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Why be serious when there is so much fun in taking an alternative
view of things? This ingenious but hilarious spoof will have you in
stitches, not to mention the river, canal, sack ...

You'll be racing in Naples, Boot Throwing at the Colosseum, Pole
Climbing in Verona and Running Up Walls in Venice! If you can still
stand the pace, try your hand at Balancing Plates, Jumping Rivers,
Pogo and Pillow Fighting.

Recapture the very essence of competitive spirit in this comical
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Gremlin Graphics Software Ltd., Alpha House, 10 Carver Street, Sheffield 51 4FS. Tel: (0742) 753423
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CBM 64/128
£9.99 casseltte
£11.99 pisk

SPECTRUM 128

£8.99 Not 48K
Compatible

AMSTRAD

INTER GALACTIC HAVOC! A METEORIC MAD HOUSE! IT’S SPACE AGE.....

Will you endure the X12 Fighter Simulator and emerge
4 an lee cool space Mighter at the plnnacle of his powers or
7 like many more will you be reduced Lo a nervous, gibbering
wreck M for no more than intergalactic tinpol trading ships.
Only the premier cadets of the Stellar Imperium's pliot
academy will ever find out and Its upto the merclless Instructors
to ensure that only the elite survive.

IU's space age frenzy... It's interstellar turmoll... It's Bedlam!
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First with pokes, first with maps. This
month we bring you Platoon maps and
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THE THREE
STOOGES

If you're into a dose of classic madcappery, this
newie from American softsellers Cinemaware
(distributed over here by Mirrorsoft) should be
right up your alley. The Three Stooges, for those
of you too young to remember, were a trio of
amiable dopes named Moe, Larry and Curly,
stars of the silver screen way back in the - .,
‘Thirties. Our three heroes come across an evil s
banker (Yar! Boo! Sucks! — Ed) who is about to
lady and her three beautiful daugh-
from their crumbling orphan-

JUDGE DEATH

Programmed by Andromeda in Hungary for
Piranha, and based on the 2000AD strip, Judge
Death should be with us within the next month or

udge Death and his three cronies, Fire,

Judge whose mission is to
in their tracks. Armed with a shooter, you
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TOUGH GAME FOIR

DON'T FORGET TO GET THE LATEST CRL POSER

MAIL ORDER: For a Broad Sheet describing the comp e re

Electronic Arts, 11/49 Station Road, L= ley
CRL Group PLC, CRL House, 9 Kings Yar [arp



ROAD WARRIOR

JRE 61.&RD°~.DE GAME

RATOUGH WORLD

ISTIR FROM YOUR FAVOURITE SOFTWARE SHOP

)mpléeg range and information on your nearest stockist write to:

.Langey, Berks SL3 8YX, England
‘ard, @rpenters Road, London E15 2HD



AMIGA VIRUS MULTIPLIES

“Virus" programs which can
affect, and in many cases
destroy, any disk with which
they come in contact are
causing increasing concern
among Amiga software
producers, distributors, retailers
and consumers.

The original virus is reported to
have emanated from a Swiss-based
group of hackers calling themselves
the SCA (Swiss Crackers
Association) but, according to Silica
Shop's Paul Ellis, the “copycat”
syndrome has meant that there are
now at least four different viruses in
existence,

None of the strains of virus
permanently affect the Amiga's own
operating system, but the virus is
transmitted from disk to disk via
temporarily “infected” computers. If
the computer is not switched off at
the power source betweeen booting
different disks and the offending
code is present on one of the disks
booted, the Amiga's RAM will
become a virus carrier, infecting all
the disks subsequently loaded.

The effects of the virus on the
disks vary, depending on the nature
and complexity of the software in
question. In a large number of cases
the main manifestation of the virus
is the appearance after booting of a
message — the SCA’s one reads
“Something wonderful has
happened — your computer has
come alive” — followed by the
program crashing. The virus
operates randomly so that it will not
show up at every booting. When the
message doesn't occur, the game
will usually boot and play normally.
However in many other instances
the effects of the virus are far more
devastating: if certain disks are
booted in a carrier machine, they
become corrupted, and useless. In
general it would seem that the more
sophisticated the program, the more
susceptible it is to the latter
“terminal” effect.

It seems that the virus is spread

either through people secretly
booting infected disks into
demonstration models of the Amiga
in software shops or through Amiga
owners running other people’s
pirated or borrowed software on
their own machines.

While the scale of the problem is
perhaps not as widespread as some
of the reports have suggested, Silica
Shop are taking it seriously enough
to warrent the development,
continual upgrading and free
distribution of virus “killer” disks
which will check whether a virus is
present in any of your disks and
remove it, They have found it
necessary to produce successive
upgraded killer models — within a
matter of weeks — in order to deal
with the new “strains” which have
appeared. But for those who have
shelled out large sums of money for
top-of-the-range games which are
totally destroyed by the virus, the
killer is obviously useless: your only
solution is to write to the games
manufacturer or retailer for a
replacement,

"| think the guys who wrote the
virus are pretty warped", says Silica
Shop's Paul Ellis, “most of the
people buying Amiga games are
young people, paying with hard-
earned money. And with this virus
anyone who's made a major
investment in Amiga software could
find that their collection has been
ruined”.

Among the companies whose
products are most seriously
threatened are Amiga specialists like
Psygnosis and Novagen. "Anybody
whose products contain a
sophisticated protection system, like
ours, will have their software
destroyed by the virus”, according
to Novagen's Bruce Jordan.

How can a virus be transmitted
onto write/protected disks? Despite
some mutters within the software
industry suggesting shortcomings
in the Amiga's write/protect system,
Electronic Arts’ Mark Lewis feels

that this is unfair, citing instances in
the past of viruses occuring in IBM
and Apple systems: “| don't believe
that there's a disk drive built that
can't in certain circumstances be
made to write to a write/protected
disk”.

And the selfish jerks who
programmed the virus?

“I don't think you could print what
I'd do to them if | got hold of them”,
was how Paul Ellis summed up his
feelings. But EA-man Mark Lewis
had rather different views: “these
guys are, basically, criminals,
operating on the edge of the
industry. But | also think that the
virus-creators are most creative
people, and | just wish that they'd
ring me up so | could get them using
their talents in positive rather than
negative ways, writing games rather
than destroying them.”

SAFE BOOTING — how to protect
your disk collection:

1. Only buy software from
accredited dealers — don't pirate, or
use pirated software.

2. Always switch off your Amiga at
the power source between booting
games — the virus can't be spread if
your RAM is clean.

3. Check all your disks for the virus
and disinfect any that you find to be
affected. You can do this by using a
reputably manufactured "“virus
killer” — Silica Shop will send you
their latest “killer” program,
complete with detailed instructions
on how to use it, if you write to
them, enclosing a (preferably
formated) blank 32" disk plus a
suitable stamped addressed
envelope, at: Amiga Virus Killer,
Silica Shop, 1-4 The Mews,
Hatherley Road, Sidcup, Kent, DA14
4DX.

4, Have all software checked in the
shop before purchase.

A recent decision of the House of
Lords has finally confirmed what
many of us have suspected for some
time: just because a venue contains
a coin-op that doesn't mean that it
can be classified as a cinema.

Perhaps surprisingly, this decision
was not a foregone conclusion. As
reported in Commaodore User last
May, two lower courts had
previously found in favour of
Westminster City Council who
argued that arcades, chip shops,
youth clubs and indeed any
premises whatsoever which
contained a video game should be
covered by the Cinemas Act (1985)
in that it constituted “an exhibition
of moving pictures”.

Under the Gaming Acts stringent
regulations are laid down covering
how, when, where and by whom
gambling machines [“one-armed
bandits” etc.) can be played, but
arcade games— which don't
involve any element of “gaming” —
are, of course, not covered by these
laws. And a certain Councillor
Robert Davis and his colleague, not
being able to see any distinction
between gambling machines and
video arcade games, decided that
they would try to bring coin-ops
under the Council’s control in order
to protect young people from being
harmed by them. (When asked for
any proof for the proposition that
arcade games harmed young
people, or anybody else, Councillor
Davis and Co, declined to respond).

So the local authority scrabbled
around the statutes books and
eventually came up with a possible
loophole in the definition of
“ginema" in the above mentioned
act. If the House Of Lords had
agreed with Westminster City
Council, Councillor Davis and his
followers could have effectively
banned or severaly limited arcade
games from being played in public
by requiring that various regulations
be enforced and licence fees be paid
under the Cinema Acts which were,
of course, utterly inappropriate and
never intended to apply to coin-ops.
And remember: all this could have
been done without any public
debate ever being held on the issue
of whether arcade games are
harmful to minors. Happily,
however, the Lords decided
otherwise.




MASTERTRONIC SIGN UP
QUARTERBACK

Mastertronic have just signed up
the conversion rights for an
American Football coin-up endorsed
by the man who is arguably the
world's hottest quarterback, John
Elway.

The arcade version of Quarterback
is at present only available in the
States, but so popular has the sport
become on this side of the pond
(well. . Ed)that Mastertronic have
decided to release Quarterback, on
both Amiga and 64, in the United
Kingdom, with the projected launch
being planned to coincide with the
start of the new American Football
season in August.

Despite the fact his team, the
Denver Broncos, were humiliated in
the recent Superbowl final by the
Washington Redskins, Elway is still
one of the sport's best known and
most highly regarded figures, and

SOUNDTRACK JARRES

French software house Ere
Informatique, distributed in this
country by Infogrames, have the
rights to use the music of French
techno wiz muso Jean Michel Jarre
on future releases.

