


























126 BUY. SELL. SWAP. 
**************** 

We provide a facility for Members to Buy, Sell or Swap 
computer-related products. Please write to us with details of the 
Hardware or Software items (originals only) which you wish to trade. 
Details will appear in one issue only, so please let us know if you 
want them to be re-included in subsequent Dossiers. 
This service is FREE to all Members. 
(Please note that we are not responsible nor liable for any 
consequence arising from this service). 

* Ian M. Sealy, 37 Fawsley Leys, Rugby, Warwickshire, CV22 SQZ, would 
like to sell: CUSTERD'S QUEST and RIGEL'S REVENGE (£1.00 each), 
THE HULK, SPIDERMAN, BORED OF THE RINGS, ROBIN OF SHERLOCK, THE SECRET 
DIARY OF ADRIAN MOLE, QUEST FOR THE HOLY JOYSTICK, RETURN OF THE 
JOYSTICK, and VALKYRIE 17 (£2.50 eachl, THE COLOUR OF MAGIC, 
THE BOGGIT, BUGSY, and MINDSHADOW (£3.50 each), GNOME RANGER, REBEL 
PLANET, KAYLETH, and THE SIDNEY AFFAIR (£6.00 each), LORD OF THE RINGS 
(no book), SHERLOCK, SILICON DREAMS, and KNIGHT ORC (£8.00 each). 
Also, these utilities: THE WRITER, THE ARTIST II, and DEVPAC III 
(£10.00 each). All titles on tape for the SPECTRUM 48. 
* John Manuel, 18 Oakmont Drive, Cowplain, Portsmouth, P08 8TH, would 
like to sell: ZORK 3, SUSPENDED, ENCHANTER, PLUNDERED HEARTS, THE 
LURKING HORROR, and STATIONFALL for the ATARI 800XL. Also, NORD & BERT 
for the AMIGA. All titles on disks at 
* Sylvia Parry, 19 Avening Terrace, London, SW! 4PL, tel: 01-870 4641, 
would like to sell: CORRUPTION, THE PAWN, JINXTER and GUILD OF THIEVES 
for the ATARI ST (£50.00 for the lot). 
* Graham---a:-Pugh, 4 Longreach Close, Michaelston-Super-Ely, Cardiff, 
CFS 4TG, tel: 0222-594546, would like to sell ADVENTURELAND, RED MOON, 
THE GOLDEN BATON, THE TIME MACHINE, ARROW OF DEATH (!), ARROW OF DEATH 
(2), and WARLORD (£2.00 each), EMERALD ISLE, BLACK CRYSTAL, and THE 
HOBBIT (£3.00 each). All titles on tape for the SPECTRUM 48. 
* Robert I. Glave, 145 Haydock Garth, Bransholme, Hull, 
East Yorkshire, HU7 4 LW, tel: 0482-822467 (after 18:30), would like 
to sell or swap DRACULA and MORDON'S QUEST (£3.00 each), 
THE MAGICIAN'S BALL (£2.00), JEWELS OF BABYLON, QUEST FOR THE HOLY 
GRAIL and KOBYASHI NARU (£1.00 each). All titles on tape for the 
COMMODORE 64. 
********************************************************************** 

ACL REVIEWING TEAM 
****************** 

(In this issue) 

THE GRAND ELF ••.•.•••••• : Tony Bridge. 
THE INN-KEEPER .••.•...•• : Allan Phillips. 
THE KEEPER OF THE SCROLL: ACL Editorial Team. 
MR MCNORRIS ...•••.•.•••• : Simon Husbands. 
OBERONIDES ..•••....•.••. : Roderick Dunlop. 
PANDORA •..•••••.•••••••• : Susan Roseblade. 
PATHFINDER ..••••.•.••••• : Kirk Thomson. 
SAM •••••••..•.••••••••.. : Gavin McGarvie. 
THE SCOURGE •.•••.•••••.• : Hugh T. Walker 
THE SCRIBE .••••.••.••••• : Neil Shipman. 

* RICHARD BARTLE'S PAGES. 127 

Multi-User Adventures, by virtue of having lots of real people as 
players, develop their own social structures within the framework of 
the game. The subtle inter-relationships that develop between folk who 
would be complete strangers if they met in real life is one of the 
more interesting manifestations of a mature MUA, and can indeed become 
the main reason why some people play such games. I thought in this 
issue I'd look into this aspect of MUAs more closely. 

One thing which must be stated at the outset is that MUAs are 
living, growing things. New players join in, old ones move on, and the 
general atmosphere, or "feel" of a game, can change quite radically 
over time. Sometimes the emphasis is on scoring points, three months 
later it might be on chatting. One year a game can be dominated by 
fighting, yet the next three there is hardly any at all. That's just 
within one game, even between different versions of the same game 
there can be vast differences in atmosphere. 

The overall setting is determined by the game itself, of course. 
The way certain key issues are treated has a strong bearing on how a 
game feels to the players. If spells are easy to cast, weapons do 
phenomenal damage, or you get an enormous number of points for killing 
someone, then you would expect more fighting than in a game where 
fleeing was easy, resurrection possible to half original status or 
more, and little to give you an advantage in combat. 

The scenario plays a part - players will be friendlier if they 
share a goal, eg. escaping from a POW camp - but not as great as one 
might think. Psychologically, the room descriptions are more important 
rather than the grand overall setting; they exert a subtle influence 
on the perception of the game by newcomers, which they carry with them 
for life. Dank, gloomy, oppressive rooms deep under ground are more 
likely to give a novice permanent paranoia than are wide, breezy open 
spaces with plenty of light. 

So far, this isn't any different from the case with Single-User 
Adventures, where the desired atmosphere of a game is determined by 
the game author and is deliberately programmed with that in mind. 
Filling the game with nasty monsters that often attack you leaves a 
different impression at the end than one packed with mind-numbing 
puzzles. In this way, the adventure is like a book, where part of the 
attraction is burying yourself in a different time and place, well 
thought-out and detailed enough to be convincing. With books and SUAs, 
of course, everything is under the control of the author. With MUAs, 
though, we have this irritating problems of all those players ••• 

The general class of person who plays a MUA is the first influence 
on the overall atmosphere in it. If the user base is mainly composed 
of teenage males, you can expect a more volatile game than one which 
draws its players primarily from bored managers in the business 
community. Price is a factor here - people who are playing effectively 
for free from work will be more cavalier than little Johnny who has to 
save up his pocket money to play and consequently does NOT want to be 
killed and start again from scratch. 

How one individual sees a game and how another sees it are two 
different things entirely. You may think it's fun to collect treasure 
and give it to a novice, others may prefer to push novices off cliffs. 

... / ... 
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With the continual arrival of new players and slow departure of old 
ones, the way the game is played gradually change~ in character. ~he~ 
MUD first started in the USA, some players complained that they didn t 
like all the fighting. I told them to stop playin~ for 3 mo~ths and 
try again. Several of them did, and at least o~e is now a wizard; when 
they came back, the fighting phase had turned into a more peaceable 
one (although, of course, it could instead have got even worse!). 

The main dictators of the way the game is perceived by its players 
are of course, the wizards and witches (or gods, or starfleet 
admlrals, or whatever else those at the top of the pile are called in 
different MUAs). This is for several reasons, the fact that they tend 
to play longer hours being not the least of them! Mainly, however, 
it's the powers they possess to shape the game to their will, and to 
coax(!) mortals into behaving in certain ways. So long as the¥ don't 
contravene a basic set of guidelines (MUD's is called "Good Wiz 
Guide") they can do pretty much what they want, so they do •• ! 

The jump from mortal to wiz is profound, and some players cannot 
adjust. They feel alienated from their old friends because they are 
now of greatly superior status, and yet they don't feel "one . of the 
gang" yet with the existing wizzes. This can be an awkward time~ but 
it is normally helped by a strange phenomenon of MUAs whereby wizzes 
tend to come in batches of around 3 within a few days of one another. 
Thus, they can cling together for support! 

Within the ranks of mortals, there is usually a loose structure 
imposed by the game, and generally based on the ~dea o~ "l~vel~", ~s 
in normal fantasy role-playing games. Players gain an instinctive idea 
of what it "means" to be a certain level. In MUD, for example, players 
are usually classified as "high-life" or "low-life", depending on the 
level they have managed to achieve, and the understanding of the game 
which this implies. High-life levels are sorcerer/sorceress, 
necromancer/necromancess, warlock, and mage (beyond which is 
wizard/witch). 

