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p lay Better is your chance to get hack at those gamesthat have been niggling away at you over since you
got therm It's part of the love hate relationship you have
with your 64 when a good game is up and running.

When you're making progress — upping your high
score and getting further into it — you are Inclined to
think that this is the best fun you ever had.

But once you get stuck -  boy, is it frustrating_
In Play Better we aim to provide you with hints and tips

to enable you to do just that little bit better and extract
even more enjoyment from your games_

We have concentrated on the more complex type of
game. The ones that. judging from your letters, have
been causing you the most anxiety.

Out game experts have been playing their games to
death over the last month and some pretty impressive
high scores they have clocked up too

Our team were given one uncompromising command
— beat it before you write your tips. Hence our Elite tips
are from the Elite Fred Reid, Paradroid tips from Daniel
Gilbert who claims to be "the best Peradrold player in the
world". Rambo tips from Mike 'Hot Shots Pettenden —
the reporter who sniffed out an exclusive sneak look at
the game for Commodore User readers only, and since
then has been playing the game constantly,

The Edge rallied round with a little help from the pro
grammar for those of you lost in the excellent, thousand
screen plus, Wizardry, Even Wizards need a little help
from time to time ask GandaIt

Our Hacker tips are from a real life hacker (Sshh„ the
name is Ken MacMahon) who has used his inside info to
crack the Activision game.

If Play Better whets your appetite to fry out some 01
you're skint after Christmasthe games here but, like me.

check out the competition at the back of the supplement
We have ten complete sets of all the games .
m e n t i o n e d  i t iPlay Better to give away The best collectirrm of game
,offered as one prize.

lommooll

Fred Reid became 'Elite' on the I 7th
December 1985. It was a moment of
almost religious significance in the CU
offices. Fred had been playing the
game, on and off, for a couple of
months and was more or less happywith being dangerous. Until those
advertisements began to appear —you know the ones with the old grannywho is Dangerous. Well that riled Fred
something rotten. "Right", he said,gonna become Elite if it kills me".He did too. Read on to find out how.Elite
To reach 'Elite' status, you will need tomaster a number of different skills, Ultra-fast
reactions and a strong sense of self-preser-vation are needed in combat, while a keen
head for business is essential for profitabletrading.

• Doc king
If you can't dock, you can't trade! Fly asclose to the space station as possible, reducespeed and turn to face the planet. Travel a



short distance towards the planet, stop, turnback towards the space station and youshould be able to see the docking port. Afew minor course corrections should set youup for an easy entry. Never try to dock atmore than 'dead slow' speed. Watch out forother traffic entering or leaving the spacestation.
• Trading
Try to find two systems a single hyperspacejump apart, one an industrial world, theother agricultural. Make a note of the marketprices on each, and trade in the most pro-fitable goods, not necessarily the cheapest.Beware of flooding the markets by tradingthe same goods too often!Avoid trading in illegal goods until youhave enough firepower to settle anyarguments!

Docking is an essential skill for would be Elitists — master it manually, or you will have to fork out
for an expensive docking computer. :11
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Careful study of a planets

• Equipment
A military laser is essential in front, forgetthe side lasers — they're too awkward.When using the rear laser, it helps to turnyour joystick upside-down.The extra energy unit is essential as itdoubles the recovery speed of shields andbatteries, giving you a better chance inbattle.

Fuel scoops are useful for retrieving cargocanisters from destroyed ships. Don't bothertrying to re-fuel by skimming a sun, it's notworth the hassle.
Docking computers are a luxury item, butthey do lessen the risk of crashing whendocking.

resources is important before making a raid, or trading visit.
-
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Note before starting: thisguide assumes you hoveconquered level 1 as the in-structions in the guide bookshould suffice for this. All
numbers ore rooms exceptwhere mentioned.
Level 2
Go to 6 and find the chest

in the top right of the room,with a KNOCK in it, then goto room 5. KNOCK thishead and return to room 6:an access to room 7 has now
opened; take it and headfor room 9. Find the chest inthe north of the room and
fire the RULERSHIP spellyou discover there at thethrone. This now enables
you to continue to rooms 12ond 13, find KNOCK andREVERSE, and enter room14. Fire REVERSE at the in-
verted cross, then fire aKNOCK spell at the head in15 and return through thislevel to room 17; enter andfire NEEDLE EYE at the nee-
dle (surprise!). You will beIMMEDIATELY transportedto room 18 — so be readyto fight. Enter 19, findanother hidden chest in the