The first example will appear
towards the end of April on Captain
Blood which will contain excerpts
from Jarre's 84 Zoolook' LP,

Captain Blood, which, its
promoters modestly claim, has “the
best graphics seen on a computer”,
is a combination arcade/strategy
game in which the eponymous hero
must travel the galaxy in search of

his endoursement of the arcade
game Quarterback will almost
certainly ensure that itis a US
coin-op hit. Mastertronic clearly
hope that they'll score with the UK
conversion too.

To celebrate their acquisition of
the Quarferback licence,
Mastertronic have very kindly
offered to give on of those groovey-
looking high-flying genuine leather
American footballs to the first CU
reader who can correctly identify the
Washington Redskin's quarterback
who overshadowed poor old John
in the Superbowl by leading his
team to victory and into the record
books, smashing the previous
Superbowl high-score total for a
single quarter. Answers please to
Quarterback Compo, Commodore
User, Priory Court, 30-32 Farringdon
Lane, London EC1R 3AU.

clones which will enable him to
restore his ebbing life fluid.

Musically, perhaps best known for
his albums “Oxygene” and
“Equinoxe”, Jarre has also become
renowned for his incredible sound-
and-light shows.

Infogrames have very kindly
donated five copies of "Zoolook”,
plus five copies of Captain Blood, to
the first five CU readers out of the
hat who can tell us when the Spring
Equinox occurs this year. Entries to
Captain Blood Compo, Commodore
User, Priory Court, 30-32 Farringdon
Lane, London EC1R 3AU.

AMIGATV
STAR

Those who foolishly think that
the Amiga is merely a superfab
games machine will be
surprised to learn that two of
Channel 4's hippest “youth
entertainment” shows have
been using the big A to design
their impressive on-screen
graphics.

“Network 7" have been using the
Amiga to generate graphics since
the show was first broadcast in April
of last year, and “The Chart Show"
has now used Amiga technology for
some fifteen months.

“It's a very good fast graphic
computer”, explains Keith
Macmillan, executive producer of
both shows, “we've all gone
Commodore-mad round here.
Basically we write all our own
software for the Amiga. We also
build on a lot of electronic black
boxes at the end to enable
broadcasting”.

Channel 4 chose the Amiga above
other “pre-formed" graphics
packages, many of which Macmillan
feels are poor value for the price.
"Metwork 7" ‘s characteristic rapid-
fire graphic images are designed by
a graphic designer working on the
Amiga, while “The Chart Show"
uses the computer to formulate its
“icon” feature — those panels which
flash up on part of the screen giving
tour dates and other information
concerning the band playing.

Those of you who conscientously
scour your CU cover-to-cover will
have noticed an ad in last month's
ish, inviting Amiga artists and
programmers who might be
interested in working on “"Network
7"'s second series — which kicks off
in May —to send C.V. and demo
disk to one Shelley O'Neill. But, for
those of you lazy sods who missed
it, Shelley’s address is Video
Visuals, 300 Fulham Road, London
SW108BY.

Take us to your Leader [again!!!):
Clearly of the opinion that you can't
have too much of a good thing, those
Access/US Gold folk have just
announced the release of yet another
version of Leaderboard — World
Class Leaderboard: Famous Courses
Of The World. In its various guises
Leaderboard has spent over a year in
the charts, and, those of us with good
eyesight and low pain thresholds have
noted that the latest copy is sub-
titled Volume 1, implying — as if you
hadn’t begun to get the message by
now — that the Leaderboard saga
may still have a few more chapters to
E0.

Empty Pocket Sprockets: Their
ever-increasing sales, plus the fall in
the value of the dollar, have

already low priced Excelerator disk
drive [now bundled with GEOS| by
another £30 to just £129. For
another £20 you can have a freaze
machine thrown in. And, for those of
you lucky enough to own an Amiga,
and feel you could do with a
supplementary drive, Evesham will
shortly be releasing an Amiga-
compatible disk drive which will retail
at £99.95 — a full £100 less than
Commedore's own.

UK Emulator: Further to our piece
on American company Readysoft's 64
emulator for the Amiga, Robtek have
just announced that they will be
distributing this likety-to-be-sought-
after piece of hardware in these
parts. The emulator should be in
British shops any week now and will
retail for the princely sum of £69.95.

E. A. Taped: Good news for those
unfortunates who fancied a bash at
Electronic Arts' P. H. M. Pegasus or
Chuck Yeager's A. F. T. sims but
didn't have access to the necessary
disk drive: E. A. have just announced
that these two programs are being
released on cassette format too, and
will retail at £9.95 sach.

VENOMous Sequel: For those of
you who haven't yet had your fill of
M_AL5.K. games [there must be

out there . . .}, Gremlin

have just made public the impending
release of the third child in this
licence VENOM Strikes Back, in which
Matt Tracker's son Scott has been
kidnapped by VENOM and is being
held in their moon HO. No prizes for
guessing what you've got to do.

team and will in the future be working
solely for them. He'll be based in EA's
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CRITIC’S SELECTION

What's everyone playing at the moment?
MIKE PATTENDEN: Superstar Soccer — Sega (Games

), Arkanoid — Discovery (Amiga)

GARY PENN: Mercenary — Novagen (Amiga), 10 —
Firebird (64)

NICK KELLY — Thunderblade — Sega (coin-op), Traz —

Cascade (64)
MARK PATTERSON: Goiden Path — Firebird (Ami 1N |

Ricochet Firebird (64)




We took the seven trillion answers you seat us in response to our Crucial Poll.
We discarded the twenty-five billion that were obscene, unintelligible or o=
contained references to Chelsea Football Club. We fed the remaining FB

ninety-three squillion into our data-response-accumulator-synthesis-
modulator, We pressed the red button, them the blue bution, them the

button. We waited for the whirring to stop and the smoke to clear.
We looked at the random-statistical-interpretation-anode-monitor. And this is
= what we saw:




DERS POLL RESULTS

— B0 surprise there, Bat
We were amazed how many of you threw

your lot in with the rather wimpy T"Pan
whose matn claim to fame wonld seem fo

be perviicionsness of lead singer Carol
Decker, 4
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A Hop into a transporter and buzz off.

s - I FX/ into the first level, the idea beingto  shows you where you are) you'll structures to bleed biue droplets
pecia work your way through the levels,  have to use transporters to hop Wizball-style which can then be
0 cean and hence across the grid so you around various sections. To utilise  collected to top up that lost energy.
can trip the switch that shuts the these you have to succeed with It's a bit like cosmic lucozade.
64/128 whole thing down. another piece of deft timing. Your Once you succeed in shutting
i Shutting down each level is the ship spins in the centre of a lot of down the four power units you'll be
Price: £B_95 core of the game. You pilot your green and red lights and you have to  taken back to the grid where you can

Macaskill and Michael looking for power units. To shut hit a green light though, the ship closer to the main switch.

Fish, no snow at Easter, each unit down you have tocollect  spins quicker. Firefly takes its inspiration from an
no wet summers, no late hurricane  four pieces of, well ‘cosmic snot’ A mass of aliens dotted roundthe  old game called Zone Ranger. Firefly
warnings. So there are you after was how programmer Tony various systems will also sapthis is particularly original gameiin its
several years in deep space Pomfrett described it to me. Anyway energy. Your only defence is a fairly  own way and has lots of ideas
returning home looking forwardto  when you have a handkerchief full of  puny ring of boomerang bullets contained within it. The graphics
relaxing in perfectly adjusted it you can enter the unitand shutit  which circle your ship. The only way  (put together by Karen Davies) are
temperatures only to find all the down. Turning off the power is litle o restore lost energy isto shootthe  colourful and detailed, the sound
weather stations have GONE more than an exercise in timing. odd floating fish which passes very  neat and effective whilst the little
PIGGIN' WRONG! | suppose you'll As you explore each level (asmall  every now and again. Hitting it and sub games give it a diversity of
have to fly around the 24 weather map at the bottom of the screen catching it causes the background  interest that | found missing from
stations and close them down e S —— something like Hunter’s Moon
before you can put your feet up. And _ ' E— sl e which it resembles. In all Fireflyis a
that is Special FX' new game Firefly. 1 £ 9 4« y CU RATING very polished package and it proves

You begin on a grid, a sort of ' INTERREENANENEENE N S g e that Hysteria was no one-off.
galactic chessboard and move a HHHHH HHHH P Mike Pattenden.
figure into a square. This takes you T ALY -

v Brick based level. HHn | v Phallic tubing.

What a brilliant idea! Nolan  ship around the various zones hit three green ones. Each timeyou ~ move your figure another zone
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64/128
Imagine
Price: £8.95 (cass/ =
£12.95 (di

,’

level Lance has to negotiate a short,
horizontally scrolling landscape,

Lance stands his ground in  ayoiding or destroying enemy
v the control room of the soldiers and gun emplacements.
second enemy oulposi. Collecting the red pods found along
Konami’s coin-op received a the way gives you one of four extra
fairly mellow reception when weapons — rapid fire, |aser, scatter
it first appeared almost a : r 0 2""2%?12?2“““ or shield. Sadly, you can only have
year ago — arguably because its one of these goodies active.
release was overshadowed by that b= o o ol o o e o o i e S b, el el £ Having reached the end of the
of two breath-taking racing games: ; level and blown a hole in the wall of

namely Konami's WEC Le Mans and _ ' sl ‘.t muaen W the enemy base, Lance has to find
Sega’s Out Run. Still, its popularity i s =] his way to the control room via a
hasn't stopped Imagine converting it simple tunnel network. However,
to the 64. the corridors are patrolled by enemy
Gryzor s a shoot ‘'em up — more guards, who are best shot before
accurately, a mixture of three types they shoot you, and a deadly electric
of shoot ‘'em up spread over eight barrier which prevents progress . . .
levels. Taking control of crack until the relevant switch at the end
commando Lance Gryzor it's up to of the corridor is destroyed.
you to battle through and disable Once the control room has been
enemy outposts before penetrating destroyed the second outpost has to
and destroying the mothership at be penetrated and erradicated,
the end of the last level. On the first which involves completing a more
difficult tunnel network and an

v Dishing oul a dense dose of death and destruction ai the end of the first level. extremely well defended control
room,
The seventh level is another
HI horizontally scrolling landscape,

only this time it's a lot longer, more
varied and considerably harder.
Giant, boulder-spitting American
footballers make a bizarre and
unwelcome appearance, along with
glectrified barriers and a fireball-
breathing dragon’s head at the end
of the level.