If you see a sore, your impression is that this is someone who is 
a serious player, but doesn't necessarily know more tha~ a few of the 
main ways of getting points. Sores tend to go for the lit~le stuff 
lying aronnd rather than the big treasure that takes a while longer to 
reach. A necro, however, is someone who knows most of the . ways of. 
getting points, and will regularly try for at least one high-scoring 
treasure hoard. Necros also tend to have a good idea of how to 
fight ••• Warlocks normally go for the big points, have been kill~d at 
necro several times, and know maybe 95% of the game. Mages are wizzes 
in training. 

The way players view levels is the final key to how the game feels 
to them. The atmosphere at necro may be hunky dory, but warlock is 
high enough to attract legions of killers. Mages must ~repare to be 
attacked every time they play, and to be pestered continually by 
low-life to cast trivial spells for them. 

So MUAs provide a constantly changing kaleidoscope of experience, 
with no two sessions ever feeling quite the same, and the whole game 
evolving as time goes on. Not everyone's cup of tea, perhaps, but 
strong enough to capture the· hearts and minds of ma_ny oth~rs for 
months, even years. Variety is, after all, the spice of life! 

UNDER THE CLOAK ••• 
****************** 
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The 3rd National Adventure Convention took place at the Sutton 
Public Library on Saturday 22nd October, largely unnoticed by the 
majority of adventurers. Press releases had not been sent out by the 
organisers, advertising had been kept to a minimum (a few leaflets 
handed out at the PC show, and some mentions on Bulletin Boards and 
MUAs), so learning about the event was more a matter of luck than 
careful planning CI personally heard about the convention 10 days 
before it took place, and only because the organisers asked me to be a 
guest speaker at one of the seminars!). 

This is a great shame as the convention could (and probably 
would) attract thousands of adventurers, instead of just the hundred 
or so who were lucky enough to hear about it on the adventure 
grape-vine. Following the format of the previous shows, ex~ibitors and 
seminars were roughly divided 50-50 between MUAs and SUAs interests. 
This is another mistake as I understand that less than 2% of 
adventurers (themselves a minority) actually play MUAs, and more 
emphasis should have been given to the single-user aspect of 
adventuring. 

Ken Gordon of Magnetic Scrolls started the first seminar of the 
day, and outlined to the audience the step-by-step developments 
involved in the creation (from designing to publishing) of an 
adventure game. The talk was very informative and interesting, and 
Ken's approach was refreshingly down to earth and candid. I was 
particularly interested to learn that a good adventure title Cbacked 
by national advertising and handled by all the major distributors) 
will sell between 10,000 and 20,000 units; the programming company 
gets about 10% of the selling price in royalties (e.g. £2.50 on an ST 
title), so one can easily see that whilst there is money to be made 
from writing adventures, one will never become very rich in this line 
of business. I am sure that the same deduction also applies to 
publishing adventures, especially after the costs of packaging, 
printing, duplicating, advertising, art-work, and basic overheads have 
been taken into consideration. 

My own seminar took place after lunch, and I gave my personal 
views on how I saw the future of SUAs developing over the coming 
years (increasing influence of the role-playing aspect in 16-bit 
adventures, and the essential role that the small, independent 
software companies will play in the 8-bit market). The other two 
seminars were HUA-orientated and were fairly technical - albeit very 
interesting to the HUA-players who are as addicted to their hobby as 
we are to ours! 

More importantly, the convention was an opportunity to see old 
friends and make new acquaintances. I met a few Club Members who, 
until then, had only been anonymous voices over the telephone 
help-line, and I eventually managed to persuade Jo~ Thackr~y (of 
ACHETON's fame) to write an article for a forthcoming Dossier 
explaining his views of why the EXAMINE command should not be included 
in any adventure! ..• / ••• 
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Richard Bartle presided over the MUD stand (with on-line, free 
access to this very fine MUA to tempt potential customers) and was 
demonstrating the awful powers of the Finger Of Death magical spell 
(which may unfortunately backfire on you!). Incidentally, it gives me 
great pleasure to announce that, following his work on artificial 
intelligence, Richard was recently awarded his PhD (not just anyone is 
a regular contributor to the Club Dossiers!). 
Well done, Dr Bartle! 

The actual lunch-break proved an adventure in itself as Tony 
Bridge and myself endeavoured to locate a hostelry-cum-purveyor-of­
fine-ales (also known as a pub in Sutton). I was aimlessly wandering 
along an endless and dusty East-West road when Tony, with an uncanny 
sense of timing, resorted to the now-familiar RUN TO INN and led us 
unerringly to a Cheerful Tavern in a well-hidden alley. 

It is nice to see that Tony is once more very active on the 
adventuring scene. His regular column in the new weekly magazine 
"Computer Gamesweek" is essential reading for the serious adventurer, 
and whilst I am not generally very impressed with the magazine in 
itself (which is aimed at the "younger" readers), Tony's regular two 
pages on adventuring are informative and serious· - a definite must, 
even at 60 pence just to read his pages! 

Apparently, there is now a question mark hanging over the future 
of the National Adventure Convention for 1989. As I already wrote, 
this event has great potential and, with better organising and 
advertising, it could well become the adventuring event of the year to 
attend (together with the "Golden Chalice Awards" presentation 
ceremony, that is!). Let us hope that an opportunity to meet friends 
in an informal yet informative atmosphere will not be wasted ••. 
********************************************************************** 
BUGSY. 
Available from C.R.L. for the Spectrum 48, Commodore 64, 
and Amstrad CPC (£7.95 each). 

* PANDORA's Review: Okay, so dere's dis cute little blue rabbit, name 
of Bugsy Maroon, three feet high but as tough as dey come. All ya has 
to do is ta help him ta take over all de mobs in Chicago. He don't ask 
much, just a bit of theft, extortion, murder an' corruption. See, all 
he wants in life is to be Public Enemy No. 1 instead of dat fat wimp 
Capone. Da goils from St Brides have wrote dis advencha in two parts, 
wid some swell pitchers an' a menu driven conversation system. So, 
youse can expect some heavy action an' some smart lines in chat wit' 
da various characters in da game. 
I guess I'll regret sayin' it, but dis ain't really my kinda advencha. 
Still, I gotta confess it made me laugh, an' dat can't be bad. Anyways 
I reckon most of youse ud find it amusin' and entertainin', so if ya 
got da cash, dat bunny sure needs ya! 

ATMOSPHERE: 16/20 - VOCABULARY: 15/20 - GRAPHICS: 14/20 
PSR: 12/20. 

* GETTING STARTED: Can't get any cash? 69-200 from 178 and 54 the 92. 

POLICE QUEST. Available from Activision/Sierra on disk for the 
Atari ST and Amiga (disk: £19.99 each). 
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* SAM's Review: Ever wondered what it's really like to be an American 
policeman? Well, Sierra hope to show you with their latest graphic 
adventure, POLICE QUEST. The game is set in Lytton, a small town which 
has a big drug problem due mainly to a crook known as "Death Angel". 
In POLICE QUEST you start as an ordinary patrol cop and if you perform 
well are promoted to the narcotics division and put on the "Death 
Angel" case. 

Your character is represented graphically in third person 
perspective. The graphics (ST version) are colourful and effective but 
not nearly as sophisticated as Magnetic Scrolls' or Level 9's. 
However, there's some nifty animation and a few sound effects. 

Although a joystick or cursor keys are used for movement more 
complicated actions are input verbally. The parser is very simple with 
a limited vocabulary. Most of the time this is not a problem, but on a 
few occasions I experienced extreme frustration in finding the correct 
phrase to do what I wanted to. 

Sierra have tried to make the game as realistic as possible right 
down to showering before you change your uniform. Unfortunately such 
attention to detail does get a little tedious as the game progresses. 
Throughout most of this adventure conventional puzzles have been 
replaced by following orders and adhering strictly to the printed 
police regulations included in the package. While this may add to the 
realism it doesn't make for much of a challenge. 

Despite this there's a lot to see and do in POLICE QUEST and the 
game does work well as a simulation if not a 'true' adventure. 

ATMOSPHERE: 16/20 - VOCABULARY: 8/20 - GRAPHICS: 15/20 
PSR: 13/20. 

