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s Dangerous. w=u they rilad Fred
something ro
‘7 Gonna basowme e i it s o,
He did too. Read on to find out

Elite

To reach ‘Elite’ status, you will need
master a number of diftérentskils. Ulre-fast

Ered Reid became “Elite’ on the 17th
December wa: of
! almost ginus loalticance In the €U
! ffices. Fred had been playing the
game, on and off, for  couple of
and was more o less happy
! with being dangerous. Until those
advertisements began to appear —
you know the ones with the old granny
“ =

vation are nee bat, while a k
head for Bathons e essbntiol o promobic
tradin

®

If you can't dock, you can't tradel Fly as
close to the space sation as possible, reduce
speed ond turn fo face the planet. Travel a




short distance towards the planet, stop, furn
back fowards the sp

her irffc enering or leaving the spoce
sta

° Tr
Try to find two xys’ems a single hyperspace
jump apart, one an industrial world, the
other ugncuhura{ Make a note of the market
prices on sach, and frade in the most pro
itable goods, no! necessarily the cheapest.
Beware of flooding the markets by trading
the same gncds o chie
Avoid tr in illegal goods u..m you
have _enough P fbopover o i o
argumentel
Docking s an essentis kil for would be Eltsts — master it manually, or you will have to ork out
foran expensive dos e




® Equipment

A military laser is essential in front, forget
the side lasers — they’re too awkward.
When m"i the rear laser, it helps o turn
your joystick upside-dow

The exira energy unit is essenfial as it
doubles the recovery speed of shields and

atteries, giving you a better chance in
battle.

Fuel scoops are useful for refrieving cargo
canisters from destroyed ships. Don’t bother
trying 1o re-fuel by skimming a sun, it's not
worth the hassle.

Du(kina computers are a luxury item, but
they do lessen the risk of :m:Zi..g when
docking.

Caretul study of a planets resources is important before making a raid, or trading visit.
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Note before starting: this
guide assumes you~ have
conquered level T as the in-
structions in the guide book
should suffice for this. All
numbers are rooms except
where mentioned.

Level 2

Go 1o 6 and find the chest
in the |oﬁ‘g%ho of the room,
with a K| Kin it, then go
to room 5. KNOCK this
head and return to room 6:
an access fo room 7 has now
opened; take it and head
for room 9. Find the chest in
the north of the room and
fire the RULERSHIP spell
you discover there af the

You fo confinue fo rooms 12
and 13, find KNOCK and
REVERSE, and enfer room
14. Fire REVERSE of the in-
verted cross, then fire a
KNOCK spell af the head in
15 and return through this
lovel fo room 17 enfer and
fir NEEDLE EYE af the nee-
dlle (surprisl) You will be
IMMEDIATELY transported
to room 18 — 50 be e

1o fight. Enter 19, find
another hidden chest in the

ou will find another door
s appeared at the north

Level 3

Head for 25 avoiding the
lyph in 22 and gef the
RROCK from  the. chest
Return to 21 and fire this
spell at the head there. If
You now go info corridor 26

enter the pentagram from
the side of the snakes and

end. Enter this, 27, and the
mouth therein, 1o appear in
room 28, faced with an
adversary. Use the feleport
fo enter 30. Now proceed
fo 32 In here, ALWAYS

will appear before the

bottom right of the room, snake guardian in room 33.
ACHE inside. After_exploring_rooms 35
Now use the teleport door and 36, enter 37. Touching
in 18 fo return fo 4, re-enter the box in here will release
3 for the last time, and fire  an iliterate demon who fells
HEAD ACHE at the skull. you fo go away. This is
You may now enter level 3. vital, however, as you go

MONSTER TABLE

with HEA

MONSTER |GiC e o | TOKILL: | LEVELS) W
SPIDER 2 52) AL Boris
FLYING
SKULL 3 s(2) AL
GUARD 4 6(2) AL | Thuglet
STORM- !
cLoup 6 TFwoban | AU | Stom
WRAITH 5 72 2+ Fiyng

6 203 3+
DEVIL 7 1003) 3+ | Toothpic
PRIME 10 |1Sunburst| 4 [“OhChris

[ELEMENTAL the

that”

* (") denotes no. of fireballs required to kill.
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LEVEL 4




clear 60 of occupant, and
“infect’ yourself by touching
the skeleton in  59. R

quickly to 61 and touch the
cross to cure yourself,
HEALing yourself while run
ning to keep energy up. This
process will have opened up
the north door in 45 opor-
ing into 65. Enter and fraz-

zle the Prime Elemental with
SUNBURST treating it as a
normal storm.