Destroying the beast allows you to
enter the mother ship and attempt to
reach its centre to destroy it. And
believe me, this is far from easy. In
fact the whole game is far from easy.
The main problem is having to use
the space bar to jump — and as the
action hots up it becomes
increasingly difficult and frustrating
trying to manoeuvre Lance, shoot
maurading enemy soldiers AND
jump at the same time . ..

The problems of control and
toughness undermine this
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conversion of Gryzor. It certainly
falls below the standards Ocean
have created recently with the
release of Platoon and Rastan Saga.
Nevertheless as conversions go,
Gryzorisn't a disaster. The graphics
and sound could certainly have been
better, (Martin Galway is sadly
missed) but | must own up to
deriving some perverse gratification
from playing it, so ifyou're a
masochist this is right up your
street. Everyone else ought to think
twice before splashing out.

Gary Penn

AERRRRRERERER D)

v Not even icy wastes deter Lance Gryzor from completing his mission.

. the control room al the heart of the first oulpost,
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64/128
Cascade
Price:
£9.95/cass
£14.95/disk

ascade would be the firstto

admit that the basic game

concept behind Trazisn't
startlingly original: you've got to
use bats and balls to dislodge bricks
until the screen is cleared. Yes, it's
Breakout for the umpteenth time.

But it's the frills that are worth

talking about, and, as a certified
Breakout nutter, | can confirm that
the frills on Traz are pretty neat.

S

Traz, incidentally, is short for
Transformable Arcade Zone. Why
Transformable? Simple: one of the
major features of this package is that
it contains what is, at least to my
knowledge, the first ever Breakout
Construction Kit. Why no one ever
got around to doing this before is a
mystery to me. The editor is a wee
bit user-unfriendly, but once you've
worked out how to use it you can
CONSrUCt YOUT VEry Own SCreens.
There are a plethora of possible
arrangements from vertical, hori-

Where will the distorting
biocks send the ball?

zontal, indestructible, distorting and
monster-generating blocks, “traps”
{areas which you've got to keep the
ball out of — Trazallows you to lay
them on any of the four walls, not
just at the foot of the screen), bats
{you can have more than one, be-
side each other, perpendicular to
one another or even stacked) and
balls. Even if you're not generally
into building-your-own games, you
should have a shot at this, The
on-screen instructions may be con-
fusing, but the end results are im-

pressive.

But even without the Construction
Kit option, Traz would be a pretty
fun game. The idea is that you have
to battle your way through a multi-
screen complex (you choose from a
variety of opening screens, simply
by pressing run/stop). The arrange-
ments of blocks are considerably
more complex than, say, Arkanoid,
largely due to the fact that you are
often asked to control more than
one bat on different screen walls,
Even if you're playing with a mate in
the two-player team mode provided,
it can be fairly tricky trying to cope
with traps scattered about the play

Vioeo
| Auvo

ToUGHNESS

ENDURANCE
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Screen Scene I

area, and if you're on your own you
can get seasick trying to use your
joystick's up/down plane to move
one bat and the left/right plane to
control the other.

One irap, two bais and 2

The bricks you're trying to take out
come in two classic shapes — hori-
zontal and vertical. You can't do
anything about the indestructible
ones or the transparent anes which
distort the ball's flight: they re simp-
Iy put in to make things tougher.
There are also different kinds of
monster icons which appear and
float around the screen, Arkanoid-
style, and can affect the ball's flight-
path if it touches them.

The destruction of a brick is fre-
quently accompanied by a falling
question-mark icon which can be
picked up with your bat {assuming
you're not too occupied keeping the
ball out of the trap). There's no way
of telling what effect any one of
these will have: some give you an
instant muiti-ball or a temporary
brick-shooter housed in your bat;
some will slow the ball down or
speed it up to an uncontrollable
pace; some distort the ball's flight;
and one beauty even ‘smart-
bombs" the entire screen, thereby
giving you an instant passage to the
next level.

You get five lives, with a bonus life
awarded for each level completed,
but believe me, this isn't over-
generous: even on the initial
screens, you're going to have to be
lucky not to drop one or two, and

once you get on to any of the second
stages {these vary according to
whichever start-off level you
selected) you'll be faced with some
very tough challenges indeed. Fre-
quently you'll have to control four
separate bats at once, assuming
you're playing by yoursef,

4 T.T*H"thﬂllﬂ

No, | don't think you're going to
tire of Trazin a hurry. Cascade have
taken the proven tooth-grinding
compulsiveness of the genre and
enhanced it with a host of clever
touches. The endlessly varied
screens, the multi-plane bats, and
the inclusion of a construction kit—
the presence of any one of these
features would make this game
worth a look for the serious Arka-
fraak. By cramming all of them, and
more, into one product, Cascade
have done us proud.

Nick Kelly




YOU CAN T CALL IT A SIMULATION THERE’S
TOO MUCH ACTION. YOU CAN'T CALL IT AN /4

. ARCADE, THERE ARE TOO MANY REAL /

| DECISIONS. YOU'D BETTER JUST CALL FOR /4

' BATTLESTATIONS!
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USE THE BIG GUNS TO POUND ENEMY
S POSITIONS SEND IN THE MARINES

mg THE | APANESE DESTROYERS
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AVAILABLE FOR:
C64 DISK £14.95
C64 CASS £9.95
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ONIC ‘H‘I’SI.'J"D WE PRODUCE HOME SOFTWARE ON A WIDE RANGE OF COMPUTERS. FOR A BROCHURE AND THE LOCATION OF YOUR NEAREST STOCKIST,
.C NTACT: ELECTRONIC ARTS, N-48 STATION ROAD, LANGLEY, BERKS 5L3 8YN. TEL: SLOUGH (0753) 46465. DEALERS PLEASE CALL (0753) 40908
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Accolade/US
Gold

Price:
£9.95/cass
£14.95/disk

or those of you who are not
F familiar with the sport of

American Football the first
thing to note about 4th & Inches is
that there's absolutely no point in
loading it up, pressing fire and
seeing how well you get on: a
lengthy perusal of the drab
instructions sheet is unavoidable.
American football, you soon come
to understand, is heavy on tactics,
and you have to try to work out from
the meagre information provided
what moves like “Draw, Run"”,
“Short Curl, Pass” and "Streak,
Long Pass” actually mean on the
field of play.

There are some 36 different plays
possible in all, 16 possible team
formations plus all the different
player positions (although there are
only eleven team players on the field
at any one time, just like in the real
thing specialist players are brought
on for specific plays). And, as if that

4

wasn't enough to master, the
program gives individual names and
characteristics (speed, toughness,
etc.) to each player on each team. It
all seems like a tremendous amount
of studying to do before you so
much as get down to the line of
scrimmage.

Anyhow, when you've decided
that you're as ready as you'll ever
be, you select one of the two teams
and give the other either to your
mate or the computer. Press the fire
button and one of the ill-defined
little figures boots the ball. The
screen initially shows the area
surrounding the half-way line, with

Th

® Screen Scene
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Sit back and lel the compuler have some exercise.

sequence follows during which you  (controlled by you) who can then

try to guide this player as far back up decide whether to throw, kick or run
the field as you can before the ;
opposing hordes swarm around and  there's some very subtle skill
tackle you.

the ball, and when to do so. Perhaps

involved in calculating exactly when

Once the tackle has been made, to let your pass (the most common

move) fly, but if there is | was too

dopey to work it out. Basically,
you've already decided, by your
various menu choices, what you're
going to do, and so has your
opponent, 50 the skill needed during
the arcade phase is pretty minimal
— the game does most of it for you.
If the ball has been passed you have
to try to move the receiver you've
previously selected underneath it to
make the catch. There are 50 many
other players of both sides
swarming around, and the sprites
are so poorly defined, that whether
or not your flashing receiver
manages to make the play complete

is totally hit-or-miss. If he doesn't,

A The All-Pros convert their fouchdown.

three successive menus appear
underneath either player's team to
enable you to decide the strategy for  avoiding tackles, towards the end
the next play. These menus give you zone.

five possible team formations, play
selections and players to choose
from. If you're playing against a real  American Football. The quarters tick
live opponent, your joystick-
controlled cursor (options are
represented by North, South, East,
West or Centre) is invisible, thereby  gameplay is automatic or
keeping your selections secret. If
you've got possession, the options
will relate to attacking plays, while
your opponent is offered a range of
defensive plays.

about 10 yards in either direction
depicted. The ball, of course, travels
way hevund this area, with both
teams’ players in hot pursuit, but the
game steps rather than scrolls.
Incidentally, neither you nor your
opponent is doing
anything at all yet
—the game is
playing itself. The
ball is eventually
caught by a
player, who
then flashes to
show that
he is now

-'47'

A short
arcade

operational.

it's back to the line of scrimmage or,
if the four “downs" have been
exhausted possession changes. If he
does, he can try to run upfield,

4th & Inches does stick fairly
closely to the rules and tactics of

away, you can call time outs, players
do intercept passes and hand off
tackles. But so much of the

predetermined that there's very little
sense of playing the game yourself.
You get all the frustrating
interruptions of American Football
with absolutely none of the thrills,

All that happens in the actual skills and spills. A Long Pass? | think

“Play” is that the ball is passed back | would if | were you.
to the flashing quarterback

Nick Kelly
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HELP THE FRENCH RESISTANCE, YES.
GET CAPTURED, NO THANKS.