* GETTING STARTED: Have a look at the 'walk through' introduction in 
the manual. After this remember to follow police procedure to the 
letter and you shouldn't go far wrong! 
********************************************************************** 

THE ADVENTURER'S GLOSSARY 
************************* 

We are presently compiling "The Adventurer's Glossary", and we need 
your help in compiling definitions of the most common (as well as 
esoteric> objects found in adventures. The glossary is intended as a 
humorous dictionary and wit, irony, and/or cynicism should be part of 
your definitions! So, if you can think of an appropriate definition 
for a Key, a Lamp, a Maze, a Troll, etc .•• please send it to us! 
The best definitions will be published in the Dossiers, and an ACL 
Voucher of £10.00 will be awarded to each Member whose definition is 
entered in the glossary. 
********************************************************************** 

Publication Date 
================ 

* MDs Nos 37-38: Third Week of January 1989 
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CASTLE BLACKSTAR (Part 8) 
************************* 

Northwest from the Warm Junction leads into a Wet Passage. West takes 
you to the River Bank, so go North instead in the Throne Room. Go to 
the Northern part of the Throne Room, and you have just found two more 
treasures (257 and 79)! An ominous-looking Skeleton is manacled to the 
Throne by its hands and feet - is there anything to be done with 
either the Throne or the Skeleton? (170! Hint: 267. Solution: 73-267). 
Go Down into the Secret Passage, and explore West. You have reached a 
Dead End, so the next problem is how to escape from this set of 
locations. As you will soon discover, you cannot climb back up the 
Smooth Pit, and the only way out is on the river (you did not forget 
to bring your Boat with you, did you?!). 
SAIL BOAT, then DOWN to the River Entrance. You are now South from the 
Still Pool and it is as good a time as any to go back to the Oily Cave 
to refill your Lamp (directions from the River Entrance are: South, 
SouthEast, NorthEast, NorthEast - do not forget to EMPTY BOAT along 
the way when you reach the Island). Return to the Cove once you have 
obtained a fresh supply of oil. 
Do you remember a treasure that you originally saw but that you were 
unable to pick up? (the 228). Well, you are now in a position to 
obtain it <Hint: 190. Hint: 167-110. Solution: Make sure you that you 
33 the 257 and that you 55 the 79 before attempting to pick it up). To 
go back to where you first saw it, go NorthEast, North, then Down. 
Having obtained this treasure, return to the Low Building (where you 
have piled all your possessions), then make your way to the Temple to 
cleanse the 79, the 257, the 228, the 143 and the 131 
<score: 181/250 - very respectable indeed!). 
Go back to the Chapel underground as a last section of the game has 
yet to be explored. Proceed NorthEast into the Cell Block (west), then 
West to enter a Winding Passage. North will take you to the western 
en~ of a Fissure, and a Troll is preventing you from crossing the 
Bridge to the East. How to deal with the Troll? (Hint: Use 230. Hint: 
28 something. Solution: 28-186). Having done so, go East until you 
reach a Dead End where you will see a star-shaped Button on the wall 
and a star-shaped Gem on the ground. You will naturally wish to READ 
LETTERING (under the Button). FREEZE your position, then PUSH BUTTON. 
Nothing happened, so what is next? The answer lies in another 
location ••• 
Return to the Junction SouthEast from the Chapel, then go East and Up 
to the second Duel Room. Go Up once more. Aha! A star-shaped 
indentation on the wall! The obvious command is 26-265, so do just 
that and return to the Dead End where you saw the star-shaped button. 
PUSH BUTTON ••• 
You now find yourself in a Hexagonal Room. You will not be able to 
climb up through the Trapdoor, but there are several features of 
interest in that location. EXAMINE DRAWING first, and note the 
pattern. Then EXAMINE CLOCK; make a note of the time (6.30) and the 
engraved letter "N" above the 12. You will now wish to do a little 
exploring on your own, so visit the surrounding locations. There is a 
nearby exit from one of the Complex Junctions (to find it, go 
NorthEast twice from the location where you first saw the Clock). 

To. Be Continued in MDs Nos 37-38. 
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IN THE CAULDRON ••• 
****************** 

* Rainbird have just released FISH, Magnetic Scrolls' latest 
adventure (review in MDs Nos 37-38). Life as a goldfish can be pretty 
boring, but when the existence of the entire planet is at stake, it is 
a humble goldfish (you!) who is called upon to save the Earth. FISH is 
presently available on disk for the Atari ST, Amiga, and PC (£24.99 
each). Other versions will be released in the new year. 

#The Amiga version of LEGEND OF THE SWORD is now available (£24.95). 
A PC version is planned for early---r9"8-9-.~-

# The following disk versions of CORRUPTION are now available: 
Commodore 64, Amstrad CPC and Apple II (£19.95 each), Amstrad PCW and 
Archimedes (£24.95 each), and Apple Macintosh (£34.95). 

* Mandarin Software have released LANCELOT, Level 9 Computing's 
adventure based on the Arthurian legends (see page 39 for details of 
prices and availabilities - a review of LANCELOT will appear in 
MDs Nos 37-38). LANCELOT is a 3-part adventure spanning the complete 
Arthurian saga, from the foundation of the Round Table Order to its 
finest hour - the quest for the Holy Grail. 

* Level 9 Computing have released INGRID'S BACK, the sequel to the 
1987 Golden Chalice award-winner GNOME RANGER (see page 39 for details 
of prices and availabilities). This 3-part adventure follows the 
accident-prone Ingrid as she battles against the odds to prevent 
Jasper Quickbuck, insider-dealing Lord of Ridley's Manor, from 
steamrolling the gnome-belt in order to develop yuppie housing <see 
page 5 for review). 

4 Level 9 Computing's next adventure will be SCAPEGHOST, to be 
released in the New Year. The player will take the role of a ghost; 
his human form was killed in unfortunate circumstances and he will 
have to uncover the crooks and clear his name. 

* Activision will soon release PARISIAN KNIGHTS, the second adventure 
written by Abstract Concepts. The player takes the role of a French 
secret agent who has returned home from a disastrous mission in 
London. The agent is given three fresh assignments to prove himself 
and clear his name. 

I Activision have moved to new premises: Blake House, Manor Farm Road, 
Reading, Berkshire, RG2 OJN, tel: 0734-311666. 

# POLICE QUEST (see page 31 for review) is now available for the Amiga 
(disk: £19.95). The PC version will be released in the New Year (price 
to be announced). 

# Infocom's ZORK I will be released early in the New Year on tape for 
the Commodore 64 (£9.99). . .. / ... 
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J Infocom will soon release BATTLETECH, their first role-playing game. 
The scenario takes place in the 31st century, and the player must 
defend Chara IV, a small planet, against invasion and destruction. 
BATTLETECH boasts over four million locations (!) and, true to 
Infocom's reputation, is rich in storyline and plot. 

# Infocom are due to release three new adventures in 1989: 

ll . ZORK ZERO <wri~ten by Steve Meretzkyl is the prequel to the ZORK 
trilogy and chronicles the collapse of the Great Underground Empire 
(G.U.E.J. The adventure has over 200 locations, and has as many 
puzzles as the ZORK trilogy combined. It also features, for the first 
time i~ Infocom's history, graphical puzzles, and has a new parser, a 
m~us7 interface, on-screen hints, and an on-screen map. What was 
Dimwit Flathead's castle like? How did the G.U.E. collapse? Where did 
grues come from? Who built the white house in ZORK I? All the answers 
will be revealed in ZORK ZERO! 
2J SHOGUN (written by Dave Leblingl is the adaptation of James 
Clavell's novel. The adventure takes place in 16th century Japan and 
the.play~r is thrust in~o.the upper echelons of the feudal Japan~se 
society Just when a political power struggle is erupting between two 
Japanese regents who aspire to be Shogun. 
3) JOURNEY ~written by Marc Blank) is billed as a Role-Play Chronicle. 
The player is plunged into a graphically illustrated world of dwarfs 
elve~, nymphs and wizards, featuring several characters who will hel~ 
or hinder the quest. The player controls the action of the party and 
mu~t be com~at strategist, physician, magician and character judge 
while pursuing the defeat of the evil which has infested the land. 

* Topologika will release a double-adventure pack in the New Year 
featuring AVON, a brand-new adventure from Jonathan Partington, and a 
rework of Jon Thackray's MURDACH Cprice to be announced). AVON is 
based on a Shakespearian theme, and draws on most of the Bard's works 
for puzzle ideas although in-depth knowledge of the works themselves 
is not required to solve the puzzles. 

# Topologika have also announced that they are currently working on 
the Atari ST, Amiga, and Archimedes conversions of their existing 
adventures. 

* River Software have released THE DOMES OF SHA for the 
Spectrum 48 (£3.95). The tribe ~Sha have-been living for centuries 
in a secret valley where six massive domes have protected them from 
possible intruders. But times have changed, and it is now up to you to 
pierce the secrets of the domes and find a way out of the valley ••• 
The tape contains a bonus letter-game called LETTER BOMB. 