MONSTER Energy Lost/Wound Intl. HITS REQ.TO KILL • FOUND(LEVELS) PET—NAME
SPIDER 2 5(2) ALL Bons
FLYINGSKULL 3 512) ALL Bonepigeon
GUARD 4 6{2) ALL Thuglet
STORM-CLOUD 6 1 Fireball ALL StormABOVE 2
WRAITH 5 712) 2 + FlyingBathrobe

SKELETON 6 .9(3) 3+ Skelemaggot
DEVIL 7 10(3) 3 + Toothpic

or
Doorwedge

PRIMEELEMENTAL 10 1 Sunburst 4 '''Oh Christ,What theHell isthat?"?"

bottom right of the room,with HEAD ACHE inside.
Now use the ieleport doorin 18 to return to 4, re-enter3 for the last time, and fireHEAD ACHE at the skull.
You moy now enter level 3.

MONSTER TABLE

• 1 denotes no. of fireballs required to kill

Level 3
Head for 25 avoiding theglyph in 22 and get theKNOCK from the chest.Return to 21 and fire this

spell at the head there. Ifyou now go into corridor 26you will find another doorhas appeared at the northend. Enter this, 27, and the
mouth therein, to appear inroom 28, faced with an
adversary. Use the teleportto enter 30. Now proceedto 32. In here, ALWAYS
enter the pentagram fromthe side of the snakes and
go straight to the box. Youwill appear before thesnake guardian in room 33.After exploring rooms 35and 36, enter 37. Touchingthe box in here will releasean illiterate demon who tells
you to go away. This isvital, however, as you go

ig4

Is

pink, indicating somethinguseful. Now enter the
demon head in 36 to ap-pear to 24. You must now
return to 32; entering, youwill notice the new door in
the north wail. Open it, findthe hidden chest containingSLAY SNAKE and return to
32. Again entering from the

,
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ma

Wraith
[Cheer1

snake side, telepori to 33and use your newly.acquired spell.
Level 4
Touch the glyph in 39 toopen 42's secret door. Usethe mouth in 42 to reach 43

and the one in 44 to teleportto 62. Fire KNOCK at the
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Chest

Rad Glyph linvisitikti

Visible Chest

Disguisedinvisible Chest

Howl lot Knociling

DEMON HEAD (TELEPC4Iti

Felepost Door

e Foieport Mouth

LEVEL 2
head in 63, (it opens a doorthe 57!) and return via the6.11 teleport to 43. Makesure you have exploredboth areas before returningto 40 via 43's head, Get theSTONE TELL from 49 and
use in 51. Now get the BIGchest from 56 to open 52'ssecret door. Proceed to 59,



38

clear 60 of occupant, and'infect' yourself by touchingthe skeleton in 59. Run
quickly to 61 and touch thecross to cure yourself,HEAling yourself while run-ning to keep energy up. Thisprocess will have opened upthe north door in 45 open-ing into 65. Enter and fraz-

zle the Prime Elemental with
SUNBURST treating it as anormal storm.
Notes
ALWAYS explore everyroom — the ones mentioned

are a simple guide to direc-tion not solution of the
game. Open every chest

you find except those mark-ed on the mop as traps. Use
HOLD ITs in rooms you onlyvisit once. A rule — Visible
glyphs are GOOD, Invisibleglyphs ore BAD. If youmake a mistake in teleporttransport you will appear ina room with no doors:
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China Japan

3

You have unwittingly hacked your way into the central com-puter of Magma, Ltd, and discovered their plan to take overthe world by harnessing the untapped energy sourcesbelow the earth's crust A document containing details ofthe project has been stolen and pieces of it are in the handsof spies the world over.
Using your Subterranean Remote Unit (SRU) you musttravel the globe via a system of underground tunnels toretrieve the document. You must then take the completeddocument to Agent Levy of the FBI in Washington, only thenwill Magma's evil plot be exposed.
There are in fact several ways of completing Hacker, thisis just one. By following the order of the screen shots withthe help of our map you should stand a pretty good chanceof reaching Agent Levy with the completed document. Notall the clues ore spelled out for you, but all the evidence ishere, it's up to you to find it.