PNAILABLE FOR:
C64 DISK £14.95
C64 CASS £9.95

ELECTRONIC ARTS
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Price:
£8.95 cass/

£14.95 disk

epite many requests

Firebird don't seem to want

to supply me with a scenarno
for 10, so |'ve put my creative talents
to the test and written a seven
volume novel, Here however (due 10
limitations of space| is a short precis
of its main elements. Shootdahell-
outaeverygoddamthing!

In their own brazen words 105 a
"horizontal shoot 'em up in the
R-Type style”. What they're trying to
say is that they've ripped the hot
coin-op off. There again if you're
going o rip off an arcade shoot 'em
up then the lrem game is the one
What is remarkable is that /0115 so
good. What is even more
remarkable though, is that
programmer Douglas Hare and
graphics artist Bob Steven have
never written a game before and are
really only known for their work on
Compunet, It really i1s quite a
remarkable debut

There are only four levels in the
game, but they are quite long and
when you repeat them they increase
considerably in difficulty. They all
follow a similiar format with a
surface below and above and wave
after wave of craft which attack you
waiting at the end of each level is the
by now standard extra big monolith
of a nasty

The four levels come in a seled
of tasteful colours with a sele
tasteless nasties. A dropship
deposits you into the first level, a
pinky metallic corridor with g
turrets top and bottom, whirly A-
Type snakes and lasers which shoot
from top to bottom of the screen and
cut through your little ship like a
scalpel. A large spaceship blocks
your way into the next level, destroy
it and you go on o the junglescape

This is a tunnel swathed in
creepers and populated by the kind
of plant not even Prince C|
would speak to. Pod
their leaves and spit out
death whilst bulbs fire wicked laser
bolts diagonally across the screen. A

Cuon
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® Screen Scene

leering skull awaits at the end of the R-Type is currently under DIGITAL POINTS DISPLAY
cregper clad corridor. conversion to the 84, but if A : T = PR —

Level three is a red lunar Activision can do better than this CU RATING
landscape where deceptively pretty  they deserve a lot of credit. Whilst 10 S
bubbles float around. Touch them Isn't @ complete copy, level for level,
and like your dreams they fadeand it does possess all the elements that
die. Make it as far as the end and a made the lrem game such a joy to
mountainous rocket launcher play. It's a class piece of

pumps huge slices of photon
ectoplasm at you.

The final level consists of a matted
mess of blue spines which not only
cramp you for room top and bottom
but hinder your path going forwards
too. To complete the circle a
massive foetus guarded by another
snake confronts you. It takes a whole
bank of shots to finish this baby off

Your only assistance throughout
the game is a little extra weaponry.
You gain it by shooting small green
orbs which appear every now and
again on each level. Shooting it once
turns it into a gun which when
picked up doubles your firepower,
Get another and your firepower is
tripled. Grab another and a little
sphere will attach itself to your wing.
You can have a total of two after that
the green minty things just give you
smart bombs or extra lives

programming (if a little too difficult)
with great graphics and a hugely
enjoyable blast. Put Bob and Doug
to work on something else quickly!
Mike Pattenden

To celebrate the launch of this wowza blast we've conned
Firebird into giving away a John Logie Baird box. That's a cute
but colourful 14" remote control TV. Win this and you'll never
have to wnplug the TV in the living room to wire up your
computer. And you'll never have to get up to switch over from
Football Focus to Saint and Greavsie on a Saturday. You won't
even have to get out of bed.

How do you win this? Well since you all loved drawing
rampaging monsters so much (we had about a trillion entries for
that compo) we thought you'd like to put brush to paper again.
You've seen our efforts at thoroughly horrible end of level type
monsters an the front cover, and on the poster, now it's your
turn to draw, paint, do a collage or whatever of a disgusting
sickening alien under attack from a ship manned by the CU
Crew. Get the picture? [Ouch) Dh, and there's twenty copies of
the game for runners up.

Entries to reach us by March 1Bth with the winning entry to
be reprinted. Send ‘em to Vile Alien Compe, CU, 30-32
Farringdon Lane, London EC1R 3AL.



omewhere deepin the
psyche of compiiter
rammers resides the

memory of Andrew Braybrook. With
classics like Uridium and Paradroid
he became the godtather of the
shoot ‘em up market. And as we all
know imitation is the sincarest form
of flattery,

Task Iff has routines from nearly
all Braybrook's oldies. Essentially 3
vertically scralling shoot ‘em up,
Task [l hias near identical sound
effects to Uridium. Your score is
calculated after losing a life or
clearing a level on a separate screen
with rainbow-hued letters 4 la
AlfeyKat. When you explode it looks
vaguely familiar as well. . .

The story? In the year 6038, a
mere decade after the Cappin Wars,
an evil emperor from a distant
galaxy has invaded the peaceful
galaxy of Cybemetica.

(%)

You are Prince Tomos {very
trendy) the last survivor of the
Cappin Wars Rebel Star Fleet, and
it's down to you to destroy the evil
emperor Colon who resides behind

a protective wall of sixteen privately

commissioned star systems.

After the game loads your ears get
an audio battering of a first rate tune

which reminded me of something |
might have heard on ohe of the
original Star Trek drama sequences.
When you start on the first level you
are almost instantly engaged in
combat with a large squadron of
brightly coloured muwver-
tamperpers. A novice player at this
point might decide to retreat, if so
they might notice their ship flips
over slightly similar to the one in
Uridium.

Task Ilf also features the popular
additional weaponry. This time you
have to fly over blocks to collect and

activate the device. If you hang
atound for a while the block turns 1o
the next highest weapon, but as you
have a time limit for each level this
can not be recommended as a way
to build up your arsenal.

Task {ifis an inverted shoot "em up
in the sense that you automatically
start off with all the additional
weaponry. What you can collect is
varied, nothing dramatically
different, but pretty deadly all the
same. To blast with you get a tri-
laser front gun, rear lasers, and side
lasers. On top of this you get smart
bombs and a protection satellite
which surrounds your ship
destroying anything that gets too
close. The next best weapon is the
dimension warp which casts you
into another dimension, causing all

Build up your arsenal

TRAK Il

234567

A Break through Colon’s barriers (777 — Ed)

the aliens ta slow down while you
blast them. And finally there's'the
Emergency Packaga: activated by
prassing run/stop this gives you all
the extra weaponry just in case the
going gets too tough

The quality that makes Task lil a
good game rather than the bad one
is its addictiveness. It really has to
be played 1o be believed, I'm
hooked.

The graphics, aside from a couple
of neat enemy sprites, aren’t very
special and the in-game FX are all
out-dated. But Task /il has the sort of
challenge that makes up for its lack
of originality.

Mark Patterson

Time for a dimension
warp (7777277 —Ed).
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Letus fﬂl 4 MOoment tam
physics and reduce yo
anatom.

Quite a task you may say, but you didn"tecount
on the help of ANDREW BRAYBROOK,
software pioneer and atomic genius.

Arfirst glance, your new universe may seem
quite friendly, at least very few of itsinhabitants
will be trying to kill y . Butdon't gettoo
comfortable, the longer vou're there, the more
hostile they become.

audacity to gain immunity to your
Mot fair I hear you say
rerlooked the brilliant te
entists headed h}-‘ Prof 3
himself, who can be commuissioned to build more
powerful weapons and systems for your exclusive
use. You could become invincible, with an
me battle cruiser filling over half the screen,
DYOU'LL NEEDIT.
With 50 successive levels, an outstanding
i isual effec

ur ]-d.'i ftd Fl-i.f;i“.;ﬂﬂ.

: in any direction and some whacky
sounds by 5 Turner, Mo r].rhf:u s will show you
what your hardware can really do.

Out now on Commodore 64
Cassette £14.95. Disc £17.95

You see, you"ve got to destroy theorbitals
surrounding the central nucleus and surprise
surprise, orbitals hate being shot at. So they
release a fearful array o i intelligent ‘morphs’
in retaliation. The longer you take to wipethem
out, the smarter they ge y even havethe

Rainbird and the Rainbird logo are registered
trademarks of British Telecommumications PLC.

Morp, ? by mail order. Sen oy and remittance to:-
Telecom T ] treet, London WCIA 1PS




64/128
Accolade
Price:
£14.95/disk

n 1961 President John F.
I Kennedy gave NASA the task of
landing a man on the moon and
returning him safely to Earth. Seven

years later American astronaut Neil
Armstrong descended the ladder
from his lunar module and with the
now immortal words, “one small
step for man, one giant leap for
mankind"”, he became the first man
to land on the moon. Now with
Apolio 18 it's your turn. back to the instructions. The

So yours truly the reject from the  telemetry screen is like the interlude
right stuff donned his white EVA suit  screen which occurs between most
and helmet and prepared for launch. of the missions where you have to
The disc drive whirred and clunked &  switch on bits of your rocket in order
bit then the telly said “Apollo 18 not to fry yourself or your crew. Also
ready for launch.” Following this at |ater stages you are required to
there was some nice pictures, more  enter a specific program number for

bbb e s s

L m-nen

Planet earth is blve and there's
nothing | can do ...

speech, and finally the game! | the in-flight computer to run. So |
pressed the button to start. The switched everything on and went
computer told me to proceed to back to the launch screen.
telemetry, whatever that was. So The concept for the launch screen

I'm stepping
throwgh the door
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is original but it distracts you from
all the pretty graphics going on. The
display for the level shows half of
the screen as instrumentation, the
other half the paranoid boffins in the
mission control room. In the centre
of the room is the view screen which
shows your rocket launching at
various levels of closeness, and very
effective it is too.