* Mastertronic have released THE QUEST FOR THE GOLDEN EGG CUP 
(programmed by Smart Egg Software) for the Spectrum 48-;-commodore 64, 
and Amstrad CPC (£1.99.each). When your friend loses his egg cup, you 
may laugh. When your king loses his egg cup, you may fake some 
sympathy. But when a God loses his Golden Egg Cup there is nothing to 
do but go and find it •.• 

# Mastertronic Ltd have moved to new premises at 2-4 Vernon Yard, 
Portobello Road, London Wll 2DX, tel: 01-727 8070. 

* Mirrorsoft will release in January 1989 KAOS STRIKES BACK, the 
sequel to DUNGEON MASTER, for the Atari ST (price to be announced). 
The game will consist of an extra 5 levels which will be accessible 
after completing the original DUNGEON MASTER. 
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* Atlantis Software will release the Atari ST version of D.A.A. early 
in the New Year (price to be announced). 

* Gilsoft's next version of PAW will be for the PC (price to be 
announced). 

* Eighth Day Software have just released WEAVER OF HER DREAMS for the 
Spectrum 48 (£3.99). This text-only adventure takes~e player into a 
"Middle Earth"-type land of fantasy where magic and spells have to be 
used in order to survive. 

# Eighth Day Software have released ICE STATION ZERO - MARK II for the 
Spectrum 48 (£2.99). As with FOUR MINUTES TO MIDNIGHT; the mark II 
versions of Eighth Day's original adventures feature extended text, 
graphics, and RAM Save/load facilities. 

* Electronic Arts have released a number of role-playing games: 

ll MARS SAGA (Commodore 64 - disk: £14.95) takes place in 2055 A.O. on 
Mars and features 21 skill levels, auto-mapping and animated 
combat-routines. 
2l DEATHLORD (Commodore 64 - disk: £14.95) features 157 dungeon 
levels, 128 different kinds of monsters, 84 magic spells, and 16 
separate continents to explore. 
3) WASTELAND (Commodore 64 - disk: £16.95. PC - disk: £24.95) was 
written by Interplay Productions, creators of the THE BARD'S TALE 
series. This is a futuristic RPG set in the south western deserts of 
the U.S.A which challenges the player to survive in the post-nuclear, 
radioactive year of 2087. 

# Electronic Arts have released the PC version of THE BARD'S TALE II 
(disk: £24.95). 

#Clue-books for THE BARD'S TALE (I to III), WASTELAND, MARS SAGA, and 
DEATHLORD are available (£5.00 each) directly from Electronic Arts 
Consumer Service Department <see below). 

# All Electronic Arts' products are available directly from their 
Customer Service Department at Langley Business Centre, 11-49 Station 
Road, Langley, Near Slough, Berkshire, tel: 0753-46465. 
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KAYLETH · (Part 6 - Final Part) 
***************************** 

You will wish to EXAMINE ANDROID to get the satisfaction of a job well 
done! Since you are human again, you may leave the cartridges behind 
you. 
Do you remember the locations accessed by the Azap Code EPO? You were 
not able to do much because you were an Android but, as Yurek, things 
are now different. Accordingly, go to the nearest AZAP Chamber (which 
is on level Ml), and use the AZAP CODE EPO to access the Southerly 
Corridor. As the description indicates, go South. Things are 
happening very fast! Go Down (twice) until you reach a Small Chamber. 
You are now in a different universe, and the central feature is a 
golden Icon. What should you do in order to progress? (Hint: 189. 
Hint: 85 of the 189. Solution: 59-98-16-189). EXAMINE (the Asterionl 
TECHNICIAN to be informed about the goal of this adventure (at last!). 
Pick up the Bulb from the clearing, then go North and Down to return 
to the Azap Chamber. Use AZAP CODE ELY to teleport, then make your way 
above ground to the edge of Zymoria. 
You now know that Kayleth's life blood must be poisoned with the 
essence of Tae, and that the Bulb provides the means to do so. As the 
Technician advised, you should nurture the Bulb, and this is indeed 
your next step. How does one nurture a Bulb? As any amateur gardener 
will know, you will need some 237 and plenty of 80. 
Go South <twice> then East and get the 237. Examine it for 
instructions. Fortunately, you already saw some 121 (in the 247>, so 
collect the 247 and 71-121-9-237. Everything seems to be going 
according to plan, so 39-220-16-237. Success! As you are told, the 
small Flower needs to mature in the right place. You are in the ideal 
location (greenhouse>, so what should you do next? (Hint: The 262 
needs to 162. Solution: 47 about 62-113). At last! You now have the 
Seeds, but what should you do with them? (Hint: You need the 213 of 
the 262. Hint: 201. Solution: Put the 30 in the 232). 
Wow! You now have Kayleth's death warrant! (Type INVENTORY to make 
sure, then 23-213). As the last prompt told you, you should now "zap 
the rat", but where can the rat be found? Do you remember that 140-176 
off the 111? Return to the 111 by going to the nearest Azap Chamber, 
then using the AZAP CODE DHT. 
Kayleth is very near indeed <in fact, just beyond the Door! l, so OPEN 
DOOR. Nothing happened? (Hint: 210. Solution: 210!). Yes, the key to 
the door is the 240 of 19 the 244 but 235. Try all the 206 and you 
will soon discover that the key is 31-146-176. 
You are now confronting Kaylethl There is only one thing left for you 
to do, and this is 30-213-16-193. WELL DONEi!! 
********************************************************************** 

PERSONAL SUBJECTIVE RATINGS 

The Personal Subjective Rating (PSR> of an adventure means exactly 
what it implies and does not purport to be an objective mark of an 
adventure. It is not based on the average of the three other marks 
(Vocabulary, Atmosphere, Graphics), but reflects the overall enjoyment 
of the reviewer who played the adventure. 

DISCOUNTED SOFTWARE 
******************* 

We are pleased to offer you a comprehensive selection of adventure 
titles. Please note, however, that discounts are not available on 
budget software. 

Title/Software Company 

* DELTA 4/C.R.L. 
- THE BOGGIT 
- THE BOGGIT 
- ROBIN OF SHERLOCK 
- ROBIN OF SHERLOCK 
- BORED OF THE RINGS 
- BORED OF THE RINGS 
- BORED OF THE RINGS 
- QUEST/ HOLY JOYSTICK 
- RETURN OF THE JOYSTICK 

* C.R.L. 

Computer 

SP48,C64,AM 
SP+3d 
SP48 
AM 
SP48 
C64 
C64d 
SP48 
SP48 

- Rod Pike's 
Frankenstein 

HORROR COMPILATION (Dracula, 
& Wolfman) SP48,C64,AM 

- WOLFMAN 
WOLFMAN 
WOLFMAN 
JACK THE RIPPER 
JACK THE RIPPER 
JACK THE RIPPER 
BOOK OF THE · DEAD 
BOOK OF THE DEAD 
DRACULA 
DRACULA 
FRANKENSTEIN 
FRANKENSTEIN 
FEDERATION 
FEDERATION 
FEDERATION 
LOADS OF MIDNIGHT 
MURDER OFF MIAMI 

SP48 
C64,AM 

SP+3d,C64d,AMd 
SP48,AM 
SP+3d,C64d 
C64 
SP48,AM 
SP+3d,AMd 
SP48,C64,AM 
SP+3d 
SP48,C64,AM 
C64d,AMd 
SP48 
C64,AM 
C64d,AMd 
SP48 
SP48,C64,AM 

BUGSY 
THE VERY 
THE VERY 

- THE VERY 

BIG CAVE ADVENTURE 
BIG CAVE ADVENTURE 
BIG CAVE ADVENTURE 

SP48,C64,AM 
SP48,C64,AM 
PCWd 
C64d 

* PRECISION GAMES 
- THE EXTRICATOR 

THE EXTRICATOR 
- THE ENERGEM ENIGMA 
- THE ENERGEM ENIGMA 

* THE ESSENTIAL MYTH 
- DR JEKYLL AND MR HYDE 

SP48 
C64 
SP48 
C64 

SP48 
SP128 
SP+3d 

RRP 

7.95 
14.95 

5.00 
7.95 
5.00 
7.95 

14.95 
3.95 
4.95 

24.95 
8.95 
9.95 

14.95 
8.95 

14.95 
9.95 
8.95 

14.95 
9.95 

14.95 
8.95 

14.95 
8.95 
9.95 

14.95 
9.95 
7.95 
7.95 
7.95 

14.95 
12.95 

2.99 
3.99 
3.50 
4.50 

7.95 
9.95 

12.95 

Our Price 

7.15 
13.45 

4.50 
7.15 
4.50 
7.15 

13. 45 
3.55 
4.45 

22.45 
8.05 
8.95 

13.45 
8.05 

13.45 
8.95 
8.05 

13.45 
8.95 

13.45 
8.05 

13 .45 
8.05 
8.95 

13.45 
8.95 
7.15 
7.15 
7.15 

13.45 
11.65 

2.69 
3.59 
3.15 
4.05 

7.15 
8.95 

11. 65 

#37 
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Title/Software Company Computer 

