-
density, single-sided 525" floppy
disc used Price includes three man-
uals, master disc, lead, AC adaptor

Right: Atari’s Trakball gives 360°
movement

BBC

As mentioned above, the BBC
takes a nonstandard joystick. Per-
sonally, Acom'’s joystick is not a fav-
ourite. You would do better to buy
Voltmace's three-fire bution joystick,
It plugs mto the analogue port and
costs £12. A linked pair of these for
two-player games costs £19.95,

Kempston's £16.95 joystick 1is
based con the Competition Pro 5000
series. It 1s eight-directional with two

14
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Below: Cheeitah’s RAT usesinfra-red
signals, like a remote control RATand

interface, for Spectrumand CBM 64, cost
£48 85

fire butions, and matches the cream
and brown of the BBC. Euromax's
range of joysticks can also be tail-
ored for the BBC. Prices start at
£15.95,

Alternatively, Wizard Develop-
ment makes an interface which will
take two Atar-style joysticks This
costs £14595 plus 60p postage and
packaging. It also sells the Quickshot
I at £9.85,

Opus Supplies’ disc drives start at
£129. These store [00K per B.25°
single-sided 40-track disc. Micro
Peripherals also sells a range of 3%,
38" and 525" formatted disc drives.
Prices start from £132 plus VAT,
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The arcade
professional by
Euromax, at the
topof the joystick
range, fits CBM &4,
Atarl, Spectrum

HOLS

and BBC. Cost. Above: a conventional ﬁ%
L2885 jovstick with upright stick

and two fire buttons on
the base. Thisoneis
Kempstons
Competition Pro.

The Sprint datassette from Challenge MSX

Research cosis £64 95 but Spectrum The MSX machines have only re-

programsload four times faster, A cently been released, but already

Commodore version is planned, there are quite a few peripherals for
them,

COMMODORE 64 All joysticks have two fire buttons,

Commodore makes a range of with prices ranging from £12.95 for

penpherals. These include the 15330 those from 2anyo, JVC and Toshiba to
datassette at £44.95 and the 1541 disc  £19.95 from Sony

drive at £228. The latter stores 170K Two datassettes - one AC/DC -
on §25° single-sided discs, Commo- are available from Sanyc, each at
dores joystick costs £7.50, and is £34.95 Top of its range is the DRI02
eight-directional with one fire button.  recorder which costs £10 more.
There is also a 14" monitor for £230. The light pen from Sanyo is very
Commodore has its own com- costly £89.95. If you're interested in
munications network, called Com- graphics design, it would be worth
punet The modem for this costs waiting to see if the price comes
£99.89, and the first year's subserip- down.
tion 18 free, The same story applies to disc
Apart from Commodore, Atariand  drives. Sony's stores 500K and uses
Euromax Joysticks are also compat- 35" discs — but costs £349.95,
ible with this micro. And Currah The MSX companies have long
makes the most user-fnendly speech  been associated with TV sete. So an-
unit. Just type SAY " and what you companying the micro range you will
want heard, then type * and press find colour TVs at £179.95 from Sanyo
Remrn. Youll hear everything you and £18995 from Toshiba For
typed between the inverted commas  £269.95 you get a TV set curn monitor
through the TV, Caost: £30, from JVC and Fisher.

TVGAMER DECEMBER ‘84
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SPECTRUM 48K

The Spectrum must have more
peripherals than any other. First ob-
viously, comes the interface, The
cheapest we've seen comes from DK
Tronics. Costing £13, it takes two
Atari-style joysticks For £2295 DK
Tronics supplies a programmable
one-joystick interface with
seventeen-directional movement,
microdrive compatibility, and a rear
connector for other add-ons,

Ram Electronic's Turbo interface
takes two Kempston or Protek joy-
sticks and a cartridge, and has a rear
connector. Cost: £22.95 plus £1 post-
age and packing If you buy the
Quickshot Il joystick at the same
time, the price is reduced by £3 to
£9.95.

sinclair's Interface II takes two

joysticks of any standard plug and a
cartriage, but has a limited rear con-
nector. Cost; £19.85,

The Quickshot I joystick frormn DK
Tronics 1s four-directional with two
fire buttons, The Quickshot Il has a
sturdier handle shaped to your hand,
and the second fire button will give
rapid fire. The prices are £9.95 and
£12.95 respectively.

The Kempston Competition Pro
joystick -must be as old as the
Spectrum - and is probably the best
known. Once the leader in the field,
its eight-directional with two fire
buttons, and sells for £11.95 If you
buy this joystick, check that the
games you like are compatible, Also
from Kempston is the cheapest joy-
stick: the Junior Pro, at £3.99 [f you
buy before Christmas the Jumor Pro

The Fischer pop carry case isa funwayof
sloring games tapes They hold ten tapes,
and have a patented spool so that tapes
won tunwind, Cost £10

Acorn's Plus One screws o the bottam of
the Electron fo give it joystick: carftridge
and printer interfaces Cost: £59 90,

and interface will total £14.99

As any Spectrum owner knows
sound 15 virtually nil. DK Tronics sells
two interfaces with 4 speaker to
amphfy it. The £14.95 version ampli-
fies the BEEP output: the £29 .95 ver-
sion also has a three-channel sound
synthesiser. It allows you to program
your own music with harmonies ex-
plosions, zaps, chimes, whistles, and
other sounds over eight octaves,

The last most popular buy for the
epectrum is a keyboard 1o replace its
squishy non-tactile one. One of the
cheapest, at £28.50, is from Kelwood
Computer Cases. It replaces the
keys and switches with a top of their
owtl, leaving the rear of the Spectrum
unaltered for interfaces

DK Tronic's microdrive compat-
ible keyboard is £45

WHERE TO CONTACT THE SUPPLIERS

Acorn Computers,
Fulbourn Road, Cherr v Hinton,
Caombridge CB1 4JN

Amstrad,

Brentwood House, 169 King's Rd,
Brentwood, Essex CM1 4 4FF

Atari Corporation,

Atari House, Railway Tce, Slough,

Cheetah Marketing,

24 |‘-'-’.'.:I:;.-' 5t London EC1R 3D,

Commodore Business
Machines,
| Hunters Rd, Weldon, C orby,
Marthamptonshire NN17 1QX.

Currah,

Morth House, 17 North St Newcastle
Upon lyne MET BDF,

16

DK Tronics,
Unit &, Shire Hill Ind Estate, Saffran
Waldon, Essex CB11 23AQ.
Euromax Electronics,
Pinfold Lane By idlington, North
Humberside YO 16 5XR,
Kelwood Computer Cases,
Downs Row, Moorgate, Rotherham
560 2HD.
Kempston Micro
Electronics,
Unit 30, Singer Way, Woburn Rd Ind
Estate, Kempston, Bedford MK 42
7 AF.
Micro Peripherals,
60 The Street, Basing, Basingstoke.

Hl.': nts F: ‘-r.:;fl ::' ':'E- ¥

Opus Supplies,
158 Camberwell Rd Landon SE5
OEE

Ram Electronics,

106 Fleel Road, Fleet, Hampshire
GU138PA

Romag Safety Glass,
Patterson St, Blaydon-on-Tyne, Tyne
and Wear NE21 58G. Sinclair
Research,

Stanhope Rd, Camberley Surrey
GU15 3PS.

Voltmace,

Park Drive, Baldock, Herts SG7 GEW.

Wizard Development,

22 Carver 51, Sheffield 51 4FS

TR ———m—S————.
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Want to know the solution to that frustrating

adventure? Or some good game programs?

Or more about your micro?

A book is the obvious answer.

These are some of TVG’s favourites.

COMPUTER SPACE GAMES
COMPUTER BATTLE GAMES
Price: £2.25 paperback, £4.50 hard-
back

Machines covered: C64, Spectrum,
BEC, Vic 20, Apple, TRS 80, Electron,
2¥81

Publisher: Usborne Publishing, 20
Garrick Street, London WC2E 9B]
These two books are an excellent n-
troduction to programiming your own
games. Each program given starts
with an explanation of the plot. Be-
side each section of inputs 1s an ex-
planation of what those Inputs do.
This may range from giving monsters
names, to changing the numbers of
foes, to checks that you're not cheat-
ing.

Each book contains about eigh-
teen game programs. The games are
in Basic, which can vary between
machines.

All the games here will run on the
ZX81; if any lines need changing for
another machine, they are given at
the end of the game.

The books end with a summary of
Basic, a conversion chart, and tips on
altering the games if you wish.

These books are fun, and an easy
way to shp inte what 1s normally
shown as tedious programming.

Also by Usborne are Weird Com-
puter (Games, Creepy Computer
Games and Computer Spy Games at
99p, and adventure books at £1.95.
The range includes instructional
books, with prices ranging from
£l .9152 for paperback to £6.95 for hard-
back.

MICRONET BOOK

Price; £6.55

Machine covered: Spectrum
Publisher: Melbourmne House, Castle
Yard House, Castle Yard, Richmond
TWI10 6TF

A Micronet news page appears in
TVG every month. Micronet
modems are now available for
spectrum, BBC, Commodore, ZX81,
Research Machines, TRSB0, Apple,
Pet and Dragon. This book covers
the Spectrum specifically, and other
machines generally.

This book was guvritten by Alan
Giles, who worked” with Prestel for
seven years. He gives the history of
Micronet and its development, ex-
plains exactly how the hardware
works, how to manipulate the soft-
ware, and avail of Micronet's mailbox
and other faciliies. He ceontinues to
show how you can contact other Mic-

ronet users - not necessarily
Spectrum owners, _
The whole is illustrated with

photographs of the hardware, codes,
and diagrams of how the system
works.

COMMODORE 64, GAMES BOOK 2
Price: £6.95

Machine covered: CFR4

Publisher: Melbourne House

(address as before)

This is the follow up to the popular
Commodore 64 Games Book Like
Its predecessor, it contains thirty ori-
ginal games programs. They range
from shoot 'em ups to maze to
strategy, and each is illustrated with

TV GAMER DECEMBER "84

a screen photograph.

There are two nmice bonuses in this
book. The first is the Chexsum/
Merge program validator When
keying in numerous lines, 1t 15 only
to0 easy to make a mistake. You can
then spend ages trying to find it
These two short programs tell you on
exactly what line an error occurs.

The second bonus 1s an explana-
tion before each few lines of input of
what they do.

MSX - AN INTRODUCTION

Price: £12 95, with cassette
Machines covered: MSX
Publisher: Century Com-
munications, 12-13 GCreek Street
London W1V 5LE

The article on micros on the next few
pages explams why MSX might have
the biggest impact of any micro on
games. If you decide to go for one,
this book will be an invaluable prog-
ramming tool.

It starts with a brief explanation of
MSX standardisation, then goes into
more detall about the hardware,
memory, storage mediums, key-
board, peripherals, functions and
programming principles,

The next section of the book is de-
voted to comprehensive ex-
planations of over seventy of the most
important MSX Basic commands and
statements. This includes the es-
sentials of how theyre strung
together to form programs,

This 15 followed by chapters on
sound, graphics, working with num-
bers, and interacting with programs.

Finally, for BRC, Spectrum, Commo-
dore and Oric adventurers who can't
solve The Hobbit, Melbourne House
has produced A Guide To Playing
The Hobbit.

Your fun won't be spoiled, as there
are many solutions to this interactive
bestseller. This is but one, and will
help you to discover others. The
price is £3.95.
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Due to your response to our September games offer
we've decided to do it again, but with more titles and
lower prices.

And we have uncovered some more bargains for
you. Software companies often have small stocks of

SUITABLE FOR: GYPSY RSP £15,95 Sale Price £3.95 £

No, nothing to do with painted caravans. You are a Gypsy Moth trying
to eat the leaves of your favourite tree, beset by ants, bees and spiders.
Food gives you strength, bites and stings make you weak, Can you sur-

vive? (One player)

(One player)

SHOOTOUT RSP £14.85

LEGIONNAIRE RSP £25.95
A superb introduction to the world of Wargaming. It's a real-time simuy-
lation of battle in the days of the Romans, You are Caesar, and com-
mand ten legions against a barbarian harde. Each legion and barbarian
tribe is different, and effects like fatigue and morale are included.

MOON PATROL RSP £18.85
Arcade-style game of Lunar invasion. Four levels of increasing dif-
ficulty, each with new attackers, The green ones are bad enough, but
the red ¢gnes are deadly! (One or two players.)

The full title is “Shootout at the OK Galaxy”, and it's a graphic arcade-
style fight that took over two years to make. 30 alien warships have en-
tered your patrol zone - and now it's up to you... (One player)

older games, or games for less pPopular computers,
which they are prepared to sell at bargain prices.
And for the VCS we have found some cartridges
which have not generally been sold here before now -
real rarities! There are limited stocks of some of the

offers, and it's ‘first come, first served’, so don’t delay!

Sale Price £6.95

Sale £4.95

Sale £3.95

CARTRIDGES FOR ATARI VCS

BLUE PRINT Find the parts of your gun and the missing plans, and you
might be in time to rescue your girlfriend... if the bad guys let you! And
it's all in a maze, too. For 1 or 2 players,

CARNIVAL Shooting game for | or d players, set in a fairground
shooting gallery. Aim straight and watch those ducks...

GORF Arcade action for 1 player. Defeat the invading aliens in this
challenging adaptation of an arcade classic,

MARINE WARS Sea battle with ships and aircraft for 1 or 2 players.
MR DO! Guide Mr Do round his orchard collecting cherries, if the
E;dguvs will let you! Based on the well-known arcade game. For 1 or 2
players,

POO YAN Children's game for 1 or 2 players, where you have to help
Mother Pig rescue her piglets from Wolves,

SMURF Children's Adventure for 1 player, based on the TV series.
Rescue Smurfette from the haunted castle.

STRATEGY X Tank battle for 1 or 2 nimble fingered and alert players.
SOLAR FOX Command a space fighter clearing solar cells from a
selection of 20 patterns. Special child and parent versions, too! Based
on an arcade game. For 1 or 2 players, :
VENTURE Shooting/Adventure for | player. You rush round rooms
shooting little beastiag and collecting treasure.

CARTRIDGES FOR INTELLIVISION

DONEEY KONG JUNIOR A sequel to Donkey Kong, but this time
Kong is trapped and has to be rescued by his monkey son!
For 1 or 2 players,

and monsters? 1 or 2 players.

CARNIVAL Shooting game for 1 or 2 Players, set in a fairground
shooting gallery.

J‘?.-" You hove to do is ﬁng round the to: Sales Dﬂpﬂﬂm&ﬂf, v Gﬂmﬂ'.l'}
tifles you want, (not forgeting to g7 Oxford Street, London, W1k
ring which computer you wanf the 1AJ

Avalon Hill games for), and enter This offer is only valid until Dec-
the fotals in the ‘cash’ column. ember 30th 1984 unless stocks

herg are no exiras: postoge,  run out earlier.
acking and VAT are included. Please allow 28 days for de-

hen complete your nome and livery, though we'll try to do better
ddress, and tear out the whole H-u.-|r||-"'lr thatl 5 £

page [or copy it if.‘f{:ll.r don't want We will gladly exchange any
to spoil the magazine), carfridge or cassette that you have

Send it with your cheque or Pas- difficulty loading for another of

tal Order [payable to Gomer]  the same title,

ADDRESS ..........
................. PASTCODE ... .. .. SN

Please send me the items | have marked.
| | enclose a cheque/Postal Order for £ |




CHRISTMAS BUYERS GUIDE

Someof TVG's

readers want a

second computer for

Christmas. Others
have writtenin

asking forhelpin

choosing theirfirst.

With somany
around, itcan be

e

~ difficult balancing

price vs capability vs

availability of games

and peripherals.

And you must be

———

sure that the maker

of your micro will still

 beheretohelpyou

inthe nextfew years.

Inthisissue, the

TVG team takes a

new look at the most

popular micros.

j We've sorted out our

hardware to give

you the latest prices,

basic capabilities

and potential, games

available —and life

expectancy.

Graphics and sound

forgamesare

marked from one

star (bad)to

T five star(great).

TV GAMER DECEMBER '84

AMSTRAD CPC464
Price: £349 with colour monitor; £2358
with black/white monitor. Rumour
has 1t that prices will drop to £300 and
£200 respectively

Price includes: datassette and moni-
101

Interfaces {or peripherals: joystick,
user port

Type of keyboard: full stroke
Memory: 64K

Expandable: with disc drives
Program language: Basic, extended
inclustry standard syntax

Graphics:; &% ¥ %

Sound: & #* %

Games available: over 100

Life expectancy: The Amstrad
comes as a complete package - not
cheap, but you get your money's
worth, Its future 1s guaranteed as it is
part of a large electronics company
with comprehensive distribution: its
urnover last year was L85 million
Faith in this machine's future 1s con-
firmed by the increasing number of
software houses writing games for it.

Interfaces for penpherals: two joy-
stick ports, user port (datassette, disc
drive, printer), cariridage port You
rmust use a data, not a music, cassette
recorder with this machine.

Type of keyboard: full stroke
Memory: 64K

Expandable: with disc drnives
Program language: Atz Basic
other language cartridges available
Graphics: % & &

Sound:  # % ¥

Games available: over 1,000

Life expectancy: After two very
shaky years, Atan was bought by

Commodore founder and ex
president Jack Tramiel He offloaded
the old dedicated-games machines
o concentrate on the 800, He also re-
duced its price by £90, from £259 to
L1635,

Faith in Tramiel's knack of making
things successful 15 shown in the soft-
ware houses who have taken the 800
back into their portfolios. And with so
many games already In existence,
yvoull be old beifore you play your
way through them

BBC ‘B’

Price: £353

Interfaces for pernpherals: datas-
sette, joystick, light pen, disc drive,
Econet, MIDI, monitor, printer, TV
telescftware compatible

Type of keyboard: full stroke
Memory: 32K

Expandable: with disc drives
Program language: EEBEC Basic
other language cassettes available

Games available: ocver 500

Life expectancy: Crossly overprl-
ced, the BEC is still one of the most
e¥pandable systems around. It has
the potential to be one of the best
games systems — but there are only
one or two really good games for it
Elite and Zalaga spring to mind.

The reason you see so many
around 1s that the BBC holds the offi-
clal government contract to supply
schools. But this contract ends in
MNovember of this year. Sinclair's
Spectrum has often made a bid for
this slot, but MSX 15 also a strong
contender,
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CHRISTMAS BUYERS GUIDE

SPECTRUM 48K
Price: £130
Price includes: six games |f you buy
pefore Christmas d
Interfaces {or pernpherals datas-
sette, TV,
Type of keyboard: membrane
Memory: 48K
Expandable: indirectly to 256K
Program language: Sinclair Basic
other language cassettes available
Graphics: & ¥
Sound: *
Games available: over 1,000
Life expectancy: The Spectrum,
with the Commodore, 15 the biggest
aeller in the UK. It's cheap and a fairly
good introduction to computing. Al
this price, and with se many mgh-
cuality games and peripherals, you
cant lose.

The company has also launched
the Spectrum+.

COMMODORE 64

Price: £1590

Interfaces for perpherals
sette, joystick, Light pen, cartridge
monitor/TV, disc drive, printer; tele
software compatfible. You must use a

datas-

data, not a music, cassette recorder
with this micro,

Type of keyboard: full stroke
Memory: 64k

Expandable: with disc drnive
Program language: Simon Basic
other language cassettes available
Graphics: ®¥ * &%

Sound: % % ¥ ¥k

Games available: over 500

Life expectancy: The C64 with the
Spectrum 15 the top seller in the UK,
and one of the top three in the US. Iis
SID sound chip 18 the best on any
micro. Regarded as the last word in
sound and screen graphics, the Cb4's
fiull potential is still 1o be seen.