When you execute the launch you
get more speech telling you the
countdown has started and the

boosters have been switched on. To
control the functions like activating
the boosters and ejecting spent
rocket stages, there is a small gauge.
Every now and again a red bar
appears which darts to the other
side, you have to press the fire
button and stop the bar as close to
the line at the centre of the gauge as
possible. If you stop the bar too far
away from the line the launch will be
aborted. You have to do this four
times for each stage of the rocket,
but on the second stages and above
you have a set of left/right giros to
control as well, If you let these
overshoot more than three times the
launch will again be aborted. This
may sound easy, but trying to keep a
close eye on two sets of gauges
while watching the pretty graphic
effects and keeping an ear open for
the excellent speech is no mean feat.

If you manage to make it out of the
Earth's atmosphere, the display
changes to that of inside the cockpit,
with your legs sticking out the
bottom of the screen surrounded by
various controls and readouts, with
a monitor screen to the right. Then
you have to dock with an orbiting
space station, To do this you have to
run the programs through the
telemetry screen, then line up the
cross hairs on the small display
screen with the target space station.
Get it right, go slowly enough and
you'll fly straight into the docking
area.

The next stage is the in-flight
course corrections. This is a wee
bitty boring, just wait for the

countdown to finish then hold down
the fire button until some numbers
on a display in the top left of the
screen start whirring round, then
release. Nothing to it really.

The next stage is to land on the
moon. This is rather tricky. You have
to guide the lunar module down via
a map display. To manoeuvre you
have to fire the control rockets in the
opposite direction to which you
wantto go. So to go right you need
to pull left and to go left you need to
pull right. Then when you get into a
satisfactory position, you have to
put on the brakes to slow down
enough to land. This all may sound
easy, but you only get three
atternpts.

After landing comes the moon
walk. You have to reach the
Surveyor [Il and get back to your
lander again without running out of
oxygen. You pull right on the
joystick to pick up speed, and left on
the joystick to lean back when you
complete one of those funny little
jumps. To correct any deviations in
your course you can pull up and
down on the joystick.

Once you're back in space your
penultimate mission is to practise
grabbing satellites for repair. You
start this mission by pressing fire to
release the first satellite. Your outer-
space fumblings will be recorded on
one of three different cameras. To
grab the sattelite, you hae to be in
exactly the same dimension as it.
What | mean is the stage is played in
three dimensions, you can move in
and out by using the cursor keys,
and you can jet pack around. To aid
you there is a special motion tracker,
which is very fiddly to use. When
you are level with a satellite you

must be facing it and be

travelling really slowly in order to
activate your space hook and grab it.
This is the only mission | didn't like,
as | found it tedious and too taxing
on the mental resources of a
weary astronaut.

Finally there is the re-entry. After
activating about a half dozen
programs you have to complete the
task of keeping a crosswire centre
on a round ball. Sounds interesting
doesn'tit? In fact it is pretty hard, as
the further from the centre you get,
the further off course you go the
hotter it gets, if tempeature exceeds
five-thousand degrees, you and
your men fry.

When you complete a mission you
are given several neat high-res
screens and a lot of speech. If you're
lucky you would have splashed
down perfectly to the American
national anthem, or to mission
control saying, “you're way off
course Apollo”. Either way it's still
good.

Apollo 18is a really great game, it
actually feels good to play. The
graphics are good with lots of extra
touches and special effects here and
there which really spice it up. The
sound is pretty remarkable, the
effects are good, but the speech
can't be faulted either. It's not that
the speech is very high quality, (|
don't know whether it's bad in
intended to sound like it's really
being broadcast across millions of
miles) but there is loads of it. A
highly entertaining piece of software
which | really liked, not only original
but enjoyable too. Definitely one for
all you budding Kirks out there.

Mark Patterson
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offices with literature on their

new |abel GO! they have
failed to live up to what we all
expected of them. Clearly GO! hope
this will be the one to change that

I /
S — S ince U.S. Gold flooded these

If | were not in such a kind mood, |
would say that this plot is about as
interesting as watching Holiday on
Ice outside a branch of Radio
Rentals in Walthamstow whilst it is
snowing. I'm pretty sick of all this
“Fly your X352 6Mark3warp speed
mega-galactic cruiser . . . only you
can save the Andromeda interstellar
univeral freedom fighters. . . “type
waffle, Why can't they just live with
the fact all they have produced is
another shoot 'em up and just write
nothing at all. | could live with it.

Now that's understood it's time to
take your ship and waste some extra
terrestials. The Aliens come down in
formations of around ten. Although
they are rather easy to dodge if
you're in the right place, once you
get caught on the wrong side of the
screen, well, that's it. Your ship can
move in any of the eight compass
points, and fires a rather mundane

looking laser. But dodging the ships
that fly at you (without firing any
missiles at you whatsoeverl) is by
no means the only problem you
have. There are guns, and plenty of
them lining each of the seventeen

spaceships’ surface, these guns fire
repeatedly at you, and some of them
will even revolve and follow you.
Homing bullets are probably the
hardest enemy on the the levels that
you will have to deal with, these
simply appear from nowhere and
come hurtling toward you, aiming to
destroy one of your three lives.

One of the game's most
infuriating aspects is its control. You
can move in all directions but when
you move sideways you seem to go
a lot faster than you do when you go
backwards or forwards, which does
not do you too much good when are
trying to dodge an army of
spaceships,
Atthe end of many of the levels

there is a little yellow circle with the
letter ‘t" on it, touching this will send
you into what must be one of the
most fun bonus stages that I've seen
for some time. Your ship is
transported in to what can only be
described as a mega-galaetic pinball
table. You must fly through the

@® Screen Scene

pinball table and try to keep a ball
bouncing for as long as possible. If
you do lose the ball you can shoot
the bumpers and tokens yourself. If
the ball should hit you, you will then
be transported to the level which
you were previously on. If you
survive the pinball wave you will
then go on to the next level, and be
awarded a hefty bonus.

After every four levels you will
encounter a mother ship, a very BIG
mothership indeed. These are very,
very tricky to kill, as they can only be
killed when their eyes are fully open.
Killing these ships will earn you
another hefty bonus, and give you
temporary invincibility.

The graphics aren’t exactly
pioneering but they are a competent
version of those seen in most

64/128

vertically scrolling shoot ‘em ups,
with realistic 3-D effects, and, a
rarity nowadays, smooth scrolling.
The sound is rather average, the
gameplay can hardly be described
as original, but it is a reasonable
shoot 'em up. The cute little pinball
bonus game makes the package just
about worth it.
Ferdy Hamilton.




A NEW WORLD FROM RUSSIA

“ .. one of the all time computer classics . . . unbelievably
addictive . . . it's perfectly simple and simply perfect " 94% Zzap 64

Available on Commodore 64/128 Tape and Disk - Spectrum Tape and Disc -
Amstrad CPC Tape and Disk - Amstrad PCW Tape and Disk - BBC/Electron Tape
and Disc - MSX Tape - Atari ST Disk - Amiga Disk - IBM PC and Compatables.

Published by MirrorsoftLtd, - Athene House - 66-73 Shoe Lane - London - EC4P 4AB



lamps will be returned and havina

5 not stupid

g, the king :

In return for a few b
njures up two

i85 his belt bur

to starin a com

g‘::‘:ﬁizrg Amtmm-wfmhmmmmwﬁrm

Price: £8.95
cass/

£14.95 disk

t's th

not being rich,

stupid. So th g
g and say
hands

T s
‘-.
i

-

A Jack avoids a goblin in the castle

T
3

HILAYER (INF 17965




® Screen Scene

sary to do a little
ing. There are two ways out
, to the front
. . Exits at the
back are depicted as
e at the front are

forwards oy
lling back. Y
vourself either in another room or
outside. Interiors are usually made
up of one scr v, th side,
ing a much bigge

and right and “in’ and ‘out
CTeen
Il this would be nice

your pr
I're there

ith fireballs, arro
gob on you, then it's

g of belt buc
go lamp hunting.
itually, if you look hard enough
u will find a fire breathing dragon.
orrent of

|, what with the Robin Hood
| musak, wandering in and
( up and de 2
ough f s and meadows
it not for the horde of evil beasti
that chase

.From the
onflies, w , vampire bats
wolves to the relatively
: ,notto

drop Ii"l.




S OF TWARE...
T b e e




64/128
Virgin Games
Price: £9.95

he Mekon (the green one with
I the extra large cranium)

whose sole aim in life is to
bring destruction to our home
planet (must be a West Ham fanl)
has started playing with genes and
hormones and things like that (yeah
them kind of fings — Fik Ed). Now
the evil one has created a race called
Super Treens, a race of dedicated
destructionists. Anyway, the Mekon
plans to send them on to Earth and
will definitely succeed unless you,

controlling Dan, can go and meet
him face to face and put an end to
his evil.

The game is set out over four
levels, each level has six Super
Treens being genetically cloned, the
fourth and final level has seven. Dan
must ride around on his jet scooter,
and shoot the life support machines
which these wicked creatures are
being nurtured. David Alton would
not approve — that's why there's a

WIN A DAN DARE
GOODIES BAG

Those generous Virgin people
have just come stumbling into
our offices with a great mound
of loot to be dispensed to five
lucky CU readers. Each winner
will receive a copy of the brand
new Deluxe Collector's Edition
of “Dan Dare, Pilot Of The Fu-
ture”, a superbly bound volume
plus a Dan Dare T-Shirt, poster,
poster-pack and, of course, a
copy of Dan Dare i, the game.
Simply tell us how much you
think the cover price was for the
first issue of The Eagle all those
years ago. Answers on a post-
card to Dan Dare Compo, Com-
modore User, Priory Court, 30-
32 Farringdon Lane, London
EC1R 3AU.