* ADVENTURESOFT/US 
- SEAS OF BLOOD 
- SPIDER-MAN 
- THE HULK 

SP48,C64,AM 
SP48,C64,Cl6,BBC,EL,AT 
SP48,C64,Cl6,BBC,EL,AT 

- SCOTT ADAMS' SCOOPS (Vol No ll 
(includes Pirate Island, SP48,BBC,EL 
Voodoo Castle, Strange C64,Cl6,AT 
Odyssey & Buckaroo Bonzail 

SCOTT ADAMS ADVENTURES 

1- ADVENTURELAND 
2- PIRATE ADVENTURE 
3- SECRET MISSION 
4- VOODOO CASTLE 
5- THE COUNT 
6- STRANGE ODYSSEY 
7- MYSTERIOUS FUN HOUSE 
8- PYRAMID OF DOOM 
9- GHOST TOWN 

10- SAVAGE ISLAND (Part ll 
11- SAVAGE ISLAND (Part 2) 
12- GOLDEN VOYAGE 
13- THE SORCERER OF CLAYMORGUE CASTLE 
14- RETURN TO PIRATE ISLAND 

I Scott Adams Adventures: 

Nos l to 13: BBC,EL 
Nos l to 4: AT 
Nos 1,3,10 & 13: SP48 
Nos l to 4 & Nos 10 & 13: C64 
Nos 2,3,4 & 13: C64d 
Nos 10 & 13: Cl6 
Nos l to 4 & Nos 7 to 13: DR 
Nos 2 to 6 & No 13: ATd 

I Mysterious Adventures: 

- Nos l to 10: SP48,AT,DR,BBC,EL 

- Nos l to 4 and Nos 6 to 10: C64 

RRP Our Price 
---------

9.95 8.95 
2.99 2.69 
2.99 2.69 

9.99 8.99 
9.99 8.99 

MYSTERIOUS ADVENTURES 

1- THE GOLDEN BATON 
2- THE TIME MACHINE 
3- ARROW OF DEATH Cll 
4- ARROW OF DEATH (2) 
5- ESCAPE FROM PULSAR 7 
6- CIRCUS 
7- FEASIBILITY EXPERIMENT 
8- THE WIZARD OF AKYRZ 
9- PERSEUS AND ANDROMEDA 

10- TEN LITTLE INDIANS 
11- WAXWORKS 

7.95 
7.95 
9.95 
9.95 

13.95 
7.95 
7.95 

17.95 

7.95 

7.95 

7.15 
7.15 
8.95 
8.95 

12.55 
7.15 
7.15 

16.15 

7.15 

7.15 

* CLUB SPECIAL: BUY ANY 2 SCOTT ADAMS ADVENTURES OR ANY 2 MYSTERIOUS 
ADVENTURES FOR THE PRICE OF l!!! (Any 2 adventures - EITHER 2 Scott 
Adams OR 2 Mysterious - must be for the same micro). 

Title/Software Company 

* LEVEL 9 COMPUTING 
- ERIK THE VIKING 
- EMERALD ISLE 
- GNOME RANGER 

- INGRID'S BACK! 

SP48,AM 
SP48,C64,AM,AT,BBC,MSX 

SP48,C64,AM,AT,MSX 
C64d,ATd,APd,MAd 

SP+3d,AMd,PCWd 
STd,AGd,PCd,MACd 

SP48,C64,AM,AT,MSX 
C64d,ATd,APd,MAd 

SP+3d,AMd,PCWd 
STd,AGd,PCd,MACd 

* RAINBIRD SOFTWARE/LEVEL 1 COMPUTING 

RRP 

9.95 
6.95 
9.95 
9.95 

14.95 
14.95 
14. 95 
14.95 
19.95 
19.95 

Our Price 

8.95 
6.25 
8.95 
8.95 

13. 45 
13. 45 
13.45 
13.45 
17.95 
17.95 

- JEWEL OF DARKNESS (Colossal Adventure, Adventure Quest & Dungeon 
13.45 
17.95 

Adventure) SP48,C64,C64d,AM,AT,ATd,MSX 14.95 
AGd,MACd,PCd,APd,AMd,PCWd,STd 19.95 

- SILICON DREAMS (Snowball, Return to Eden & The Worm in Paradise) 
SP48,C64,C64d,AM,AT,ATd,MSX 14.95 13.45 

AGd,MACd,PCd,APd,AMd,PCWd,STd 19.95 17.95 

- KNIGHT ORC (Loosed Ore, A Kind of Magic, Hordes of the Mountain 
King) SP48,C64,C64d,AM,AT,ATd,MSX 14.95 13.45 

* MANDARIN 
- TIME AND 

- LANCELOT 

MACd,APd,PCd,STd,AGd,AMd,PCWd 19.95 17.95 

SOFTWARE/LEVEL 1 COMPUTING 
MAGIK (Lords of Time, Red Moon & 

SP48,C64,AM,AT,MSX 
SP+3d,C64d,AMd,PCWd,ATd,APd 

STd,AGd,PCd,MACd 

SP48,C64,AM,AT,MSX 
C64d,ATd,APd,MAd 

SP+3d,AMd,PCWd,STd,AGd,PCd,MACd 

The Price 
14.95 
14.95 
19.95 

14 .95 
14.95 
19.95 

of Magikl 
13. 45 
13.45 
17.95 

13.45 
13.45 
17.95 

*39 

I Individual titles from the JEWELS OF DARKNESS, SILICON DREAMS, and 
TIME & MAGIK trilogies are available as follows: 

SP48,C64,AM,AT,MSX 9.95 8.95 

* MIRRORSOFT 
- DUNGEON MASTER STd 24.99 22.49 
- INTRIGUE C64d 12.99 11.69 
- SHADOWGATE STd,AGd 24.99 22.49 
- SHADOWGATE MA Cd 26.95 24.25 
- DEJA VU C64d 14.95 13.45 
- DEJA VU STd 24.95 22.45 
- DEJA VU MA Cd 26.95 24.25 
- DEJA VU AGd 29.95 26.95 
- THE UNINVITED STd 24.99 22.49 
- THE UNINVITED MACd,AGd 26.95 24.25 
- BERMUDA PROJECT STd,AGd 24.99 22.49 
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Title/Software Company Computer 

* ATLANTIS SOFTWARE 
- MORON, MAFIA CONTRACT II, RETURN TO ITHACA. 
(Any one title): SP48 

- ESCAPE FROM KHOSHIMA AM 
- DUNGEONS, AMETHYSTS, ETC .•• AM 
- VELNOR'S LAIR C64 

* US GOLD/ADVENTURESOFT 
- MASTERS OF THE UNIVERSE 
- KAYLETH 

Price per title: 

- FANTASTIC FOUR (Pt ll 
- FANTASTIC FOUR (Pt ll 
- FANTASTIC FOUR (Pt 1) 
- REBEL PLANET 
- REBEL PLANET 
- REBEL PLANET 

* INFOGRAMES 

C64 
SP48 
BBC,EL 
C64d,BBCd 

SP48 
C64d,ATd 
BBC,EL 
SP48,C64,AM 
C64d,AMd 
BBC,EL 

- CRASH GARRETT STd,PCd 
- MANDRAGORE SP48,C64,C64d,AM,AMd,MSX 
- THE VERA CRUZ AFFAIR SP48,C64 
- THE VERA CRUZ AFFAIR AM,MSX 
- THE VERY CRUZ AFFAIR C64d,AMd 
- THE VERA CRUZ AFFAIR PCd 
- THE INHERITANCE SP48,C64,AM,MSX 
- THE INHERITANCE C64d,AMd 
- THE SIDNEY AFFAIR SP48,C64 
- THE SIDNEY AFFAIR AM 
- THE SIDNEY AFFAIR C64d,AMd 
- MURDERS ON THE ATLANTIC C64,AM,MSX 
- MURDERS ON THE ATLANTIC C64d,AMd 
- PASSENGERS ON THE WIND STd,PCd 
- PASSENGERS ON THE WIND C64,AM 
- PASSENGERS ON THE WIND C64d,AMd 
- 3 MUSKETEERS C64 
- 3 MUSKETEERS C64d 
- PASSENGERS ON THE WIND II C64,AM 
- PASSENGERS ON THE WIND II C64d,AMd 
- PASSENGERS ON THE WIND II STd,PCd 

* CRUSADER COMPUTING 
- PREHISTORIC ADVENTURE 

* STANDARD GAMES (Play !!¥ Mail) 
- DARK BLADES (Starting kit) 