==

DRAGON 32

Price: £158 officially, but can be
bought new for £i0
Interfaces for peripherals cart

ridge, datassette, joystick, disc drive,
monitor/TV, printer

Type of keyboard: full stroke
Memory: 52k

Expandable; to 64K

Program language: Dracon Basic
Graphics: * %

Sound: *

Games available: over 70, mostly
through mail order

Life expectancy: After a year o

doubt about the Dragon's future, the
company has been rescued by
the Spanish governmeni-backed
Furchard Its future again looks rosy,
The price dropped dramatically be-
fore this news — 50 if youve got a
small budget, arab it

ELECTRON

Price: £159

Interfaces for penpherals datas-
sette, momtor/TV

Type of keyboard: [ull stroke
Memory: 32K

Expandable: no

Program language: BBEC Basic
Graphics: * & %

Sound: * %

Games available: cver 50

Life expectancy: This 15 basically a
cheaper and downgraded version of
the BEBC by the same manufacturet.
It too, 15 overpriced. It hasn't proved
as popular as expected, and has re-
latively few games.

Price: L2820

Interfaces for penpherals: datas-
sette. monitor/TV, disc dnve and
hard disc drive, printer, two joysticks
Type of keyboard: full stroke
Memory: 48K

Expandable: to 512K with disc drive
Program language:

Graphics: & % % %

Sound: % % % *

Games available: over 50

Life expectancy: This 1s a very low-
profile company, but ils mMICIOS have
received critical acclaim. Software
houses are gradually creating games
for 1l

20
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MSX MICROS
Prce: Canon V-20 £280; ]VC HC-1T
£279; Mitsubishi ML-F80 £293; Sanvo
MCP100 £299.95; Sony HB-75B £299,
Toshiba HX-10 £279.85

Interfaces for peripherals datas-
sette, joystick, cartridge, monitor,
some makes with printer

Type of keyboard: full stroke
Memory: 64K

Expandable: tc 80K, and with disc
drives

Program language: Microsoft Basic
Extended

Graphics: % % %

Sound: * * &

Games available: over 50 (more
to come)

Life expectancy: MSX micros
could make more impact on
home computing than any
other, Until now, games and
pernipherals for one make of
micro wouldn't work on an-
other.So gamers had to fork
out extra cash. Also, pro-
grams for the =ame
game obviously differed
from machine to mach-
ine. Converting the
programs led to
much = frustration
and hassle.

MsX could mark
an end to this. It
both the basic
hardware and
the software.

MSX
stands for
Micro-
soft
Basic eXten-
ded — a program lanoooe
‘developed in the US and extende™®
a aroup of Japanese manufacturers
About fifteen to twenty companies
will manufactuire the machine
Choose any one Games, per-
ipherals and programs for all can
be mixed and matched.

The companies backing
MSX are international house-
hold names: Brother, Canan,
Fujitsu, Hitachi, J[VC, Mat-
sushita, Mitsubishi, NEC
Pioneer, Sanyo, Sony,
Toshiba, and Yamaha are
some.

The theory 18 obwviously
sound. But this 1sn't a per-
fect world. The ZB0 processor used
by MSX machines is outdated and
restricting for future developments
This basically means that it will be
very hard for M5X machines to com-
pete with the next generation of
computers. But look what prog-
rammers managed to get out of the

gy :

Below are some of
the MSX
machines
destined for the
UK Clockwise
from the top left,
are offerings from
Sony, Danyo,
Canon, Toshiba,
Hitacht, [VC and
Misubishr Note
the family
resemblance.

H'i'-'»,

supposedly primitive Spectrum -
and the even more primitive Atan
VS Both continued to surprise
gamers with increasingly complex
games.

Ubviously, established games
micro manufacturers such as Sinclair
and Acorn won't give MSX their
blessing. But the might and organisa-
tion of the compames backing MSX,
and the basic desire for standardisa-
tion, means this 18 no here today/
gone tomerrow  System promising
you the Earth and giving you only the
topsoil.C]

AMERRY CHRISTMAS AND
HAPPY NEWYEARTOALL

OUR READERS!

TVGAMER DECEMBER '84
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SETTING OR LOWERING

allows you to plug your micro into a
standard hi-fi or ghetto blaster. So
you get petter qh":.' ¥y sound than you
. would out of a TV sound system
| suppose the 1dea 1s ha: when
| you rush down I:w '.hr_~' shop with 250

Darrin Williamson looks at | notes in your hot lile hand, the
S T shopkeeper wi ]l g] n,]r;1 Hleefully and
TﬂSl‘"hﬂ g Hx ]n one uffhe sell you a Toshiba hi-fi at the same

o time!
| firstMSX muchlnes to hitthe Lets take a closer look at the HX
|0 and see what it offers. The firs
UK murkE‘l'. thing to hit you is the keyboard. It has

seventy-three keys to its full-stroke
keyboard, which 1s nice and respon
Unless you've been in an Quter Mon- | not just Japan producing home | sive. As well as all the keys for the
golian POW camp for the last few | micros to MSX standards All are | alpha numeric functions, there are
montns, you cant fail to have seen all | basically the same, but each has | four user-definable function keys
the fuss about the MSX (MicroSoft | some kind of s;_ﬁ-,: :'.'* . This -“’ulcl and a very nicely laid out cursor key
eXtended) range of home micros to | be a built-in add on for instance, the | arrangement This feature is com
come from Japan. There are a lot of | Sanyo model comes :J._]_ a light pen | mon to most MSX machines

pros and cons about this operating | attachment, and the Yamaha is MIDI One cnticism [ would make 1s that
system. These have been done to ecmp_ac—:d. has a full range of syn- | the keyboard is just slightly too small
death in the mass media. So let's con- theslser chips and an addih -::nml for my big paws.
centrate instead on the machines, | piano-style four-octave keyboard Az with micros like the C64 and the
and how they stand up to the com- 'Thr—'- other difference 1s price. Cur- | B0OXL, the keyboard also acts as 4
petition in the home micro market- | rently, the cheapest MSX 1s the | graphic symbol generator. Sheets of
place Golderest at £199, stickers are provided so that you can
There are a large number of man- The umgue feature of the Toshiba | stick the relevant symbol on the re

utacturers from several countries - | HX-10 is its audio out socket. This | levant key
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Input/output. Apart from the audio
cutput, the HX- 10 has a carindge port
ior ROM games such as Super
Cobra and Track & Field. It will also
take utithties such as synthesiser
VOICING prograims.

A Centronics standard printer in-
terface allows you to connect just
about any printer to your micro.
Toshiba does make some of 1ts own,

There are also two expansicn
ports which are a bit of a mystery at
present.

Last, but not least, there are two
Atari-style jovystick ports which will
take all joysticks that will run on an
Atant or Commodore computer. |
must give a word of warning here,
During testing, we discovered that
pressing both fire buttons at the
same time on an Atarl super action
controller effectively resets the com-
puter, So whatever program was
running - unless it was on ROM, of
course - was erased This may well
happen with all joysticks that use two
buttons for firmg.

Expansion possibilities are quite
good, as any peripherals made for
one MSX machine automatically
work on any other one And all com-
panies concerned have pledged that
anything nonstandard that they in-
clude on thelr machine will be
brought out to work on all the others.
S0 theoretically there will be a hght

pen add on from Sanyo
music package and &
frame grabber from JVC

ooftware 1s a little slow coming. But
I feel sure that we'll see as much soft-
ware for MioX as we have for, say, the

a Yamaha
video stll

Commodore 64 in a fraction of the

time. Already, many of the es-
tablished companies in software de
velopment have committed themse
lves to the production of MEX titles in
the future. And even now we are
seeing stuff from arcade gant
Kenami with Rom versions of Track

& Fleid, Super Cobra, and Circus

Charlie. The chances are that as
Konami launches a new game mn the
arcade, 1t will bring out an MSX ver-
sion. This can only be a good thing
for gamers

Conclusions. Without a doubt,
MoX 15 going places. Whatever any
one says, 1its going to do well The
Japanese marketing behind MSX is
well thought out. After all, it would be
difficult to go wrong when vou've got
the marketing might of the most suc-
cessiul electronics companies 1n the
world

The compatibility feature will ap-
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_ HARDWARE

I

CAFS LO0 rokcats

MSX BASIC COMMANDS

Lo i
LIST

e et
DATA oM
DEFINT DEFSMG
Ser SEFotn
ERABE EMD
GOsUB ﬂ:ITnm
IF GOTO INPUT
Lo Ehwe v
MID3 ON ERROR GOTO
DN GOTO ON GOSUB
o 5y
PRINT USING -R ]
REM RESTORE
RESUME RESUME O
ina numiber) sToP -

AP NEXT
RETURMN IF THEN

(1) Expansion bus connector *
(2) Compasite \ideo Output ——

3 Avdic Output ——
{4) RF Cutpun (to TV asnal socket) ———

{5} Cassefte recorder

DISK DRIVE

F'm-ersw'rh_:h

peal to most people, as will the well
known names involved Sony
Hitachi, Panasonic, Canon

The use of the Z80A CPU has been
widely criticised by the mass media,
But in all honesty, the chip is by no
means as antique as the likes of Sir
Clive Sinclair. After all what pro-
cessor does the Spectrum use?

The Toshiba HX-10 is a sound per-
former which should prove a reliable
machine with the nearest thing to a

guarantee of long usage. It 15 the
heart of a good beginner's system
whilst being flexible enough to keep
up with the user's needs in the future.

My prediction is that MSX will be |

here for at least a couple of years,
probably more, after which it will be

| replaced by MSX II. This may well

be downwards compatible like
Atari's TB00 would have been
The HX-10 provides the user with

good, all round value for money, in

relation to the length of time before
you need to change your micro for a
new one. It s particularly good as a
Basic machine, and without a doubt
the one to go for if you don't want the
exira Irills that some of the others
offer (at a price). You can always buy
the extras as exiras at a later date. In
short, you could do far worse than the
Toshiba HX-10.

read the page opposite for an op-
portunity to win one for vourself

MSX MACHINES HAVE BEEN LENT TO THESE SOFTWARE HOUSES TO DEVELOP GAMES

ASK JVC 01 874 6044

AmFUIS'Hﬂ Hitachi (0546 55":"35&3

Andromeda Sony 01 203 6366

Anirog Sanyo 02934 40

Artic Mitsubishi 0401 43553

Bourne Educational Hitachi
0794 52330

Bubble Bus /VC 0732 355947

Bug-Byte Hitachi 051 7097071

CDS Misubishi 0302 21134

CRL JVC 01 533 2910

DK Tronics Toshiba 079

English Software JVC 05 58

Fantasy Mitsubishi 0242 583461

Farmfax IVC 0264 810824

GS5T/Electric Software Toshiba
0954 B1991

Hewson Hitachi 0235 8372939

Hi-5oft Hitachi 0582 64421

iIsp Marketing JVC 0202 21180

Intelligent Caonon 001 434 7017
Ivan Berg Hitachi 01 328 3341/3
Joe The Lion Canon+ Tashiba

059 366 5935
Kiltdale /VC 0247
Kuma Sony - Conon 07357 433
Kemp Mitsubishi 01 444 5499
Lion Micro Systems JVC 01 580 7383
Llamasoft Hitachi 07356 4478
Longman Publishing Telelon

0279 24721
Live Wire Toshiba 061 8244733
Lothlorian Toshiba 0625 874642
Mastertronic Hitachi 01 935 4944
Mirrorsoft Toshiba 01 822 3580
Micromega JVC 01 223 74772
Micro-Aid Toshiba 0209 831774
Mogul JVC 01 437 31564/7
Molimerx Toshiba 04
Micro Intel Toshiba 0

2
9
=8

4
7

Mr Micro Canon 061 7287787
Nelson Filmscan Teleton 0932 246133
Norwood 04243 5840
Oasis Teleton 0934 4199727
Ocean Hitachi 061 B329143/7049
Oundle Sound Suite Canon

0B322 72127
Premier Sanyo 01 723 9408
Psion Sony 01 723 9408
PSS Sony 0203 667556
Quicksilva Sony 0703 81346
Richard Wilcox Toshiba 0427 611214
Salamander Hitachi 0273 771947
Soft-Tech Int. Sony 01 240 1472
Sulis Hitachi 0225 41929
Enhshup Int. Sony 01 458 7060
Tasman Toshiba 0532 438301
Terminal Software Sony

Q61 7614327
Virgin Games Sanye 01 221 7535
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Now’s your chance to win one of the
most talked-about computer systems:
the TOSHIBA HX-10 64K MSX standard
home computer, complete with a
TOSHIBA 14" colour portable TV.

All you have to do is answer correctly ten sim-
ple “true or false” questions about TOSHIBA, MSX
and television. Then give us a reason why you
think MSX is o good idea. The most original
reason (combined with the correct answers!) will
win the HX-10 and the television.

The ten runners up will each receive a copy of
the recently released book by KUMA on the ins
and outs of the MSX system entitlted STARTING
WITH THE MSX. The book is about 140 pages in
length and is highly user friendly.

QUESTIONS

1 MSX stands for MicroSoft eXtended.
Television tubes are measured diagonally
from corner to corner,
The HX-10 keyboard has 76 keys.
UK television is broadcast on VHF.
The HX-10 has a four-octave sound chip.
NTSC stands for Never Twice the Same Col-
our.
Acornsoft will be producing MSX games.
The HX-10 has 3'?1( of user RAM.
MSX machines utilise a ZBOA CPU.
Toshiba UK is based in Milton Keynes.

OV~ OUihwW N

—

win a
loshiba
M3X
micro

~| -polnas TV?

Name .

Address

=)
o~lb—

TRUE/FALSE

vivivev.. Postcode .. .. ..

MSX is a good idea because . ... ... . .

TRUE/FALSE 2 TRUE/FALSE 3 TRUE/FALSE
TRUE/FALSE 5 TRUE/FALSE & TRUE/FALSE
TRUE/FALSE 8 TRUE/FALSE 9 TRUE/FALSE

PLEASE COMPLETE AND POST TO: DECEMBER COMPETITIONS,

TV GAMER, 187 OXFORD STREET, LONDON WIR 1AJ

COMPETITION RULES

. All entries received by the
cinsing date, 7th January, will be
examined; correct entries will be

'udﬁed by representatives of
L?:II v é{: mer and Toshiba UK
Lid,

2, The prize will be awarded
to the entrant who correctly
answers the fen questions and, in
the opinion of the judges, gives
the most interesting and onginal
reason why M5X is a good thing.

3. The prizewinner will be
notified by post, and details will
be published in a forthcoming
issue of TV Gamer

4. All entries must be made on
forms cut from TV Gamer.
Photocopies are not acceptable.
3. The prize is to British TV
standards, and operafion cannot
be guaranteed overseas.

6. The Editor's decision is final.




EQUIPPED

P

WITH

AND HERE'S THE SECOND HORROR -
THE RULES-ALL 250 PRAGES OF E

THEM ! WE BECIN BY CHOOSING A
"@OLE "' FROM THE FOLLOWIN( LIST:
'RICHMINER ' SPACE CRPTRIN.
FRIENDLY MUTANT,
SELINRSCOTT. ...
I\.BeHER..'

X

7 ‘56“*:7 -_

/

/ TuST OUR LUCK TO BE SWALLOWED
BY A 2ACMAN WITH
: = HALITOS1S!

THE ONILY WAY TO &ET OUT OF HERE 15 TO
PLAY THE GRAME AND PASS THROUGH THE

MAZE OF 1,000 HORRORS !

AND HERE
COMES THE

¥ HEY ! 1T DOESN'T
g MENTION
g SELINA

SCOTT
HERE'

I ANOW BuTIT
GIVES ME THE
CHRAMNCE TO TEY
ONTHIS NEW
DRESS 1VE BEEN
DYIMNGE TO WERR
SINCE I PLAYED

VSTENNIS!

1}

» DIDN'T HAVE
'L ENOLGH '
Y TROUBLES!

SOTHIS ISWHAT ITS
LIKE INGIDE A PRCMAN .,

( How CoME l

MUST BE ONE OF THE
EARLY
VERSIONS.

BROTHER'ASIE T

IT SAVS HERE

TOKEEP AN

EYEODT FOR
THE CRERTURE




/% THAT PIT. S A
sTOPID! ;
\

¢

3

VA-VA-vooom !
THAT'S M KIND
OF HORROR !

GREAT STRRS! LOOK WHAT'S
COMING ! TEN THOUSAND
MUTANT CAMELS , A SPLUADRON OF
EVILAXMEN , 5.000 STRRSHIP
DOMBERS, 2.000 GIANT
SCORPIONS , BONNIE LANGFORD,
THE WHOLE, SIODX NRTION
AND © 00O MRMEN !

-

.
S
——
—

ACCORDING TO BARBARA
WOODHOUSE, ALL CREATURES
CAN BE PRACIFIED IFYDU
BLOW UPTHEIR NOSES -
S0 HERE GOES....

How CAN WE GET

PAST,
HER ...

T'LL SEEIF
THAT MUST Er? THE DRERDED ~ . 2o
SEXBOMB [ £VEN WORSE ) NOSE :
SMAAT BOMB ) THE NEXT . 7 DOES /{0{ KEEP BACK ! WHY DO vnuB_j
y  HOBROR ¥z ANY | THINK SHE'S CALLED SEX BOMB :
OF THE 00D . A SINGLE X/SS AND SHE

.+ THATWASN'T
ITS NOSE Ypu WERE
BLOWING LP!

PUFFFE....

i

TO BE LIKE THAT '

PHEW! 3
THAT g;'a CLOSE . ~ R
THE GATEKEEPER THAT'LLSAV

WOULDON'T LET THEM M| ARTIST DHEIEEE

IN! THEM! _

SOREY - NO
CORACH
PRARTIES!

=7 "'!-_
i u

Nexct : Howto eETopr
: OF
PACMAN N435 sy Moyzs 1




EXPRESS GAMES

'NOW AVAILABLE (at £24.95)

DUNGEONS AND DRAGONS (TREASURES OF TARMIN)

MASTERS OF THE UNIVERSE (THE POWER OF HE-MAN)

GREAT BARGAIN OFFERS |

INTELLIVISION CONSOLE (NORMAL LIST £69.95) £49.95

INTELLIVISION PLUS TWO VOICE CARTRIDGES
(NORMAL LIST £109.85) £34.95

'CARTRIDGES |

AUTO RACING, DRAUGHTS, HORSERACING,

ICE HOCKEY, POKER/BLACKJACK, SEA BATTLE,

TRIPLE ACTION, US FOOTBALL, UTPOIA, POPEYE,

FROGGER, SUPER COBRA, EMPIRE STRIKES BACK,
SERAIRE ISl | v ad WO F )L S EACH£14.95

ASTROSMASH, BASEBALL, BASKETBALL, SNAFU,
SPACE BATTLE, SPACEHAWK, VECTRON ... EACH£9.95

Note: Our prices include post, packing & VAT
For other offers write or tel. (0494 331 /1) for details.

-——-—_--—------——--—---
To EXPRESS GAMES, 31-32 High Street, High Wycombe, Bucks HP11 2AQ
ORDER f ary | ¢ _!

- ITEM

from:

Cheque/postal order enclosed
payable to Express Games
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he Hobbit adventure game
brought Melbourne House to
the attention of adventure
games players all over the UK
The game was original, high qual-
ity and innovative. The striking
leature of The Hobbit was not only
the high-resolution colour pictures |
used to display locations — a feature |
usually found only on the more ex-
pensive disc-based machines — bu[
also the intelligent characters
For the first time In a game, the
player could interact with the char-
acters, rather than just killing them.
The characters had their own identi-

TVGAMER DECEMBER "84

After releasing The
Hobbit, Melbourne

House had a high
reputation to live up

i to. lts new adventure

iseven beﬂer. Mike
head start.

ties and whims. They acted inde-
pendently from th“ player and be-
Iween themselve
To follow up '!1"7& Hobbit was a dif

ficult task Imtially, it was believed
that Melbourne House would prod-
uce a similar Lord of the Rings tri-
legy — a logical step, as The Hobbit
book precedes LOTR Due to legal
complications, this was not possible:

5o Melbourne House had to look
elsewhere. It chose Sherlock
Holmes.