OO0 NOT ATTEMPT
TO LAND AT MEXONTA |
THE MEKDM 15 IN
CONTROL HERE/
MAKE FOR THERON
TERRITORY |

looking space moped since the
Mekon's ship has the strangest kind
of gravity that I've ever seen. You
seem to be able to fly around okay,
that is until you come to a tunnel,
which often decides to suck you in,
and send you somewhere that you
most definitely do not want to go,
such as an interesting garbage chute
for instance.

Unlike most run-of-the-mill-bog-
standard-average-everyday-
mediocre games, this one gives you
the chance to play both the goodie
and the bad guy. Yes, you can
indeed play that green forehead
himself the Mekon. When you do
you must not kill the foetus of the
Super Treens but you must release
them before that Slimey ass-kissing
little do-gooder Daniel Dare can kill
your genetically perfect little
creations.

Around the levels there are many
little hidden tricks and gadgets
waiting to be discovered, useful
things such as shortcuts and extra

those who persevere. The best way
to find these is really just to fly
around like a pig in a bacon factory,
and blast everything that looks
blastable.

There are Mekon guards around
who will blast Dan’s energy down, in
the hope of ending one of his six
lives. But this method is by no
means the only way that our hero
can die, and it is probably the least
likely to occur. The most common
way of dying, in my experience, is
through the very ungenerous time
limit. Once you have shot one of the
Super Treen babies you have then
ten “Mekon” minutes, which are
about the equivalent of three human
minutes, to kill the rest of the evil
embryos. Another interesting way of
ceasing to live is finding yourself in
the garbage room where the walls
have this annoying tendency to
come together with the result Dan
becomes Danish.

Dan Dare lfis a very enjoyable
game indeed, and nor is it another
dose of the original, which is a good
thing, (though half of me wishes it
was because the first one has to be
held as one of the best arcade
adventures ever on the 64.) The
sequel is a more straightforward

chalienge but still enjoyable.

time limit. The game's real
enjoyment now becomes apparent.
I've never seen a man so happy as
adman Scrivo, when he was
shooting the Super Treen's foetus
thus turning them from Mekon
green to a rather sicko intestine red.
Dan has a little trouble initially

trying to scoot around on his phallic- fire power icons are around for

Ferdy Hamilton .
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Go!
Price: £9.95

This Wild West future shoot
"em up was designed and
programmed by Probe — the
people who brought you Ouf Run
and Trantor. It comes with a scene
setting story on the inlay that, for
want of a couple of extra chapters
and a beautiful heroine, could have
made a Mills & Boon novel.

The scene is New Texas, where
the mines are full of Kerium, the
modern equivalent Esso four star.
The villain of the piece — Tex Hex
and his hordes of evil friends. Waita
minute, shouldn't that be fiends?
Well anyway, it’s not Tex's fault you
see, heis in the grip of the
unutterably evil spirit Stampede,
who wants to resurrect some
dinosaurs and be their king—|
know that sounds like a complete
load of dino dreck that I'm making
up as | go along but it's true, honest.

To be the king of the dinos,
Stampede, with the help of Tex Hex,
must extract the magic sequence
from the ancient Indian, Shamen.
“As the courageous Marshal

Bravestarr, patrolling the wastes of
New Texas, your task is simple.”

In other words, save the Indian.
Not so simple as it turns out. To
begin with, New Texas is a one
street town. You're standing in the
middle of it and there's bad buys
comin’ at you from both ends. Using
your laser blaster you can deal with
most of them. The dogs are a bitof a
problem, you'll have to get on your
knees, or keep well out of the way by
jumping on the roofs of the
buildings. But that won't help you
avoid the seagulls, black clouds,
weightless spacemen and other
nasties that operate above ground
level.

The first thing to do, not including
blasting everything in sight, is enter
some of the buildings — the bar, jail
and exchange for instance. This gets
you away from the action and gives
you a chance for a breather. Once
inside you have three options; talk,
examine or leave. These will get you
nowhere at first. There's nothing to
see and no one to talk to.

Sothere's only one thing for it —
hop on the saddle rocket. Apart from
being pretty good fun its the only
way to get to the other locations in
the game. The bad stuff follows you,
but on the saddle rocket it's easier to
manoeuvre out of the way. When
you get to your destination, selected

with a pointer on an amp, there’s a
task to accomplish, which might be
as simple as picking up a piece of
Kerium or freeing some people
entrapped by Tex Hex. This is done
in the same examine/talk/leave mini-
adventure mode as in the town
buildings.

As you accomplish various tasks
new locations will appear on the
map for you to investigate. It's
worthwhile heading back to the
town every now and then. Things
can be exchanged for money in the
Exchange and the money can be
used to buy information in the bar.

BRAVESTARR

You have to complete your task and
rescue Shamen before time’s up or
you get shot once too often.

Bravestarris all the mare
enjoyable because despite the fact
that it is full of all the old clichés the
wild west idea freshens it up
considerably. The graphics are good
too — a welcome change from the
Uridium-style metallic metropolis
that seemingly features in virtually
everything these days and at ten
bucks, you won't have to sell your
horse to buy a copy.

Ken McMahon
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s you stare out of the office
Awindﬂw at the Washington

Monument you know it's
going to be one of those days.. . . It's
been one of those days ever since
you joined your brother's detective
agency”.

And it doesn't take a Philip
Marlowe to realise that we're back in
shamus land again, swapping
smart-ass one-liners with hoods and
broads in the grainy black-and-white
lowlife of the private investigator.

This time the city is Washington
DC, and the lengthy prologue finds
you slumped behind a mountain of
unpaid bills, reading the cheering
news about stolen killer viruses, nazi
demonstrations, Reds-under-the-
bed paranoia and Third World
power muscle-flexing. A couple of
mysterious phone-calls, and a folder

full of notes and Polaroids, are about
to change all that, and reaching for
your trench-coat you set off to
investigate a mystery so devious it
makes a Chandler novel seem about
as complex as a Sun editorial.

As you gumshoe it around Capitol
Hill, searching Potomac Park,
Independence Avenue, 23rd 5t NW,
and 5th & Florida for your kidnapped
brother Joe, you bump into a weird,
wonderful and decidedly suspect
crowd of characters. There's the
knock-out blonde Lisa Rothschild,
nasty smooth-talking FBI official
Dick Powers, Bogie-lookalike Mike
Kruger, and the Spanish-speaking
taco vendor Estefan. These and a
dozen other guys and dames are to
be found on the streets and in the
bars, hospitals, embassies and
warehouses of the city.

T.ﬂ [ 11 1)
I'm hr;lnn’n.
to monder if
I lidn’l Ju:t
LERWE

the SCHERATIC
at the
hospital ...

Detective Rike

15th Street HL

A Erm, play it Sam . . .

The game employs unusual 360°
panoramic views of the streets,
avenues and building interiors, so
that as you move the cursor keys or
joystick, the view shifts to left or
right, just as if you were slowly
turning on the spot. Above the
location window are commands
informing you of the options
available — you can search, walk,
talk to passers-by, hail a taxi, use a
phone, or enter buildings and
ro0ms.

Once you decide to button-hole
someone, the view changesto a
close-up portrait of the character in
true film noir style, with effective
shadows and animated facial
expressions which react to your
guestioning.

Most characters won't reveal

much the first time you talk to them,

and you'll soon learn that often a
non-commital shrug or nod will

Well, you never know
your luck . . .

Dedc 1 de

RIMBASSADOR !

YE&FR REXT
APPSIRTOMERT
IS NERE?

You can 90 in now.

all right.

Embassy Reception
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elicit as much information as a
straightforward demand. Tact and
politeness will get you further than
impatience; and while inviting a
dame to dinner might sometimes
win her over, it might just get you a
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A Don’t be put off by outside graphics.




verbal slap in the mouth. Bribing the
FBl guard gets dramatic results, and
rubbing Moe the bum up the wrong
way lands you in hospital with a
lacerated face.

There are three skill levels to the
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game, but even on the easiest it's
horribly difficult to cut through all
the lies and false trails to find Joe's
whereabouts and the key to unlock
the door. And then there's the PF13
virus bomb itself, which can only be
defused successfully if you've
managed to pick up a schematic
somewhere along the line.

From the skilful scene-setting of
the beginning to the tense
countdown of the finale, the
tortuous plot has a grip like araldite,
and if you succeed in solving the
whole caboodle, next time it's an
entirely new ball game, with
different liaisons and alliances to
sort out, new motives and different
clues. Sometimes only one
character is guilty, sometimesit's a
conspiracy, and sometimes one
person can be another in disguise!

If you grow tired of solitary
sleuthing, you can team up or

Funny, Kruger bears a
passing resemblance fo Bogey

® Screen Scene

compete with friends, each
controlling an individual ‘tec im turn,
trading info as necessary. And if you
decide to choose the Female option,
you'll find that suspects act quite
differently, the men occasionally
responding to feminine charm just
as the women can be buttered up by
macho male snoopers.

With black-and-white graphics
which range from the adequate to
the atmospheric, dialogue which
crackles with ambiguity, wit and

INTRIGUE

veiled threat, and a scenario which
moves along at speed (despite
frequent disk access) Intrigue!is the
most polished and absorbing game.

With its multi-player option, male
and female interaction (1) and,
apparently, 2000 plus possible
solutions, the game kicks the
stuffing out of any upstart "tec
adventure within spitting distance. A
classic.