4 5 6

SubterraneanRemote Unit(SRU)
There are Five parts to iden-tify and this is so simple youdon't need any help. Makea written note of the modelnumber and a mental note
of the motovator type.

Washington N.Y.
San Francisco I  Carribean

Watch out for surveillance satelites — you had better have the correct answer if they stop you.
Switzerland: which is just as well because up his offer of the chaletat this stage of the game deed and chronograph —The Swiss spy accepts cash you don't hove anything they'll come in useful later.for his piece of document, else to bargain with. Take

London Switzerland

7 8  9  1 0  11 12 13 14 15 16 17 18 19 20

Greece
gypt
India



Egypt.•
You get to Egypt via Lon-don, but don't bother stopp-ing off en route. Egyptiansore very fond of Swisstimepieces. Don't pass upthe opportunity to acquiresome fine examples of earlyEgyptian art

Greece:
The Greek spy is also veryfond of Egyptian art. Sofond in fact that he will take
either the emerald scarab,or the gold statuette off yourhands. The question is whichone to give him? Tut Tut,what a dilemma.

India:
Like Greece, the Indian sub-continent is home to a thriv-
ing market in ancient Egyp-tian artefacts. Regrettably,for the Greeks and Indians
anyhow, the world of es-pionage has little interest inthe products of their culture_
Don't buy the star, lamp,urn or artefact.

New York:
By this stage you should becarrying only one thing, thechalet deed. The choice istherefore obvious.
Diamonds may be a girl'sbest friend but spies aren'tinterested. Some stocks andbonds on the other hand
might turn out to be a moreworthwhile investment.

I

•

Japan:
Go straight through China,don't bother to get off,you're going bock there in aminute. Remember those
stocks? Liquidise them andbuy up everything in sight.

Big Ben towers above the Engksh spy.

London:
This chop has a passion forphotography, you could doa lot worse than supply himwith the latest in Japanese,autofocus, autoexposure,35mm camera hardware, in
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China:
This guy is a sucker forjewellery. I shouldn't botherwith the Ming vase, it's pro-bably fake as no one else
seems to wont it. The jadecarving, on the other hand,could prove popular in Car-ribean parts.

return, as well as his pieceof document, he'll offer youthe crown jewels. Don'tbother, you can't affordthem anyway. Snap up theBeatles album instead, itsounds like it might go downa wow on the West Coast.

i
I
2
1
0 
f
l
T
l

1

Carribean:
Come by the shortAustralian route, but becareful not to cross therestricted mainland area.
Dump the jade and head forgood old Blighty.Doubloons? Mops? — Wor-thless trinkets.

San Francisco
Wow him.
Washington:
Well, you made it andhere's number one G-Man,Agent Levy of the FBI toCongratulate you. As wellas the thanks of The
American People, you get asneak preview of tomor-row's Washington Post withthe complete story of howyou did it as well as a plugfor Activision's new games.

(lbe Washington 1)L1St
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Rambo was the game that causedsuch a massive stir when it wasreleased before Christmas. It cameOut on top in our December issue'shead-to-head challenge becausethe strategy element gave it anedge over Commando's head down
charge up the screen. So if you got •Rambo for Christmas and youhaven't managed to complete it yethere's how to release those cap-tured GIs.
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You've picked up the gun by the temple andproceeded northwards. Go round the palmtrees and to the top of the camp, keeping thefencing on your left. Enter by the watchtowerand go left to the prisoner (pic A). This far inthe game you should stick with the knife —other weapons attract too much attention.When you reach the trussed up GI fire theknife — he'll disappear.Once you've rescued the GI it's a chargedue north until you find a chopper. There'splenty of time here to notch up a few morepoints before you run over the machine tocomplete the first part of the mission. You'reprobably better off switching to the ex-plosive arrows now — they clear a paththrough the jungle no problem.
Fly south to the right of the camp and landthe helicopter on the helipad, an H inscribedsideways in the sand (pic 8). Rambo willdisembark automatically. You have to bequick on this leg because the energy bardrains fairly rapidly.