The product - Sherlock, the

gdvemure game — 1s the result of over
[ifteen months programming from a
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of The Hobbit. The project also re-
quired the services of a Sherlockian
expert for a year. He helped create
the story, and advised on the ac-
curacy of details about Sherlock's life
and companions,

Sherlock comes in the new-style
Melbourne House packaging - a
large box with booklet explaining
the game, and a few fragments of
rallway timetables for the period.
The game is not based on any one
sherlock Holmes book, as this would
ruin the aim of the adventure. What's
the challenge in solving a crime you
have already read the solution to?

50, unlike The Hobbit, there is no
book in the packaging. But you
would benefit from reading some of
Conan Doyle's books about the det-
ective. It helps you enter the game's
atmosphere,

You take on the mle of the great
detective, Sherlock Holmes. You are
laced by a complex and difficult
crime, which must be solved.

The plot of the adventure covers
the crime, and the clues to the true
murderer. Just to make the game
even harder, everything happens in
real time. A clock on the screen in-
forms you of the time and date, start-
ing on Monday morning, So you must
solve the crime before the wrong
person is arrested and convicted.

You are not alone in this task
There is faithful Dr Watson to assist
you 1In your investigations, offering
advice and comments on the clues so
far uncovered

There are also numerous other in-
dependent characters in the game.
All are far more active than the char-
acters in The Hobbit,

The major one of these, and the
most important (o you in your task, 1s
Inspector Lestrade of Scotland Yard,
It 18 he whom you must convince of
your solution, If Lestrade 1s not con-
vinced that your ideas about the
crime are correct — and you can't
show him firm evidence to back up
your convictions the police will
arrest the wrong man

The game plays in a very similar
way to The Hobhit, It has a split
screen divided in the middle by the
line giving the date and time. This is
where your commands appear when
you type them in, along with im
mediate error messages and prom-
pts. The top screen window corntains
the descriptions of your location and
your actions. This area also shows 3
small picture for several of the loca-

flons — roughly a quarter of the |

Spectrum screen in size.

The graphics were produced by
Russell Comte, who was responsible
for the graphics in Mugsy. They are
more limited than in The Hobbit, but
add an atmosphere to the game,

team lead by Phil Mitchell, creator |
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Supplier: Melbourne
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Interaction takes place in the com-
mand language Inglish - first created
The new im-
plementation of Inglish is far more
comprehensive. The program has a
vocabulary of 800 words, and can un-
derstand very complex sentence
structures. Examples might be:
‘open the window carefully with the
stick” or "Fred killed Mrs Black with
the gun because of Mrs Black's will",

Inglish makes playing the game
extremely easy, and almost totally
eliminates the frustrations found with
usual adventure games. While the
typical adventure game depends on
the problem of finding the correct
word In a certain context to add in-
terest to a game, Sherlock contains a
complete list of the verbs, adverbs
and prepositions.

The word you use is not that im-
portant. It is the context and to whom
you are talking, not where you are,
that matters. The only problem 1s the
tendency to forget that you are play-
ing a game. I've typed in straight-
forward English in the heat of the
moment! Fortunately, the error mes-
sages are very comprehensive,

As well as Inglish, there is what
Melbourne House refers to as Anim-
talk. This enables you to talk to the
other characters in the game. You
can ask other characters to perform
actions such as: "say to Watson read
The Daily Chronicle”, You can dis-
cuss the case with the other char
dcters, interrogate them, or try and
put over your own views

CUnce you start talking to a charac-
ter, you do not need to use the SAY
TO.. part, just enclose your com-
mands in quotation marks, This inter-
rogation of witnesses is vital to game,

The movement from location 1o
location in Sherlock is not a simple
matter of going east, west or what-
EVer, as I1n most adventure games
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There 18 some movement like this,
but most movements between
streets in London are in a hansom
cab.

For travelling out of London, there
are trains, or an underground system
between four stations. As the game 1s
in real fime, the journeys take as long
as they would in real life. Cab jour-
neys take a few minutes — and train
journeys over an hour, You can pass
this time talking to fellow passengers
about the case or clues Or you can
WAIT UNTIL a certain time. In this
case, the real-time clock speeds up.
If anything should happen while you
are WAITing UNTIL, press ENTER to
return to real time.

The fact that journeys do take such

a long time eats even more into your
time left to sclve the case. If the case
15 wrapped up, and you fail to con-
vince Liestrade in ime that he has the
wrong man, the game will end. You
must start again.
Hints on play. Sherlock 1s unlike a
normal adventure game. If you take a
straight forward approach, you will
fail to get near the solution. The major
difference with Sherlock is the way
in which the game vanes each time
vou play, due to the characters' inde-
pendence of action. This means that
you must alter the characters be-
haviour by crdernng them to do
things, or asking them and bribing
them to help you

If you try to solve the adventure on
your own, without using the help
avallable in the form of Watson,

among others, you will run mnto a lot of |

pm]:ﬂems. Because the game is real
time, events take place simu-

ltaneously. Sometimes you will need
to be in two places at once - this is
where your helpers come in. They
can taill people and report back, or
investigate places for you, The police
may also perform

certain actions

S HON 10 4538 I = f

which you could not without break-
ing the law. Sherlock Holmes was
always careful to remain inside the
letter of the law.

The real-time factor also makes
mapping vital, You must move quick-
ly from place to place, without wast-
ing valuable minutes wandering
around locations. Speed is especially
vital If you wish to return to London,
and the next train leaves in three
minutes. Use the train timetables
They are accurate. There 1s nothing

| more frustrating than having to WAIT

UNTIL the next train if youve just
missed one,

The game starts in Holmes' library,
with Watson sitting in an armchair

IN DEPTH REVIEW

opposite you, reading The Daily
Chronicle. You should wait here until
Watson has discovered the case you
are to investigate in the paper. You
cannot discuss facts which you are
unaware of with the other characters.
You will have to play through dis-
covering facts before you can dis-
cuss them with Watson, or ask for ex-
planations from Lestrade. While you
are waiting for Watson to finish with
the paper, get the oil lamp. It gets
dark on these winter evenings. And
in foggy London, you can't do anyth-
ing without a light of your own

All the doors in the game are iden
tified with a descniption (in the same
way that the goblins and trolls were
in The Hobkhbit), such as plain, ornate
heavy, oak, etc.

If there 1= more than one door, you
must describe what you are opening
In the mmitial location, there are two
deors; behind the plain one there are
two disguises. These should be us=ed
to get into places you cannot other-
wise enter. Try wearing the old
mans disguse. Youll discover that
the program now changes its des-
criptions of events. Instead of it say-
Ing “you are sithng in your armchair.
You see Watson', 1t will say "the old
man 15 sitting in your armchair. The
old man sees Watson".

This 15 a useful and neat method of
reminding you that you are wearing a
disguise. But Watson and Lestrade
seem o see straight through them!

Cnce you are ready to head off to
Leatherhead, where the murder you
want to investigate has taken place,
you should leave your house, and ask
Watson to come with vou This will
bring you into Baker Street.

This 1s typical of the London loca-
tions m the game, In that there is
nowhere you can go on foot except
inte a bulding The street exists as
cnly one location. The solution 1s to
go by hansom cab. HAIL a CAB,
climb into it, and tell the dniver to go
to a certain location

Now then, you want to go to Leath-
erhead. 5o you need to catch a train,
Lock at the fragments of train timeta-
bles supphied with the game: you can
see that the train to Leatherhead
goes from King's Cross. But you can't
tell the driver to go to King's Cross -
you must tell him to go to the road the
station Is on. In this case, the same in-
formation sheet shows it as King's
Cross Road.

It you type WAIT a few times, the
muinutes will tick by and the hansom
cab will draw up at Kings Cross
Road, Here you must pay the driver
You start with over £5. All monetary
tfransactions are in the Victorian cur-
rency of pounds, shillings and pence
You can now enter the station and get
a train

There are four platforms. The first
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two are Underground platforms, At y, T iE There are several ways to finish
where you can catch trains to Alder- T vt i iiin! | the game. Lestrade can tell you that
gate, Paddington or Victoria stations. | | R i | the case has been wrapped up, and
The third and fourth platforms are the i e it | the police have arrested their man
L.eatherhead line. Mo L mm & { | You can be killed by an irate suspect

The platform you want 1s the first of | }i - 50 avoid direct interference and in-
these, platform three. Here vou will - vasion of privacy. Or YyOU Can per-
discover Inspector Lestrade waiting | suade Lestrade of the guilt of your
for the 9.26 train. He'll say HELLO to . | suspect and the innocence of his
you and Watson, and chat for a while. | i Persuading Lestrade is not easy
Then you can board the tain | fiiiisg - 21 | You should talk to him, and build up a
together. It 15 important during the | }iiiiifim #::::] | logical argument by making statem-

early stage of the game to stay with | 313 ents about the characters involved
ariTe e el | W::-i-- -l | These are on the lines of

Lestrade. He can extract information | f:iii e r T

from suspects who won't talk to you. | piiiii:iian S i | X s guilty because, |
The other important person is | Bl o NN 1251 | o i p ol one oS

Chief Constable Straker, whom you | EiiiiitaiiiiisiriiiNgs i ———d | “¥'s alibi is false because

will meet at Leatherhead otation. You It 18 not necessary to convince

must be introduced to the Chief Con Lestrade of everything at once, He
stable by Lestrade. Otherwise, the | | i | will consider statements for a while,
local DDHCEJ’HE]"; n L-Ee}therhr:-‘:‘ld. who then come back to You for more evi-
are guarding the scenes of the two dence after he has thought about
crimes, will not let you past them. All the characters will "think”
It is In LE'EL’[hEI]‘lEEld “131 |]-|E f]I-E-[ abﬂu‘l thlﬂqs }'-:}1.1 [E].]. [hE']'Il. bEfﬂrE
clues, as well as the suspects and arquing or agreeing with you
witnesses, are scattered. They can Bugs. Just like The Hobbit. Sherlock
be quizzed about their alibis, what 18 50 complex that it cannot be guara-
they have seen - “tell me what hap- nteed error free. There are a few
]:]E'H'E'd“ - and where -.F]']'E'}r live. Gather strange bugs which don't interfere
all the alibis, and do some snooping with play, such as opening doors
of your own You should come up from inside hansom cabs. One amus-
with a prime suspect which differs Ing situation occurs if you climb into
from Lestrade's main"man. This is Watson's armchair - when he climbs
where you can start investigating, in with you
and where knowing addresses You would also be advised to save
comes in very handy games at important sections. The
The only way to discover locations program can run out of memory for
in London — which you visit by han the logical database. A sign of this
som cab — 1s by asking about addre- about to occur is a slowing down of
5525 You can also follow people in the response times.
their cabs, and find out where they You can see from the description
are going by eavesdropping on what of how to get started and the hints
they say to the cabbie. that Sherlock 1s not an easy game to
To interrogate suspects, you must solve. | haven't given a solution in de-
phrase questions in a form which tail, as that would spoil the adventure
they will recognise and can answer - for anyone investigating it. Figuring
such as direct questions about out clues which have been staring
people, places and events. Quite you In the face is one of the delightful
often, they will not answer you be- and frustrating aspects of Sherlock.
cause they don't have that imforma- : Visibie ; Author Phil Mitchell said he feels
on. Sometimes its because they | [FESgESssstslil=s = = | | that Sherlock is the hardest adven-
aren't willing to talk to you In that mﬁ;ﬁhf—;-ﬂr#fﬂ”ﬁﬁﬁ;ﬁ: ture game available. I agree with
case, get help from the police. Get ;R i -ré@f;ﬂ' him. Sherlock 1s very difficult, as you
ling them to ask the questions prov- e =t s must divorce yourself from the usual
ides You with extra iniormabon St'ﬁrl']E of adventure F}]a}rlﬂg. You must
develop interactive skills with the
other characters in the game, and in-
terpret clues and actions accurately,
The solution won't come easily. But
youll feel ‘greatly accomplished
when you do finish. The game has a
strong, addictive content — which is
unusual for an adventure — as you try
again and again to solve a certain
clue or catch a certain suspect,
Sherliock 1s the state-of-the-art
adventure, Melbourne House has
again set the standard for others to
match. If you have a Spectrum or a
| Commodore 64, Sherlock is an es-
sential purchase., Even at £15 it is
worth every penny. And there are
few you can say that about, [0
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Acornsoft’'s new game, Elite,isthe ultimate Star
Raiders-type game. Overleaf, Darrin
Williamson tries for promotion from

“harmless” to élite status.
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Initial status screen. Thiz 15 how
¥ou begin youwr voyage — with 100
cash credits and a rating of harmless,

ave market prices. Theze prices

must be committed to memory so that

¥yOUu Can compare systems

Ship equipment purchasing. Lave
space station offers seven items to
add to your Cobra Mark 111 freighter.

Long-range chart: cne of twenty
gaiaxies. The small cross shows pos

iion, the circle hyperspace range

! IJ'.I .I|'I|

|I II l'rlqlil |I.IJII-

Short-range chart: a close-up of the Into hyperspace. (rnce you select Pirate attack. An
local planet, The large cross your destination, you hurtle through
position, the small one destination, Space at supralight speed

ultratast Mamba
pirate ship closes in for the kill as w

]
)
L
_.
"
=
77

[

emerge from hyperspace

Victory! He didn't reckon on coming Planetary approach. The planet
up agamst me, Cur pirate is reduced

0 50 many particles of space dust

Space station in sight. We're now in
tie stalion's protective ranage and

mmune to pirate and police attacks

slowly looms into view as we get

-
nearer the space station
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Front Uiew Frent Uiew

Getting closer. The station gets big-
ger as we come mn fast. Time to e
duce speed ior final approach.

he final approach. Skilful preci
sion {lying 1s needed to negotiate the

revolving porthole, 2001 style

ORERVE MAREKET PRICES

PRODULCT UNHIT HE}EE ‘EHEHEEEE
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Neil Raine, the
programmer, has
done a magnificent
job in making this
game a constant
challenge even to
battle-hardened

quorsHines
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Let Fh_e trading begin. Having suc
ceasfully landed we can trade with

the human colonies,

The next system. Fresh from a haht
jump, we approach a new planet
['his 1s a view from the rea:r

Lave
.n1-=gﬂff
*Lessti

I
= Tﬂl*trvll

8 Oresqu

& 0nrfipa
* Tenatid EF1azs

Things get hot. [f you get oo close o Back on course. We approach our Orerve short-range chart. Having
the sun, youll increase cabin tem- second space station. Docking pro- safely landed on Orerve we consull
perature and melt your vessel cedure 1s the same on all systems the chart to see where next to-go.

Out of the fryingpan . H iyperspac- Python close up. This medium- The source of the trouble. A pirate
Ing here was a bad move. This sector range pirate vessel is about to be space station spews out bevies of
ol space 1s riddled with pirates. zapped mto atoms 'hargoid cruisers
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Pirate attack - again. A Mamb

:
ecules a mah-speed brontal a:

with laser cannons blazing
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Missiles away! Particularly difficul
adversaries can pe destroyed with
heat-seeking missiles

EconomgiRich Agricultural
Bovernment :Dictatorship
Tech.Level: S
Fopulation:2.5 Billien

(Human Colenials)

Bross Productivity: 7888 W CR
Average Radius: 4116 km

Distanoei 93.2 Light Years
EconomyitRioh Industrial
Government iMult i -Bovernnent
Tech.Level: 9
Populationi 3.5 Billion

(Gmall Yellow Fat Humanoids)
Gross Productivity:l&88e M CR
Aversge Radius: 5364 km
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There are very few
games on the market

for the BBC B

stretch the machine

iIs amongst them.

PLANETS TO VISIT — OR NOT!
These six screen shots give information on just some of the planets in current h
BBC model B. From Acornsoft, the cassette costs £14.95 and the disc £17 65

PATA OH ESTEOMBI

Pistsnosi 23.2 Light Years
EconomyifAverasse Industrial
Bovernment iDemooracy
Tech.Level 11
Fepulation:4.8 Billion

(Small Black Slimy Frogs)
Gross Productivityr34568 W CR
Average Radius: 5145 km

BATA OH LEONED

Distance: &2.8 Light VYearg
Ecgonomy i Averase Aarioultural
Bovernmsnt i Corporate State
Tech.Level: %

Populatiom:4.& Billion

{Large Black Bug-Eyed Lizerds)
Gross ProdustivitwilE&lsZ M CR
Ruerage Radius: 3223 km

nother pirate bites the dust. Each
fime you annihilate a pirate, you get a

bounty from the galactic

poHce

Police launch. A fleet of galactic
police leaves to deal with the unusu
ly high degree of piracy

ce range. Elite is available onthe

ectron version is in black and white.

Pistance: 98.0 Light Yesrs
EconomytMainly Agricultursl
Bovernment :Corporate State
Tech.Level: 8
Fopulation:i4.8 Billion

(Blaok Bliey Lizards)

Gross Productivity:21128 M CR
Averses Radivs: 3572 ka

Distanoe:r 4.4 Light Years
EconomyiPoor Agricultural
Government iDictatorship
Tech.Leveli &
Populationi3.1 Billien

iBlack Fat Felines)*

Bross Productivitwy: S208 M CR
Average Radiuvus: 6419 km
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game playing. | ¢ made payable to
CASSETTE - 50 will appeal to | , | Cascads Games Ltd. I
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POBOX B8, 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.  _/* ‘«:"F&
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iistar 1s a game for the hard-

ened arcade addict. It has

been highly rated by many of
the worlds greatest games des-
igners. These include Eugene Jarvis
of Defender fame, and Tim Skelley
who wrote such minor classics as
Reactor, Star Castles, Rip Off and In
sector

Despite this popularity, it has been
all but forgotten under the massed in-
vasion of laser disc machines,

Atan had the home nghts for the
game, but released it only on the el
usive 5200 machine in the US, Des-
igners here have shown an interest
50, 1n the hope that it will be an addi-
tion to the ranks of Atarisoft, T bring
you the Smistar file,

In Autumn 1982, the first Sinistar
was shown off at the AMOA show in
Chicago. With 1t was Joust — which
got all the publicity and is now a
classic game, The Sinistar machine
was rather lifeless and its reception
rather cool.

After the show, the Williams des-
ign team continued to work on the
game, until its official release early
last year,

The presentation is excellent. Un-
fortunately, the game fails to stand
cut in an arcade. When put next to a

mottled areys and blues don't catch
the eye. You may have to look hard to
nd cne

But when the game is being
played, the opposite is true. Booming
sounds and a flurry of activity on the
player's part easily grab onlookers
attention. As well as impressive
sights and sounds, the emphasis is on
gameplay. Willlams scores very
highly in this area as a rule, and
Sinistar is no exception

To start wath, your tiny spaceship is
under more control than any other
game. The uninitiated can often be
fooled inte playing it like Time Pilot
There, the joystick covers rotation,
and you stay at a constant speed. You
can stay like that, but you won't last
long

The joystick works in forty-nine
ways, covering directions and

control the ship 1s in small, delicate
movements. But heaving on the joy-
stick 1s just as effective, even if you
must fight your own momentum,

Robotron or Track & Field. Sinistar's

speed. Many say that the best way to |

Arcade classic
Sinistar is difficult
to master—but
greatly rewards
the skilful player.
lan Boffin shows
how he totted up
500,000 points.

The only other controls are the fire
and sinibomb buttons, The fire but
ton allows you to annihilate everyth
ing but the Simistar. The sinibomb
button is your only weapon against
the mighty Sinistar

After the obligatory obscure start-
ing sound and a picture revealing
that you have no sinobombs and the
Sinistar has no pieces, you are
thrown inexorably into battle. You
usually appear near a swarm of plan-
etoids, you are reliably informed of
this with a message under the line of
lives,

The idea is to fly around the rock
and pummel it with bullets until it
starts belching glowing crystals
Then fly over the crystals to pick
them up. Each crystal is worth 200
pomts, and gives you one sinibomb,
Each rock is good for about half a
dozen crystals. After this it will shud-
der viclently and explode. It will do
this also if you mine it too quickly.