Bill Scolding
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Detective Mike

Hospital Lobby

A The nurse may well have some infa.
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Henry, setting out to rid the blue
planet of the dastardly Bozon,
blasting your way through a
multitude of strangely similar attack
waves, trying not to suceum to the
boredom of the inter-level loading.
The classic enemy is the end of the
level guardian; a mere blob the size
of your character's head, which just
spews out the wimpish attack craft
you just spent a level destroying.
The biggest piece of baloney
connected with Side Arms has got to
be the back-of-the-package hype
which claims it's "classic shoot ‘em
action’. | think I'd rather a game of

| n Side Arms you play Lieutenant

@® Screen Scene

couple of times to transform it to sounded pretty deadly to me though
three way fire which lets you fireat | never managed to find any. If you
three different angles. Blast the collect the POW symbols as they
three way a few more times and that  stand your laser speed increases,
becomes a mega laser, here the you can do this four times. But if you
game falls prey to the old syndrome shoot the POW symbaols too much
of bad sprite detection, your tiny they revert into WOPs which make
little laser will destroy anything it you lose speed when they're

hits and then carry on, but it also collected. As well as weaponry you
destroys everything within a can collected things like cows and
distance above and below it. | doubt  strawberrys, it beats the hell out of
very much if this is supposed to me what they're doing in the middle
happen, it doesn't look very much of a full scale inter-galactic war

like it was intended to. The next anyway. But that's stellar life,
weapon is rear fire, which fires at The shoot'em up doesn't have a
two angles out the back of your divine right to be good. Some shoot

space suit, This hasto bethe most ~ "em ups can be bad. This can be
caused by bad gameplay, bad

graphics or bad sound. So Side
Arms has a little multi-load (like
every level] but other arcade games
are multi-load too aren't they? Side
Arms has bigger problems — like a
screen that attempts to scroll at the
speed of a C5 in first gear (and that's
slowwww], like graphics which are
lousy and repetitive, like enemy
sprites which buzz about devoid of
ferocity, which when they are
replaced by a different type of nasty,
follow exactly the same paths as
their predecessors.

Shall | go on? the backdrops are
are amazingly monotone, spotted
blocks line the ground surrounding
slowly wavering lakes, occasionally
a little man will appear, wave his
equally small fist at you and
submerge again. The sonics are
equivalent to listening to Roger
Whittaker's greatest whistles played
at half speed — not very pleasant |
can assure you. But most important
of all Side Arms is nothing like Side
Arms. The arcade version was fast
moving and it could hold your
attention for at least a couple of

quid, but couldn’t hold my attention

64,{1 28 classic Invaders than waste any time
on this. Yet another mickey take on
GO the packaging states 'brilliant
graphics’.

Price: £9.95 The one thing Side Arms does

present in its favour are the

{cass) selection of extra weapons
available, though this process is

Price: £14.95 now becoming very dated. After

- blasting an alien you are initially left
(dlﬁk) with a POW sign. Shoot that a

e o S e

o

for a femtosecond.

valuable weapon as the aliens fly Side Arms is really a classic case
toward you then double back and try  of a game which could convertto 8
to ram you in the botty. Some times  bit machines but is badly done. And

you can collect a weapon called this is a bad conversion, a sort of
auto, which is a rapidly spinning Nemesis with a geezer and an
sphere which spins round your man  outboard motor strapped to his
firing off random laser bolts. back. Pretty abysmal and not even
Any of the weapons can be worth the slightest notion of buying

activated at any time once collected  it. Avoid this like you would avoid &
by pressing the shift key. There is swarm of rabid African Killer Bees.
also alpha and beta beams which Mark Patterson
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Are you prepared for the adventure of a lifetime?

! Dare you switch on “The Black Lamp” and
| begin your journey through the enchanted
| land of Allegoria?

| You'll need plenty of courage and cunning,
| tofight your way through an evil host of
superbly animated characters and animals,

! Skull dropping buzzards, evil eagles and
spitting witches do their utmost to stop

Ty 41"""3T

guarded by the wicked dragon.

Succeed and your reward is the hand of
the beautiful Princess, Fail, and the price
you pay is life itself.

Out now on Spectrum Cassette £7.95,
Amstrad Cassette £8.95, Disc £14.95,
C64 Cassette £8.95, Disc £12.95, and

you in your gquest to find the enchanted Atari 5T Disc £19.95,
lamps, and ultimately The Black Lamp,
Telecomn Soft, First Floor, 64-76 New Oxford 5t, London WC1A 1PS. A LEGEND IN GAMES SDFI-W&RE

Firebird and Firebird Logo ane trademarks of British Telecommunications PLC.




Dakka, dakka dak eal lead monsieur boche.

t's August 1944 and occupied
I France is on the verge of

liberation by the advancing
Allies, The Germans have decided to
call it a day and are planning to leg
it with the contents of the Louvre
and one or two other trinkets, just
for old time's sake. Whilst the 1944
Mercedes staff car was
acknowledged to be one of the
roomier models, squeezing in most
of art treasures of France was
thought to be pushing it a bit. So the
Germans decided to load up atrain
with as many Renoirs, Pissaros,
Monets, Gaugins, and all the rest
(god I'm so cultured) that they could
pile onto a train,

This is where you come in. You
are Pierre LeFeu, a member of the
Resistance. With your comrade, Le
Duc you must steal the train and its
priceless cargo and head West to
meet up with the Allies at dawn in
Riviére, On the way you can expect
help from your Resistance
comrades, but for the most part the
success of the mission depends on
you.

The adventure begins at the train
station in Metz — as good a place as
any to steal a train. Le Duc must
make his way to the train under
enemy fire while you cover him.
German soldiers appear at the

yellow lit windows and you must
return their fire, The whole thing
takes place at night incidentally.
Awaydays were just too risky. Under
cover of your fire, the shadowy
figure of Le Duc boards the train and
it's time to leave.

At this point the disc drive grinds
into action as it does several times
during the game. Whilst the short
wait doesn't interrupt the action and
spoil the fun, | can't see it working
for cassette users unless they're
very patient. After the short break
you find yourself on the footplate. In
front of you are the engine's
instruments — pressure, speed,
temperature, the furnace, throttle,
brake, steam blowoff, whistle,
forward/reverse lever and, lastly, the
cab signal indicators. It sounds, and
looks, like a lot to cope with, butin
less than ten minutes | was
steaming along.

Starting is a doddle. Just open the
furnace door, shovel in some coal,
take off the brake, open the throttle
and you're away. Everything is
operated by the joystick. Moving left
and right selects a lever, pressing
the fire button and pulling/pushing

64/128 Accolade Price: £9.95/cass £14.95/disk
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the water with the old up/down/left/
right cannon. As with everything
else of course, the boats can fire
back and any damage to the cargo is
irreparable,

And that's the way it goes, drive
the train, shoot down the planes,
bomb the boats, capture the
stations, get to Riviére. Oh, | almost
forgot. You also have to signal the
Resistance with the whistle so they
can change the points and you don't
end up in a siding at Crewe. Apart
from that it's all down to tactics. You
must try not to sustain too much
damage, make sure you can get it
repaired if necessary, keep the
pictures safe and get there on time.
The game is over if you get too
badly damaged, if you get shot, or if
you accidentally shoot Le Duc.

The Train bears many similarities
to Accolade's other wartime classic
Ace of Aces, and whether, when it's
transferred to cassette, the game
will be gutted like its predecessor,
remains to be seen. It is fantastically
good fun, even if you're not
particularly turned on by trains or
wartime adventures.

Ken McMahon

g
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operates it. Check outhow tostopat  The options are take next station, which the repairs can be made. S=
| this stage, before you get take next bridge, or make repairs. It's actually not too difficult to take -
: overconfident! You will get a return message telling the bridges yourself. You stop the
Not all the action happensonthe  you what time the station or bridge  train, wait for the diskdrive, then ‘
locomotive footplate. While you're  will be taken at or the location at blow about half a dozen boats out of

in motion the chances are you will
be attacked by fighter planes.
Switching view to the front of the
train allows you to shoot down the
incoming fighters, if you miss you
can get them from the rear.
Alternative screens provide a map
showing your position and enemy/
resistance control of stations and
bridges. The pause button gives
details of your score, damage to the
boiler, brakes, and Old Masters and
the number of requests you can
make from the Resistance.

How do you make requests from
the Resistance? You have to stop at
a station. You can of course run
through stations, but sooner or later
you will have to stop to take on coal
and water. The form is much the
same as at the beginning of the
game — Le Duc heads for the station
while you cover him with the
machine gun. Once the station is
taken you can use the telegraph to
send messages to the Resistance.




HOWADJA LIKE T'DO ,
SOME REAL TRAVELLIN
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WY, ENCHANTED
I'M SuRE, M 'DEAR

0 celebrate the release of their nailbiting TRAIN-ESCAPE TO NORMANDY, Electronic Arts have decided to donate a most
splendiferously wonderful prize to a lucky CU reader — a very special train journey. You won't be armed [unless your definition of
“arms” includes knives and forks), and you won't be required to drive the train yourself. You will be asked to choose from an array of

distinguished locations dotted about this green and pleasant land. Then you'll be asked to sit back, relax, eat, drink and be merry for a
unique journey back in time — you're going for a trip on the legendary Orient

Departing in the morning from London’s Victoria Station, you — and one friend — will travel in the same luxurious Pullman cars,
seated in the same armchairs, surrounded by brass and lace and eating splendid food from delicate china, as did the cream of 1920's
society. Where are you going? Well, you could take in the glory of Arundal Castie or Bath, you could visit Beaulieu and its famous National
Motor Museum, you could go for an early day at the seaside in Bournemouth, or if you fancy a flutter you could even spend a day at one of
Engiand’s most distinguished race courses. Wherever you decide you'd like to visit, you'll be treated like royalty from the time you set foot
in this grand old train to when it depesits you back, bioated with cordon-bleu nosh and gracious living, in Victoria the same evening.