Notes

ALWAYS explore every
room — the ones menfioned
are a simple guide to direc-
fion not _solufion of the
game. Open every chest

LEVEL 3

you find except those mark-
d on the map as traps. Use
HOLD ITs in rooms you only
visit once. A rule — Visible
glyphs are GOOD, Invisible
giyphs ore’ BAD' if "you
make a mistake in teleport
transport you will appea
a room with no doors:
restart — there’s no escape.
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puterof Mogma il a.:hmmwmé planlctakuw.r
W arnessing ‘e untay ener sources.
e W L
the project has bean stlen and piecesof i are n he hands

of spies the world over.
Using your  Sublerranean Remole ° Unit (SRU) you must
glob. vm a system of ur ounn-l to

docu iy hmmm\'fv shi l‘;l
m jent the in Was ton, onl
ot 'L i
are In fac several way: a <ompleing Hads i
one se: By following th efder of o wrien shot il
o e s e e o nee
Agent 157 e e ool s e
Spelied oot for you, bor il the sAdescs
here, it's up |o you lo find it.

Subterranean
Remote Unit

There are five parts 10 iden-
ity and this i o simplo you

on't nood any help. Make
a writen note of he mod

of the motovator type.
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Egypt:

You get to Egypt via Lon-
don, but don't bother stopp-
ing off en route. Egyptians
fond of Swiss

the opporiuniy lo"acquire
Fine examples of early

Egyptian art.

Greece:

he Greek spy is also v
fond of Eqypion arl. So
fond in foct that he wil 1ake
cither the emerald scarab,
or the gold statuette off your
hands. The question is which

1o give hime Tt Tut,
what a dilemma.

India:

Like Greece, the Indian sub-
continent is home 1o a thriv-
ing market in ancient Eqyp-
fian artefacts. Regrettably,
for the Greeks and Indians
anyhow, the world of es-
pionage has litfle interest in
the products of their culture.
Don't buy the star, lamp,
urn or arfefact,

New York:

By this stage you should be
curryins only ‘one thing, the
chalet deed. The choice is
therefore obvious.
Diamonds may be a girl’s
best friend but spies aren’t
interested. Some stocks and
bonds on the other hand
might turn out fo be a more
worthwhile investment.
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Carribean:
e by the short
but be

Japan:
Go straight through China,
don’t bother to" get off, with the Ming vase, it's pro- careful not to cross the
you're going back there ina  bably fake as no one else restricted mainland area.
minute. Remember those ~seems fo want it. The jade Dump the jade and head for
iquidis carving, on the other hand, goad old Blighty.
cauld prove popular in Car:. Boubloons Maps? — Wor-
it irts. thless trinkets.

San Francisco

‘Wow him.
4 Washington:
- - Well, you made it and
Big Ben towers above the English spy. here’s number one G-Man,
Agent Levy of the FBI to
London: return, as well as his piece Congratulate you. As well

of document, he'll offer you s the thanks of The
This chap hos a passion for  the crown _jewels. Dan't i
photography, you could do  bother, you' can't afford
a lot worse than supply him  them anyway. Snap up the
with the latest in Japanese, Beatles album instead, it
autofocus, autoexposure,  sounds like it might go down
35mm camera hardware. In o wow on the West Coast.




Rambo was the game that caused
such a massive stir when it was
released before Christmas. It came
out on top in our December issue’s
head-to-head challenge because
the nrara%y element gave it an
edge over Commando’s head down
:Imr%e up the screen. So if you got
Rambo for Christmas and you
haven’t managed to complete it yet
here’s how to release those cap-
tured Gis.

il




You've picked up the gun by the temple and
proceeded northwards. Go round the palm
irees and 1o the fop of the camp, keeping the

fencing on your left. Enter by the watchtower

and goleft 1o the prisoner (pic A). This far in knife

the game you should stick with the kni
other weapons afiract foo much aftention
When you reach the frussed up Gl fire the
knife — he'll disappear.

s you've rescued the G i's a charge
due north unil you find a chopper. Thers's
plenty of time here o notch up a few more

ints before you run over the machine fo

complete the first part of the mission. You're
probably befer off switching fo the ex-

losive arrows now — they clear o pafl
through the jungle no problem.
Fly soulh o the right of the camp ond land
the helicopter on the helipad, an H inscribed

ideways in the sand (pic B). Rambo will
disembark avomatically. You have fo

uick on this leg because the energy bar
drcine oirly ropedly;

D
The POWs areincarcerated inthis hut pic C)
1 the bottom left of the camp. You can't miss
ause it looks completely different from
the rest of the buildings. Swiich back fo your
ife and fire a volley info the door. The
risoners will moke @ run fowards the
elicopter and you should follow. Don’t miss
the opportunify fo score some valuable
cints by creating a bit of mayhem with that
Bex o remades you fowid on the way.
Now it’s back fo the helipad and
make an escape to Thailand. Head no
the camp and over the river. Shorth
e gunship wil
jeal wi

o

bazooka on it. Once is not enough though
'l come back a second fime. If you can hif it
again you have a good chance. The key is fo
zigzag left and right all the fime. When the

unship returns a fhird fime it is possible fo

lodge by flying in circles unil you cross the
water to Thailand.  Mike Pattenden

e




TRANS-
FERRING
EFFICIENTLY

When dealing with robots of
a level below 476, this is no
problem, simply catch your
robot. However, when your