All this might be easy - if it were
not for the other alien creatures in the
universe Unlike many huge
Williams releases, there are only two
varieties of alien. The most commeon
are the rather feeble workers, which
are similar to cannon fodder, Usually,
there are more dead than live work-
ers On sCreen once you get your fire
inger going. If you are lucky, use
hold down for rapid fire.

With so many tasks, the workers
divide them up between their numb-
ers. The idea is that they will col-
lectively accomplish all they set out
to do.

‘The workers' prime aim is to build
up the Sinistar. They can do this by

| undertaking three tasks

® stay near your ship and wait for you
to start mining planetoids
® walt near the warriors until they
h!"IL}D[ rocks

® chase any stray crystals in space.

Once any of these tasks has been
accomplished, the workers only
priority is to get the crystal back to
the Ginistar. They are essentially
dumb and harmless, and a collision
will result only in both parties bounc-
ing off each other.

The workers win through sheer
weight of numbers. So shoot only
those which are a direct threat to

| your crystals. The ones that escape

then use the crystals to build the

SINISTAR
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Sinistar, a clanking sound being
made each time a piece 1s added,
This may often be mmaudible behind
all the explosions.

Your other enemies are the
warriors. These are a lot nastier than
workers, This must rate as one of the
most anti-social video games of all

The warriors' priorities are:
® attack the player - this 1s a top
priority
® mine the planetoids for crystals, by
shooting them
® guard the Sinistar.

‘The warriors are also harmless to
collide with. But the same can't be
sald of their bullets. These are fired
from turrets on the warrnors. It 1s safe
to approach them from behind - but
the guns are pretty fast, so you must
shoot quickly,

The warriors start releasing tor-
rents of bullets only if they are facing
in your direction. So it 18 sometimes
possible to hide behind planetoids or
shoot bullets, both of which are usu-
ally dangerous and ill-advised
moves. You can also shoot warriors
as they appear on screen — they will
often not fire for about a second,

The Sinistar, as | have menticned,
consists of crystals, At the Sinistar,
they turn into pieces of either his face
or rim. It takes twenty pieces to build
the simmstar. This 15 also the largest
number of simbombs your ship can
hold. Once bult the seven pieces
that make his face become one. So
only thirteen pieces must be des-
troyed.

This can also be taken to mean that
only 65% of your bombs must hit
home.

When the Sinistar is alive and
kicking, the screen says "Beware. |
live, . " Take it as a warning. If you
are low on simibombs mne like
crazy. Otherwise, you could be eaten
alive — literally,

The next time Sinistar speaks, he
usually says 'run, coward run’
There is a loud rrocaaarr. Then he
attacks. It may be tempting, but there
1S No way you can turn tail and run.
He 15 a darn sight faster than you are.
Now 1s the time yvou must meet him in
head-to-head combat, and use all
those bombs you saved

This 15 a rough guide to what hap-
pens on screen. But Sinistar i1s one of
the few games in which you can dev-

“The screen will say
‘Beware. llive’.
Mine like crazy—or
you could be eaten
alive”

elop your own style of gamepley.
On the first zone, [ simply mine like

made untll the warriors arrive. Then [

alternate between klling warrors

| and mnng crystals,

Soon after, I often find the Sinistar
on the scanner. So I fly to where it is
being built, quite often near a swarm
of planetoids.

The number of warriors 15 deci-
dedly low on the first ware, so you
can last for about thirty minutes just
mining and bombing. When [ want to
advance to the next zone, | stock up a
full twenty simbombs, and wait for
sinistar to come alive. Once he says
Tun, coward, run”, I drop about ten
simibombs. All the while [ continue
mining up to a full tank again while
my hits on him slow down.

Then I anmhilate im with a volley
of bombs as [ fly around him I drop

M

| IN DEPTH REVIEW

the bombs at strategic points to avoid
sinibomb interceptions by workers
and warrnors. In this way, I can get
mto the next zone with quite a few
bombs.

15000 points richer, | enter the
second worker zone. There are lots
more ¢of these

From here on, the cutward ferocity
of warrior attacks means each zone is
more a case of survival It is not
advisable to hunt the Sinistar and
attack mm while he 15 being built
Stock up on bombs and kill him as in
the first wave. This will be more dif-
ficult as the workers will try to re-
build hirn

Once again, try to reach the
warror zone with up to twelve sinib-
ombs. The warrior zone 1s decidedly
nasty. You must watch your step to
avold being plastered by bullets in
all directions. Try to be as fast and
unpredictable as possible, in the
hope of confusing them

Kill the Sinistar as in the previous

two zones, but be quicker.

The next zone is a planetoid one.
After the last two, this is like a
breather. You should try to get out of
this zone with a full tank

The next zone 1s the ultimate in
nastiness. It 15 the void zone, and 1s
the total opposite of the previous
zone. There are next to no plane-
toids. | have completed this zone
cnly once, so don't be too disappoin-
ted if you fail the first time.

Ancther useful trick is to drop one
sinibomb and follow it to the Sinistar.
Hopefully, 1t won't hit anything on
route

[ have also been told that there is a
way to get 255 men if you are the sec-
ond player. Lose your last man by
being eaten by the Sinistar — drop-
ping all bombs simultanecusly and
killing the Sinistar

It 13 a shame to see players turn a
blind eye to this game. deterred by
the difficulty and speed. It may be
difficult to master, but it really re-
wards the skilful player

The world record for Sinistar is
only 791,000 points. This is almost in
my grasp at just over 500,000 points —
and I haven't been playing it long
It's about time us British game-stars
challenged the Americans who hold
every record except three - Solar
Quest, Juno First and Exerion. [
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s sheriff of this here town, |
must say that I haven't had as
much fun in a long time

Games nowadays are judged
mainly on the standard of their
graphics and playability. This game
has block graphics and 15 fairly re-
petitious, So what makes it a winner?

The most outstanding feature of
High Noon is its atmosphere, 1 be-
came acguamnted more and more
with the separate characters as |
played. 1 really felt I was there
amongst the action. Gradually, the
game grew on me.

Like all good games, there is a
story behind the action. In this case

the programmers didn't have to use |

their imagination too much. The main
story has been told in the film High
Noon starring Gary Cooper and
Crace Kelly, And the excellent music
accompanying the game has also
been taken from the film sound 1m-: k
by Dimitr1 Tiomkin,

the film, here's the plot. You are the
sheriff of a law-abiding town.
suddenly, there 18 a rush of bandits
and robbers hitting the town in an
unwelcome surge of violence You
call on the local town folk to help you,
but they re too scared. You're on your
OWTL

Armed with only a gun, you have
the mammoth task of cleaning up the
town and maintaining peace 1n the
west. You must shoot the outlaws, to
stop them from raiding the bank and
carrying off the can-can qirls from
Saucy Sue's bar next door.

The game's 1dea may seem simple
at first, but it can get comphcated.

Howdee, partners! Grab yc;ur

guns cos you're gonna have

to make your last stand. John

Griffiths earns his sheriff's badge.

SPECIFICATION
Game: High Noon
Supplier: Ocean
Machine: Commodore 64
Price: £7.90

Rating: Value 3
Graphics 4
Sound4.5
Gameplay 4

‘The opening screen is made up of

| several bulldings. Some are just for

scenery, but the others are important.

The first of these is the jail This is
important only at the beginning,
when you are shown leaving it to face
the onslaught of outlaws. The next
building is the bar belonging to
Saucy Sue. After this comes the bank.
Finally, there 1= the undertakers,

| kept by the shmy Riga Mortis,
For those of you who haven't seen |

Mr Mortis seems to be the only
person in good spirits, not surprising
with such an increase in business, He
has the gheoulish task of carrying
away the bodies lo be embalmed. He
wears a top hat and tails, and
scampers about the screen n glee
collecting the bodies. Mr Mortis has
ne time for frills like a cart to carry
the dead, so he drags them by their
feet instead Sensibly, he wears a
bullet-prool vest; all bullets pass

through him. He does have one sav-
ing grace: U you're shot, he'll collect
your body before the gangsters,
The other characters look like typ-
1cal cowboys in green, fawn and red
shirts. The outlaws are distinguish-

able by their black kerchiefs. You, of
course, wear white,

The first outlaws come on foot,
armed with guns not unlike yours
They won't hesitate to shoaot you as
they make their way to the bank to
take the cash in its canvas bag, or to
the bar to take away one of the girls
Each girl, incidentally, has a different
coloured dress, and kicks and
squirms efiectively,

When you sort these out, you have
more bandits to contend with. They
appear at the same time as the first
ones, but are on horseback They

| swing in the saddle, and fire in a

pretty miity way

The last of the masked men are the
worst, and the most cunning. They
take a less subtle approach, but they
go about it craftily, They carry dyna-
mite, If youre not careful, theyll
creep up on you and drop their
deadly cargo. This explodes m a
nice fashion — so you'ld better get out
of the way

As you progress through the game,
all three types attack simultaneously

The graphics are fairly detailed in
places, even if they are a little
square, The separate movements of
all the creatures as they strut about 1s
marvellous, There are also some 1n-
teresting features, and some
thoughtful ideas. To my surprise and
joy, the shernff can hide inside the
three main buildings. You can just
see him there by locking through the
windows. And when you go in and
out of the bar you pass through a pair
of old western swing doors

There are two other features |
liked. When the bandits make off
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with the girls, they can be shot But
the shenff is an automatic gentleman
— the girls never get hit, and run to
salety unharmed. The horses are
similarly protected.

At the end of each wave, there iz a
chance to add a bonus to your ac-
curnulated score. This is done
through a sudden-death quick draw.
You and a masked fighter stand in
the centre of the sandtrack. Whoever
shoots first, wins, If it's you, you get a
bonus and go to the next wave.

If you are good enough, you will
eventually be able to track down the
outlaws to their "hole in the wall" lair
for the final showdown. This will de-
cide If law and order will prevail,

There 15 a title page on screen
while the game is loading, Once loa:
ded, the music starts. The main
sound effects are used for shooting,
dynamite explosions, and the thud of
outlaws as they hit the dust

Even though this game 1s fairly ori-
ginal, It dees have some similarities
to other games. It's a shoot 'em out as
opposed to a shoot 'em up - lhike a
slower Robotron. Strangely, the
game most near to High Noon in feel
animation and excitement i Com-
modore's International Soccer. But
perhaps this is not surprising: both
games were programmed by An-
drew Spencer. In this latest game, he
worked with another author, Stephen
Wiggins.

Hints and tips.
® If you stay in the centre of the
SCreen, you are a very easy target. So

make your way to the top of the
screen and the safety of the buildings
ds soon as possible. Fire as you go,
both left and right. You're very likely
to hit one of the bandits as he ap-
pears on the screen

® You will gain more points for killing
bandits quickly. But be careful - you
must stand still when you shoot.

® When it comes to shooting, aim at
the bandits' heads or shighily above.
Even then, watch out! They usually
fire one last shot before hitting the
dirt, so move immediately after firing.
® One trick [ like to use is hiding in
the bank, where you can't be hit, then
jumping out with a surprise attack.
You can't shoot when youre in the
building. Don't get too dependent on
the buildings, however. There are
none in the last scene,

® To get the bandit riders, go to the
top of the screen. Fire downwards.
® The instructions suggest that you
can trust the bandits to be cowardly,
that they won't shoot you if one of
their own men is in the way. Thisis a
load of rubbish - I've been klled
many times relying on this rule,

® The dynamite bandits walk onto
the screen like the others. The only
way you can find out if they are carr-
ying dynamite is to hide. This makes
them stand still. Once you have det-
ermined where they are, the best
strategy 1s to stand just outside the
bank and wait until they drop their
deadly load. As soon as they do this,
np inside the bank for safety, They
carry only one set of explosives, so

you can then pick them off.

® AsS you progress, stay as near as
you can to the bank. The outlaws will
start shooting through the windows of
the buildings, and they'll get you if
you're not near enough to hide

® | have tried to watch the different
coloured fighters to spot different
characteristics. But they all seem to
fire and move in much the same way.

Summing up. This 15 a strange mix-
ture of a game, Unlike most 'mega-
games nowadays, High Noon has
only two screens. But there is so
much action that it doesn't matter,

The graphics are good, but could
have been better. The animation is
very good, and the sound excellent.
Its most outstanding feature, as I've
said before, is that it 1s such fun to
play

High Noon has only one control,
the joystick. The gun you use is sup-
posed to be a six-shooter — but the
number of bullets you release makes
it look more like a 6,000-shooter. If
you have a Quickshot I, it's not much
more use than a joystick without the
rapid-fire option. But when it comes
to the shoot out at the end of each
wave, it becomes very useful All you
need to do is switch to autofire and
push right. The fighter doesn't stand
a chance,

On the whole, High Noon is very
enjoyable. I wouldn't recommend it
madly because I think different types
of games are a question of taste, But
do give it a chance, and see if it
doesn't grow on you as it did on me, [
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he last issue of TV Gamer

mentioned that [ Robot had

invaded the US arcades. | had
a chance 1o see 1t here

You, the player, are an unhappy
interface robot mn rebellion agamnst
Big Brother and his agents, the evil
eyes Your mission is to destroy the
evil eye and reach the pyramids
There, you can collect jewels and, of
course, points. There are over 100
levels with twenty-two different
playfields, Between each round is a
bonus stage.

The robot advances by touching
all the red zones on the screen. The
zones are separaled by yawning
space - §0 you must jump from one to
another,

The ewil eye takes a dun view of
jumping robots, S0 you can jump enly
when the eye Is locking the other
way. If it does see you 1t will express
its displeasure by zapping you with a
cosmic glare.

The red zones form a defensive
shield around the eye. When youve
touched all of them the eye 15 def-
enceless, You can now destroy it
and reach the magic pyramd While
you're hopping from red to red, there
i5 a constant threat from hostile
forces, killer birds, giant beach balls,
pyramid mines and buzz saws.

If you survive these hazarcs and
destroy the eye, you will launch into
space and shoot your way through
more obstacles. Eventually, you
reach the next area of red zones

A unique featre of [ Robot is the
viewpaint. This allows you to change
your view of the game fvom overhead
to ground level, or anywhere be-
tween. After completion of level
twenty-six, this feature 1s brought into
use when the viewer killer makes its
appearance.

The only way to avoid this awe-
some creature 1s 10 dodge it by alter-
ing your viewpomnt Don't forget - it's
not the robot that's under attack, but
the player!

What we have 15 a muture of maze
game and space shoot 'em up plus
added ingredients not found in any
other arcade game. [

The screen below left above was crealed
by Andy Harnis, m Doodle City.
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are it 15, the one you've been

waiting for: the sequel - or is

it the prequel? - o Star
Wars. No vector scanning this iine or
fancy cockpit cabinets, just a straight-
forward, honest-fo-goocdness, coin-
operated arcade game: Return of
the fed,

The action takes place n the forest
of Endor, in outer space. It i1s, of
course, inside the death star. The
graphics are excellent, and the voice
synthesis the best yet Darth Vader,
RZD2Z, the Wookie and others are un-
mistakable as they make their stereo
utterances,

Phase one starts in the forest of
Endor. There, Luke Skywalker
mourts his motoreycle, and heads off
through the trees in search of
Princess Leia and the rest of the
leam.

You can help him on his travels.
Firstly, naturally enough, try not to it
the trees. When the enemy storm-
troopers give chase, you can shoot
them by getting behind them or
knocking them into the trees with
your machine. Watch out for Ewok
traps. And make sure that you get
through them first, or Luke will be
caught by the wire strung between
the trees,

For extra points, logk for the split
log and steer through it. You are al-
most safe now, and must prepare for
the next phase — nside the death star

Luke's vehicle 15 now a skyfighter,
and he 1s travelling through what
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looks like a plumber's nightmare,
Avoid hitting the red pipes and, as
before, shoot the enemy craft or
bump into them and knock them into
ocbhvion,

Eventually, you will reach the
death stars reactor chamber. Shoot
the flame. Then get out fast the way
you came in - before the reactor ex-
plodes and destroys you along with
the dastardly Darth and his death-
dealing domicile,

Meanwiile, back in the forest, the
Wookie has climbed inside a walker.
This 15 a sort of sardine can on legs,
otherwise known as an At-Al As he
makes his way through the forest,
avold the rolling logs and falling
rocks which threaten 1o trip him up.
Shoot the enemy scouls for extra
pomnts,

Every so often, and without warn-
ing, the scene changes, You find
yoursell in deepest space, attacking
a mysterious space station and being
attacked by a motley selection of
ahien artillery,

Just as you've got used to being in
space, the scene changes back to the
relative tranquility of the forest

Return Of The Jedi 1s a great game,
It's not an all-time classic, but it is
bags of fun for everyone. Like the
film, this one should be around for a
long time to come. '

ired of tenms? Bored with box-
ing? Fed up with football? Then
keep up with karate.

4.4

ooy i

When [ first heard about this game,
1 had difficulty believing that it could
even begmn lo recreate the mys-
tericus ways of the onental martial
art After several bruising bouts, |
was forced o admit that [ was wrong

First things first A player can
compete against the machine or
against another human opponent.
Both options are equally satisfactory
— unless your oppcnen! happens to
be a black belt,

Each player has two four-way joy-
sticks, and I calculate that this per-
mits steen positions. Each position
Tepresents a particular attacking or
defensive move. Put stick A up and
stick B down, for inslance, and your
plucky fighter delivers a delicate
kick to his opponent's throat

You can punch, kick in the
stomach, elbow, and somersault
once you have mastered the controls,
This 15 not easy at first, and becomes
more difficult after you have re-
cewved a subtle lack below the belt
With practice and perseverance,
you will master the technique.

Insert five groats - one groat
equals four pence — and you are
given a little time to warm up before
the contest. You need this time to
check the moves,

The referee is a smster-looking
fellow wath a droopy moustache, He
starts the game, and is present at all
times to give his verdict on the pro-
ceedings. If he thinks a hit was ex-
cellent, he awards one pomnt. For a

farr hit, you get only a half point. Each
bout lasts until one of the contestants
has scored three pomnts.

If you win the bout, you go on to the
bonus stage, Here you must deal with
flying objects, charaging bulls, piles of
bricks, and more. Jump, kick o1
punch as seems appropnate, I found
that kicking the bull 1s not a good
idea. Try jumping over it instead.

The next bout takes place in a dif-
ferent setting, Otherwise, things are
much the same as before. Your new
gpponent 1s tougher than the pre-
vious, of course. But no one is inving:
ible,

Il you are playing the computer,
use as many moves as possible. This
confuses your opponent, and makes
it harder for him to retaliate,

The graphics are pretty basic on
this game, and the sound effects
primitive, But the words ee-arrggh
and ay-errh are very realistic!