SP48 

RRP 

1.99 

1.99 
1.99 
2.99 

9.99 
8.99 
7.99 

14.99 

9.95 
13.95 

7.95 
9.95 

14.95 
7.95 

19.95 
14.95 

8.95 
9.95 

14.95 
19.95 

9.95 
14.95 

8.95 
9.95 

14.95 
14 .95 
19.95 
24.95 
12.95 
14.95 

9.95 
14.95 

9.95 
14.95 
19.95 

9.95 

5.00 

Our Price 

1.99 

1.99 
1.99 
2.69 

8.99 
8.09 
7.19 

13.49 

8.95 
12.55 

7.15 
8.95 

13.45 
7.15 

17.95 
13.45 

8.05 
8.95 

13.45 
17 .95 

8.95 
13.45 

8.05 
8.95 

13.45 
13.45 
17.95 
22.45 
11.65 
13.45 

8.95 
13.45 

8.95 
13.45 
17.95 

4.99 

4 . 50 

* ACTIVISION/INFOCOM 

(All titles on disk) C64 

l ) ZORK I •••••••••••••••••• [ 0 l 
2 ) ZORK II ..............•.• [ 3 l 
3) ZORK III •••••••••••••••• (31 
4) ENCHANTER • • •••.•..•••••• (01 
5) SORCERER •••••• • ••••••••• [ 31 
6) SPELLBREAKER ••.••••••.•• (01 
7) DEADLINE •••••••••••••••. [ 0 l 
8) WITNESS ••••••• • •••..•••. [ 3 J 
9 ) SUSPECT ••••...•.••.••••• [ 3 J 

10) CUT-THROATS • . •• •••••••.. (01 
lll INFIDEL ••••••••••••••••. [3J 
12) SEASTALKER •••••••••••••• [3J 
13) PLANETFALL •••••.•••••••• [OJ 
141 STARCROSS ••••••.•••••••• [3J 
151 SUSPENDED ••••••.••.••••• [OJ 
16) BALLYH00 •••••••••••••••• [3J 
171 A MIND FOREVER VOYAGING.[OJ 
181 TRINITY ••..••••.••.•.••• [OJ 
191 WISHBRINGER •••..•..•.••• (01 
201 HITCH-HIKER'S GUIDE •..•. [31 
211 LEATHER GODDESSES ••••••• [OJ 
221 MOONMIST ••••••••••••••.• (31 
231 HOLLYWOOD HIJINX •••••••. [31 
241 STATIONFALL ••••••••••••• [4J 
25) BUREAUCRACY ••••••••••••• [OJ 
261 THE LURKING HORROR •••••• [41 
271 NORD & BERT ••••••••.•••• [4J 
281 PLUNDERED HEARTS .••••••• [4J 
291 BORDER ZONE •••••••••.••• [4J 
301 BEYOND ZORK ••••••••••••• [OJ 
311 SHERLOCK .••••..•••••••.• [4J 
321 SOLID GOLD TRILOGY .••••• [OJ 

Explanation of Keys: 
0: Version not available. 
1: £34.99 per title. 
3: £24.99 per title. 

AM/ 
Cl28 PCW 

[ 3 J 
[ 3 J 
[ 3 J 
[OJ 
[ 3 J 
CO J 
[ o J 
[ 3 J 
[ 3 J 
[OJ 
[ 3 J 
[ 3 J 
[ o J 
[ 3 J 
[OJ 
[ 3 J 
[ 11 
Cl J 
CO J 
[ 3 l 
[OJ 
[ 3 J 
[ 3 J 
[ 4 J 
[ l J 
[4J 
[41 
[4J 
[ 4 l 
[ o J 
[4J 
[OJ 

[OJ 
[OJ 
[OJ 
[ 0 l 
[ 3 J 
[ 31 
[OJ 
[ o J 
C 3 J 
[ 3 J 
[0 J 
[ 0 J 
[3J 
[OJ 
[3J 
l 3 J 
[OJ 
[OJ 
[ 0 l 
[Ol 
[OJ 
[Ol 
[ 3 J 
[ 3 J 
[OJ 
[ 3 J 
[OJ 
[OJ 
[Ol 
[01 
[OJ 
[OJ 

PC 

[ 0 l 
[0 J 
[OJ 
[OJ 
[ 3 J 
[OJ 
[Ol 
[3J 
[OJ 
[ 0 J 
[ 0 J 
[ 0 J 
[OJ 
[OJ 
CO J 
[OJ 
[0 J 
[OJ 
[3 J 
[3J 
[31 
[4J 
[2J 
[ 3 l 
[ 3J 
[ 3 J 
[3J 
[ 3 J 
[4 J 
[31 
[3 J 
[3 J 

AG 

[OJ 
[OJ 
(OJ 
[ 0 J 
[ 0 J 
[ o J 
[0 J 
[2J 
(21 
Co J 
(0 J 
( 0 l 
(OJ 
(01 
[OJ 
[ 0 J 
[l] 
[ 0 J 
[ 0 J 
[ 3 J 
C 3 J 
[ 3 J 
[ 2 J 
[3J 
[ 3 J 
[ 3 J 
[ 3 J 
[ 3 J 
[OJ 
[ 3 J 
[ 3 J 
[OJ 

2: £29.99 per title. 
4: £19.99 per title. 

ST 

[ 2J 
[OJ 
( 0 l 
Co J 
(2J 
[ 2 J 
(0 J 
[2J 
[ 2 l 
[OJ 
[ 2 J 
[2J 
[ 2 J 
[ 2 J 
lo J 
[2J 
l OJ 
[ l] 
[Ol 
[ 31 
[ 31 
( 0 l 
[ 21 
[ 3 l 
[ 3 l 
[ 3 l 
[ 3 l 
[ 3 l 
[ 0 l 
[ 3 J 
[ 0 l 
[ 0 l 

DISCOUNTS: 10%: (1 title) 20%: (2-3 titles) 25%: (4 titles or morel 

* INVISICLUES: - Double Pack: BUREAUCRACY/HOLLYWOOD HIJINX 
STATIONFALL/THE LURKING HORROR 
PLUNDERED HEARTS/BEYOND ZORK 

- Single Pack: ANY other title 

- Double Pack (RRP: £8.99 - Our Price: £8.091 
- Single Pack (RRP: £6.99 - Our Price: £6.29) 

141 

(Receive a FREE Infocom adventure when you join the Infocom Fidelity 
Club - Details will be sent with your first order). 
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Title/Software Company 

* ACTIVISION 
- MINDFIGHTER 

- POLICE QUEST 

* BUG-BYTE 
- S.T.I. 
- SOULS OF DARKON 

* DUCKWORTH COMPUTING 
- EGYPTIAN ADVENTURE 
- THE ODYSSEY 
- COLOSSAL CAVE ADVENTURE 
- ISLAND ADVENTURE 
- MOUNTAIN PALACE ADVENTURE 
- TIME SEARCH 
- CASTLE DRACULA 
- THE SWORD OF VHOR 
- THE ADVENTURER'S NOTEBOOK 

* RIVER SOFTWARE 

Computer 

SP48,C64,AM 
C64d,AMd 
STd,PCWd,AGd 
PCd 
STd,AGd 

SP48 
SP48,C64,AM 

BBCd/MAd 
C64 
C64,AM 
C64 
C64,AM 
C64,AM 
C64,AM,BBC 
C64 
(Book) 

# Spectrum 48 (2 titles per tape): 
Tape 1: THE CHALLENGE & DAVY JONES LOCKER 
Tape 2: WITCH HUNT & THE CUP 
Tape 3: THE HAMMER OF GRIMMOLO & MUTANT 
Tape 4: REALM OF DARKNESS & MATCHMAKER 
Tape 5: THE JADE NECKLACE & LIFEBOAT 

RRP 

14.99 
19.99 
24.99 
29.99 
19.99 

2.99 
2.99 

14.95 
9.95 
7.95 
7.95 
7.95 
7.95 
7.95 
7.95 
3.95 

Tape 6: THE ENCHANTED COTTAGE & JACK AND THE BEANSTALK 

(Any one tape - as above): 

- THE DOMES OF SHA 

* OCEAN SOFTWARE 
- HUNCHBACK 
- HUNCHBACK 
- NEVER ENDING STORY 

* MOSAIC PUBLISHING 
- TWICE SHY 
- THE SNOW QUEEN 

* TARTAN SOFTWARE 
- DOUBLE AGENT 
- SIX-IN-ONE (6 adventures) 
- PRINCE OF TYNDAL 
- SHIPWRECK/CASTLE EERIE 
- CROWN OF RAMHOTEP/PROSPECTOR 