\
target is firing back,” the
following sralegy has prov.
)

Pl ddf O

Game over  Farutrual ers | most effective. (See fig.
) The roblem with merely go-
ing into transfer mode’ then
chorging blindly f he argel

u] you are on a straight line
m him: he con easily hit

Z) the _closer you gef, the
more shots he can fire. The
best factic is fo o roach the
target at an 00p
o i o in quicly. This
way he cannot draw a bead
on you

i@+




THE FIRST o

Refer, to map (g, 2). From
e deck where you start,

e up 1o oL sobor of \ke

about 329-476 valve. From

to the deck mark-
CLEARING ey Cyu':?a:.d
Y
This s r.;'m:olly -
portant, as this tiny de
cted wi
SHIP conne

und unlas

s
d'd( C ﬂn

TRANSFER Fig. 1 g -
476 «—————— 001 WRONG APPROACH
w w

- -
001 CORRECT APPROACH
. 4 w

sHip
| ® T
@

w
8 L8




Mobile Favatvuul 875

the missing robot and wasting decks. Keep in possession of
valuable energy, whenitisin a high ranking droid,
fact on another decki From preferably a disruptor, and
deck A go through deck (1) go and clear deck D — @ real
and up 1o deck 6, where you  killer, so watch out, The next
$hould find two erew droids "decks are very lorge indeeas
and maybe even o senfinel. decks E, F, and G. Deck F is

001 (123 139 | 247 | 248

Transfer to the strongest and one of the most lethal decks

kill the other. Now go down there is, as the dreaded 883 mm

to deck €, go into transfer lurks here, be very careful if

mode IMMEDIATELY and using the lefi-hand It from | [ P S i
v

charge through the door fo decks E to F, there is always a
your right, fal e occu- cluster of nasty robots | [
ant by surprise. If you waiting to ambush you. Tryto | [apes| 3 | 5 | 5 | 6
transfer successfully, which capture each one in furn.

shouldn't be hard for a crew After the main decks are
droid, you should now be in done, mop up the lesser ones:
possession of a robot of nofe that decks R and N and
about 629 level. Clear the decks § and O are con-
bridge — not as difficult as it nected. Try to finish the ship in
may sound. Remember that posession of a high ranking
there is a plentiful supply of droid, as you get fo keep it on
lowly robots in the. lower the next ship.




NOTES ON
THE DROIDS

420 — A problem when us-
ing disruptors, as they are im-
mune. Ram them instead.
4 s droid lsial s
6 oy low ook oot to
have its own weaponry. Get
one as soon as possiblel
302 — The fastest droid on
the ship. Very satisfying fo
diroptarion the siowive
litle wretd
821 — | believe this fo be the
most useful robot of all. It is
fast, reliable and has good

onry.

999~ B not get over coni
dent. Energy runs out at ar

amazing rate when using his

roid. Best to get another as

Soon as you com, bt do not INEAKY loding robot explodes itself

waste it. You can transfer to TRICK'S 50% of the fime. Try to blast

anything from @ 999. fwo with one shot — it s not

1) When moving along along

v, ro Ghead even 1t 3) Inthe fransfer game go for

reach.

s offen

Sathing |scom|n9 You can hit squares he cannot
what you can't ounds obvious, but
2) A’robot hiling an ex- overlooked.

Universal Robot Table

L) MS|MF| M | M| M| M [MS M| M/ MF/MF| M| F M|mws| m
c FC | FC|uc|uc uc |ucRjuc| R (UC| R | R |R|R R VR | uaw
‘ Vola || BB e ] I
s [ e e [ oo oo ]

£htium 10 slow. MIF = Medium t0 Fast, F = Fast, VF = Very Fast
< Fairly Common, UC = Uncommon, UCIR = Uncommon to rare, R = Rare, VR ~ Very Rare.

M ot ol i s - . S
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To win one of ten sets of all the games featured in this Play Better
supplement all you have to do is complete this simple puzzle.
The close ups are faken from seven well known 64 games.

Tell us what they are and you could be one of the lucky winners.

¥Fill in the form below, <ut o, and send off without defay.

Entries should be sent to Play Better Compefition, Priory Court, 30-32 Farringdon Lane,
London, ECIR 3AU. They should reach this office before no later than Feb 20 1986.

NAME
ADDRESS

The Games are (left to right)

My favourite 64 game is
Please supply a hint or tip on the most recent game you have added fo your collection. (You
may use a separate sheet of paper)
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