Of course we'll arrange for your transport to and from London in order to take up your prize. So how are you going to grab yourself this
memorable slice of nostalgic high life? Simple — just answer these simple questions below, send your entries on a posicard to Train
Escape Compo, Commodore User, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU and hope your name is drawn first. Oh yes, and
HummunﬂmhMImd?ﬂlﬂﬂﬂﬁrﬂhﬂﬂlﬂﬂﬂffmmmﬂwm&umduﬂ.

Now for the questions: what are the names ordinarily used for—

(a) the London Underground Train system; (b] the New York Underground Train system; and [c) the Paris Underground Train system?
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04574 67761

THEN WAIT NO LONGER - send an::uur computer to us for fast repairs!
We offer a full repair service on all these makes - Commodore 128,
Commaodore 16, Commaodore Plus 4, Vic 20,

We also have spare parts avallable by mail order.

WE DON'T JUST REPAIR YOUR COMMODORE 64 - we check
loading, sound, memory, in fact fully overhaul your
computer for only £35.00 - which includes VAT, postage +
packing, insurance, parts and labour. NO HIDDEN EXTRAS.
All other models please call us for a quote on 04574 66555.
HOW TO SEND YOUR COMPUTER e
Just pack your computer, including power supply, in suitable S
packaging and send it to the address below, enclosing your cheque

to the value of £35.00 - You can also pay by ACCESS
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EDITIDN HOT OFF THE PRESS

New bigger catalague now available S -

I L :-anf.alnlng c'.'.s':r 5}:': rtﬁeﬁms.'{hn?nﬂﬂ Loftware .ﬂ-‘”
T NEW 2, 140 High Street West, Glossop, Derbyshire SK13 8H) .L:'_32;'2"5‘5#;?5:?'%1;.5&:L.L”?F:Jéi”rfm JOE
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" Manchester 061-236 0376 while yoU wait repairs & spares centre only, | uef22saes fuloftop usity proauces
© Copyright Videovault Ltd No.786052  WE NOW HAVE FAX: (0) 4574 68946

SPECTRUM 16/48/+ 128K AND COMMODORE 64/128K SOFTWARE LIBRARY

BORED WITH PLAYING THE SAME OLD GAMES? JUST LOOK AT
WHAT MEMBERSHIP TO SOFTLINK (N.I.) WILL OFFER YOU.

FIRST FREE HIRE SOFTLINK [M.L), UNIT17

T DAYS FULL HIRE VALLEY BUSIMNESS CENTRE,
CLUB RENTAL CATALOGUE 67T CHURCH ROAD,

FREE MONTHLY PRIZE DRAW HEWTOWM ABBEY,

FREE TO ENTER COMPETITIONS CO.ANTRIM BT38 7LS

MEMBERSHIP FEE IS5 ONLY £2.00

MANY TITLES AT DISCOUNTED PRICES

THE LATEST TOPF CHART TITLES AVAILABLE

TAPE AND MICRODRIVE HIRE FOR THE SPECTRUM

UMIGUE TOKEN SYSTEM, ONE HIRE-ONE TOKEN

HUGE LIBRARY OF EX-CHART TITLES ARE AVAILARLE

« FREE CLUB RAFFLE OFERATES EVERY WEEK

HIRE PRICES RAMGE FROM £0.75p PER TITLE PER WEEK
REGULAR UPDATE LISTS GIVING NEW TITLES AVAILABLE

ALL ORIGINAL SOFTWARE SUPPLIED WITH DOCUMENTATION

« Bl-ANNUAL NEWSLETTER GIVING HINTS, TIPS, POKES, sic,

« ARCADE, ADVENTURE, EDUCATIONAL AND BUSINESS SOFTWARE
RETURN POSTAGE CHARGES/PACKING AND PRE-PAID BY SOFTLIMNK
UP TO FOUR IMDIVIDUAL TITLES CAN BE HIRED AT ANY ONE TIME

SEND CHEQUE®P.D. MADE FPAYABLE TO SOFTLINK m!"'Ir
SEND A 8 AE. (10 = 7). PLEASE STATE COMPUTER TYPE,
OR PHONE: 02 23 EXT: 216, FOR YOUR FREE CA TALOGUE

UPLIKIT

Software backup board for the C64

DUPLIEIT requires the use of two CBM compalible cassefie recorders 1o funclion &= a backup aid
Ahough i one cassette is connactad 10 !e 1op conmecior, i may be used to viswally verily that datn is
baing transfenmed o the compuser

DUPLIKIT many Be used with or without the corguser aciually loading. e it s nol assential o press
shift, rundsap. The result will be equaily offcient. Dunng lests DUPLIKIT achieved 100% success rale

RO SOFTWARE REQWNRED TO OPERATE THIS SYSTEM
This duplicabe is supplad gaxclusivaly 10 Softink, by Digitec Elecironics
Recommeandad rotal prca £7 95
Existing mambars may obiain a copy for £6.95 if they quote thes membership number when ordening.
SDFTLINK In the n-.- L] Mmum-r software that doas 11 '-‘ﬂlllr nial waakhy.

Q‘i
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64/128
Firebird
Price: £1.99

n the beginning was the Word,
I then came Mastertronic's BMX

Racers, then BMX Trials. Now
Firebird jump on the bandwagon a
mere three years after it's stopped
rolling with their radical BMX Kidz.
This time it scrolls horizontally and
looks like something out of Excite
Bike.

What advancements are there
from the previous BMX games, |
hear you scream? Well, none really.
The scrolling and the backdrops are
quite nice. Move your miniscule bike
over ramps and flatlands, wheelying
and stunting. The sound FX are very
poor and sound like hacked up shoot
'em up noises. The saving grace is
Rob Hubbard's title music which is
definitly worth a groove to, and you
get digitised speech as well.

There are five levels and one for
practice. The practice track requires
nothing more taxing than finishing
in the first four, while the other
tracks require a certain number of
wheelies and stunts to be completed
before you finish the course, It's
only a pity that you are rather

AEHIbmgn wacky ...

limited in what you can do. Unlike
California Games, you don't fall off
of your bike once in this game. You
just lose a lot of spokes.

You have to watch a couple of
readouts pretty carefully if you want
to survive. You have energy which is
divided into three coloured sections,
white, yellow and red. As your
energy in each section runs out you

slow down until finally it's game

|l over. The other readout is of the

amount of spokes you have left. If
you make a foul up you have to pay

for it in the "ol wheel spindles. A
miss timed wheelie for instance
which leaves flat on a forty-five
degree ramp will cost you twenty
spokes while a miss timed stunt
might only cost you ten depending
on how badly you make a hash of
things. Your spokes and energy can
be replenished during a race by

A ... and so whai?

finding spare wheels and coke cans.
To perform a wheely all you have

to do is press and hold the fire

button, then release it at the high

DIGITAL POIN

BMX KiDZ
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point of the movement. Performing
a stunt is much harder; this entails
pressing fire the moment you hit a
ramp, which catapaults you high
into the air, following this you've got
to rotate the bike's wheel up a bit
until the biker starts flashing (Ooer
— Edl then press fire to do the stunt.
Now comes the tricky bit, you have
to get the bike horizontal again
before you hit the ground. This may
all sound a trifle easy, but your up
against the clock and six other riders
s0 it's not plain sailing.

One thing to watch out for are
ramps that start off steep then
flatten out on the opposite side, if
you're not wary of what's going on
you might not notice yourself being
launched into mid-air only to come
crashing down and going A over T.
The other bikers can also prove
hazardous to health as a large bunch
of them tend to cluster around you
at once causing a heavy bout of
psychotic subtraction to take place
on the number of spokes you have
remaining. They're not that
intelligent though, for the best part
of the race all you can hear is a loud
bong as a biker takes off then fouls
up his landing.

| didn't get the push from BMX
Kidzto go out and do it, so my old
BMX is still rusting under the garden
stairs. | did find it entertaining at first
but as the game progressed and |

mastered the stunts and wheelies it
became progressivly easier with the
result that | had nearly finished the
game in one night. Not bad for the
money asked, | suppose, but not
really enough substance to keep you
away from “Neighbours".

Mark Patterson




NOW THAT T HAE

'DESIRE " T'LL NEVER

SPEND ANOTHER
EVENING i ALONE |

rE‘Ej.ﬁ' LETS ME CONTACT
HIUNDREDS OF NEW FRIENDS
..I NEVER THOLGHT THAT
COMPUTERS COULD BE
SUCH FLN!

WHO COULD THAT
HAVE BEEN..? SOUNDS
INTERESTING.!

I RECKON I'LL STAY N
THIS EVENING, TVE GOT A
FEEL NG SOMETHINGS GoING

» ; ; [l s neen NICE e
‘Desire’ is like an intimate conversation CHATTER BOX The interactive message board. Say what you want to say —
on your PC screen! Just phone in and stir up a hornets’ nest, start up a friendship! See the immediate response!

join in for hours of enjoyment. There's no MAILBOX A handy way to leave messages with friends.

enrolment fee — just one phone call via DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find
your modem puts you through to a new a top computer job!

:"Dr_lrd I? f halnd: sf;:ims and fun things to GRAFFITI CORNER Whatever you want to say, here's where to say it!
T s DEBBIE DESIRE'S PROBLEM PAGE Personal, emotional or sexual

Charge Rate 38p inc. VAT peak & 25p inc. VAT problems answered.
zr_ — -
5)(5)

per min. off peak.

essre ... PHONE NOow [0)(8)2)(8] (5)(5)(5) (5]
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