SP48,C64 

SP48 

C64,AM 
SP48 
SP48,C64,AM 

SP48,AM 
SP48,C64,AM 

SP48 
SP48 
SP48 
SP48 
SP48 

2.50 

3.95 

8.95 
7.95 
9.95 

9.95 
9.95 

3.95 
4.95 
1. 95 
2.95 
2.95 

Our Price 

13.49 
17.99 
22.49 
26.99 
17.99 

2.69 
2.69 

13.45 
8.95 
7.15 
7.15 
7.15 
7.15 
7.15 
7.15 
3.55 

2.50 

3.55 

8.05 
7.15 
8.95 

8.95 
8.95 

3.55 
4.45 
1.95 
2.65 
2.65 

#43 
Title/Software Company Computer RRP Our Price 

---------------------- -------- ---------
* FIREBIRO 
- DARK SCEPTRE SP48 7.95 7.15 
- DARK SCEPTRE AM 8.95 8.05 
- DARK SCEPTRE AMd 14.95 13.45 

* SENTIENT SOFTWARE 
- SCOOP! SP48,C64 2.99 2.70 

* ARTIC COMPUTING 
- PLANET OF DEATH (C64), SHIP OF DOOM CSP48), ESPIONAGE ISLAND (C64). 
(Any one title): 1.99 1.99 

- THE ASSEMBLAGE (2 arcade games and 2 adventures, "Robin Hood" and 
"The Curse of the 7 Faces") SP48 4.95 4.45 

* INTERCEPTOR/PLAYERS 
SP48,C64,AM: a) HEROES OF KARN 
SP48,AM: a) WARLORD 

C64: 
AM: 
SP48: 

c) MESSAGE FROM ANDROMEDA 
a) EMPIRE OF KARN 
a) THE EXPERIENCE 
a) SHREWSBURY KEY 
c) THE SERF'S TALE 

bl JEWELS OF BABYLON 
b) FOREST AT WORLD'S END 

b) CRYSTAL OF KARUS 

b) ZACARON MYSTERY 
d) MATT LUCAS 

e) JOURNEY TO THE CENTRE OF EDDIE SMITH'S HEAD 

t ALL the above-mentioned titles = RRP: £1.99. Our price: £1.99 (EACH) 

* MELBOURNE HOUSE 
- SHADOWS OF MOROOR 
- SHADOWS OF MOROOR 
- SHADOWS OF MORDOR 
- LORD OF THE RINGS 
- LORD OF THE RINGS 
- LORD OF THE RINGS 
- DOODY GEEZERS 
- DODGY GEEZERS 
- THE HOBBIT 
- THE HOBBIT 
- THE HOBBIT 

* CLASSIC QUESTS 
- WITCH HUNT 

WITCH HUNT 

* CDS 
- CASTLE BLACKSTAR 

* CENTRAL COMPUTING 

SP48 
C64,AM 
C64d 
SP48,C64 
C64d,PCd 
AMd,PCWd 
SP48 
C64,AM 

SP48,C64,AM,BBC,MSX 
C64d,BBCd 
PCd,APd 

C64d,PCd 
AMd,PCWd 

SP48,C64,AM,BBC,MSX 

THE MYSTERY OF THE LOST SHEEP C64,BBC 

* WALRUS COMPUTING 
- ROGUE COMET SP48,C64 

7.95 
8.95 

14.95 
15.95 
19.95 
24.95 
7.95 
8.95 
9.95 

17.95 
29.95 

14.95 
19.95 

6.95 

4.00 

4.95 

7.15 
8.05 

13.45 
14.35 
17.95 
22.45 

7.15 
8.05 
8.95 

16.15 
26.95 

13.45 
17.95 

6.25 

3.60 

4.45 
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Title/Software Company 

* BTH DAY SOFTWARE 
- WEAVER OF HER DREAMS 
- SKELVULLYN TWINE 
- THE RAVEN 
- RONNIE GOES TO HOLLYWOOD 
- A HARVESTING MOON 
- EARTHSHOCK 
- H.R.H. 
- 4 MINUTES TO MIDNIGHT MkII 
- CUDDLES 
- QUANN TULLA 
- ICE STATION ZERO MkII 
- IN SEARCH OF ANGELS 
- FAERIE 

* GILSOFT 
THE PROFESSIONAL ADVENTURE 
WRITER 

- THE QUILL 
- THE QUILL 
- THE QUILL 
- THE ILLUSTRATOR 
- THE QUILL & THE ILLUSTRATOR 
- THE QUILL & THE ILLUSTRATOR 

THE PRESS 
- CHARACTERS 
- MADCAP MANOR 

* CENTRAL SOLUTIONS 
COUNTDOWN 

- MANSION 

* MASTERTRONIC 
SP48,C64,AM: al VENOM 

Computer 

SP48 
SP48 
SP128 
SP48 
SP48 
SP48 
SP48 
SP4B 
SP4B 
SP48 
SP48 
SP48 
SP48 

SP48/128 
SP48md/12Bmd 
SP128d 
AMd/PCWd 
SP4B,C64,AM 
BBC/EL 
BBCd,QLmd 
SP48,C64,AM 
SP48,C64,AM 
C64d,AMd 
SP48 
SP48 
SP48 

SP48 
AM!CPC464) 

SP48,C64: a) KOBYASHI NARU 

SP48: 
c) SE-KAA OF ASSIAH 
a) HOLY GRAIL 

cl 
b) 
d) 
b) 

cl SINBAD & THE GOLDEN 
a) TREASURE ISLAND 

SHIP 
C64: 

RRP 

3.99 
5.50 
5.50 
3.99 
3.99 
3.99 
2.99 
2.99 
2.50 
2.50 
2.99 
2.50 
2.50 

22.95 
27.95 
27.95 
27.95 

3.99 
16.95 
22.95 

3.99 
5.99 

19.95 
6.95 
3.99 
3.99 

0.99 
0.99 

Our Price 

3.59 
4.95 
4.95 
3.59 
3.59 
3.59 
2.69 
2.69 
2.50 
2.50 
2.69 
2.50 
2.50 

20.65 
25.15 
25.15 
25.15 

3.99 
15.25 
20.65 

3.99 
5.99 

17.95 
6.25 
3.59 
3.59 

0.99 
0.99 

THE GOLDEN EGG CUP 
zzzz 
RIGEL'S REVENGE 
JOURNEY'S END 

i ALL the above-mentioned titles = RRP: £1.99. Our price: £1.99 (EACH) 

- PLUS 3 ADVENTURES (Shard of Inovar, Kobyashi Naru & Venom) 
SP128d 9.99 B.99 

* HANDASOFT 
- THE CRYSTAL CAVERN SP48 1.99 1.99 

Title/Software Company Computer 

* RAINBIRD SOFTWARE 
- THE PAWN SP128 

SP+3d 
C64d,AMd,APd,ATd 

PCd,STd,AGd,MACd,PCWd 
- GUILD OF THIEVES SP+3d 

C64d,AMd,ATd,APd 
PCd,STd,AGd,MACd,PCWd 

- JINXTER SP+3d 
C64d,AMd,APd,ATd 
PCd,STd,AGd,PCWd 

MA Cd 
- CORRUPTION SP+3d 

C64d,AMd,APd 
PCd,STd,AGd,PCWd,ARd 

MA Cd 
- FISH PCd,STd,AGd 
- LEGEND OF THE SWORD STd,AGd 

* INCENTIVE SOFTWARE 
- ST ADVENTURE CREATOR (STAC) STd 
- STAC DEMO STd 
- THE KET TRILOGY (Mountains 

of Ket, Temple of Vran & 
The Final Mission) BBC,EL 

- THE KET TRILOGY C64 
- THE KET TRILOGY BBCd40t 
- APACHE GOLD SP48,C64,AM 
- WINTER WONDERLAND SP48,C64,AM,BBC 
- SHARPES DEED/BLACK FOUNTAIN AM 
- TOP SECRET/MOUNTAINS OF KET AM 
- NOVA/HAUNTED HOUSE AM 
- THE ALIEN/DRAGON'S TOOTH BBC 
- KARYSSIA SP48 
- GRAPHIC ADVENTURE CREATOR AMd,BBCd!40t) 

* TOPOLOGIKA 

C64d 
SP48,C64,AM,BBC 

EL,MA 

RRP 

14.95 
15.95 
19.95 
24.95 
15.95 
19.95 
24.95 
15.95 
19.95 
24.95 
34.95 
15.95 
19.95 
24.95 
34.95 
24.99 
24.95 