The POWs are incarcerated in this hut (pic C)at the bottom left of the camp. You can't missit because it looks completely different fromthe rest of the buildings. Switch back to yourknife and fire a volley into the door. Theprisoners will make a run towards thehelicopter and you should follow. Don't missthe opportunity to score some valuablepoints by creating a bit of mayhem with thatbox of grenades you found on the way.
Now it's back to the helipad and time tomake an escape to Thailand. Head north outthe camp and over the river. Shortly after-wards the gunship will appear (pic D). Thebest way to deal with it is to try andmanoeuvre it broadside on and use the
bazooka on it. Once is not enough thoughit'll come back a second time_ II you can hit itagain you have a good chance. The key is tozigzag left and right oll the time. When thegunship returns a third time it is possible tododge by flying in circles until you cross thewater to Thailand. M i k e  Pattenden
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TRANS-FERRINGEFFICIENTLY
When dealing with robots ofa level below 476, this is no
problem, simply catch yourrobot. However, when yourtarget is firing back, thefollowing strategy has prov-ed most effective. (See fig. 1)
The problem with merely go-ing into transfer mode thencharging blindly at the targetis:
a) you are on a straight linefrom him: he can easily hityou,b) the closer you get, themore shots he can fire. The
best tactic is to approach thetarget at an angle, swoopround and nip in quickly. Thisway he cannot draw a beadon you.

•

CLEARINGTHE FIRSTSHIP
Refer to mop (fig. 2). Fromthe deck where you start,transfer up to a •robot ofabout 329-476 value. From

here you go to the deck mark-ed A and destroy all you findthere. This is actually very im-portant, as this tiny deck isconnected with deck C, the
bridge, and unless you havecleared deck A the lights willnot go out on deck C. It canbe very frustrating to searchdeck C for ages, looking for

TRANSFER fig• 1 d o h476

SHIP

ilk476 0 0 1  CORRECT APPROACH

All001 WRONG APPROACH

F

IH) (01,• • • • IN)

D(MI

Fig. 2



the missing robot and wastingvaluable energy, when it is infact on another deck! From
deck A go through deck (1)and up to deck 6, where youshould find two crew droidsand maybe even a sentinel.Transfer to the strongest andkill the other, Now go downto deck C, go into transfermode IMMEDIATELY and
charge through the door toyour right, taking the occu-pant by surprise. If youtransfer successfully, whichshouldn't be hard for a crew
droid, you should now be inpossession of a robot ofabout 629 level. Clear the
bridge — not as difficult as itmay sound. Remember thatthere is a plentiful supply oflowly robots in the lower
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decks. Keep in possession ofa high ranking droid,preferably a disruptor, and90 and clear deck D — a realkiller, so watch out. The next
decks are very large indeed:decks E, F, and G. Deck F isone of the most lethal decksthere is, as the dreaded 883
lurks here, be very careful ifusing the left-hand lift fromdecks E to F, there is always acluster of nasty robotswaiting to ambush you. Try tocapture each one in turn.After the main decks are
done, mop up the lesser ones:note that decks R and N anddecks S and 0  ore con-
nected. Try to finish the ship inposession of a high rankingdroid, as you get to keep it onthe next ship.
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NOTES ONTHE MOWS
420 — A problem when us-ing disruptors, as they ore im-mune. Ram them instead.476 — This droid is vital. It is
the only low rank robot tohove its own weaponry. Getone as soon as possible!302 — The fastest droid on
the ship. Very satisfying touse disruptors on the elusivelittle wretch.821 — I believe this to be themost useful robot of all. It is
Fast, reliable and has goodweaponry.999 — Do not get over confi-dent. Energy runs out at anamazing rote when using thisdroid. Best to get another assoon as you can, but do notwaste it. You can transfer to
anything from a 999.

Universal Robot Table

SNEAKYTRICKS
1) When moving along a longcorridor, fire ahead even ifnothing is coming. You can hitwhat you can't see.2) A robot hitting an ex-
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FREQUENCY: C = Common. Ft Fairly Common. UC -  Uncommon. UCiR = Uncommon to rare, R = Rare, VR Very Rare
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ploding robot explodes itself90% of the time. Try to blasttwo with one shot — it is nothard.
3) In the transfer game go forsquares he cannot reach.Sounds obvious, but it is oftenoverlooked,
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supplement all you hove to do as complete this simple puzzle.
The close ups ore token 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, cut out, and send off without delay.Entries should be sent to Play Better Competition, Priory Court, 30-32 Farringdon Lane,London, EC1R 3AU, They should reach this office before no later than Feb 20 1986.
NAME

f) 9

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 to your collection. (Youmay use a separate sheet of paper)