Karate Champ achleves its aim
better than just about any other
sperting arcade game I've seen -
even those which use more sophis-
ticated technology. It's also one of the
few games which has caused me 10
laugh out loud atl frequent intervals
Flay and you'll soon see why

Cne last thing. There is no mention

of this in the game instructions, but if

youre takang Karate Champ ser-
ously, you should bow to the mach-
ine before and after a game Thats
even if you lose, Courtesy costs noth-
g, [

e — -

————

210072 M55

TV GAMER DECEMBER "84

il

- — _—




o )

D-AV-E

Last month, Dave
Harvey introduced
musicand sound on
the Atari. In this
month’s column he
givestwo short
programsto help
you getthemthe
easy way.
Andthelong-lost
Jon Dean at last
reveals his
whereabouts.
et'slook at the first program. It 400 FORD=15TO0 18 just to save youtime typing in the
I enables you to sound several STEP-1:50.0 D/4*2.2564+ (RND program.
different percussion and saund (1)*123.2521), 10, D:NEXT
effects by pressing the keys that D:POKE 764, 0:GOTOS Regular readers of TV Gamer will
spellout TVGAMER. Youcanalter 495 END have read of Dave'ssearch in vain for
the program, if you wish, to make | 900 REM *** DID YOUHEAR Jon Dean of Atari The tom toms'
your own sounds, ABOUT THE PAPER COWBOY message travelled swiftly, . .
OREM *** PROGRAM BY DAVID WHO WASHUNGFOR You've done it Exposed my secret
"WANNA PLAY DOUBLES? RUSTLING/ to the world!
HARVEY AND REGINALD SOUL 501 REM *** TVGAMER IN As youand REeggie must have
| GR.1&POKE 712, 12:5E. 2,3,4.7 INVERSE found out, [ never went to Africa-my
#6,"PERCUSSION 5107 #6;"7 #6,"T = BASS DRUM" mission was far more deadly!
PROGRAM" REM IN INVERSE 5127 #6,"V =CLAP ['was sent out alone into the murky
2G0OS.500 5147 #6,"G = SHOT" depths of Slough. . .yes. . .Igotmoved
5 X=PEEK(764) 5167 #6;"A = WARPED DRUMS" from the ground floor. . .up tothe
101F X=45 THEN 100 9187 #6"'M = dreaded first floor of Atar House! |
11 IFX=18 THEN 150 SYNTH-BASS-DRUM" | knew too much, and so there wasonly
12IF X=61 THEN 200 5207 #6,"E = odd" one thing they coulddo withme,, .,
13IF X=63 THEN 250 522 7 #6,"R = REGGIE (cue dripping’ sounds, echo; and
14 IF X=31 THEN 300 SURPRISE" RET.. REM HIS read in Vincent Price voice:)
151F X=42 THEN 350 IDEA, NOT MINE. Atone end of the building isa
16 IF X =40 THEN 400 If you are feeling a little lazy, and small room which few dare to enter
20 GOTO S5 find you haven't encugh strength to .. this iz where software
I0OFORD=15TOOSTEP-1. SO, pressthe keysdown, wesuggestyou | developmentoccurs. . .anditsnota
0,255,12 D:NEXT D: POKE type in this program. _ pretty sight
164,0:GOTO 5 OREM *** RHYTHM BY REGGIE Boris runs software development,
1I50FORD=15TOO0 10FORD=15TC0 assisted by Egor - these creatures
STEP-1:50.0,6.8, D NEXT STEP-1:50.0,251,8.D: NEXT rarely come out of the small room.
D:POKET764,0.GOTO S D:.GOS. 100 Forjustoverayear, | had been
200FORD=15TO0 20FORD=15TO0 assisting them with their _
STEP-1:50.0,5,8 0:50.1,6 8D STEP-1:50.0,5,8,D:NEXT experiments, This was it—my big e
50.2,7,8D:50.3 8,8 D.NEXT D:GOS. 100 chance! HiEVE
D:POKE 764,0.GOTOS 30FORD=I15TO0 While they weren't looking, 1 took ot
250 FOR D=15TOOSTEP-1.FOR STEP-1:50.0,251,8 D\NEXT thegrenade and blastedaholeinthe  [REEES
N=1TO3:50.0,D+N*251, D:GOS 100 wall, and ran to the market place, e 8
8 D*NEXT N:NEXT D: POKE 40 FOR D=15TOOSTEP-1. 50 new, 1'min marketing! |ttt
164,0.GOTOS5 50.0,5.8D:50.168 | T'vemanaged to bribe theraving Rty
JOOFORD=15TOO0 D:50.2,7,8,D:80.53,8 8 D:NEXT lunatic, have bought my shovel, and xRl
STEP-1:50.0,251,12, D:NEXT D:GOTO 10 have found the Temple Treasure R e ol
D:POKE 764,0.GOTO 5 IO00FORN=ITO 100.NEXT NRET | Room. Whatwill happennext, [do
350 FORD=15TOSTEP-1; You will note (I} that, in the two | notknow. [ was considering going to
S0.0,13,12.D:80.1,14, 12.D: programs, sgine of the commands | Afnca, but hear thatit's full of
50:2,18,12.D:S0.3,16,12, D:NEXT D have beenabbreviated. Sound, for | reviewers falling off benches. ..
POKE 764,0.GOTOS example, 1s represented by SO. This From]on 'Indiana’ Dean O
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PSYCHO SHOPPER
Machine: Viec 20 (8/16K expansion

Jjoystick option)
supplier; Mastertronic
Price: £1.89
Type of game: skill
If you've ever wondered what being
attacked by a granny 1s like, this 1s
the game for you. Its the reverse of
what you read in the popular press
about OAPs.

There are four screens to Fsycho
Shopper. In each, there is one or
more Gladys Granny. Avoid her -
her touch is deadly.

ocreen one 18 the pedestrian
crossing. Here (ladys patrecls the
centre of the screen. Lorries and cars
must be dodged, and you must Cross
using the zebra crossing To add to
the confusion, you must collect coins,
which means 1t 15 nearly impossible
to get past Gladys.

With perseverance, you can get
onto the second screen. You'll wish
you hadn't,

Here six lanes of traffic confront
you, again with Gladys patrolling the
centre. To cross to the centre, you
must pick up coins and avoid lorries
cars and dragsters.

Once onto the cenire, two coing
must be picked up. Then it's to the
highway once again, _

The first two screens are frustrat-
ing at times. But credit must be given
to the programmer as the graphics
are good. Alas, the last two screens
don't ive up to the standard set by
their predecessors

The third screen is the railway,
perhaps the hardest screen. Not only
must you collect coins, vou must also
dodge six Gladys Grannies and six
Intercity trains.

Screen seven shows a super-
market. If [ sa1d the train screen was
the hardest, this 1s impossible

The game may be suited to arcade
champs; it's simply too hard for a be-

ginner.
Jason Habgood

Value 3

Craphics 3.5

Sound 2.5

Gameplay 2.5

* %k % Kk Kk k &

SPIDERS/SIMON/GRANNY
Machine, CGL/Sord M5 (Basic | or 6)
Supplier; CGL Software
Price: £12.95
Type of game: three-in-one
Spiders 18 a cat and mouse chase
game. You take the role of a rather
large man trying to avoid three chas-
ing spiders. The idea 1s to stay alive
as long as possible. There 1s a clock
at the bottom of the screen recording
the length of time you survive

To make the game harder, two
thirds of the screen is filled by
spiders webs. You can't move across
them — but the spiders can
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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.

e |

oound 1s quite nice, and sort o
spooky

SHTon 18 a computer version of the
game of the same name, The 1dea 1s
to correctly repeat what the compu-
ter aoes,

There are four numbered boxes
on the screen, These flash colours in
a random order for you to try and re-
peat, Each time you get it right, the

LTI R R R R R R ERERERENDEN]

AQUALITY SOFTWARE FROM CGL

REVIEWS

sequence gets one flash longer and
faster. This 18 a simple but good,
addictive game

Cranny 1s a version of the old fav-
ourtte, Frogger. But on this version
there are two roads to cross, instead
of a road and a river

You must go backwards and for
wards across the roads ten nmes to
pick up your granny. You have ten
lives: each time a vehicle hits you,
you lose a hie,

sound 18 neon-existent and the
grapiics are jergy. It could hav
been much better,

The package is among the better
offerings from CGL

Paul Bessant

Value 1
Graphics 3
sound |
Gameplay 3

<v Sk sb

INTRIGUE
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| Machine: CGL/Sord M5 (Basic 1 or 6)
Supplier: CGL Software

Price: £5.95
Type of game: maze
If you find watching paint dry excit-
Ing, vou'll ke this game

The game 15 a seven by seven
arid. Starting at the centre, you must
gelect the correct direction 1o reach
the outer edge, Several hidden exits
follow a pre-set sequence

Unfortunately, for me the sequ
ence was so complex that the game
was unplayable

Paul Bessant
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HAMPSTEAD

Machine: Spectrum 48K

supplier: Melbourne House

Price: £9.95

Type of game; adventure

The aim of Hampstead is to reach
the pinnacle of social status, of which
acquiring wealth is only part. To go
up in the world, you must gain the re-
spect and admration of your fellow
men. And there's more to that than a
fat bank balance.

The obiect of the game 1s to "attain
Hampstead" You must wear the right
clothes, awe the impression you
know about art, be seen 1n the nght
places, live in the right house -with
tne night partner, and use the correct
type of transport

PAGE GUIDE

To make things easier for our
readers, below is a list of the pages
on which you will find reviews for
your machine. BUT NOTE: most
gomes are being converted fo run
on arange of popular machines.
Keep all TVG reviews even if the

ame is not for your machine —it's
ikely it will soon be.

Games Pages
BBC 50
CGL 46
Commodore 48,50,51,52,57
MEX 50,57
Spectrum 47.52,54,57.60
Vic 20 44

nstructions tell you to lie

The

1 yC
| cheat, steal and defraud And you

know that makes sense

There i1s a score command which
tells you your percentage of comple-
ticn of the adventure, Hampstead is
very difficult, 1 managed to get only
38% — and I thought [ was doing well

Most of the commands are verb
noun. All words can be reduced to

four letters, and the directions and

some Wordas to one letter
't N S - e . 5 — = | T o o o
i JII\.-I.':JIL'.!'."! ead 15 text onl W [ was d 5-

appoimnted with this, as it is by Mel-

Age 1B

Age. 17

Each month we introduce members of TVG’s 70-strong review panel.

:
:
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MATTHEW JARVIS

Hobbes: hiking, arcades
ei like: salng

Pet hate: pecple who pick

holesm the Spectrum

Bestgame: The Hobhit

Worstgame' Frogger

DAVID MAHER

Hobbies programming and
Gaelic football

Pet like sleeping

Pet hate buses

Bestgame: Decathlon
Worst game: Q7 Ber!

REVIEWS

pourne House

An annoying thing about
Hampstead 1s that it does not print
the directions you ¢an go. So you
must guess. This does not affect play
too much, but 1t left some 1mportant
locations hidden until later,
Jccasionally, the adventure con-
tamns very funny pieces of text des-
cribing the positions you can get into
For imstance, on my first attempt [ left
the house confidently on my bike. |
was wearing only my bike clips — so
was arrested for indecent exposure.

The following attempt, after fin-
ding clothes [ was mugged. After
many other doomed attempts |
boarded a train. In minutes [ was
thrown out of a window by football
hooligans. And when you type HELP,
the " program tells you to ring the
Samariians

With the game comes an illustra-
ted booklet giving background det
alls on Hampstead, and many well
hidden clues. The booklet, like the
game, 1s numorous

The response time of the game is
very fast, and I enjoyed playing. You
will play it for many weeks before it
15 solved

Anthony Ackroyd

Value 3.5
Craphics N/A
Sound N/A

P, RIS I=aer 2 B
waimepiay 5.9

Age 14
reading

Pet hate womatoes

Age. 14

Petlike: music

MARKSOUTHGATE
Hobbies. fishing, computing,
Pet like: chipsand Coke

Bestgame: Scramble
Worst game Lunar Lander

DEBORAHLANDER
Hobbies video games,

Pet hate: homework heavy

metal bigheads. dogs
Bestgame: Black Hawk

Warst game: Arcadia

GARY ANDERSON

Age 1B

Hobbies fell walking, art,
COMpPUler games

Pet like: The Young Ones
Pet hate: gristle in sausages
Bestgame: Monty Mole
Worst game. Road Roller

T
PAUL BESSANT

- Age: 14
Hobbies: playing computer

ames
tlike: cats, bargains

Pelhate expensive software
Bestgame Pooyan
Worstgame: Intrigue

47
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DEATH STAR INTERCEPTOR
Machine: Commodore 64

Suppler. Systemn 3

Price: £9.99

Type of game: space shoot'em up
As you can guess from the title, the
plot of this game is simnilar to that of
the Star Wars film. 1 don't usually like
shoot ‘'em ups, but for my money this
version 18 enjoyable. | found 1t addic-
tive — and beat the top score. i

The story takes place in the year
4021, Earth has refused to gwve up
any more of its people ta be slaugh-
tered in the galactic empire's mines
In punishment, the empire des-
patches its deathstar to obliterate the
defiant world.

Earth's defence counci knows it
has only one hope. The deathstar has
a weakness: the reactor which
powers it. The reactor 1s protected
by force fields, laser turrets and figh-
ter craft. But a small Earth fighter
could slip in and penetrate 1is def-
ences, A direct hit on the reacior's
exhaust port will make it go nova,
taking the deathstar with 1t.

You - of course — must undertake
the pernlous missicn. You are given
the latest in space combat techno-
logy, the SF1 starfighter. Full mission
briefing 15 given on board - which
means the mstructions are cnscreen
rather than on an accompanying
leaflet,

When loading, a title page ap-
pears onscreen to show the game is
loading correctly; a nice touch. Your
instructions are then given, with a
choice of four difficulty levels: cadet,
pllot, commander and master.

There are twelve screens. You
start at launch stage. The launch way
18 subjected to random tractor beam
scanning from the deathstar. If yvou
are caught in i, you will be des-
troyed.

Hurtling away from earth, you 1m-
mediately engage enemy space
ships, These include Tn Spheres,
Droid Jets, Beta Fighters and Attack

Pods. Hitting them 1s worth 250 points
each, but you must hit some at a cer-
tain angle. The strategy 1s to destroy
enough of these for the commander's
ship to come out of the deathstar and
attack you Damage to his ship is
worth 750 points. More, he must fly
back Follow him so that when he
flies through the opened forcefield,
you can do so also.

Now you fly through a central
trench - protected by hover tanks
worth 250 peints — to the exhaust port.
The port is protected by its own
force field — you must hit it when the
centre 18 red.

The port 15 alseo protected by high-
powered laser turrets with 100% ac-
curacy at close range. Luckily, they
are computer controlled to withstand
attack from outside. It will take ten
seconds to reprogram them - you'll
need the time.

Especially dangerous in this game
are tracking intercept missiles
Areas of the trench are also protec-

ted by charged barriers and vertic- |

ally locking tracter beams. If you are
caught in one, you can move only
horizontally.

I do have a few quibbles with this
game. The first is that nowhere in the
instructions are you told to plug your
joystick into port one. The second is
that only by fiddling with the keys
did [ manage to return to the in-
structions or choice of difficulty level
without reloading But these are
ITINCE poInts.

At less than £10, Death Star Inter-
ceptor 1s worth buying,

D Boyd

Value 3.5
(Graphics 4
Sound 2
Gameplay 3.5
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BRISTLES
Machine: Commodore 64 .
Supplier: StateSoft
Price; £8.95
Type of game: skill
Bristles is the first game I have had
from StateSoft. It has fast load, but |
had to try three times before it loa-
ded.

The aim 15 to pamnt rooms, using

REVIEWS

lifts and ladders. or by jumping from
room {o room. There 1s a time limit.

As you move around the rooms,
you are pursued by flying half pints,

.These dash across the screen in a
preset manner. You can jump over ar
duck under them.

For each screen cleared, you get
rwio extra paint brushes. You can also
gain bonus points by collecting paint
rollers m some rooms. The quicker
you are, the more points you gain.

Screen two has more rooms to
paint. You will also meet flying half
pints and dumb buckets. There are
sale roomes orn all screens where your
pursuers will not enter. Use them.

Screen three 18 where you meet
Brenda the brat She is the super-
intendent's daughter, and the most
annoying thung I have encountered in
any game, she gets bored easily, so
amuses herself by slapping hand
prints on your newly painted walls,
Brenda loves candy, so if you get the
two candy canes, give them to her,
she will flash with delight and be
distracted from her slap-happy ways
for fifteen seconds per cane,

In screen four, you meet the leader
of the buckets, This bucket chucker
can really move. You can temporarl-
ly halt him by trapping him in the
paint mixer

Bristles has eight buildings and six
skill levels. The game gets much
harder each building You will have
to deal with clear varnish which you
cant see, and try the game in the
dark.

Up to four players can play in turn

This game is a must for any collec-
tion. The graphics are good, and the
sound passable. It will give you
pleasure for a few months,

Steven Roberts
Value 4
Graphics 3
Sound 2
Gameplay 4
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ATARI O

EVERYTHING YOU WANT FROM A HOME COMPUTER

1. ATAR! 84K BOOXL - E168: The Atari BDOXL has many facitities and Includes such advanced specifications that you will be amazed by its
performance. At the new retadl price of only £163 for-a Tull specification 4K computer with a proper full siroke kayboard, we belisva that
thes AOOKL cannod be bealen. Just leok al the following specificationa:-

COLOUR CAPABILITIES: 16 codpurs and T8 intonsities giving 256 diflerenl coloers ial of tha 256 colaurs can be displayed al tha samo Himsa

QPERATING SYSTEM: 24K ROM mciinding Atarl Bass: pragramming language and & sell diagnoatic test program,

KEYBOARD: Full stoka design with 82 keys inciuding help Key snd 4 spacial function koys, intarmationsl character sed and 29 graphics koys.

SOUND: 4 independent sound syrifiessers sach capable ol procucing masic Acrass B 3% GolEve range of @ Wide variety of spacial sound slfacis, (Additional
programming can achsve an octove mnge of v 1o vine aolaves' )

o ¥i 1% graphle mades and 5 bexn modes. Up 0 320182 resclutian. Maimium el desplay 24 lines by 40 columns.

SPECIAL ATAR| INTEGRATED CIRCUITS: GTIA for grapmcs display. Pokaey for ssurd and cantraliar porE. Antic lor scraan canlnal and KO (npubt Outgal )
CPLL: G502 0 micrpprocessor - D60 microsecond cycéa and a clock spesd of 178 MHz

EXTENDED GRAPHICS FUMCTIONS: High resalulion graphics. Multi-coloured characier sel Sattware screan switching, Multiple rédifined characier sets,
Player missife {sprite) graphics. Fine screon scralling. Changaable calour megisters. Smooih charmcler movament, Simpéa colcur animation facilitios.
PROGAAMMING FEA ES: Buill in Afari Basic programming language supporing peek, poke and USSR plus o1 isast 8 olfisr langUages available. The halp
aey will prowide additional information and menu screens with ceen seltware. Full on-screen edding i available as wall &8 syntax checking on ontry,
INFUT/OUTPUT: Exfernal processar kg for expanaion with memory snd pariphersts. Gompasile vided manitor cutput, Peripheral port lor dirset conaection
1o Alari slandard peripherals. Soltware carindge siof is-moleded as well 85 7 joystick canbrolier ports

BOFTWARE: Ovar 1,500 {hams of soitware ofe availibhe including self taaching programs with uniges voice over. The range o programs inciudes Educstion,
Haie Manogement & Pragrammitg ards. There s also AP {Aan Program Exchenge] snd of cowse Afan's limois enferiainment soitware now at-only
£5.55. mackiilian there 5 0 hesl ol support and halp availadle trom special= Atan mogazenes like Antic and Analog amd [rom over 75.Atan books'manuals.:

2. ATARI 800 48K COMPUTER - £69: We have & limited number of the Mk1 model 800 compuler with 48K, The price Is £68 {as & games
maching) or £88 with the Basic Programmer Kil (Basic cartridge & 2 manuats]. Both coma with a full 12 months guarantes.

3. ATARI 1010 PROGAAM RECORDER - £34; For low cos! storage and retrieval capability. Data transmission 600 baud. Storage capability
100K bytes on g sixly minulo cassette. Track configuration four frack, two channefs (digital and sudie). Auto record/playback/pause
control/unigee soundthrough facility. Also included is built in sccidentsl erasure prevention and automatic shutof sfter sach program as
wall as a3 digit fape counter.

4.ATARI 1050 DUAL DENSITY DISK DRIVE - £158%: 6" disks hoiding 127K randomiy accessible byles provide both expansion and
flexibility lor your 400/800 or XL systam with new helpful’ DOS 3. All customers who purchasa a Disk Drive from Silica Shop will be
avtomatically given a FREE set of 100 programs on 3 Disks recorded on both sides.