39.95 
1.99 

9.95 
7.95 

11.95 
7.95 
7.95 
7.95 
7.95 
7.95 
7.95 
7.95 

27.95 
27.95 
22.95 
14.95 

ll COUNTDOWN TO DOOM 
3) ACHETON 

2) PHILOSOPHER'S QUEST 
4) KINGDOM OF HAMIL 

5) RETURN TO DOOM 

Nos 1 to 4: AMd,PCWd,PCd,BBCd,MAd,SP+3d 
No 5: AMd,PCWd,PCd,BBCd,MAd,SP+3d 

* SPECTRUM ADVENTURER 
- VIRUS SP48 
- CASTLE THADE REVISITED SP48 

9.95 
12.95 

2.99 
2.50 

Our Price 

13.45 
14.35 
17 .95 
22.45 
14.35 
17.95 
22.45 
14.35 
17.95 
22.45 
31. 45 
14.35 
17.95 
22.45 
31.45 
22.49 
22.45 

35.95 
1.99 

8.95 
7.15 

10.75 
7.15 
7.15 
7.15 
7.15 
7.15 
7.15 
7.15 

25.15 
25.15 
20.65 
13.45 

8.95 
11.65 

2.69 
2.50 
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146 ~'NOW ACCEPTED! 
~ ============= 

Please note that we now accept ACCESS cards in payment of all services 
offered by the Club (subscriptions, software orders, binders, back 
issues, etc ..• ). You may use your ACCESS card as follows: 

ll By telephone: Simply have all the details of your card ready. 
2l In writing: Until we have new order-forms printed, simply give us a 
written authorisation to debit your ACCESS account. Do not forget to 
sign the order-form, and to give your ACCESS number as well as the 
expiry date of your card. ~~~ 

Your account will NOT be debited until the goods that you ordered have 
been dispatched to-you. 

* COMPUTER CODES: AG (Commodore Amiga) * AM (Amstrad CPC series) * 
AP (Apple II series) * AR (Archimedes) * AT (Atari XL/XE - not ST) * 
* BBC (BBC Model Bl * Cl6 (Commodore 16) * C64 (Commodore 64) * 
* Cl28 (Commodore 128) * CP/M (CP/M operating system> 
* DR (Dragon 32/64) * EL (Electron) * MA (BBC Master series) * 
* MAC (Apple Macintosh) * MSX (MSX Micros) * PC (IBM PCs or 
compatibles) * PCW (Amstrad PCW series) * QL <Sinclair QLl * 
* SP48 (Spectrum 48) * SP128 (Spectrum 128) * SP+3 (Spectrum Plus 3) * 
ST (Atari ST series) * 

ALL GAMES ARE ON CASSETTE UNLESS d(dISK) OR md(MicroDrive) FOLLOWS THE 
COMPUTER CODE 

* ALL PRICES ARE IN POUNDS STERLING * 

* BBC owners ordering software titles on disk(s) are kindly requested 
to mention the track reference (40/80) on their order-form. 

(Please refer to the order-form for Terms and Conditions of supply) 
===================================================================== 

POSTAL CHARGES FOR EUROPEAN AND OVERSEAS ORDERS 
*********************************************** 

(There are NO postal charges on orders despatched within the U.K.) 

These rates cancel and replace any previously published. 

1 title: 
2 to 4 titles: 
5 titles or more: 

Europe 
(Air Mail) 

£1. 50 
£1. 25 
£1.00 

Europe Rest of World Rest of World 
(Surface) (Air Mail) (Surface) 

£1.25 
£1.00 
£0.75 

£2.50 
£2.25 
£2.00 

£1. 25 
£1.00 
£0.75 

* The above-mentioned rates are PER TITLE. 

HINT-SHEET 
********** 

Please use in conjunction with the hints given in this Dossier. 

1) A 
2l The 
3) From 
4) To 
5l My 
6) Our 
7l It 
8) Under 
9) On 
10) Together 
lll Without 
12l When 
13) Where 
14) Inside 
15) Away 
16) In 
17) Out 
18) Between 
19) All 
20) Under 
21) Get 
22) Love 
23) Examine 
24) Eat 
25) Cut 
26> Insert 
27) Climb 
28) Wave 
29) Attack 
30) Drop 
Jl) Open 
32) Smash 
33) Wear 
34) Remove 
35) Go 
36) Swim 
37) Hide 
38) Move 
39) Plant 
40) Blow 
41l Pierce 
42) Light 
43) Burn 
44) Awake 
45) Sleep 

46) Press 
47) Wait 
48) Run 
49) Squeeze 
50) Board 
51) Pull 
52> Follow 
53) Make 
54) Protect 
55) Carry 
56) Take 
57) Dig 
58) Search 
59) Put 
60) Input 
61> Fuse 
62) Twelve 
63) Read 
64l Cast 
65) Use 
66) Sit 
67) Squeeze 
68> Brazier 
69) Buy 
70) Sell 
71> Pour 
72) Throw 
73) Push 
74) Manage 
75) Going 
76) Friend 
77) Heart 
78) Eye 
79) Sceptre 
80) Water 
81) Glue 
82) Pot 
83) Control 
84) Skip 
85) Shape 
86) Certain 
87) Drape 
88) Old 
89) Earth 
90) Combustible 

91) 
92) 
93) 
94) 
95) 
96) 
97) 
98) 
99) 
100) 
101> 
102) 
103) 
104) 
105) 
106) 
107) 
108) 
109) 
llO) 
llll 
ll2) 
ll3) 
ll4l 
ll5) 
ll6) 
ll7l 
ll8) 
ll9) 
120) 
121) 
122) 
123) 
124) 
125) 
126) 
127) 
128) 
129) 
130) 
131) 
132) 
133) 
134) 
135) 

Ball 
Newsboys 
Garlic 
Parsley 
Battery 
Lead 
Tent 
Ball 
Mist 
North 
NorthEast 
East 
SouthEast 
South 
Southwest 
West 
Northwest 
Up 
Down 
Arthur 
Bridge 
Mattress 
Times 
Never 
Note 
Wallet 
Silver 
Wardrobe 
Closet 
Neon 
Water 
Sulphur 
Roof 
Tiles 
Soot 
Robots 
Hand 
Planted 
Star 
Combination 
Nugget 
Shovel 
Teleport 
Pit 
Button 
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148 HINT-SHEET 
********** 

Please use in conjunction with the hints given in this Dossier. 

136) Probe 181) Terminal 226) Skull 
137) Boots 182) Found 227) Flag 
138) Lace 183) Flask 228) Sword 
139) Cockpit 184) Brandy 229) Star-Stone 
140) Closed 185) Bomb 230) Magic 
141) Mountain 186) Staff 231) Locations 
142) Sponge 187) Following 232) Mortar 
143) Necklace 188) Cigar 233) Fork 
144) Alcove 189) Hole 234) Shuttle-Craft 
145) Crashed 190) Excalibur 235) Backwards 
146) Kayleth 191) Pearl 236) Natuflow Mask 
147) Planet 192) Drawer 237) Compost 
148) Rugs 193) Pool 238) Worm 
149) Star 194) Chase 239) Engine 
150) Mine 195) Stranded 240) Combination 
151) Somewhere 196) Bandage 241) Atmos Pod 
152) Panel 197) Somewhere 242) Armour 
153) Seeds 198) Shower 243) Maintenance 
154) Gloves 199) Magic 244) Azap Codes 
155) Air-vent 200) Mask 245) Space-Suit 
156) Tube 201) Pestle 246) Elephant 
157) Soldiers 202) Shock Cape 247) Bottle 
158) Phoenix 203) Sword 248) Dormitory 12 
159) Raisin 204) Dagger 249) Traditional 
160) Ashes 205) Bracelet 250) Excellent 
161> Object 206) Permutations 251> Blowpipe 
162) Mature 207) Killed 252) Sun 
163) Anything 208) Used 253) Disrupter 
164) Shield 209) Handblaster 254) Frighten 
165) Chalice 210) Help 255) Tube 
166) Cubicle 211) 1 256) Carat 
167) King 212) 2 257) Crown 
168) Queen 213) Essence 258) Wall 
169) Key 214) Curious 259) Cup Of Tea 
170) Yes 215) Onion 260) Python 
171) Medallion 216) Stick 261) Blue 
172) Main 217) Frying 262) Flower 
173) Bed 218) Table 263) Multi-Useful 
174> Location 219) Footwear 264) Hamster 
175) Grille 220) Bulb 265) Gem 
176) Door 221) Static 266) Miniature 
177) Lucky 222) Fur 267) Throne 
178) Muscles 223) Medicine 268) Sharp 
179) Rock 224) Computer 269) Blunt 
180) Cockpit 225) Tablet 270) Jacket 