5. ATARI 1020 COLOUR PRINTER - £99: Printar and Plotter with four colour graphic peint capability. 40 column widih printing at 10
charactars per second. Can print 5. 10 and 20 characters per inch. 84 character sizes. Prints lext in 4 directions. Choice of line types.

6. ATARI 1027 LETTER QUALITY PRINTER - £248: For word processing letters in professional type. Print speed of 20 chars per second.

T.ATARI TOUCH TABLET - £4% Enables you 1o draw and paint pictures on your T.V. screen, with the touch of a stylus.

B.ATARI TRAK BALL CONTROLLER - £18.85: Enables cursor movemant in any direclion and adds arcade realism o your gemes.

2. ATARI SUPER CONTROLLER -£9.85: The ultimate joystick with doubdefire bulton to give ol a greater compelitive Bdge in your games.

SILICA SHOP ARE THE No1 ATARI SPECIALIST

Silica Shop are now firmly established as the Mo 1 Atarl retail/mail order end wholasale specialist in the UK. We already oller our service io
over 120,000 customers, 10,000 of whom have purchased Aterl Home Compuoters. Because we specialiss (and with a fumover of £1.5
milhonj, we ars ahle o keep prices low by bulk purchases, Aing one of our 45 stalf and we will be glad 1o be of servics 1o you. Complete the
corupon below and we will send you our Alari pack with price list and colour catalogue;

EXTEMDED TWO YEAR GUARANTEE: We dre an Alari Sarvice Cambre, abla 10 Bedsics and repair Atan g pmad and e soded 8 12 moandh guarantsa o ths
year olfered by Aari, gimng vou o full 2 yvesr guaranies on your compodes i wau bay 1§ from us.

SPECIALIST SUFPQRAT; O technical slall are slways awailnhis on the {doaphane to heip and adviss wou, We sndesvoir o hald sbacks of swary Almn
compatible ilem available inthe LK. and wa slock avar 75 Atan books &nd manuais

AFTER SALES SERVICE: Your name will sutomaticafly be sdded 1o our mailng lisl and you will racess price latg, sewsletbars and detalls af now relanses G
devmlopmuonts as wall as spécinl oNes which are aeclusive 10-Silica Atan Gomputar Dwrsrs

LOW PRICES; Our prices are axramady compalitive and wé will narmally malch any lower prce slfarsd by aur compelitors.

FREE COMPUTER OWHERS CLUB: This is opon o all Atarl comipllsd pwnas iiretpective of where ol purchassd your equipmanl. Membership & FREE and
anliting you 0 oo Dulleding giving daipils af rew relaases and devalopmants, Sand now for your FREE sndormation pack. prazi HEL G Colour calEingue,

PAYMEMNT: Wa accept cash, cheques, postal ordars and all Cragit Cards. We also offer credet faciiies over 1, 2or d years, plense write {or 8 sritten gucistion

NEAT DAY DELIVERY - FREE: All goods gespaichad from Sileca Shop are normally ssnd by dirst class post ar pareal pest FREE OF CHARGE. As a spacial
ircductory offer fora limited period gnly wa will be sending gl Computers and Disk Onves by nest day dedivery Servion at our axpenss,

S0 fill in the coupon below with a lllerature enquiry or order and begin to experience a spocialist Atarl service thal Ig sécond 1o non.

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 L B S A A i . A . A A A A N _N B N B B RN B § R I ™
' To: SILICA SHOP LTD, Dept TGA 1184, 1-4 The Mews, Hatherley Road,

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

___LITERATUAE REQUEST:

[J Please send me your FREE colour brochures and 16 page price list on Atari Computers.

el O e e Videogama B B o e P S e e Computer
R/ Nlrm AT e Initials: . ... ; . T gy et e L R e B e e T
T e e A e T e R e R R AL e e e Bl oh Sl el
...................................... Postcode:
DHDER REQUEST:
O 1020 4 Colour Printer N e AR -

OO0 BO00XL 84K Computer ..., .................., E185 O Letter Gualtty Prater .. .. ... ....cov0nnra., £249
L BO0SBE Compular ., ... v0ccvesesbscariarsns: EAB O Touch Tabiet+ Cariridge e e e M P (1

1010 Program Raecorder .. .. e £34 B T | £15,.95

1050 17K DHEk Drive . o.. . Eoi P avorrtyy O O Super Controller . Ty R i AP R 5 -

O o0

| gnclose Cheque/P.0. payable lo Silica Shop Limited for the following amowni £ .

O

CREDIT CARD - Please debit my Access/Barclaycard/Visa'American Express/Diners Club
N B b e

i
f
i
I
i
l Piease send me;
fl
!
§
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SINBAD

Machine: BEC B (keyboard or
joystick)

Supplier: Virgin Games

Price; £7.95

Type of game: skill

Remove your weary fingers from the

fire buttons, and climb aboard your

magic carpet to enjoy this delightful

and orignal game. Even so, 1 think

vour fingers will be weary after hav-

ing played this new release from

Virgin.

You play the part of Sinbad, ace
carpet flyer. It's your job on the first
screen fo convert all Sinbad's en-
emies into leading a peaceful way of
hfe, You do thus by touching them,
either from the rope ladder or the
magic carpet. When touched, they
change colour. You must convert
them all before going on to the next
SCTe el

The second screen has Sinbad in
outer space, high above Earth's
atmosphere. Flying carpets in space
— whatever next?

Our herc must dodge asteroids
which streak past him. Touching
these or any part of the atmosphere
loses you points

Then it's back to screen one
There are more meanies to contend
with, and the occasional snake or
spider popping along to see how
things are. Life 1s much more difficult
for Sinbad.

A unigue feature of this game 1s its
‘kill'time  matching - intelligence”,
This policy allows you to proceed on
your journey through space for a time
penod matched to your previous
adventure, The game can be very
cifficult and frustrating on higher
levels. But there 15 a surprise reward
if you complete the journey.

Graphics are both smooth and col-
ourful. I particularly liked the Star

Trek tune which plays on the second
SCTEeern.

This 15 cne of the better games to
have been released from Virgin, and
should keep your fingers on the key-
board for many an hour.

Waseem Asghar
Value 4
Graphics 3.5
oound 3
Gameplay 4
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POSTER PASTER
Machine: Commodore 64 (+ joystick)
supplier: Tasksed
Price: £6.90 casstte, £9.99 disc
Type of game: skill/shoot 'emup
In this game you play the part of Bill
stickers, the billsticker. His job 15 to
stick posters onto every hoarding in
town.

As the game progresses the post-
ers get bigger and so consist of more

| pieces. They are harder to put up.

But, as always, it is not quite as
simple as that! The nasties in this
game come in the form of wazzocks,
drainbrains and gnurds, all of whose
touch 1s fatal

The worst part of the game is col-
lecting the posters. This can take
anything up to five minutes at first.
Another thing to watch 1s the paste
consistency, because 1t won't stick if

x kX Kk Xk %k

it becomes too thick or too gooey! |
The mstructions are not very explicit. | computer games, and are complete

REVIEWS

[ had to watch demo mode to get the
hang of Poster Faster

On the plus side, this game has
good spund and excellent graphics,
with a 3D effect although not actually
i 3. There 1s an options table which
includes the choice of skill level and
number of lives, as well as the ch-
ance for two people to play each
other in turn.

| found Poster Paster really addic-
tive, and easy to play after the imtial
frustrations caused by the lack of
clear mstructions. There 15 a turbo
loading facility and it is entirely joy-
stick operated.

Nicholas Lord

Value 4
oound 4.5
Graphicsd.5
Playability 4

LAZY JONES
Machine: Commodore 64 (MSX soon)
Supplier; Terminal Software
Price: £7.95
Type of game: polycategorical
Lazy Jones 1s a mild-mannered jan-
itor employed 1n a hotel. He has no
desire to work — but is, as you'll see,
anything but lazy

You play Lazy Jones part, running
about a three-storey hotel This you
see from the side, The manager, the
ghost of the previous manager, and a
Ccleaning trolley are hot in pursun
Lives are lost by contact with any of
these

There are eighteen rooms in all,
connected by a very convincing lift
complete with shiding doors. The
manager patrols the top floor. His
predecessors featureless  spirit
takes the ground floor. And the
trolley takes the middle floor. They
are eluded by disappearing into lifts
and through doors, or jumping.

Most rooms contain their own
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with their own joystick and screen!

Lazy Jones walks intc each room
by himself You then proceed to play
a game 1n a game, This 1s particularly
effective, since the room 18 in 4D
perspective.  You can't help re-
membering that how well you play
ultimately governs Lazy |ones prog-
ress

A score and time-remalning are
displayed on the mini-screen Some
rooms feature games which end
when you are hit, while others pit you
against the clock.

By the way, losing a life ina game ina
room doesnt mean you lose one in
the game 1tselfl

After fimishing the game,
walks out, and reappears in the
hallway, Each games room can be
entered only once. If lives remain
after playing all the games, you may
do so — but the going gets tough.

You can enter the Dbroom cup-
board or toilet whenever you like.
This is particularly useful, as it gives
you a few seconds to plan your
method of escape.

There are many different games
all entertaining. A brief description
of some of them follows.

Fes O Propelled by a flying
machine, you hover between jagged
rock faces Rescue your comrades, at
a rate of ten points per head

99 Red Balloons: With the sound of
Nena's hit number in the alr, pick up
two flying balloons. These hift you up
into the sky, where a girl 15 waiting.
Having escaped a crossbow bolt,
approach the airl, and a saqueaky kiss
is heard!

Star-Dust: This 1s very similar to In-
tellivision's Astrosmash, only more
trying.

Wild Wafers: On a grid are revolv-
ing bouncing squares of the prison of
General Zod in Superman One varl-
ety. Fire at them from a spaceship.

fay Walk: A sub-standard mini-
Frogger.

Wipe Out: Remimscent of Pong

Egaie Chuck: Avoid huge os-
triches while collecting eggs.

The Wall: An arrow 1s
Using the joystick controller causes a
trall of brickwork to be left behind it.
Try to cover the screen

The Turk: A turkey moves across
the screen on a belt. You fire a fork at
1t, and af you stab it you earn points

Cutland: Like Star-Dust.

Laser Jones: Rows of merciless
aliens & la Space Invaders.

The Hills Are. Allve: A routine
spaceship with side-on view, blast-
ing away at alien mother ships,

Lazy Nightmare: Jones dreams
about encounters with multiple man-
agers. No user involvement!

Farooq Agha

Value 4
Graphics 3
Sound 3.5
Gameplay 4.5

Jones |

on-screen. |
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TERRORIST
Machine: Commodore 64
suppher: Virgin Games
Price: £7.95
Type of game: strategy shoot 'emup
In Terrorist, you must protect a town
from - of course - terrorists. As Fed
Leader you take your anti-terrorist
squad to seek and destroy the enemy
before they succeed In capturing
key sites

You are allocated [,000,000 points
at the start of the game You lose
points for wrong decisions, and gain
them for correct ones.

After you have loaded the game,
you see a map — which you must
memorise quickly,

Your transport consists of a police |

car, boat and helicopter. The heli-
copter 15 used to refuel the car and
boat, and as a gunship to combat the
terrorists. To refuel the helicopter,
there 15 a fuel dump in the centre of
the screen. You are limited to three
helicopters.

On the left side of the screen 1= a
status bearq, showing locations vul-
nerable to attack. When under
attack, the location symbol will flash
and a tune 1s played The music is
always appropriate to the location -

| for example, can-can In the theatre

and organs in the church.

The graphics are not up to the
Commodore 64's usual standard. The
sound 1S average, but sometmes
overwhelming

The 1dea of Terrorist 15 good, but it
1S not set out properly. There 1s too
much to do at one time. For me, this
cdid not held lasting interest

Deborah Lander |

Value 2
Graphics 2
oound £.5

Gameplay 2

REVIEWS

FALCON PATROL II
Machine: Commodore 64
Supplier: Virgin Games
Price: £7.95
Type of game: skill/shoot 'emup
As you have already guessed from
the title, this 15 the sequel to Virgmns
highly acclaimed Falcon Patrol.
That game was good, but lacked
variety; even the programmer later
admitted that it wasn't very challen 1-
ing, But Falcon Patrol Il 1s very much
s0. The author has enhanced bmh
sound and graphics, and added a
few new features. These include air-
to-ground missiles, anti-aircraft flak,
helicopters and radar jammers.
The basic 1dea of FFPII 1= simple,
You must fly your VT'OL arcraft over
a nicely drawn, screlling 3D land-

scape — blown-up cities, airfields,
palm trees and pyramids - shooting

-_:.-'T_-.l_‘_l.
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down the enemy helicopters.

There are three types of helicop-
ter; the solo, the carrer and the gun
ship. The solos are the most deadly
They will hunt and kill you

The next most deadly are the
neavily armed gunships. These heli-
copters escort the unarmed carriers,
preventing you from getting a good
shot at them.

The final type, the carriers, are un
armed. But they are just as dan
gerous because they will fly close to
the ground and drop anti-aircraft
batteries. These will shoot you down
if youre not careful

‘ITc make matters worse, you are
armed with only a limt {-‘Ll *:-4]:];]‘-.* of
missiles and fuel. Both are slowly re
plenished by carefully landing on
cne of the few landing pads - provid-
Ing 1t hasn't been destroyed.

If you're locking for a goed shoot 'em

up, you won't be disappointed with

Falcon Patrel II. It's a joy to play
Gary Anderson

Value 4

Graphics 4

Sound 4

Gameplay 3
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supplier; StateSoft
Price: £8.85

Type of game; arcade

Guide ERockford,

acter, through

an 1mpatient chai
numerous  unde:

ground caves collecting jewels. If
you pause for more than a few
onds, Rockford will start tapping his
foot and blinking at you

speed and quick thinking are the
essence of survival. Once earth is re
moved from near boulder, rocks
gtart 1alling. Run or be buried alive

Butterflies and fireflies add to the
action mm this multi-screen game,
Each screen 1s suffimently different
1 dont get tred of the
same challenge

Loading 15 about the guickes: I've
seen, with a ftitle page onscreen to
show loading 1s proceeding correct
ly. Alter & matter of seconds, you are
ready 1o start
from four caves as your
starting point. Set the difficulty level,
and commence play

[n this game, Manic Miner meets
Dig-Dug. Points are awarded dep
endant on time taken to complete
each cave, If vou are bunied the cur
rent cave is restarted

Although not totally original, Bowl
der Dash 1s a game worth a place In

anyone s collechon

< a8

10 ensure you

o, f
o |

JP Thompson
Value 4
Craphics 4
sound 3
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FROG FACE

Machine: Spectrum 48K
supplier: Positive Image
Price; £9.85

Type of game: adventure

A fairly complex graphic adventure

52

this, combining pure logic and com
Monsense problems

he scenano 1s origimal — you have
been zapped by the evil Meegan
and nave had your handsome/pretty
looks turned into those of a frog. You
MUsl make a potlon to cure yourself
Not easy

The wvocabulary m Frogface 1=
adequate, if a little brief. The lack of
the word EXAMine was disappoint
Ing. A few clues can be found just by
looking at the vocabulary list

POSITIVE IMAGE Invites you to
;'l' ‘g:lll’j:'. :l}ec.c;mg }_\';g‘
e

Adventure

!

militant

[ have not found any bugs in this
program, which 1s quite unusual for a
large adventure. Needless to say, |
have notcompleted it yet, 35
pest score yet

| would not recommend this as a
first adventure. But it does Zeem o
COmpiexily o dgive an
ntermediate adventurer a few

sleepless nights

=k

i 18 MY

Nave enough

- Gary Buss
Value 3

raphics 3
Sound 2

[ =)
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REVIEWS

DOGFIGHT
Machine: Spectrum 48K
supplier: Slogger Software
Price; £6.95
Type of game; aenal combal
Uogfight 1s a game of aeral combat
for two players. The game reminds
me of the old Atan Combat cart
ndge. The less said about that, the
bettel put this version has hi-res
aircraft and extra features such as
hghtmng, hills and sun
Controls are rotate left'mght, fire,
accelerate and brake. The object of
the game 1s to shoot your opponent oi
the skies Curse you, red baron!
The game has some unusual fea
tures, hke being able to fly behind
the sun or fly off the edge of the
screen to reappear In the middle.
[ was not i1mpressed with
this game. It 18, maybe, up to the

standards of Gulpman. So try before

Overal

Richard Henderson
Value |
Graphics 0.5
Sound |
Gameplay

A, L A oy ey -
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DRAGONFIRE

Machine;, Spectrum 48K

| Supplier. Cheetahsoft/Imagic

Price: £7.95

Type of game: skill

To lock at the name of this game, you
miaht be led to believe that it was a
copy of an arcade laser disc game
Unfortunately, it is not

You start the game outside a cas
tle. You must
drawbridge. But it 1sn't
repels mercilessly  firte
boulders at Prince William
Vol

l'he graphics on this screen are
fairly good, except for the character
of Prince William. He is a small stick
man who runs without moving his
legs

The gameplay 1s a cross between
the first screen on Hunchback and
the third on Jungle Fever. You must
duck and jump boulders coming
from the castle's catapults,

On the second screen, what ap-
pears to be a dragon is breathing fire
at you as you try to collect all the
items on the screen. These include
goplets, viking helmets and lanterns

Ine graphics on this screen are
adequate, but not stunning The
gameplay can pe addictive, but only

ey e

CIogss 4 [Toal via a
R PR L
By T

that's

if you try really hard

The game has only two screens
which are repeated faster and faster
each tme. Dragonfire 15 not a bad
game, but has something missing,

Sean Maddalena
Value 3
Graphics 2
sound

1 - P | . I T 5
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MOONSWEEPER

MOONSWEEPER

Machine: Spectrum 48K

supplier, Cheetahsoft/Imagic

Price: £7.95

Type of game: sci-fi shoot 'em up
You command the moonsweeper,
Raider. Your task i1s a deadly seek-
and-find mission for stranded lunar
ploneers.

There are four moons to search
each guarcded by hostile base ‘car-
riers, short-range interceptors and
the fatal death towers,

To search a moon, you must land

on it while destroying or aveiding
stray meteors. Unce there, you use
your skill and radar to detect your
fellow pioneers,
All the while, you skim along the
lunar surface at the maximum speed
you dare. You can destroy all hostile
forces, but the nterceptors shoot
back, Watch out! You may kill your
OWT TTEern.

Cnce you have collected six pio-
neers, your first search 1s nearly
complete. You must navigate through
the accelerator rings to gather blast
speed for take-off Then you must
choose another moon, and 1t's back to
battle stations.

The action 1s fast and furious, with
four difficulty levels to contend with.

The graphics are good but simple.
Good moon movement gives the fee
ling of speed, and when you pass
through the moon rings the moon
moves away very effectively. Then
it's a return to the stray metecrs, with
the sun shining in the distance,

You start with four lives. There is a
two-player option, but no high-score
facility. Moonsweeper has a sound
on/off button,

You can use Kempston, Cheetah
RAT, ZX Interface Il and curser clip-
Ons,

Christopher Bullett
Value 2
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THE PYRAMID

Machine: Spectrum 48K

supplier: Fantasy Software

Price: N/A

Type of game: arcade adventure
The Fyramid is a pure arcade game,
which can be controlled by either
the keyboard or the leading makes of
joystick. [ found the keys a little dif-
cult to master, and would advise
you to use a joystick if possible.

With the cassette, you get a long
and amusing story about Ziggy and
his exploratory capsule. He is on a
dquest to solve the ulhimate guestion of
life, the universe, and everything for
which the answer is 42. This was dis-
covered many aecng ago by the
greatest computer ever. Deep
Thought. Hang on! This sounds like
Douglas Adam's trilogy which star-
ted with The Hitchhiker's Guide To
The Galaxy

Ziggy must battle his way through
a vast pyramid of 120 chambers on
fifteen levels. The main chiect of the
game 1s to reach the base level, leyel
fifteen, as quickly as possible,

As Zlggy moves from chamber 1o
chamber, he discovers secret numb-
ers in each. Not all the numbers are
obvious. You must puzzle out the
missing secret numbers by their re-
lationship to other numbers on that
level This is not easy,

And fo make life more difficult,
each chamber i1s guarded by some

very weird exotic aliens. Contact |

with these aliens i1s deadly. But your
exploratory capsule, with its defens-
ive shield, should protect you

To move from chamber to cham-
ber, you must collect energised
crystals. These descend from the top

of the screen after a certain number |

of aliens have been atomised Drop
them through the force fields quard-
Ing the pext chamber. This s quite
easy on the top levels, but gets more
difficult as you progress downwards
through the pyramid,

The faster you move from one |
chamber to another, the higher your
score is. If you score over 30,000 your
mgh score will be coded. You can

REVIEWS

Pyranmid, it becomes quite addictive.
The graphics, too, are good, with a
smooth character movement,

Dave Camp
Value 4

Graphics 4
Sound N/A
Gameplay 3.5
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PI-IN 'ERE

Machine Spectrum 48K

supplier Automata

Price: £6.00

Type of game: arcade

This game 1s based on the popular
arcade game, Dig-Dug It features
Burt, the star of previous Automata
games,

Burt has been miniaturised, and
injected into a computer’s RAM. His
mission 1s to track down the elusive
"big bug". He does this by tunnelling
through each area of RAM and col-
lecting all the objects in each mem-
ory locaton.

Your job 15 to help Burt avoid con
tact with the various minor bugs
kach has its own degree of intellig-
ence The species include red bugs,
white speed bugs, green grabbers,
and magenta menaces. You can kil

| the baddies by passing under a re

volving EDIT key. This will cause it to
fall, hopefully on a nasty and not yvou

The graphics are very well done,
almost up to the Ulimate standard

Playing the game proved to be
slightly difficult as the baddies seem
o be able to kill you from a distanice
at times. Apart from this, the game is
easy to control

All in all, a worthwhile addition to
anyone s game collection. Fi-In 'Ere
1= one of Automata's best.

Steve Wetherill

Value 4
Graphics 4
sound 2 - including music on B side!
Gameplay 3

then send it to Fantasy Scftware and

maybe eamn a place in the top 1,000

scores published every six months
Once you get the hang of The |

i
II

Graphics 3
sound 4
Gameplay 3

e — s ——— .

L




PRICE

inc VAT E 1_5_-95'

COMPETITION-PRO

PRICE

inc VAT £1 595

ARGADE
PROFESSIONAL

PRICE

incvaT £28.95

Y ATARI
IMEMOTECH

FOR:-
COMMODORE

BBC (TO ORDER

.-:ﬁ

i

! [ |

TO
ADVERTISEIN
TV GAMER

TELEPHONE
01-439 2931

FORFU

LL

DETAILS

NEW ATARI CONSOLE

WITH POWER PACK AND J0Y

)Nnms.

ATAR| GAME OWNERS-
BUY any 1 game.....£20.00

‘TELEGAMES °*°°
oo 24906

any 2 games ..
any 3 games ...
any 4 games ..
any 5 games ...
any 6 games .
any 7 gamas ..
any B gamas .

..£63.00
£67.00
.£70.00 ¥

.£35.00
.£52.00

£45.00
£58.00

ALL GAMES AT

£8.?5

EACH

[Posial service add 50p par game P+ F) .
Difer applies 10 any Atan or compatible Cartriage wnile sloces Lasl
Tutles must be purchased at the same tima and must All e dittgrant iles

N

| EUROMAX

ELECTRORICSLTDO.

WITH INTERFACES: [ Pintokd Lane Industrial Estate, Bridington, N, Humberside ekl e |
%E%C;LTM Tel: 0262-602541 ot Computm ' e o SPECIAL
. artridge T FyOour
COLECO BBC Telex: 927381 EMAX G Music :'pnlh!mm £69.99 l Can;pulﬂr‘ £99.95 .1
ELECTRON Some Earln:ign I HT:;:wEBH DEHNDHEJ?P#?“%E,
e ——— on special olter : g i
ACCESS ACCEPTED Yo 1“5 £5.95 sach. o Special % OTHER GAMES
Mailorder: add £1.95 P&P I’ST‘G .; COMPUTER AND | Yes—J games and
& M5 ALL SOFTWARE | consofe for £99.951
.L ' _||"| STOCK NOW I

CONTACT US OR NEAREST COMPUTER STORE

Deposi s#cures, [erms avarlable Aeplaces any other promotion o ofler

oreer incLupes THe Fantastic PARKER
PARKER RANGE OF GAMES

INCELLIVISION

OVER B5
COMPATIBLE
CARTRIDGES
NSTOCK

Intellivoice Module
with any voice

cartridge £54 .99

TEL: 0533 880445

TELEGAMES WIGSTOM
LEICS LEB 1TE

ADD £1.00 TO ANY
ORDER TOWARDS P&F

KILBY BRIDGE, WIGSTON, LEICESTER, LEICESTER 880445
and SPRINGFIELD STREET, MKT. HARBOROUGH, LEICS

@ TELEGAMES

UHE AREADE E0ALET Y WHIETD GAME SYSTEM

All available games
in stock

Turbo wnit with turbo
game cartridge £43.95



JOIN THIS MONTH’S TOP 20 PANEL

Tell us about yourself

Your age: lfunder 18, please be exact Do you expect to Euy a home computer in the next

18-24( ) 25-34( ) 35andover| vear? (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?

Send fo TV Gamer, 187 Oxford Street. London WIR 1A/

SUBSCRIPTION ORDER

I would like to subscribe to TV Gamer.

1 year— 12 issues (UK) £12 0 Half year — 6 issues (UK only) £6.25 [0 1 year— 12 issues (Europe) £17
01 year— 12 issues (Overseas — Surface Mail) £19 1 1 year— 12 issues (Overseas — Airmail) £37 O

lenclose cheque/PO no. ..o, . Please start my subscription with the

Please send this order with your remittance fo

TV Gamer,Subscriptions Department, 187 Oxford Street,London WIR 1AJ

You can give this slip to your newsagentto
ensure that youget aregular copy of TV Gamer

Dear Newsagent,
Please order a copy of TV Gamer magazine for me every month.

Name Termsaberssbessr et et tayan pnnraranen




Melborarne

ZIM SALA BIM

Machine: Commodcore 64

Supplier: Melbourne House

Price: £3.95

Type of game; graphicadventure

Zim Sala Bim is an addictive adven
ture which makes good use of 3D an-
imated graphics. Well, it's from the
same house that brought is The
Hobbit,

In this game, you take the role of
the last able-bodied man left in ‘the
village of Zim Sala Bim. The village
has been ransacked by the sultan's
hordes. And it's up to you — again — to
save the day, this time by recovering
the village gold from the sultan's be-
droom.

You must then locale the secret
cave, and return the treasure to the
village elders.

This task is far from easy, as you
must contend with bands of nomadic
thieves and the hostile palace guards

The screen is split into two sec-
tions: a graphical representation of
your location at the top, and a text
window at the bottom It is the graph-
1c5 which are the outstanding feature
of this game.

Tou can move your character left
right, backwards and forwards by
using the keyboard or a joystick,

His speed can be altered by pres-
sing one of the numenc keys from |
to 9. As you move your character, the
screen scrolls smoothly right or left,

Any objects you find are then pic-
tured onscreen. They can be mani-

pulated by two-word text input, such |

as GET ROPE. Command words can
be abbreviated to two letters,

Zim Sala Bim has some good
music, with a suitable Arabian sound.
The music varies for each location,
which adds a good deal of
atmosphere to the game.

Zlm Sala Bim 18 good value and
very enjoyable. My only quibble is
the amount of time my input com-
mands were greeted with the re-
sponse ‘I don't understand”. But |
suppose that must ocour in every

adventure untll you get used to its
vocabulary,

Finally, the program loads in
under three minutes, since it incor-
porates the Paviova fast load,

Paul Serbert |
Value 4
Graphicsd
sound 4
Gameplay 4 .
* Kk Kk Kk Kk Kk %
STRANGELOOP

Machine: Spectrum 48K
supplier. Virgin Games

Price; £5.95

Lype of game: arcade/adventure

| On trying to load this for the eighth

time, after 1t mnsisted on crashing, |
was about to give up. It loaded on the
ninth try. After playing for some time,
[ wished it hadn't. To put it politely, it
18 utter rubbish.

The game is basically a cross be-
tween Jet-Set Willy (Software

Projects) and Jet-Pac (Ultimate),
These two excellent games have
combined to make this a game which
has garish colours, very poor sound
and dreadfully hard controls. The
only novel idea with this game is the
super-fast loading technique called

Flashload,
cannol recommend this game to
anyone. The above games by Soft-
ware and Ultimate are much better,
Lee Braithwaite

Value ]

Graphics 2

sound 0

Gameplay |
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HUSTLER
Machine: Spectrum 16/48K

MSX and Commodore 64 versions

avallable
supplier: Bubble Bus
Price: £6.99
Type of game: skill
Hustler is a computer version of pool
It was ariginally written for the Com-
modore 64, and was well received
amongst 64 owners. Unfortunately, |
doubt that the Spectrum version will
be as successful, despite its added
features,

The game Incorporates six ver-
sions of pool for one or two players,
The computer keeps track of the
scores and acts as referee,

The player's cue is represented by
a Cross, which can be moved around
the table using the keyboard or a
jaystick.

Once the cross is in the required
position, the player can choose be-
tween lour different spins, the
strength of the spin, and the strength
of the shot. Then press fire - it sends
the cue ball moving in the direction
of the camera.

Positioning the cross is very dif-
ficultt This 1s because of the poor
choice of control keys and the speed
at which it moves across the table.
The movement of the balls 15 also un-
realistic. For example, occasionally
the balls speed up after decelerating.

The graphics are also disappoint-
ing, with the balls being represented
by numbered black circles against a
white table, The game proved dif
ficult to load. Loading was successful
only on the third atternpt

One redeeming feature of the
game 13 the introductory tune. But
there 1s very little sound during
gameplay.

David Liddle
Value 3
Graphics 2
sound 3
Gameplay 2
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- Choosing ahome computerisabitlike  “Every home computer comingonthe
playing a video game. The more you play, the  market fends fo be hailed as revolutionary.

- Deffer you get. So you'd expect peoplewho  Foroncethisreally hasto be true withthe
spend fheir working life choosing computers  Spectravideo SV 318. oty
1o be prefty good at the game. Quick to shoot - , _ S gt
dowr: a fault. Pleased when they find an The first cheap, high performance
improvement. computer...

Recently Which Micro? and What Micro? "Double precision numbers . . . are ideal
tested the Spectravideo SV 318, Here's what ~ for companies with turnovers under
they had fo say: £999,999,999,999.99."

' Spectravideo SV 318: Memory — 32K ROM expandable to 96K, 32K RAM expandable fo 144K: Keyboard — calculator type, 71 keys,
10functionkeys, builtin joystick/cursorcontrol: Graphics — 16 colours, 256 x192 high resolufion graphics, 32 sprites: Sound — 3 channels,

& octaves perchannel: CP/M* compatibility — over 3000 existing soffware packages: Storage — cassette drive, 256K disc drive ca pacity:
Suggested retail price — £186.

Spectravideo SV 328: Memory — 32K ROM expandable to 96K, BOK RAM expandable to 144K; Keyboard — full word processor fype,
87 keys, 10 functionkeys, builtin cursorcontrol: Graphics — 16 colours, 256 X192 high resolufion graphics, 32 sprites: Sound — 3channels,
8 octaves perchannel: CP/M* compatibility — over 3000 exisfingsoffware packages: Storage — cassefte drive, 256K discdrive co pacity:
Suggested retail price — £262.
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 anybody else Elsmg sof koys

'most people will notice how easyitis
fo produoe graphics with the Basic.”
Hill in the coupon foday and we'll mml

“This is a BBC class machine.” you the reports as well as a full technical
"As a computer for the enthusiast it is well specification brochure in colour of this

= prmra | aho#en ﬁ!ﬂ Lﬂ :
’rheir mﬂepandenf opiniona i LAl T

nigh perfect.” amazing new personal computer or see the
Spectravideo for yourself at most leading
“A good micro for tomorrow.” computer stockists.
“E‘T“ HV/ D! ﬂ fo: Spectravideo Ltd, 165 Garth Rood, Morden, surrey SM4 4LM ‘

AT S e T R T T | am inferested in Spectrovideo computers and pﬁrlpheml‘: Plegse
send me the lotest reports fagether with a full technical specifiication |
brochure,
SV-318 SV-328 |
Nome: A .
PERSONAL COMPUTERS e |

Spectravideo Ltd, 165 Garth Road, Morden, Surrey SM4 4LM ;
Telephone: 01-330 0101, Telex: 28704 MMH VANG Tel No.; . _STDCode:




POSITIVE IMAGE Invites you to
take a trip on

BHOST, RIDER

48K Spectrum

GHOST RIDER

Machine: Spectrum 48K

supplier; Positive Image

Price: N/A

Tyvpe of game: bike

The package says 100% machine
code, but this game 15 also 100% not
very good.

Basically, you play the part of a
maniac on a push bike at the top of
the screen, You must race about the
spht levels collecting objects. To
defy you in your gquest is a bunch of
static — a bad representation of ani
mated objects

Again, the packagmg describes
the game as "real arcade action com-
bined with strategy and adventure
Yes, there's action — about as much as
you would find on the average wet
Sunday aftermoon in a power cut
And yes, there's strategy — if you're a
gorilla, But where's the adventure?

To put it in a simple nutshell' don't
buy it

Matthew Harvis
Value |
Graphics 2
sound |
Gameplay |

* %k ok ok ok ok %k

ALCATRAZ HARRY

Machine: Spectrum 48K

supplier: Mastertronic

Price: £1.59

Type of game: maze

You must wander round a twenty by
ten grid, collecting thirty items. You
must then dump those items in a
compound. Pick a safe route to the
north wall. There, a hole 1n the fence
nas been conveniently ignored by
the ever-watchful guards,

60

*x Kk k Kk %

[f you are expecting machine
guns, searchlights and sirens, forget

it. You must dodge a bunch of static |

dogs and guards, collect a few his
and plans, then walk out. T can't re-
member Chnt Eastwood finding it
that easy in the film.

If you run intc the same guard
twice, it's curtains

The only things you need to do to
escape is to find various objects, then
some secret files hidden around the
bottom of one of the grilles scattered
throughout the grid. This is not very
hard, because you are told which
seclor they are in at the beginning.

Why don't I like Alcatraz Harry? |

It's written in Basic and lacks both
speed and smoothness of screlling
The animation i1s some of the worst
['ve seen Harry moves like a lead
welght
And, when forking out your £1.99,
consider the other things you could
buy: a trip to the cinema, twenty ar
cade games, ten good ones two
1ssues of TV Gamer, half a good
game, or ten Cokes,
Matthew Jarvis

Value |
Graphics 1.5
sound (0.5
Gameplay |

| Value 3

"~ REVIEWS

THE PERILS OF BEAR GEORGE
Machine: Spectrum 48K

Supplier: Cheetahsoft

Price: £6.95

| Type of game: skill

This reasocnable offering from Chest-
ahsoft puts you in the shoes of a great
bear called George. He must pre-
pare for hibernation.

The first scene shows George in
his natural surroundings, the woods
It 15 his task to eat as many apples as
possible so that he can fatten himself
up for the approaching winter

George must catch the apples as
they fall with his mouth. This proves
difficult to begin with. But once you
have developed the correct tech-
nique, 1t 1s simple.

Occasionally, a sguirrel appears
from the branches and drops an
acorn. Should this hit George, he 15
momentarily stunned.

During the windfall, George must
watch his weight carefully. If he 15
greedy, he will develop acute indi-
gestion and explode, losing a life. On
the other hand, if George doesn't tip
the balance, he will starve to death.

A mice graphical touch is the way
in which George fattens as he gans
weight, with his brisk walk turning
mto a slow plod

Neixt, George progresses to the ski
slopes In search of his winter
hideout. He must also dodge the on-
coming skiers who try to knock him
down, The mountains and clouds in
the background have been well
drawn and look quite impressive. But
It 15 foo simple to dodge the skiers
and enter the cave.

Now that George is in the cave, he

- must find his sleeping quarters. He

must also dodge the lethal spiders
suspended from the cave roof This
scene s possibly the most dis
appointing, as it is difficult to distin-
guish between the different objects,
Cheetahsoft could have chosen bet
ter colours. Once again, I found it too
easy to guide George past the
spiders and into his sleeping quart-
ers.

Finally, If George has not lost too
much weight on his ventures he
should be able to survive the winter
montns ready for the next season, As
George dreams away the winter a
calendar above him flicks through

| the months to the following spring.

The game caters for most popular
joysticks, and the keyboard can be
redefined to suit the individual Each
scene offers a different sound track
which can be turned off as desired

Although The Perils Of Bear Geo-
rge was not my cup of tea, it will un-
doubtedly appeal to some young
(Jamers.
David Liddle

Graphics 3
sound 3
Gameplay 3
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As monitored by TV Gamer readers
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DECATHLON

FULL THROTTLE
PITFALL Il

DALEY THOMPSON'S
DECATHLON
ZAXXON

SABRE WULF
MONTY MOLE

JET SET WILLY
POLE POSITION
BEACH-HEAD
MICRO OLYMPICS
PITFALL

MANUFACTURER

(Activision)
(Micromega)
(Activision)

(Ocean)

(CBS/US Gold)
(Ultimate)
(Gremlin Graphics)
(Software Projects)
(Atari)

(US Gold)

(Data Base)
(Activision)

SYSTEMS

¢, h,n

|
¢.h j,n

(o
b, c, f, g,i,n

13 (16) VALHALLA (Legend)

14 (11) RAIDERS OF THE LOST ARK (Atari)

15 (13) TRASHMAN (New Generation)
16 (12) DONKEY KONG (CBS/Atari)

17 ( =) FLIGHT PATH 737 (Anirog)

18( =) JACK AND THE BEANSTALK (Thor)

19 (14) RIVER RAID (Activision)

20( =) PSYTRON (Beyond)
*Numbers in brackets indicate last month’s position

Eif;r?qggg ::Eﬂ;pular b CBS Colecovision/Adam ¢ Commodore 64 d Dragon & Acorn Electron  § Atar BOO XL g Intellivision h MSX | Spectrum

s and the 70} IO aecadle games

) STAR WARS (Atari)
) TRACK & FIELD (Konami/Kaito)

;E ; g{ ) BUCK ROGERS (Sega)
3 ( 3) DRAGON'’S LAIR(Cinematronics) 8 E
4( 4 9
5(6 0 (

7
8) MR DO (Universal)
—) ASTRON BELT (Sega)
9) TURBO (Sega)
—) FIREFOX (Atari)

) POLE POSITION (Atari/Namco)

) M.A.C.H.3 (Mylstar) 1

TOP GAMES OF THE MONTH

Touare invited 1o vote for your favourite screen game and your favourite arcade game. Bul remember to vote only for those oa
or have played a greal dea '

lo register your vole, use the reply page in this issue. One lucky voter will receive a free vears subsc plion to TV Gamer
Last month's winner: Barry Gidman, Pontefract, West Yorkshire '




DECATHLON
(TVG proven)

FULLTHROTTLE

(Micromega)

10,545
Jeremy Wellard

no claim made

PITFALLII
(TVG proven)

199,000
Alex Mitchell/ M. Churcher

DALEY THOMPSON'S DECATHLON
(TVG claimed)

475,560
Gary S 5m||||e

ZAXXON
:WG claimed)

3,350,100
Christopher Brc:r:!y

7)

SABRE WULF
(Ultimate)

no cloim made

=)

MONTY MOLE
(Gremlin Graphics)

no claim made

1)

JETSETWILLY
(Software Projects)

83 objects

Ross Coleman/Cameron Else

9)

POLEPOSITION
(TVG claimed)

721,000
Fergal McConville

4)

BEACHHEAD
(US Gold)

no claim made

[=]

MICRO OLYMPICS
(Data Base)

no claim made

12 (9

PITFALL

[ﬁ.ﬂwmm n)

114,000
Daiid Ross/Richard Varnie

13 09

VALHALLA
(Legend]

no claim made

14 ov

RAIDERSOFTHELOST ARK
(TVG claimed)

25 points
Brian Bell

15 03

TRASHMAN

(New Generation)

no claim made

16 02

DONKEY KONG
(TVG claimed)

8,796,600
lan Maorrish

17 (-

FLIGHT PATH 737
|Anirog)

no claim made

18 (-

JACKANDTHEBEANSTALK
{Thnr:l

no claim made

19 09

RIVER RAID

(Activision)

1,000,000

Gavin Davidson

20 (-

TV Gamer invites readers to send in their high scores

PSYTRON
(Beyond)

no claim made

which can be “clocked” (ie the score reaches a

for any screen game. A claimed score merely needs
to state your name, game title, system (eg Atari home
computer system, Spectrum, VCS, efc) and claimed score.
A proven score will require photographic evidence,
but will take precedence over previous claimed scores.
We suggest using a SLR auto-exposure camera on a
tripod with cable release, fimed at /4 second. Games

maximum and then returns to zero) will count only as
claimed scores. Additionally, games which present
short-cuts to high scoring (eg Space Invaders, which
can be made to shoot two missiles at a time) will also
only be accepted as claimed scores.

Send your scores to TV Gamer, Top Score Desk,
187 Oxford Street, London W1.
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NOFUNIN
SWITZERLAND

On a recent visit to the skiing resort
Lf;w}l'rdl I -q witzerland, 1 had alook
around quite a lot of the local shopsto
seewha gc mesexisted

The onl y system to be found was
the Coleco. Thiswasin anelectrica
shop and the only game for it was
Turbo

[could find only one arcadeand
this was in a restaurant which had
only two machines. One of these was
a Defender-type game and the other
was a driving game, Both had
unpronounceable (and unspellable)
(erman names.

Craig Loweth,
Rowney Green, Birmingham

We simply review the games

WHAT ADRAGON!

[ must complain about the Dragon
games youreview. They mostly
seem to be the worst available, while
games like Zaxxon, Poovan,
Cashman, Mudpies, etc, are
iagniored. They may be Tandy games
that work perfectly on the Dragon,
but world-beating games such as
these should not be overlooked
A Gibson,

Lees, Oldham
thatwe
are sent for review. Inany case,
there are NOW Sc many games that
we review them on one machine -
and recomimend you hold onto the
review until the game Is on your
system. £zaxxon, forexample, was
covered I depth in the COctober
1ssue of TVG.

DOOMFOR
DOOMDARK

I bought Lords of Midnight two
weeks ago and defeated Doomdark
onmy fifth attempth. [ have now
deteated mm four more times - outof
four attempts

Foranyone frustrated by

|B*:T,V GAMER CLUB-TV GAMER CLUB-TV GAMER CLUB-TV GAMER CLUB'1

Doomdark'sapparent
impregnability, here's how to defeat
him

First some tips

1. Wherever Luxor goes, Morkin
goes for protection

2. Citadels and keepsc

~an be
discerned from far away by the fact
that they have flat tops
3. Avoid minor confrontations, asit
saps strength
4, When Corleth and Eorthron stop
for the maht, hide them. They are
then safe.
5. Use the map—it'sinvaluable
After picking up Shadows, send
Luxor south to get Gard. Then send
mmwith Morkin and Xajorkith
picking up minor lords on his way
oend Rorthron and Gul"rr eastto
get Blood and Shimeril They should
be sent south east to get Dawnand
Morning, while Rorthron and Corleth
are sent east to pick up Marakith,
Ku nar, Ithronand the Utarg —the
fiercest of them all Theyshould all
then go south west to Xajorkath,
pickingup Dregrnimon the wayand
several minor lords
Everyone should be at Xajorkith
usually by the fifteenth or sixteenth
day - quickly accomplished by the
a .falanr:}" effect. Now wait
Doomdark will send thousands
and thousands to destroy you. But, as

V GAMER
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they come inanevenstream, thereis
no need to move, By the thirty-fifth to
fartieth day, up to 55,000 of his troops
should be last, compared to about
1,000 of your troops.

After a five- to ten-day rest, push

yvour forces north to the citadel of

awn. Take thisand then citadel-hop
all the way up to Ithron. Youshould
have 25,000 troops there. Morkin
must go ahead by two days here -t
iz best to send a minor lord, aswell.

After another two-day rest, push
north west to the mountains of Death,
then west till Ushgarak 1s south west.
Have a two day rest, making sure
Morkin is north of the tower of Doom,
then go to battle.

Because Morkin 1s taking most of
the ice fear, Morning, asusual, will
not work. But don't worry, victory s
imminent.

As dawn unfolds you will have
taken Ushgarak. Butno final victory
sign will be shown until you moveall
your forces into Ushgarak. Thena
rather unimpressive notice comes
up: "Ushgarak has fallen. Victory to
the freel”

I'wish I had a printer, but Idon't
think the prize could cover the cost of
paper. About 10,000 copy pushes
should do it!

Iwould like to add that this game
has the best graphics and rhost
interesting format ofany [ have ever
played.

-

James Noble,
West Runton, Norfolk

GUIDE TO THE HOBBIT

I'have searched in vain for a copy of
Guide to the Hobbit and do notknow
the address of Melbourne House.
Could you please tell me where [ can
buy one?

How do you escape from the
goblin's dungeon - the one with
horrible blue doors, walls, a pile of
sand, and a window which I can't
climb up to even when [ tie the rope
toit? When [ typed in HELP, itsaid"A
window should be no problemtoa
thief with friends”. Thisdidn't help
me in the slightest.

How do [ cross the black
enchanted river” [ can't jump across
or swirm, as that kills you. When |
pressed HELP this time, it said "Boats
canhelp’, Butlcan'tfindone.

[ have pondered on these fora
while and am thoroughly confused.
Help

Dexter,
Bamber Bridge, Lancashire
The address to write to for Guide fo
the Hobbit 1s: Melbourne House,
Castle Yard House, Castle Yard
Richmond, Surrey TWI06TF (tel:
01-8406064).

To get out of the goblin s dungeon,
yvoumust DIGSAND, This will reveal
a trapdoor. Then BREAK TRAP
DOOR. This could take several turns

%QMLR CLUB TV GAMER CLUB TV CAMER CLUB VG

but eventually the door will break.
Finally, TAKE KEY, youwill finda
small curious key.

If Thorin is with you he may well
take the key for himselfas it belongs
to his father, Thrain. To leave the
dungecn, you must be carried
through a window by one of the other
characters. This can be done only if
vou are not carrying too much. Soget
rid of any grub you have on you
beforehand.

Then wait if no other characteris

present Repeat until one enters.
SA Y TO THORIN ‘CARRY ME",
Gandalfcould also do the same if
Thorinisn't there, SAY TOTHORIN
(OFR GANDALF) "OPEN WINDOW"
SAY TO THORIN (OR GANDALF)
"WEST" You'll now be taken into the
dark winding passage.

To find the beat you must first
THREOW ROPE ACRCSS Keep
doing this until the rope lands in the
boat on the other side of the river.
PULL ROPE the boat should glide
across. CLIMB INTO BOAT: the boat
will move by itselfand carry you to
the east bank. Then CLIMBOUT

NOW TO BELGIUM!

While [ was in Belgium this summer |
cdidn't see any computer shops. But
there were lotsof arcades , and 1
visited quite a few of them.

Once inside, | was greeted by
games that [ had never seen (though
other arcade addicts may have),
They included Rope Man, Arabian,
Zippy Kace, SF-X, Nova 2001 and
Hopper Robo ., ]ust for you, Inavea
description of each of them (each
game 18 joystick controlled),

Rope Man: youare anexplorer
¢lad in shorts, shirt and panama hat,
The ideaisto getto the top ofthe
screen by climbing up the ledges.
Meanwhile, you are collecting eggs
and two golden feathers of the
phoenix which is sitting patiently for
vou to come and jump on its back,
Stopping you are dragonsand
cavemen which come out of the
doorways in the walls on the sidesof
the ledges and a bird which fliesina
wrap-round at the top of the screen
and stabs youin the back.

Youarearmed witharope for
climbing and a light for blinding your
enemies.

The dragons kill you by walking into
you, But the cavemen can jumpon
your head and climb ropes to knock
you off

[ found this game addictive, with
cute graphicsand colour, and harder
screens,

Arabian: Youarean Arablan
prince in a Turkish suit and turban.
You have to collect lettered il pots
to save your princess,

The letters are three As, one K,
one B, ocne landone N, [f youcollect
them in the order of the word

ARABIAN, you geta bonus,

Trying to stop you are pink
mutants and blue birds. Youdieon
contact with them. you can get your
own back by kicking them off the
sCreen,

When your man gets the lastoil
pot, he jJumpsup and brandishesa
sword

Zippy Race: Thisshowsa
bird's-eye view of a motorbike (you)
ridingup aroad towards such
American cities as New York,
Denver and Las Vegas.

In the first part, youare drnivingup
a freeway dodaging Mini Metro-like
cars, puddles, rocksand cacty

The second part shows you
speeding up a straight road with city
monuments at the end ofit. Carsare
shooting towards you; if youavoid
them, youdisappear up the read,

Nice graphics again. [liked
touches such as the flashing lightson
the way to Las Vegas and the Statue
of Liberty waving her torch if you
safely make it to New York,

S5F-X You are a fuhunistic ship with
asingle laser that sometimes turns
into a double-barrelled laser. This
game reminds me of Defender. It
fires in much the same way, And
some of the enemies act the same,
including the main baddie, ayellow
and orange yakking skull which
liggles around and bounces on you.

This game looks good and has
great sound effects, including a
realistic thunderclap during the
demaonstration time.

Nova 2001 . Here you control
another futuristic ship shooting out
what look like shock waves. Your
enemiesare, in the order of the
waves they come in, walking robots,
spiralling rockets, pods with feet that
go up and down like plano keys, and
spinning spheres that bear adistinct
resemblance to Remotes from Star
Wars.

When an enemy has been
destroyed, it leaves behind a small
square bunk with a flashing number
on it, Collect this for extra points.

Hopper Eobo: Inthisyouarea
chubby red robot trying to knock
numbered boxes down to two
conveyor belts. Both of these lead to
what [ think 15 a hole in the centre. Ta
get to them, your robot has to chimb
on platforms, giant cogsand glant
Springs.

Stopping youare blue robots,
green springs and maybe a few
other gremlins which, on contact,
make you stiffen and fall to the
conveyor beltsat the bottom ofthe
screen, ending up in the hole.,

[ think this game isreasonably
good and has bright, colourful,
detailed graphics. Butlalsc thinkitis
rather pointless. Why do you have to
knock down the boxes?

Andrew Tilley,
Ramsbottom, Lancs
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IF AT FIRST YOU
DON'T SUCCEED...

Thisis the fourth time 1
have wrntten m, withno
luck so far. Twould like to
thank TV Gamer for the
[nsight on Jet Set Willy. 1
thoroughly enjoyed it

Its prequel, Manic
Miner, 1salso brilhant, |
have gotasfaraslevel six
only - buta friend has
given me a clue on how to
get onto higher levels
without going through the
whole game

Youtype 603176910
some way so that a picture
of a boot comes up
onscreen Then you presst
together with any numbers
upto o,

Do any TVG readers
know more about this?

James Eagleton
Sidcup, Kent

SPRING EGGS

| am writing to congratulate
vouon the last issueof TVG
~tons of new easter egas
I've now found some other
onescon the Atari VCS.

In Kangaroo, press the
reset or select swiich, then
the fire button. Youllseea
normal picture - move your
joystick, and the mother
kangarco will do funny
things.

lfyou guckly letgoof
the switch when the game
starts, you should be
unable to move mother
kangaroc until a falling
apple kills her. Then you
Can move with your next
life.

In Q*Bert, youcan get
Coily off the top of the
pyramid this way. Go to the
very top of the pyramd,
and wait for Colly to come
up to the diagonal cube
next to it Cuickly move
down the square, about the
centre of the screen, to the
row second from the
bottom. If imed correctly,
Coily should go off the
screenand youshould
earn yourself 500 pomts.

The second eqg | found
onlyonce in Q*Bert. [was
20,000 pomnts on the sixthor
seventhscreen, ltook a
certainroute, landedona
certain square, and found
myself unable to move fora
while. But my score kept
going up without me
moving, I moved when my
score reached 80, 000!

[ have found a way to
make Brutus go through the
screenin Popeye. Assoon
as you start the game. go
down the centre ladder
and move just in front of
Brutus. Position yourself
just so far that he doesn't
fire any bullets. Then make
him fellow you to the end of
the screen. He should then
turm round.

Move down to the
bottom level to collect the
sinking hearts. It will strike
vou that some sort of
interference 1s eruphing
| Fearnot: it'sjust Brutus

| passing through the screen,

[f you jump a barrel in
Donkey Kong when it 13
near the end of a girder,
the barrel will disappear.

M Starkey
Whitehaven, Cumbria

ARCADIA’S
CATCH 22

How about this then? Score
more than 600 poimntson
Arcadia’s Escape From
The Mindmaster, and he
callsyouacheat [didn't—
honest!
Raymond Graves
Bridgend, Mid-Glam

YOUR SCORE |

OS5

THE miMD
MASTER
OECLARES
U T BE
CHEARTING

Above Ravmond Gravesis

caught in a Calch-22 situation
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SMURF IT

[ think ['ve found some
bugs on Colecovision and
Atari games.

Onece, the title screen of
Srurf was followed by
continuous noise, Then |
gotalot of coloured hi-res
graphics.

Inresponse to Nicholas
schouten's letter on the
Smurf bug (TVG, May), 1
tried this and my score
went back o zero, my man
disappeared, two funny
symbols appeared nextto
the smurfat the top of the
screen, and my energy
dissolved. Thiswason
game three.

Also, ongame four, if
youmove it backwardsand
forwards on the same
background, you get
919,500 pointsanda
sguare-on-legs symbol!

In Venfure, move
forwards and backwards,
in and out of rooms, on
game three. When youare
out of the room, a green
hall monster will appear
from nowhere and kill vou,
This happens on games
one to four.

Also, although it'swrong
to doit, if you flick the on/off
switch on the Atari, weird
things happen. The players
emerge froma tunnelin
PetesSoccer. Yougetdots
in Kiver Raid Youget
Dave Barry's roomin
Raiders (TVG, May). You
get bushesonlegsin
Jungle Hunt,

The biggest surprise of
all1s that my Atari stll

works!
Martyn Disney
Walthamstow, London

MORE ONVCS

Plugina Tutankham
cartridge, and youcan
have continucus pla;.r ]us1

[ollow these steps
Scorea few hundred
points, and lose all your
hves,
Pressthe select button,
and keep it pressed,
Pressthe reset button,
and keep it pressed,
Let go of the reset
button.
You will see yourself
with the same number of
pomts in the same area of
the maze. You will have no
livesor laser flashes. Lose
a life, and your three lives
and flashes are restored,
Darren Chaplin
Camberley, Surrey

WALK THROUGH
WALLS

[ have found a way of

| getting through l:-n-r:k walls
| in Pitfall on my Coleco,

Just make a standing
jump towards the wall: 1e
press the button and move
the joystick simultaneously
in the desired direction
This should put you 'inside’
the wall (see photo).

Toget to the otherside,
push the joystick in the
opposite direction you
wish to go.

Chris Short
Tewkesbury, Gloucester

HOW TO PLAY
FOREVER
(PART II)

Here's even more arcade
eqastoadd to last month's
list,

First, letsget 1,000
pomntsin Space Invaders
De Luxe. Leave the far left
row of invaders while you
kill all the rest. The top of
the column 1sone step
ahead of the others. You
must shoot the column out,
top to bottom. When the
bottom left invader i1s shot,
a rainbow appears, and
youget 1,000 points.

In SEdIga!E i,r-:::u can get
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a 2,000 point "Zowie" bonus,
Shoot everything but one
landeronawave. Follow
the lander until he picksup
a humanoid. Shoot the
lander with the humanoid
underneath. Let the
humanoeid fall, and position
your ship on the planet's
surface directly below him.
The humanoid will touch
yvouand the surface at the
same time, The screen
flashes and youare 2,000
pomnts richer

This1s the key to high
scoreson Tempest, First
you must complete the red
level that gives you 188,000
bonus points, Then get
your score toone of the
two-digit combinations
isted below (by shooting
spikes, worth one point per
hit).

After you getthe
combination you need, kill
yourselt by wallanginto
enermes. Wait for your
desired to happen. These
are
0 freezes screen
0] givesaccessto
bookkeeping totals
05 allows play during
attract mode
06 aives 40 free credits, as
dolland 12
14 gives credit sound
without credits
15 doesthe zame
16, 17and 18 all equal 40
free credits
41 gives last two digits of
score switchd2 means
8C0re Increases quickly
46 allows following game to
start at green level
a0 lets the player move by
him/herself
91 doesthe same
60 lets objects drift down
66 lets them dnft ricrht
67 meansobjectsjump
66 lets them float up
10 does the same
All the tricks work if you
use the one to play the
attract mode (05). [fyou

it

THESE LASER-DISC COIN-OP
RRE REALLY E{}I'IEI'HIHE!

UB-TV GAMER CLUB:TV GAMER CLUB-TV GAMER CLUB-
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pause at any of the desired
pomts, 1t will take place
Instantly.

Two additional tricks
also work from this. 46
generates a random
coloured level withthe
WIong enemies for that
level. For instance. a dark
blue level may contain
fuseball tankers. And 48
gets you 255 extra men!

Apparently, Atari made
a modification kit for

Tempest to stop these bugs,

Finally, here areafew
eggs in Xevious

Youcanget the
programmer s initials by
flyingright and bombing
madly at the star! of the
game, After a couple of
seconds, the screen will

| say Namco original

programmed by EVEZOO
The hidden targets of
Xevious appear as huge
spiresrisingout of the
ground, Meost of the time
they appear in groups ofup
to eight, Unfortunately,
most appear very late in
the game - but two do sn
before the mothership. The

e

-

first 1s in the second
roadway section, just after
a horizontal road. The
second 1sjust before a
short diagonal row of bases
Just before the mothership,
Youget 2,000 points for
revealing these targets,
and another 2,000 for
wiping them out.

Alsoin Xevious are
hidden flags. The first two
appear by horizontal
rvers, usually on the
banks The thirdisong
norizontal line which
passes through the river
inlet n the middle of the
shield storm and just
before the desert, The last
15at the base of the eaglein

| the desert.
Ian Boffin

STOMP THE
DRAGON

Atlast! I've finally
completed Dragon-
stomper. After weeksand
weeksof maddening
frustration, | managedto
steal the amulet and defeat
the dragon, to the tune of
"Rule Britannia”,

Forany TVGreader
who hasn't cracked it, here
are some hints

The paper thatactsas
your [D canalways be
found in the flashing castle:

Try to getasmuch
meney as you can before
you cross the bridge

The vitaminsin the
hospital (second load) give
youstrength of thirty-five in
the dragon's cave

It1sadvisable to buy two
bottles of medicine, These

are tocombpatswamp fever.

Keep to the left side of
the cave

Youcan't use the unlock
while the dragon is
conscious (hint, hint)
Do not lall the dragon!

James Pocknell
Wing, Bedford
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